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The walls between our reality ;
and the next grow thin and, Nl A
through cracks in space and cn'"'!“l's
time, malevolent monsters peer :
through. No, I’'m not talking ESvCTINY E o S0

about our neighbours here in New Releases 5
the Design Studio, but about the
latest wave of Chaos Daemons Daemons 26
unleashed from the very depths Simon Grant takes a look at the Chaos Daemans, the foul
of the Warp this month. servants of the Dark Gods that threaten all of reality.
Of course, we're not only Modelling Workshop: The Warp Forge 40
releasing miniatures for existing units, but introducing a Some of the Studio’s hobbyists have got hold of the new
few new things too, including the terrifying chariot-meets- Daemon kits. We take a look at what they've made with them.

combine harvester, the Hellflayer of Slaanesh. You can find
all the official rules you'll need to field these units in both
Warhammer and Warhammer 40,000 in the handy little
booklet that accompanies this very issue.

Eye of the Warpstorm 46
In the first of this month’s battle reports, the Eldar and the Dark
Eldar ally against the Chaos Daemons.

One of the aspects of the background to our games that Battle Brothers 60
I've always been fascinated with is how the Daemons of A look at how allied detachments work in Warhammer 40,000,
Chaos exist in both Warhammer and Warhammer 40,000. as well as showcasing several different uses of them.

This is really brought home with the new rules, as the Soul The Librarians of Tzeentch 68
Grinder can now be taken in Warhammer too! As if Greater This bickering Blue Scribes are often called Tzeentch’s
Daemons weren't scary enough, the huge clanking Daemon Librarians. Mat Ward tells us more about them.

Engine that is a Soul Grinder is going to make a huge dent
in a Warhammer battleline, that's for sure.

We put the Daemons through their paces later in the
issue, chaining Simon to a Realm of Battle whilst Matt and

The Siege of Saphery 1
In our second battle report, Andrew’s High Elves takes on
Simon’s Daemons at the gates of the Tower of Hoeth.

I take it in turns to try to defeat him on the battlefield in our Arena of Death 84
two battle reports. | won't spoil the ending here, but will We put some of the recently released plastic heroes into the
let it be noted that you should never let an Exalted Seeker Arena of Death, to see which is the best in Warhammer.
Chariot charge your units. Never.

But that’s not all, of course, for we take a closer look BlaRChitsa 88
at the sorts of things you might do in Warhammer 40,000 Working with Citadel Finecast 96
with the Allied Detachment rules, we return to the Arena of Armi Paradl
Death and John Blanche is back with more of his insights. 65 oM Farase 104

The Augury 106

Andrew Kenrick, Editor
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ON SALE SATURDAY AUGUST 4th — AVAILABLE TO ADVANCE ORDER NOW FROM

The only way to guarantee getting your new releases on the day they are released ¢ 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.




pleasure, something their cruelly barbed war machines embody on the battlefield.
This month sees three new Chaos Daemon chariot options released in plastic.

SEEKER CHARIOT/HELLFLAYER OF SLAANESH

This new multi-part plastic chariot kit can be assembled
in one of two ways — as a Seeker Chariot or a Hellflayer of
Slaanesh. The Seeker Chariot superficially resembles the
chariots of mortal races, except that it is pulled to battle
by unnatural Steeds of Slaanesh and crewed by cruel
Daemonettes. The chariot is covered in barbs, its wheels
more akin to a threshing mechanism than cart wheels,

The kit can instead be assembled as a Hellflayer of
Slaanesh which comprises a rather more vicious array of
whirling spikes and blades along its entire length.

The frame features six different Daemonette heads and a
variety of claws, all of which are interchangeable with both
the Daemonettes and Seekers of Slaanesh kits. The kit also
includes the option to build a Herald of Slaanesh to mount
on the Seeker Chariot.

The Seeker Chariot can be chosen as a mount for a
Herald of Slaanesh.

SEEKER CHARIOT

e

. il i in Citadel products may be dangerous if used incorrectly Prices correct at time of going to press, please
Pictures for illustrative purpases only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel p u . L ; " ; ) 25
cantact us for current availability and prices. Prices quoted are for products sold by Games Workshap through.its own stores, c gue or website. Indep retailers are responsible for determining their own prices.
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“WARHAMMER

/40,000,

Daemons are unique in that they can be fielded in both Warhammer and Warhammer 40,000.
The following pages show newly released Daemon miniatures on both round and square bases —
this is because you get both types of base in the box sets, and it is entirely up to you whether you
base your models for Warhammer or Warhammer 40,000.

SEEKER CHARIOT

OF SLAANESH

Product code: 99129915012
Sculpted by Alex Hedstrom and
Nic Ho.

8~

| SEE THE 360°
' GALLERY ONLINE

The Hellflayer of Slaanesh’s wicked array of threshing blades.

HELLFLAYER OF SLAANESH

Pictures for illustrative purposes only. Praduct contents may vary. Products sold unpainted and unassembled, Certain Citadel i i i i
rI03es ) ¢ y. i ; products may be dangerous if used incorrectly, Prices correct at time of going to press, please
contact us for current availability and prices. Prices quoted are for products sold by Games Warkshop through its own stores, catalogue or website. Independent retatlers are responsible for derermii‘ng!t‘he:‘:-ﬂ own :ricos.
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EXALTED SEEKER CHARIOT OF SLAANESH

Only available for a limited time, the Exalted Seeker Chariot of Slaanesh combines
two Seeker Chariot/Hellflayer of Slaanesh kits to build a huge and deadly chariot to
bear some of the deadliest of Slaanesh’s Daemons to battle.

Not only does the Seeker Chariot/Hellflayer of Slaanesh kit
make the aforementioned chariots, but combining two kits
allows you to make a third option — the terrifying Exalted
Seeker Chariot of Slaanesh. This box set includes two
frames to do just that.

The Exalted Seeker Chariot is a much larger contraption,
combining a sturdy central structure with a horrific flensing
array of whirring blades towed behind it. The chariot is
pulled by four Steeds of Slaanesh, and crewed by three
Daemonettes and a choice of either an Alluress or a Herald
of Slaanesh.

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel praducts may be dangerous if used im:ol_':ec(ly Prices correct al time u!'gtwing 1o press, pﬁga:e
contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.
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EXALTED SEEKER CHARIOT
OF SLAANESH

Product code; 99129915011
Sculpted by Alex Hedstrém and
Nick Ho.

ON SALE ATH AUGUST

SEE THE 360° |
GALLERY ONLINE

Pictures for illustrative purposes only. Product contents may vary. Praducts sold unpainted and unassembled. Certain Citadel products may be dangerous if used incarrectly. Pricés correct at timé of going to press, please
contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website, Independent retailers are ponsible for de ining their own prices.
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Grandfather Nurgle is the Chaos God of plague and decay, and his Daemons spread
his virulent gifts in the material world. Garrulous in the extreme, Plaguebearers and
Nurglings delight in infecting their foes with noxious poxes and pestilence.

PLAGUEBEARERS OF NURGLE

The Plaguebearers of Nurgle kit allows you to assemble
10 of these foetid Daemons, which form the rank-
and-file of the Daemon army in both Warhammer and
Warhammer 40,000. The kit contains the components to
assemble a command group, including a Plagueridden,
a musician and a standard bearer. The frame includes a
choice of two different banner tops — one shown below,
the other a stylised fly, shown right. The models are all
covered in humourous details, such as Nurglings peering
from distended bellies or dangling from intestines. The
kit also includes ten Nurglings and piles of festering
maggots to decorate the bases of your Plaguebearers.

Musician Standard Bearer

PLAGUEBEARERS
OF NURGLE

Product code: 99129915008
Sculpted by Mike Anderson and
Gavin Newton.

ON SALE 4TH AUGUST

i i i i “ertain Cil i i ly. Prices correct at ime of going to press, please
Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dqngemus if used incorrectly. ; B ] ;
contact us for current ;va;?:bi.’ily anyd prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.
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NURGLINGS

This box set contains enough parts to make three bases

of Nurglings. Each swarm of Nurglings comprises three
pieces — a front rank, a back rank and a middle rank — that
can be assembled in any combination, giving you a great
deal of variety. In fact, with three different designs for each
rank, there are 27 different combinations to be had! As if
that'’s not enough, there are loads of individual Nurglings
included on the frame as well, which can be used on any of
the bases or even on models in the rest of your army.

NURGLINGS

Product code: 99129915014
Sculpted by Darren Latham and
Brian Nelson.

Pictures for illustrative purposes only. qudurt contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct al time of going to press, please
contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.
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Although none of the daemonic servants of the Chaos Gods could be considered
normal, those that serve the God of Change, Tzeentch, are particularly strange, as
both the new plastic Screamers and Flamers of Tzeentch prove.

SCREAMERS OF TZEENTCH

This box set contains three plastic Screamers of Tzeentch,
glimmering sky-sharks that hunt the prey of their master in
great shoals. There are three different Screamer bodies,
each covered in dozens of eyes, fins, bristling spines and
gaping maws. The kit also contains several different tail
options, crests and fangs, offering a great deal of variety in
a unit. There’s even a distinctly shark-like fin to add to one
of your Screamers!

SCREAMERS OF TZEENTCH
Product code: 99129975009
Sculpted by Aly Morrison.

ON SALE 4TH AUGUST

incorrectly. Prices correct at time of going to press, please
logue or website. Independent retailers are responsible for determining their own prices.

Pictures for illustrative purposes only. Product contents may vary, Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used
contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, c.
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FLAMERS OF TZEENTCH

The Flamers of Tzeentch are amongst the strangest-looking
of the Daemons of Chaos, their long, tubular torsos
sprouting heads, maws and other orifices that constantly
gout flame. The plastic Flamers of Tzeentch box set contains
three of these Daemons, each with a different body. The kit
also contains all manner of extra bits, such as strange leech-
like tentacles, to adorn your models. There is also a more
elaborate head and an extra arm, allowing you to assemble
one as the Flamer’s champion, a Pyrocaster.

FLAMERS OF TZEENTCH
Product code: 99129915010
Scuipted by Trish Carden and
Colin Grayson.

THE BLUE SCRIBES

The Blue Scribes are a pair of Blue Horrors tasked by
Tzeentch with recording every known spell no matter
where it might be found. The Blue Scribes are available in
Citadel Finecast, mounted atop their Disc of Tzeentch and

ON SALE 4TH AUGUST

; FER : THE BLUE SCRIBES
depicted bickering even as they go about their monumental Product code: 99819915010

task. The model is adorned with all manner of characterful Setllpteo by Juar Bz
details, from the stacks of parchment, scrolls and grimoires

to the spilled ink wells leaking all over their work. P p——

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please
contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.
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EPIDEMIUS ! KARANAK
Product code: 99819915016 . ! / Product code: 99809915022

ON SALE 4TH AUGUST | ON SALE ATH AUGUST

AVAILABLE TO ADVANCE ORDER NOW AT

Pictures for illustrative putposes only. Product contents may.vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrect ices correct at time of going to press, please
s for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website, Independent retailers are responsible for determining their own prices.
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KAIROS FATEWEAVER
Product code: 99819915011

ON SALEATH AUGUST

THE MASQUE
Product code: 99809915020

WWW.GCAMES-WORKSHOPCOM

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

BEAST OF NURGLE
Product code: 99819915021 ! Product code; 99819915017

ON SALE 4TH AUG Ry ON SALE ATH AUGUST

FIEND OF SLAANESH 1 FIEND OF SLAANESH 2 FIEND OF SLAANESH 3
Product code: 99809915018 Product code: 99809915019 Product code: 99809915023

AVAILABLE TO ADVANCE ORDER NOW AT

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled, Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please
contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.
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KEEPER OF SECRETS GREAT UNCLEAN ONE
Product code: 99819915013 : Product code: 99119915036

ON SALE ATH AUBUST

ON SALE 4TH AUGUST

FLESH HOUNDS OF KHORNE
Product code: 99819915015

WWW.GAMES-WORKSHOPCOM

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled, Certain Citadel products may be dangerous if used incorrectly, Prices correct at time of going to press, Pplease
contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.
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Daemons are not the only children of Chaos to be unleashed this month, for there
are new Beastmen released as well. With a new plastic Great Bray-Shaman and loads
of miniatures released in Citadel Finecast, the Beastmen hordes are ready for war!

GREAT BRAY-SHAMAN

GREAT BRAY-SHAMAN
Product code: 99070216001
Sculpted by Mike Anderson.

ON SALE 18TH RUGUST

The plastic Great Bray-Shaman stands proud atop a rocky
outcrop on his scenic base, brandishing his mighty stave.
The braystaff is adorned with skulls, including the skull of
another Beastman — perhaps that of his predecessor - and
other grisly trophies decorate his belt, whilst the cloak
flapping out behind him is made from a patchwork of skin.

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadle! products may be dangerous if used incorrectly. Prices carrect at time of going to press, please
)

lent retailers are responsible for determining their own prices.

contact s for cuprent availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catal gue or website. Indep
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TUSKGOR CHARIOT BEASTMEN RAZORGOR
Product code: 99810216004 Praduct code: 99810216006

' ADVANCE ORDER FROM 11TH AUGUST AT

WWW.GAMES WORKSHOPCOM
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As well asa: selectmn of High Elv s made available in Citadel Fmecast this month
also sqes the re lease of a much-I ved'{ classic Cltac:!el miniature -{es (.Todwu

IHigh l_op?[masteﬂof t ‘g\l
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i

SHADOW WARRIORS : - TECLIS
Product code: 99810210008 Product code: 998002 10004

ON SALE 18TH AUGUST

& ADVANCE ORDER FROM 1 ITH AUGUST AT
WWW.GAMES WORKSHOPCOM
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More miniatures are released in Citadel Finecast each month so make sure you
check our website for the latest releases. Amongst those released this month are
miniatures for The Lord of the Rings, a selection of which are shown below.

GUNDABAD BLACKSHIELDS
Product code: 99801462021

ON SALE 18TH AUGUST
A

KING’S CHAMPION
Product code: 99801465008

CAVE DRAKE
Product code; 99811466019

ON SALE 18TH AUGUST

ADVANCE ORDER FROM AUGUST 11™ AT
WWW.GAMES WORKSHOPCOM



THE BLACK LIBRARY

BRINGING THE WORLDS OF WARHAMMER AND WARHAMMER 40,000 TO LIFE

Black Library publishes a range of novels, short story
anthologies and audio CDs based in the worlds of Warhammer
and Warhammer 40,000. The Black Library website is the place
to go to read exclusive extracts, interviews with the authors and
sneak-peeks of forthcoming releases. The website is also the
only place to get limited edition copies of novels and an ever-
growing range of digital downloads.

www.blacklibrary.com

lad.

Hawkins waved
;-‘ ng the Black Temp
i Ji]'le downed Servitor.

chest to make sure it was
The servitor was an Ork. :

he shreds of skin that flapped loose on the remains
s skull. Kul Gilad knelt beside the creature and took

) come forwards with him, follow-

MALEDIC ON

A great hero of the Imperial
Guard recounts his tales of
bravery and glory fighting
alongside the Space Marines of
the Dark Angels Chapter, but
all might not be as it

first seems. ..

Malediction
ISBN: 978-1-84970-228-7

PR]ESTS UF AR

Thmes estselling 2 Uil

EHHI!ﬂTﬂ MeHEILLES

An Adeptus Mechanicus
Explorator fleet ventures
beyond the borders of the
Imperium, in pursuit of arcane
technology. Who knows what
perils may lie outside the
dominion of Mankind?

Priests of Mars
ISBN: 978-1-84970-176-1

G R AHA M
T

Relive the legend of the first
Emperor of Man! This omnibus
edition features the novels
Heldenhammer, Empire and
God-King by David Gemmell
Legend Award-winning author
Graham McNeill.

Legend of Sigmar
ISBN: 978-1-84970-226-3

Pictures for ilustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products
may be dangerous if used incorrectly. Prices correct af time of going to press, please contact us for current availability and prices. Prices
quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for
determining their own prices.
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AUDIO DRAMAS
Special effects and a full cast of characters bring the worlds of Warhammer and
Warhammer 40,000 to life, in a range of stories exclusive to audio
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Listen to Black Library’s bestselling novels while you prepare your army for the battlefield.
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it-hole, you’ll know the

Unless you have been hiding in a Hob
epic movie, The Hobbit: An Unexpected Journey, reaches cinemas

in December. We are tremendously excited about the forthcoming
ame and range of new miniatures based on
'nexpected Journey, and the opportunity to
ddle-earth that began with

tabletop battle g
The Hobbit: An U
continue the exploration of
The Lord of the Rings™ Strategy Battle Game.
Keep up to date with all the movie news and trailers at the-
hobbit-movie.com, and find out all about Games Workshop’s new
releases in the months to come in the pages of White Dwarf and the

Games Workshop website, games-workshop.com.




Daemons Everywhere!

The Daemons of

Chaos feature in

both Warhammer and
Warhammer 40,000.

As much as they share

a common heritage

(if being a daemonic
creature spawned from
esoteric energy can be
considered ‘common’),
Daemons work slightly
differently in accordance
with each game. Read on
to learn about how the
Chaos Daemons operate
in both games.
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The Scions of the Dark Gods have been unleashed once more
to drown the material realm beneath an endless daemonic
tide. Simon Grant introduces the dread Daemons of Chaos.

eyond the boundaries of reality, from

a warped plain of existence where

time has no meaning, the Chaos Gods
watch the worlds of mortals with ancient,
hungry eyes. Anathema to all that is pure
and natural, the Dark Gods represent the
very worst attributes of Mankind’s base
emotions and instincts — war, lust, murder,
treachery, debauchery and greed; the list
is as endless as the hatred that the Chaos
Gods bear for Mankind. And so do they
send forth their unholy servants to reap the
souls of mortals, feeding their insatiable
thirst for mayhem and death.

Spawned as an incarnation of
Mankind’s worst nightmares, Daemons
are the deadly servants of the four Great
Powers of Chaos. Under the command of
gigantic Daemons of incalculable might,
these warlike fragments of divine will
are loosed upon the domains of mortals.
Chaos Daemons are destruction incarnate,
beings of pure energy that exist only to tear
civilisations asunder for the amusement of
their infernal masters. Where the Daemons
of Chaos walk, anarchy is loosed, reason
collapses and carnage untold visited upon
the mortal universe.




is the mightiest of the Chaos Gods, perceived as an angry,

raging god of bestial fury and matchless battle prowess.
Khorne is patron to those who seck the strength to win glory on
the battlefield and defeat their enemies through martial skill alone.

At the heart of the barren, blood-soaked wasteland that

forms Khorne's realm lies an impregnable brass citadel of titanic
proportions. In a vast chamber decp within the fortress's central
keep, Khorne sits atop a mighty brass throne at the summit of a
vast pile of skulls. The Blood God's body is broad and armoured
in ornate plate of brass and obsidian. At his side rests a dread two-
handed sword, a symbol of Khorne’s might and mastery of war.

Khornc is the Blood Ged, the Lord of Skulls and Battle. He

passions, hidden vices and seductive temptations. To
worship the Lord of Pleasure is to surrender one’s soul
10 a life of avarice, vainglory and debauchery, becoming a slave
to Slaanesh'’s slightest whim. The Dark Prince is a master of
subverting dreams to lure a mortal’s corruptible mind to serve him
and revels in both their worship and their weakness.

Of all the Dark Gods, Slaanesh is divincly glamorous: long-
limbed and clegant, with a haunting androgynous beauty. From his
seemingly paradisiacal Palace of Pleasure, the Dark Prince views
the mortal realm as a source of playthings, a ferfile domain from
which to ensnare fresh souls in his web of excess.

S laanesh, the Dark Prince of Chaos, is master of cruel

pestilence, presides over physical corruption and

morbidity. Nurgle's great delight is in the circle of
existence — in life, atrophy and death. Thus do those secking to
prolong their lives or overcome afflictions gravitate towards the
worship of the Plague God, for only he can case their suffering.

Grandfather Nurgle, as he is often known, is a corpulent

creature bloated with corruption and disease. His skin is greenish
in hue, but leathery and necrotic, its surface pock-marked with
weeping sores, swelling boils and numerous signs of infestation. It
is said that within his immense, pestilential body lies the source of
every plague and infection ever inflicted upon the mortal realm.

Nurglc. the Great Lord of Decay and the father of all

God of Magic and Sorcery; to others, he is the Weaver

of all Fates or the Great Conspirator. From the heart of
the Impossible Fortress, Tzeentch’s labyrinthine stronghold, the
Changer of Ways perceives all. The petty plots and schemes of
mortals arc as transparent as glass to the Master Manipulator, and
thus does he hold sway over those that seck to gain advancement
through politicking or yearn for forbidden knowledge.

Unlike his brother Chaos Gods, Tzcentch maintains no single
form, his skin ever in a state of flux and crawling with leering faces
that sneer and mock those brave or foolish enovgh to gaze upon
such a paradoxical manifestation and invite irrevocable madness.

Tzc:ntch is known by many names. To some, he is the
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he Daemons of Khorne are savage

manifestations of the Blood God’s

fury and ascendancy in the art of
combat. As such, Khorne’s minions are
amongst the deadliest of fighters, wielding
hell-forged weapons that can slice through
armour, flesh and bone with equal ease.
Khorne despises ranged combat, thus do
his daemonic servants charge headlong
through enemy fire to engage them in
bloody melee, where their berserk ferocity
and brutal combat skills can be unleashed
to lethal effect. When the slaughter is over,
they are on the hunt once more, seeking
ever more skulls to claim for their master.

Slaughter Amongst the Stars

In Warhammer 40,000, the Daemons of
Khorne are rightly feared for the deadly
Hellblades they carry. These vicious

—
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weapons count as power swords, their AP3
ensuring that only the very heaviest armour
can resist their blows.

Bloodletters are the foot soldiers of
Khorne’s legions and are a Troops choice in
a Chaos Daemons army. Their Hellblades,

2 Attacks and Weapon Skill 5 ensures that
Bloodletters can happily slaughter their way
through a full squad of Space Marines in

a single Assault phase. Their elite kin, the
Bloodcrushers, are deadlier still, mounted
upon great monsters of brass and iron
called Juggernauts gifted with greater hitting
power and resilience by their ferocious
daemonic steeds.

The Flesh Hounds are Khorne’s
relentless hunters who, as Beasts, are able
to rapidly close on their chosen quarry and
tear them to pieces. Despite lacking the
armour penetration of a Hellblade, Flesh




Hounds nonetheless pack a deadly punch
for a relatively cheap Fast Attack unit.

But the king of Khorne's Daemons is
the mighty Bloodthirster. These merciless
slaughterers are equally at home swatting
aside tanks, squads of enemy infantry, or
even characters in a challenge. As a Flying
Monstrous Creature, they can close on the
enemy with terrifying speed, making Vector
Strikes as they do so before plunging into
the fray.

Battlefields of Blood

The Hellblades of the Bloodletters and
Bloodcrushers in Warhammer combine
with their combat skills to grant them the
Killing Blow special rule, making them
effective against heavily armoured infantry,
cavalry or enemy characters alike. But even
without this ability, the Daemons of Khorne
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all have a minimum Strength of 5, ensuring
that they can reap a bloody harvest. Their
master’s hatred of magic also grants his
Daemons a degree of Magic Resistance,
increasing their save against enemy spells.
Bloodletters are a Core choice and are
especially effective when fielded in large
horde units for extra attacks. Bloodcrushers
and Flesh Hounds are rarer, but harder to
bring down and their speed enables them

to close on the enemy at a much faster rate.

In Warhammer, a Bloodthirster is
even more intimidating. Even without any
Daemonic Gifts to augment its combat
ability, a Bloodthirster is capable of slaying

the most powerful characters and monsters.

However, the addition of a few upgrades
such as Immortal Fury (re-rolls To Hit in
combat) or the Armour of Khorne (a 3+
save) make a Bloodthirster truly terrifying.
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Daemonette of Slaanesh
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aemons of the Dark Prince mirror
D their divine master’s seductive

grace and disturbing allure. They
cavort across the battlefield, drinking in
the sensations of their mortal victims’
heightened emotions before tearing them
to shreds in an orgy of bloodshed with
their wracking claws. The slender, epicene
frames of Slaanesh’s Daemons belies
their veiled lethality, for within each of
these creatures lies the essence a ruthless
murderer that revels in the suffering of its
victims. Such is their unnatural speed and
agility that they can easily dance between
the clumsy blows of their foes as they
lash out with vicious talons to rend and
disembowel their hapless opponents.

Though not as overtly warlike as the

Daemons of Khorne, the daemonic servants
of Slaanesh are deadly close combat

fighters, relying instead on speed and
distraction than brute strength alone. None
personify this dark beauty more than the
Daemonettes, beguiling yet repulsive killers
that delight in inflicting pain and torment.

A Galaxy of Sin

In Warhammer 40,000, the Daemonettes’
murderous grace is evidenced by their
Initiative of 6 and 3 Attacks, as well as
their Aura of Acquiescence, which counts
as both offensive and defensive grenades
in combat. Another crucial attribute of
the Daemonettes is that their attacks
have Rending, giving them the ability to
overwhelm even the toughest opposition.
Mounted on equine Steeds, Seekers of
Slaanesh share the same strengths as the
Daemonettes, but with the added benefits
of a bonus Attack and 12" movement.




Fiends of Slaanesh are also very
swift, but strike with 6 Rending Attacks
at Strength 5 on the charge, and can then
take advantage of their Soporific Musk to
immediately disengage as a Hit & Run.

Slaanesh’s favoured servants often ride
to war upon fast chariots, whose graceful,
bladed forms embady their master. These
Seeker Chariots and Exalted Seeker Chariots
can unleash an enormous number of
Strength 4 Hammer of Wrath hits on the
turn they charge, the Exalted Seeker Chariot
in particular potentially striking 24 times.

Fields of Pleasure and Pain

In Warhammer, Slaanesh chariots have
the hitting power to break a regiment.
Again, the Exalted Seeker Chariot
exemplifies this with 2D6+1 Impact Hits!

¢ “WARHAMMER
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Units of Daemonettes are Core choices
in Warhammer and are especially deadly
against light infantry, where their 2 Armour
Piercing Attacks combined with a high
Initiative and Weapon Skill will take a
heavy toll. Against stronger opposition,
the inclusion of a Herald of Slaanesh will
compel them to Always Strike First.

The Seekers and Fiends of Slaanesh
have an enormous Movement value of 10,
meaning that they can comfortably reach
the enemy by Turn 2, where they excel at
harassing the flanks.

A Keeper of Secrets is the Greater
Daemon of choice for those without a
shred of mercy. Able to keep pace with the
Seekers and Fiends, a Keeper of Secrets
has the Always Strikes First special rule and
Initiative 10 for re-rolls to hit.

Painting Daemons
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Plaguebearer of Nurgle
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he Daemons of Nurgle share their

foul master’s corpulent physique,

harbouring all manner of disease and
within their tortured frames. Filth-encrusted
innards are exposed, trailing from gaping
holes in their distended bellies, whilst
others feature gaping maws that gibber and
gnash with vile sentience. Despite their
playful mannerisms, each and every one of
Nurgle’s daemonic children is a pox-ridden
carrier of disease whose merest touch can
corrupt and infect with fatal consequence.
Nurgle’s daemonic host also share an
incredible physical resistance to harm, the
rotten meat of their bodies impervious to all
but the most brutal or proficient blows.

The most common of the Plague God’s
minions are the Plaguebearers, the Tallymen
of Nurgle, their essence formed from souls
of mortals that died of Nurgle’s Rot.

Pustulent Planets

In Warhammer 40,000, these shambling
Daemons are Toughness 5 and have the
Feel no Pain special rule, making them

by far the most survivable of the Lesser
Daemons of Chaos. In addition, their rancid
Plagueswords grant them the Poisoned (4+)
special rule in combat and the ability to
bring down the toughest opposition.

The diminutive Nurglings feature on
many of the Nurgle Daemon miniatures,
either as decorations on a base or peering
out from inside a larger Daemon’s open and
decomposing wound. However, Nurglings
can fight in both games as a swarm of
Daemons in their own right, where their
multiple Wounds and Attacks can easily
overwhelm an unprepared opponent.

Beasts of Nurgle are ugly, putrid, but
excitable creatures that are something of a



menace on the battlefield and very difficult
for an opponent to overcome. On the
battlefields of the 41st Millennium, Beasts
of Nurgle are extremely resilient, able to
shrug off a great deal of injury.

Great Unclean Ones are the mightiest
Daemons of Nurgle, great obese and
plague-filled monsters in the shape of
Nurgle himself. They are amongst the most
resilient units in either game. A Great
Unclean One is by far the toughest of the
Greater Daemons (at T6) and its Noxious
Touch will wound any enemy on a 2+.

Realms of Ruin

In Warhammer, the Daemons of Nurgle are
tough to bring down, striking with Poisoned
Attacks and — with the addition of a Herald
- Regeneration. In games of Warhammer,

e
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Nurgling Swarms also have Poisoned
Attacks and have the option to be
deployed as Scouts.

Beasts of Nurgle have a high Toughness,
Regeneration and 4 Wounds. The horrible
slime trail discharged by these foetid
Daemons also denies combat bonus for
attacking in the flank or rear, making them
exceptional units for holding up the enemy.

10 Wounds and a Toughness of 6 ensure
that only the most determined opponent
will stand a chance of killing a Great
Unclean One, but just to be on the safe
side, the Trappings of Nurgle Daemonic
Gift can further augment its fortitude with
a 4+ armour save and Regeneration! In
addition to being a powerful fighter, a Great
Unclean One can also be made into a
powerful Level 4 Wizard.
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Pink Horror of Tzeentch
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s the God of Magic and Change,
A Tzeentch bestows the power of

sorcery and mutability on all
his daemonic legions. Arcane Warpfire
sprouts from their every orifice, searing
everything it touches or transmuting their
victims into new aberrations according to
Tzeentch’s whim. The most powerful of
these daemonic creatures wield even more
potent forms of esoteric sorcery, casting
down walls or incinerating dozens of foes
with the merest thought.

The Daemons of Tzeentch are many-
limbed and ever changing in shape and
hue. New appendages grow even as others
are drawn back into the Daemons’ body
and flesh melds together or parts to form
a gaping maw that gibbers maniacally. To
look upon the Daemons of Tzeentch is to
know madness in its purest form.

No two Daemons of Tzeentch are
alike, from the gibbering, luminiscent Pink
Horrors whose form changes even as they
engage in battle, to the leaping, bounding,
tubular Flamers that constantly burp and
spout magical, animated flames.

Fate is Written in the Stars

The aspect of Tzeentch’s Daemons that is
immediately noticeable in Warhammer
40,000 is that their invulnerable save is
better than that of the other Daemons of
Chaos, making them tough to kill.

Pink Horrors and Flamers command
Warpfire in Warhammer 40,000 - a
powerful ranged attack with the power of
a heavy bolter — making them superb anti-
infantry units. Alternatively, Flamers can
unleash the Breath of Chaos, a template
attack that allows no armour or cover saves!




The avian Lords of Change are the
masters of the Tzeentchian hosts, powerful
mystics beyond the measure of mortal
ken. They are Monstrous Flying Creatures,
allowing them to swoop and glide across
the battlefield whilst blasting the enemy
asunder with a choice of devastating
powers, such as the Strength 8, AP1 Bolt
of Tzeentch. With a few choice Daemonic
Gifts, a Lord of Change can summon an
additional power and even split its fire
between several enemy units.

Scions of Sorccrg

In Warhammer, the Daemons of Tzeentch
command potent magical powers. Lords
of Change, for example, are powerful
spellcasters that know all the spells from
the Daemon Lore of Tzeentch, and even

units of Pink Horrors in Warhammer can
cast spells, their Wizard Level dependent
on the number of models in the unit. In
fact, a unit of 36 or more Horrors is a Level
4 Wizard in its own right!

Flamers of Tzeentch can each unleash
D6 Flaming Attacks in the Shooting phase
to devastate, even annihilate, an enemy
regiment in a single burst of fiery death.

The manta-like Screamers of Tzeentch
can swoop over the heads of their victims
in the Movement phase, using their
Slashing Attack to wrack them with fangs
as barbed tails as they do so, or swoop
down to tear small units to shreds in
combat with their handful of attacks.
Alternatively, they can use their vicious
Lamprey’s Bite to inflict Multiple Wounds
(D3) on Large Targets.
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W‘ he Daemons of Chaos are many and
# varied, not all existing purely by the

Daemon Prince
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will of one of the four major Chaos

Powers. Such creatures can nonetheless be
found accompanying a host of Daemons
belonging to one or mare of the Chaos
Gods, drawn to the realm of mortals as
a moth to a flame. Indeed it is rare for a
daemonic host to comprise entirely of
servants of one Chaos God, for though
they are fierce rivals in the Immaterium,
the Dark Gods will often put aside their
differences and act with one purpose, if
only briefly, should the opportunity to lay
waste to the mortal realm present itself.

Should such a pact be struck between
the Chaos Gods, notoriously fickle as they
are, there will inevitably be repercussions.
The ends, however, will often justify the
means as the strengths of one of the Great

Powers can complement the weaknesses of
another. The battle-hungry belligerence of
Khorne's daemonic generals can oft benefit
from the insightful counsel of Tzeentch’s
prescient oracles, as can the shambling
legions of Nurgle be greatly bolstered by
the swift and nimble Daemons of Slaanesh.
In this manner, an army of Chaos Daemons
can be far greater than the some of its
individual parts.

Of the unaligned Daemons that can
be found amongst the ranks of a larger
daemonic invasion, the most commonly
sighted are the dread Daemon Princes, the
clanking Daemon Engines known as Soul
Grinders and winged, imp-like Furies.

Daemon Princes were once mortal,
great champions and warlords of men
who were blessed with great power and
the gift of immortality after a lifetime of



slaughter in service to the Dark Gods.
Daemon Princes are Heavy Support units in
a Chaos Daemons army, deadly Monstrous
Creatures that have an enormous choice of
upgrades available, from Daemonic Flight
(making them Flying Monstrous Creatures)
to deadly ranged attacks such as Daemonic
Gaze or Breath of Chaos. It is even possible
to dedicate a Daemon Prince to one of the
Dark Gods with a Mark of Chaos, opening
up a greater choice of Daemonic Gifts.

In a Daemons of Chaos army, Daemon
Princes are Lord choices, acting as mighty
daemonic generals second only to the
Greater Daemons in power and esteem.
Warhammer Daemon Princes can also
be granted the gift of wings, a mastery of
magic or mark of one of the Chaos Gods.

Soul Grinders are brutal daemonic war
machines, a terrible fusion of metal and

Daemon flesh. In Warhammer 40,000, Soul
Grinders are Walkers that combine high
armour values with a deadly ability in close
combat. The phlegm and tongue upgrades
also provide a dangerous anti-tank or
anti-infantry ranged attack to choose from.
Excitingly, although perhaps not for the
denizens of the Warhammer world, with
the official update booklet Soul Grinders
can now be fielded in a Daemons of Chaos
army. These brutal monsters can withstand
horrendous punishment and crush entire
regiments beneath their clanking feet.

Finally, Chaos Furies provide Daemon
armies for both games with a great choice
of cheap, fast-moving unit (or Jump Infantry
in the case Warhammer 40,000). Chaos
Furies are daemonic scavengers and work
extremely well when performing a similar
role on the battlefield.
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CODEX: CHAOS DAEMONS

This 88-page Codex details the rules for
using the Warp-spawned Chaos Daemons
in the 41st Millennium, including how
they burst from beyond the veil of reality
to attack their foes with their Daemonic
Assault special rule. The book also includes
a timeline of famous daemonic incursions,
a detailed bestiary for each unit and an
impressive ‘Eavy Metal gallery.

Product Code: 60030115007

WARHAMMER ARMIES:
DAEMONS OF CHAOS

Warhammer Armies: Daemons of Chaos is
a 96-page army book that encompasses the
rules for unleashing the Daemons of Chaos
on the battlefields of the Warhammer
world, including a huge range of powerful
Daemonic Gifts and spell lists for the
Daemon Lores of Tzeentch, Nurgle and
Slaanesh. Warhammer: Daemons of Chaos
also features a bestiary for the daemonic
servants of the Dark Gods and an ‘Eavy
Metal miniatures showcase.

Product Code: 60030215001

Nurglings
Contains 3 bases
of Nurglings.

Product Code: 99129915014

Flamers of Tzeentch
Contains 3 Flamers
of Tzeentch.

Product Code: 99129915010

Screamers of Tzeentch
Contains 3 Flamers
of Tzeentch.

Product Code: 99129915009

Chaos Daemons Battalion/Battleforce
Contains 20 Bloodletters, 5 Seekers,
10 Horrors and 10 Daemonettes.

Product Code: 99129915003

Dzemon Prince
Contains 1 Daemon Prince.

Product Code: 99129915004

Plaguebearers of Nurgle
Contains 10 Plaguebearers of Nurgle,
including command group.

Product Code: 99129915008



The Chaos Daemons range includes a growing host of multi-part plastic kits, all
of which are displayed below. These box sets are available to buy now in Hobby
Centres and online - you can see the complete range of models on our website.

I
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SEEKER CHARIOT

) CHARTRAQUEUR EXALTE DE SLAANESH
CLORIOSO CARRO DE LA DEMENCIA DESLAANESH
ERHABENER JAGDSTREITRAGEN

CARRD DELLE CACCIATRIC ESALTATE
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Bloodcrushers of Khorne Bloodletters of Khorne

Contains 3 Bloodcrushers of Khorne, Contains 10 Bloodletters of Khorne,
including command group. including command group.

Product Code: 99129915007 Product Code: 99129915001

Exalted Seeker Chariot

Contains 1 Exalted Seeker Chariot.

Product Code: 99129915011

Pink Horrors of Tzeentch Seckers of Slaanesh

Contains 10 Horrors of Tzeentch, Contains 5 Seekers of Slaanesh, including
including command group. command group.

Product Code: 99129915006 Product Code: 99129915005

Daemonettes of Slaanesh Secker Chariot of Slaanesh Soul Grinder

Contains 10 Daemonettes of Slaanesh, Contains a choice of 1 Seeker Chariot or Contains 1 Soul Grinder.
including command group. Hellflayer of Slaanesh.

Product Code: 99129915002 Product Code: 99129915012 Product Code: 99129915013

AVAILABLE IN STORES AND ONLINE FROM:

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

39



40 WHITE DWARF

MODELLING WORKSHOP

THE WARP FORGE

This month’s plastic Chaos Daemons release has excited many of us here in the
Studio, so we thought we’d have a snoop about their paint stations to see what
they’ve been doing with the new plastic kits.

One of the great aspects of plastic Soul Grinder of Nurglc

Citadel miniatures that many Chad converted and painted this Soul Grinder to match the Plaguebearers
hobbyists enjoy is the opportunity in the rest of the Hobby Team’s army. He stippled on a coat of Liquid
for conversion and kit-bashing that they Green Stuff to the armour plates to give a rough, worn finish. He then
present. Many of our kits are cross- added small balls of Green Stuff to look like pustules, and a tongue from
compatible, allowing simple head and the Chaos Spawn kit to make it look sick and mutated.

weapon swaps — as well as more ambitious

conversions — to be readily undertaken. As

most of the Chaos Daemon range is now ;

available in plastic, there are innumerable

options for mixing and matching A

components across your army to help you 4

create that ideal pose or combination. :
We didn’t have to wander far within

the Studio to see examples of kit-bashing

and converting taking place, from the

Hobby Team’s Chad Mierzwa and his

converted Soul Grinder to editor

Andrew Kenrick’s cheeky use of the

spares from his Plaguebearers kit

on his Death Guard Chaos

Space Marines.

This huge, distended tongue is a spare component from
a Chaos Spawn kit that Chad had lying around.



‘Chad chose to paint the Soul
‘Grinder in separate sub-assemblies,
‘before gluing it together. Here you
‘can see the various components,
complete with conversions.

The flat armour plates have been given a rough finish using While the Liquid Green Stuff was still drying, Chad prodded it
Liquid Green Stuff, which Chad stippled on with a Stippling with the blunt end of his paintbrush to create pock marks. He
Brush. He then painted it to look like rusted metal. then added little balls of Green Stuff, painted up as pustules.
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Secker Chariot of Slaanesh

Matt assembled both a Hellflayer and Seeker Chariot for his new Chaos
Daemon army, but had enough parts left over to make a Herald of

Slaanesh on foot as well. He still has some spare heads left on the frame
too, which he plans on scattering through his Daemonettes and Seekers.

Matt’s Hellflayer
of Slaanesh.

\\

After assembling the Hellflayer, Matt had enough
components to make a Herald of Slaanesh on foot.

Matt plans on using
the spare heads and
riders to add variety
to the rest of his
Slaaneshi units.
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Plagucbearers and Nurglings
Andrew already has a Death Guard army — Chaos Space Marines devoted
to the Plague God, Nurgle — and is busy adding an allied detachment of
Chaos Daemons to the army with the new Plaguebearers. But, he got
carried away and couldn’t help adding spare components to some of the
Chaos Space Marines, as well as scattering Nurglings — taken from both
the Plaguebearers kit and the Nurglings box set — everywhere he could.

The Death Guard icon bearer (left) has been equipped with a spare
icon leftover from the Plaguebearer kit. You can also see the spare
death’s heads from the kit that Andrew has hung from belts.

The Aspiring Champion (left) brandishes the decapitated heads and
a spare Plaguesword from the Plaguebearers kit. The Nurgling on the
Chaos Space Marine’s backpack (right) mimics the shape of his horns.

Andrew intends to use his Plaguebearers as allies for his Andrew added Nurglings to ‘ht's Forge World Nurgle
Death Guard, so painted their bases to match. Dreadnought, as well as a pile of maggots to the base.

NEW RELEASES 43



Invasion
This month Daemonic legions from beyond the boundaries
of reality come forth to wreak devastation and destruction.
Glory be to the loyal devotees of Chaos! Get down to your
local Hobby Centre to learn how to build up your own
ranks and be a part of the invasion.

More Detail!

The Chaos Daemons have never looked so good with all

of the range now in plastic or Citadel Finecast! All these
highly detailed models offer you fantastic choice for your
army, whether you play Warhammer or Warhammer 40,000
— truly, you are spoilt for choice!

i
GAUES WORKSHOP

games-workshop.com

Last Stand

The vastness of The Warp means there is a massive variation
of Daemons that form to plague the mortal realm; no one
will be spared from Chaos. You are needed to fight back,
and the staff at your local Hobby Centre can guide you in
ways to build up your army and destroy the foul Daemons!

A Chaotic World

As the boundaries between the earthly realm and The Warp
blur, battles will be fought across the Warhammer world
and Warhmmer 40,000 universe. Get down to your local
store and fight for your chosen side. Will the Gods of Chaos
be given the chance to finally destroy all worlds?

FOLLOW YOUR LOCAL STORE ON FACEBOOK AND TWITTER










Battle Facts:

SCENARIO: Big Guns Never Tire
POINTS VALUE: 2000 points

ARMIES: Eldar & Dark Eldar
vs. Chaos Daemons

PLAYERS: Matt Hutson vs. Simon Grant

reports, aspiring Herald of the Gods

Simon Grant unleashes an army of
Chaos Daemons upon Matt Hutson’s
Eldar and Dark Eldar alliance. The
highly advanced weaponry and rightly
famed combat skills of the Eldar and
their depraved kin will be put to the
ultimate test against the dread Warp-
spawned legion of the Dark Gods set
against them.

The relationship between the Eldar
and Dark Eldar is a complicated one,
at first seemingly at odds with their
respective ways of life. However,
their ancestral kinship is nonetheless
as unyielding as adamantium and,
should a situation arise that threatens
(or works to the advantage of) both
races, they will gladly join forces
against their common enemy. As such,
the two armies are Battle Brothers in
Warhammer 40,000’ Allies Matrix,
counting as friendly units for all intents
and purposes.

For this battle report, just such a
situation has arisen, necessitating the
mediation of the Harlequins to unite
the war effort of their kin against the
threat. Chaos Daemons are wreaking
havoc on an Eldar maiden world that
has been wracked by a ferocious
Warpstorm. Such a predicament
would normally leave a world isolated
and at the mercy of the storm until
it abated, but interstellar travel is
redundant to those that can traverse
the webway. And so a combined force
of Eldar and Dark Eldar has emerged
from the webway to drive off the
daemonic invaders before they can
gain a foothold in realspace and wreak
carnage on the planet’s population.

Both players agreed on a sizable
2000-point game as this would
allow Simon to field a number of the
new Chaos Daemon models, whilst
enabling Matt to include a decent
selection of Dark Eldar units as part of
his allied detachment.

In the first of this month’s battle
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Matt: The Eldar are arguably the best all-
round army in Warhammer 40,000. Not
even the Space Marines can field squads
as specialised as the Eldar Aspect Warriors
(well, not without paying an enormous
premium in points anyway). This allows
Eldar players to adapt to any opponent and
make expert use of the perfect weapons
and wargear to kill them.

Against an army of Chaos Daemons,
there is only one thing to do - field as many
guns as you can get your hands on. Not just
any guns, mind, but preferably ones that
can churn out as many shots as possible.
Every Chaos Daemon has a 5+ invulnerable
save and the Eternal Warrior special rule,
meaning that squads such as Fire Dragons
are far less effective against them. Units
equipped with shuriken weapons, on the
other hand, will prove to be far deadlier.

| selected the Eldar Craftworld with
the largest number of shuriken weapons
in its collection and set about writing an
army list that would fit as many of them in
as possible. Two squads of Dire Avengers,
each led by an Exarch with Bladestorm
should give Simon’s Daemons a good
kicking, especially when supported by
a large unit of 20 Guardians. They have
enough firepower to wipe out an entire
squad of Daemons in a single volley, but
even if Simon gets the jump on them, their
Overwatch fire will still be pretty brutal.

To support these squads, | selected
a pair of Vypers with shuriken cannons
and included a Farseer to lead the army.
Cunning use of his Guide and Doom
psychic powers (granting re-rolls To Hit and
To Wound) will make my Dire Avengers
and Guardians even more of a threat.




A Wraithlord with bright lance will
provide me with some anti-tank punch,
as | know that Simon is a big fan of Soul
Grinders. Dark Reapers may seem a bit
overkill, as the low AP value of their reaper
launchers will have no effect against the
invulnerable saves of the Chaos Daemons.
However, they are still great for dealing
with tougher or more heavily armoured
enemies such as Greater Daemons,
Daemon Princes or Bloodcrushers.

My allied detachment of Dark Eldar
have been armed with a nasty selection
of splinter weaponry. The Poisoned (4+)
profile of these weapons will make a
maockery of even the toughest Daemons,
and my two Venoms can unleash up to
eight of these shots a turn. As such, they
will be my roving attack dogs, swiftly
relocating to wherever they are needed to

annihilate Simon’s army. Chaos Daemons
are not renowned for their ability to put out
much in the way of firepower, preferring
lo engage their enemies in assault. My
Woyches, Hekatrix Bloodbrides and
Succubus travelling aboard the Venoms will
therefore be able to engage the Daemons
without much risk of being shot to bits
before they reach combat, where their 4+
invulnerable Dodge save will be even better
than that of the Daemons themselves!
Finally, I couldn’t select a combined
army of Eldar and Dark Eldar without the
intermediaries that are the Harlequins. That
just wouldn’t be right. Not that they're a
burden; far from it in fact — Harlequins are
awesome! They have an Initiative of 6, a
Weapon Skill of 5, and a minimum of 4
Attacks each on the charge. These
take on any Daemons and win co

HQ
Hlanor the Augur
Farseer with runes
of warding, runes of
witnessing, spirit stones,
and the Doom and Guide
psychic powers.

145 points
TROOPS
The Scions of Asurmen
9 Dire Avengers including
Exarch with power weapon,
shimmershield and
Bladestorm Exarch power.

150 points
The Brotherhood of Asuryan
9 Dire Avengers including
Exarch with two shuriken
catapults and Bladestorm
Exarch power.

140 points
Fithvaél’s Sentinels
20 Guardians with
starcannon heavy weapon
platform and Warlock with
Destructor psychic power.

220 points
ELITES
The Laughing Circus
7 Harlequins with two
Harlequin’s Kiss, Troupe
Master, Death Jester
and Shadowseer.

194 points
FAST ATTACK
The Wind Riders
2 Vypers with
shuriken cannons.

100 points
HEAVY SUPPORT
The Revered
Wraithlord with bright lance
and wraithsword.

140 points
Harvesters of Sorrow
5 Dark Reapers including
Exarch with tempest
launcher and Fast Shot
Exarch power.

227 points

ALLIED DETACHMENT
Vielle, the Queen of Murder
Succubus with
electrocorrosive whip and
haywire grenades.

90 points
The Blood Coven
5 Wyches with hydra
gauntlets and Hekatrix with
blast pistol and agoniser,
mounted in a Venom.

160 points
Vielle’s Sirens of Death
4 Hekatrix Bloodbrides
with shardnet and impaler,
mounted in a Venom.

117 points
The Harpies of Scorn
6 Scourges with splinter
cannon and Solarite.

152 points
Starblade
Razorwing Jetfighter with
disintegrator cannons and
four shatterfield missiles.

165 points

TOTAL: 2000 points
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Simon: Harken to me, and cower in fear
mortals! The time has come to lay waste to
this pathetic world. The skies will burn and
vour cities will lie in ruins. Beg your petty
gods for salvation, but they will not hear
you, for now is the time of Chaos!

OK, now that I've got that out of
my system, it's time to discuss what I've
included in my army of Chaos Daemons
and what fiendish plans | have concocted
to mastermind a glorious victory. After all,
I am duty-bound to claim the souls of as
many Eldar as possible for the greater glory
of the Dark Gods - Slaanesh in particular
wouldn't have it any other way.

However, in order to do so | will
need to weather the terrifying amount of
firepower that Matt’s army will have at its
disposal. If there’s one thing that everyone
has to respect about the Eldar it’s that

they can field the perfect weapon for any
opponent they will face. They can destroy
enemy armour with impunity using bright
lances and fusion guns, or, against infantry-
heavy armies such as Chaos Daemons,
they can scythe them down with scatter
lasers and shuriken fire. And | haven’t even
mentioned the combat prowess of their
elite assault units, let alone the Harlequins.
With that in mind, | needed to include
a number of tough, durable Chaos Daemon
units that can take their licks and keep
fighting. This is especially important as
the army’s Daemonic Assault rule means
that only half of my army will be available
in the first turn of the game, whilst Matt
will be able to concentrate his entire
force against them until the remaining
units arrive as deep striking reserves. A
strong Nurgle presence seemed like the



best solution, their high Toughness and

Feel No Pain special rules offering great
survivability. A Great Unclean One and
three Beasts of Nurgle with some awesome
new Plaguebearers and Nurglings fitted the
bill nicely. | added a pair of Soul Grinders,
whose high armour value and 4 Hull Points
also make them tough to destroy.

With a tough core of survivable units
ready to go, | looked to include some
harder hitting Daemons to take the fight
to the Eldar. | began by including a unit of
Troops from each of the other Chaos Gods,
as they would provide me with a selection
of units that could either hold objectives
or be employed to counter Matt’s units.
The AP 4 Warpfire of the Pink Horrors is
anathema to units such as Dire Avengers
and Warp Spiders, and Daemonettes are
one of the few units in the game that can

match Harlequins in combat. Meanwhile,
Bloodletters are excellent against more
heavily armoured targets like Dark Reapers.
| added the Changeling and the Blue
Scribes to my unit of Horrors partly because
I love the models, but the Blue Scribes also
constitute a fantastic multi-purpose ranged
unit, able to blast apart enemy armour or
devastate infantry with equal ease.

A Seeker Chariot should add a bit of
punch to an assault from one of my weaker
units and, as such, will shadow the Beasts
of Nurgle to help give them the edge and
run down any fleeing Eldar should | win the
combat. My Herald of Slaanesh on Exalted
Seeker Chariot, however, should be able
to plough through a unit on her own. Her
Pavane of Slaanesh Daemonic Gift will also
help to manoeuvre her prospective victims
into place before riding them down.

HQ
The Blightfather
Great Unclean One with
Cloud of Flies, Aura of
Decay and Unholy Might.
200 points
Lustfury, Queen
of Avarice
Herald of Slaanesh with
Pavane of Slaanesh
mounted on Exalted
Seeker Chariot.
150 points
The Blue Scribes
130 points

TROOPS
The Children of Khorne
10 Bloodletters of Khorne
with Chaos Icon.

185 points
The Brides of Sin
14 Daemonettes of
Slaanesh.

196 points
Nurgle’s Rotten
Brotherhood
10 Plaguebearers
of Nurgle.

150 points
The Incandescent Myriad
10 Pink Horrors of
Tzeentch with
the Changeling.

175 points
The Plague Swarm
3 Nurgling swarms.

39 points

ELITES
The Soulfire Trivium
3 Flamers of Tzeentch.
105 points
Khorne'’s
Bronze Behemoths
3 Bloodcrushers
of Khorne.
120 points
The Plaguespawn
3 Beasts of Nurgle.
105 points
FAST ATTACK
Slaanesh’s Murderkin
5 Seekers of Slaanesh.
85 points

HEAVY SUPPORT
Fellclaw
Soul Grinder of Chaos
with Phlegm.

160 points
Killfrenzy
Soul Grinder of Chaos
with Phlegm.

160 points

The Soulreaper
Seeker Chariot.
40 points

TOTAL: 2000 points
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FroM THE WARP THEY COME  Tunxs 122

imon rolled to reveal that there would

be three Primary Objectives. The

battle would also be fought using a
diagonal Vanguard Strike deployment, with
Matt winning the roll-off to deploy first.
He claimed the south-west corner, though
with Simon’s army not arriving until his first
turn, Matt’s Princeps of Deceit Warlord Trait
(allowing him to redeploy some of his units)
was less useful. Matt had no enemy to
engage in his first turn, so moved to cover
as much ground as possible with his Vypers
and Venoms as his Dark Reapers advanced
to claim the western objective, revealing it
to be a handy Targeting Relay.

Simon'’s Daemons arrived, though he
rolled a 2, meaning that he would begin the
game with the wrong half of his Daemon
army. Worse still, his Soul Grinder suffered
a Deep Strike Mishap and was destroyed,
earning Matt a Victory Point for First Blood!
Simon eventually had some success,
incinerating four Scourges with his Flamers.
Taking advantage of Simon’s unlucky

start, Matt blasted the Flamers apart with
his newly arrived Razorwing Jetfighter. Two Khorne cares not whence the Blood Flows
Bloodcrushers fell to the combined fire of Matt’s second turn saw the Bloodletters subjected to a devastating
the Venoms and Dark Reapers before Matt combined assault from the Wyches, Hekatrix Bloodbrides and the
charged the Bloodletters and Daemonettes. Succubus. Two of the Daemons fell to splinter fire before Matt's
Turn 2 also saw Simon‘s Warlord, Slaanesh deadly gladiators launched their assault, killing another five. But the
Chariots and Beasts of Nurgle Deep Strike three remaining Bloodletters fought on, slaying four Wyches in return.
behind Matt’s army in the south-west.

End of Chaos

Daemons Turn 1

Heavy Metal

In the Big Guns Never Tire mission, D3+2
Primary Objectives are placed after the
terrain has been established. Each Primary
Objective is worth 3 Victory Points. Under
normal circumstances, only Troops units
can control these objectives, but in this
mission, Heavy Support units can also
claim them. However, destroying an enemy
Heavy Support unit yields a bonus Victory
Point in this scenario, making the loss of
Simon’s Soul Grinder all the more painful.




Over in the Blink of an Eye

The Harlequins leapt into combat with the Daemonettes,
deftly somersaulting over the wild undergrowth in the
way. Blows were struck faster than the mortal eye could

follow, both sides fighting with quicksilver reflexes as
they tore each other to pieces in bloody melee. Every

Sl

combatant fought simultaneously with their Initiative

of 6, but the superior Weapon Skill of the Harlequins
combined with their Furious Assault and bonus Attack
for charging gave them a crucial edge. The Daemonettes
were wiped out, but not before killing four Harlequins.

End of Turn 2 VPs

Eldar & Chaos
Dark Eldar Daemons

6 3
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Deny the Witch!

Matt’s Farseer attempted
to cast Doom on Simon’s
Warlord, the Blightfather.
This deadly psychic
power would allow his
units to re-roll all of
their failed To Wound
rolls against the Great
Unclean One. However,
Simon passed his 6+
Deny the Witch roll,
foiling Matt's attempt.

Daemonic Giits
such as Aura of Decay,
however, are not psychic
powers so Matt was
unable to prevent them
from affecting his units.
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att's first plan of action was to deal
Mwith the swarm of Nurglings that

held the eastern objective (a Skyfire
Nexus), moving his remaining Scourges and
Harlequins north-east. They opened fire,
but only managed to cause a single wound.
However, Matt promptly unleashed a
Bladestorm with his Dire Avengers, leaving
them with one wound remaining instead.

Meanwhile the Wraithlord climbed atop

the Shrine to Chaos, laughing off the effects
of the sabotaged objective and blasting a
Hull Point from Simon’s Soul Grinder with
its bright lance. The last Bloodcrusher,
having smashed a Venom into scrap last
turn, was shot down by Matt’s vengeful
skimmers. Despite casting Guide on his
Guardians for re-rolls To Hit, Matt failed
to harm the Great Unclean One. The Dire
Avengers fared better, causing one wound.

The Pink Horrors of Tzeentch, complete
with the Changeling and the Blue Scribes,
finally arrived this turn. Simon immediately
launched a ferocious counter-attack on
Matt’s army, first annihilating a squad of
Dire Avengers with the Horrors” Warpfire,
before withering three Guardians with his
Great Unclean One’s Aura of Decay.

The Herald of Slaanesh used Pavane
of Slaanesh to draw a squad of Dire
Avengers into her path before scything
them down with her Exalted Seeker
Chariot. 20 Hammer of Wrath hits resulted
in seven dead Aspect Warriors, the Herald
killing even more in combat. Nearby,
the Blightfather cut down the Warlock in
a challenge as the Beasts of Nurgle and
Seeker Chariot butchered a handful of
Guardians. The Dark Reapers also fell to the
Seekers of Slaanesh and Soul Grinder.



Still reeling from the devastation
wrought by the Chaos Daemons last turn,
Matt attempted to regroup and launch a
counter-attack of his own. He finished
off the last of the Nurglings with his
Harlequins, before firing every weapon he
could muster at the Horrors of Tzeentch
that had done him so much harm. The
combined firepower of the Vypers and
Venom accounted for six Horrors, but they
still posed a significant threat to his army.

Banking south with his Razorwing
Jetfighter, Matt unleashed a devastating
fusillade of shatterfield missiles and
disintegrator cannon fire at the Exalted
Seeker Chariot. This resulted in three
penetrating hits, but Simon passed all of his
daemonic invulnerable saves. In the centre,
the last of the Bloodletters was finally cut
down in combat with the Wyches.

Having avoided the worst of Matt's
firepower with some very fortunate
invulnerable saving throws, Simon
continued to pour on the pressure. The
Soul Grinder’s phlegm accounted for two
Hekatrix Bloodbrides, causing the survivors
to flee. The Horrors of Tzeentch hurled
incandescent Warpfire at the Venom, but
Matt evaded both glancing hits. The Blue
Scribes showed them how it was done,
blasting a Vyper from the sky with a searing
Bolt of Tzeentch.

After a valiant performance against a
veritable tide of Daemons, the courage of
Matt's Guardians finally gave out when
the Great Unclean One tore their Farseer
limb from limb, though they deftly escaped
pursuit. Atop the Chaos Shrine, Matt's
Wraithlord was wounded by the wracking
claws of the charging Seekers of Slaanesh.

A Legend is Made

Simon had rolled the
Legendary Fighter
Warlord Trait for his
Great Unclean One.
The Blightfather would
therefore earn Simon a
Victory Point for each
character he cut down
in a challenge. Having
butchered the Warlock
last turn, the Blightfather
then earned his third
Victory Point by killing
the Farseer to win his
second challenge of the
battle and complete
the Slay the Warlord
Secondary Objective.

_ R
End of Turn 4 VPs

Chaos
Daemons

Eldar &
Dark Eldar

6 8
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THE FALL OF THE ELDAR

Tings were looking increasingly grim
for Matt's Eldar and he was starting to
run out of units with which to strike
back at Simon’s rampaging Daemons. One
trump card he still had in play was the
Razorwing, which he sent, guns blazing, to
attack the Horrors of Tzeentch. However,
six wounds translated into only a single
dead Horror as Simon’s luck continued to
hold. To add insult to injury, the Horrors
then proceeded to pass all of their
invulnerable saves to survive incoming fire
from the Harlequins, Scourges, Venom and
Vyper! Matt had better luck in the Assault
phase, his Wraithlord emerging from
combat unscathed to slay a Seeker.

Not in any mood to let Matt off the
hook, Simon brought his Plaguebearers
into play. Having held up the Wraithlord
with the Seekers last turn whilst his tardy
Plaguebearers finally arrived, Simon moved
them to deliver the finishing blow this turn
in a bid to claim the central objective.

The Blue Scribes smashed apart Matt’s
other Vyper with a Bolt of Tzeentch as
the Horrors incinerated the Scourges.
With canny use of Pavane of Slaanesh,
Simon’s Herald of Slaanesh cut down the
rallied Hekatrix Bloodbrides even as the
Great Unclean One and Beasts of Nurgle
slaughtered the fleeing Eldar Guardians.

End of Eldar Turn 5

Counting the Cost

In the aftermath of the battle, the
Chaos Daemons emerged as clear
winners, with two Primary Objectives
held to the Eldar’s none. However,
both players picked up bonus Victory

Points for the Linebreaker Secondary
Objective (ending the game with a
squad in their opponent’s deployment
zone), and for destroying enemy
Heavy Support units.

Battle for the Chaos Shrine

In the last turn, the Wraithlord battled valiantly against the darting
tongues and rending claws of the Seekers of Slaanesh. However, the
arrival of the Plaguebearers and their Poisoned (4+) Plagueswords
proved too much for the mighty wraithbone construct and it was
destroyed, ceding control of the objective to the Daemons of Nurgle.

A oY

T, o

- s s e
=

R . ek %

o

o




CHAOS REIGNS SUPREME

Better Late than Never

Simon: Well it was good of my Daemons
to finally show up and get their game
faces on. | feared the worst when the
Chaos Gods decided to grant me the
opposite half of the army that | had
planned to start the game with, but they
ever send their champions trials that they
may prove themselves worthy.

Matt’s early successes really had my
heavily outnumbered army on the ropes,
butin Turn 2, | was able to Deep Strike in
force behind his lines whilst distracting
his forward units to leave him badly out
of position. The Warlord Trait rolled by
my Great Unclean One turned out to
be a real blessing too (I knew the Chaos
Gods hadn’t abandoned me!), as he was
able to keep my Victory Points slowly
ticking over as the game progressed.

For me, the real stars of the show
were the Herald of Slaanesh on Exalted
Seeker Chariot for her devastating assault
on the Dire Avengers; the seemingly
invincible Horrors of Tzeentch with the
Blue Scribes; and the Plaguebearers,
whose late arrival in Turn 4 helped me to
finally deal with Matt’s Wraithlord.

Mourning the Lost Souls

Matt: Today is a sad day, for Slaanesh will
have feasted on the souls of many dead
Eldar. Simon was lucky on too many
occasions for my liking. Any claims he
may have made of using ‘cunning plans’
or ‘tactics’ are lies, | can assure you — it
was luck, plain and simple!

If I could write my army list again,
however, | would have definitely made a
few changes. The first would have been
to take a Dark Eldar army with an allied
detachment of Eldar instead. That way,
| could have included more Poisoned
weapons and, more importantly, a
second Razorwing Jetfighter. Simon
didn’t really have anything that could
deal with my Flyer, short of manning the
eastern objective (which turned out to
be a Skyfire Nexus) with one of his few
ranged units.

Secondly, | would have replaced my
Dark Reapers with some Warp Spiders. |
didn’t really have enough weapons that
could damage Simon'’s Slaanesh chariots.
Their armour value of 11 may have been
impervious to shuriken fire, but death
spinners would have shredded them.

Man of the Match

Simon: Or should that be
Woman of the Match? It's
difficult to be sure with
Slaanesh Daemons. Let's
just settle for Daemon of
the Match.

Lustfury, my Herald
of Slaanesh on Exalted
Seeker Chariot, was
death incarnate. Not only
that, but she survived the
battle without so much as
a scratch, despite bearing
the brunt of a Razorwing
Jetfighter’s many guns
and a pair of shatterfield
missiles. You've got to
love those invulnerable
daemonic saves!

The crushing impact
of 4D6 Hammer of
Wrath attacks proved
too much for anything in
Matt’s army to handle.
When combined with
Lustfury’s Pavane of
Slaanesh Daemonic Gift,
enabling her to move a
single unit D6" in any
direction, even units in
cover could be seduced
out into the open only to
be sliced apart beneath
her scythed wheels.

End of Turn 5 VPs

Eldar & Chaos
Dark Eldar Daemons
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APPARATUS OF WAR

Last month saw the release of a brand-new edition of the Warhammer 40,000
rulebook alongside an assortment of handy gaming aids for use on the
battlefield. We present a selection here, but check online for the full range.

58 WHITE DWARF

The Warhammer 40,000 rulebook is a vast
tome of knowledge, bound within thick
hardback covers. The rulebook comprises
five 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
the ‘Eavy Metal team; the Hobby section,
offering guidance on how to assemble

and paint your miniatures; and finally, the
Battles section, showcasing some awe-
inspiring battlefields created specially for
the rulebook to inspire hobbyists at home
to make and play their own scenarios.

| Warhammer 40,000 Rulebook

A 452-page, full-colour hardback guide
introducing the 41st Millennium and
explaining how to fight battles set in the
| grim darkness of the far future.

| Product Code: 60040199026
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Look to your wargear!

MUNITORUM TEMPLATES

Three stylised and intricately detailed plastic
templates that define the damage radius of
certain battlefield weapons, ranging from
hand flamers to ordnance blasts.

Product Code: 99220199047

PSYCHIC
POWER CARDS

A deck of 35 large-format cards
that contain all of the powers -~
from the five psychic disciplines poranor | Mo Seomncor

introduced in the Warhammer
40,000 rulebook.

Product Code: 60220199001

MUNITORUM
BATTLEFIELD
OBJECTIVES

12 square-edged markers
depicting a variety of Primary
and Secondary Mission
Objectives, supplied with a
lasgun power pack tin and six
servo skull dice holders.

MUNITORUM
TAPE MEASURE

This device conceals
a tape measure that
extends from the
servo skull’s upper
jaw. Pressing the
bionic eye causes it to
retract once more.

Product Code: 99220199045

Product Code: 99230199005

AVAILABLE NOW IN STORES AND FROM:
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BATTLE BROTHER

In this article, we take a look at the rules for mcludmg allies in your Warhammer
40,000 armies, as well as showcasing the armies of some of the Studio’s hobbyists

who have done just that with their own forces. i A
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One of the exciting elements of Warhammer 40,000 is
the ability to include allies in your army, allowing you
to field an army comprising miniatures from a couple of
different Codexes.

There are many reasons that you might want to do
so. Countless are the times when a combined army of
the Imperium — Space Marines of a myriad Chapters,
Imperial Guard regiments, Sisters of Battle and more —
marches to war against an otherwise unassailable foe.
Likewise there are plenty of examples in the background
of instances where desperate commanders forge an
unlikely alliance to fight a mutual foe.

Or, you might like to include allies in your army for
more pragmatic reasons. You might have a conlingent of

models in your collection too small to field on their own,
but the perfect size to include as an allied detachment
alongside your regular army.

The rules for including allied detachments are very
straightforward — for every primary detachment, you
can include an allied detachment too (see the Force
Organisation chart on the right). All the units in the
allied detachment must be chosen from the same Codex,
and there are a couple of compulsory choices you need
to make, as normal.

Apart from that, your only constraints are the allies
matrix in the Warhammer 40,000 rulebook - defining
which armies can ally with which - your collection of
miniatures and your imagination!
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Against the Alien and the Traitor there is no fair way to fight. 40,000:

444.M41
The First War for Armageddon
The space hulk Devourer of Stars
appears in the Armageddon system
and disgorges a vast Chaos horde led
by Angron, Daemon Primarch of the
World Eaters Legion. The Chaos horde
— an unholy union of rage-filled Chaos
Space Marines and frenzied Daemons
of Khorne - initially makes great
gains, taking control of Armageddon
Prime and threatening Armageddon
Secundus. However, the defences of
the lower continent are held, chiefly
due to the valour of Logan Grimnar,
his Space Wolves and their Imperial
Guard allies. Their alliance holds back
A‘ the Chaos invaders long enough for a
- ey contingent of Grey Knights to arrive,
i carrying the battle to Angron himself
Ll . and ultimately winning victory.
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Phil: This army is the Midgard 144th
Imperial Guard, accompanied by the
Company of the Lightning Wolf, a
contingent of Space Wolves led by Harald
Deathwolf. In essence, this is my large
collection that I've just continued to add
to over the years, and the allies rules
allows me to use them all in my games.

The Imperial Guard are all festooned
with bearded heads, wolf tail trophies and
transfers from Harald Deathwolf’s Transfer
Sheet, tying what is quite a disparate
collection of models in together with their
Space Wolf allies.
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Bt Primary Detachment:
' Imperial Guard

Company Command
Squad Graegor

227 points

Primaris Nikolai Santus
70 points

Priests Uriah Sage,
Detlef Geiss and
Morgen Ralatov .

180 points !
Techpriest Grelorian

190 points
Squad Blitzern
Psyker Battle Squad mounted
in Chimera.

150 points

The Canteen Crew
3 Ogryns.

130 points 4
Squad Donnerun
10 Storm Troopers.

195 points
Infantry Platoon Ursteig

Command Squad and
2 Infantry Squads.

245 points
Sergei’s Scalps
Penal Legion Squad.

80 points

Sleipnir
Valkyrie Assault Carrier.

145 paoints
Godspear Squadron
3 Armoured Sentinels.

228 points
Fellclaw
Leman Russ Battle Tank.

180 points

Allied Detachment:
Space Wolves

Harald Deathwolf

Wolf Lord.

225 points
The Lightning Brotherhood
Wolf Guard Pack in
Drop Pod.

298 points
Slyaxe’s Swiftbites
10 Grey Hunters in Rhino.

240 points
Soergar’s Icerunners
9 Grey Hunters in Rhino.

220 points
The Thunderfists
5 Thunderwolf Cavalry.

355 points
Pugilis
Vindicator

125 points

Total 3483 points

(-




We live in the Darkest Hour of Mankind.

WADE PRYCE'S |
WorLD EATERS & CHAOS DAEMONS

P

o

Wade: I've not included an Allied
Detachment of Daemons in my Chaos
Space Marine army to leverage any
rules advantage, they’re not there to
combat any perceived weaknesses.
No, they’re there because I like
painting red - specifically Khorne
units — and the opportunity to use
them all in the same army pleases
me. As | said last month, for me it’s
the only way to field an army - a
combination of hellblade and chain-
axe to murder, slay and slaughter the
enemy as violently as possible.




Primary Detachment:
Chaos Space Marines

Chapter Master Bane

Chaos Lord with Mark
of Khorne.

145 points
Brother-Slayer Cairne
Chaos Lord with Terminator
armour and Mark of Khorne.

130 points
The Devourers
8 Chaos Terminators.

355 points
The Hearteaters
8 Chaos Terminators.

340 points
Megrim’s Ravagers
8 Khorne Berzerkers.

213 points
Ghorlen’s Ravagers
8 Khorne Berzerkers.

213 points
Bale's Slaughterers
8 Khorne Berzerkers.

233 points
Kaon’s Lifetakers
8 Khorne Berzerke

Gryndal
Chaos Spawn.
40 points
Sword of Angron
Chaos Predator.

105 points

Allied Detachment:
Chaos Daemons

Khargenthul
Bloodthirster,
300 points
The Tide of Iron
2 Bloodcrushers of Khorne.
90 points
Rendwrack’s Teeth of Death
8 Bloodletters of Khorne.
148 points
Heartfiend’s Skull Cohort
8 Bloodletters of Khorne.
143 points
Hunters of Blood
6 Flesh Hounds of Khorne.
100 points
Khorsen Skullbringer
Daemon Prince.
230 points




The truly heroic trust in blind faith.

RoBiN CRUDDACE'S
OWLING GRIFFONS & GREY KNIGHTS

Robin: When the Grey Knights came out,

I thought they were so cool that | had to
paint some. | originally painted them for a
Doubles Tournament, which left me with
quite a small force of my own — too small
to field on their own (yet), but just the
right size to use as an Allied Detachment
for my Howling Griffons. The Grey Knights
complement the Space Marines nicely

— the Interceptor Squad and the Assault
Marines work well together, as do the two
squads of Terminators, whilst the Purgation
Squad adds to the sheer firepower of the
rest of the army.




PrimarK‘Dctachmcnt:

Space Marines

Brother-Chaplain Strabo

Space Marine Chaplain with
jump pack.

115 points
Tactical Squad Neron

10 Space Marines with Lo
plasma cannon, plasma gun
and Sergeant with combi-
plasma and power maul.

210 points
Tactical Squad Adamas

10 Space Marines with heavy
bolter and plasma gun.

180 points
Brother-Dreadnought Titus

Dreadnought with
assault cannon.

115 points
Terminator Squad Apollo

5 Terminators with assault
cannon and chainfist.

235 points  §
Assault Squad Abraxus
10 Assault Marines
with 2 plasma pistols and
Sergeant with thunder
hammer and combat shield.

255 points
Wrath of Mancorra

Predator Annihilator with
lascannon sponsons and
storm bolter.

175 points

Allied Detachment:
Grey Knights

Brother-Librarian Morvael
Grey Knights Librarian with EIniaP
Nemesis force halberd and s
Vortex of Doom. /
160 points
Terminator Squad Lorgan !
5 Terminators
with psilencer.

215 points

Interceptor Squad Artus

5 Grey Knights with Nemesis
Daemon hammer

and incinerator.

160 points
Purgation Squad Draca
5 Grey Knights with
4 psycannons.

180 points




THE LIBRARIANS OF TZEENTCH

The bickering Blue Scribes of Tzeentch are somefimes called T eentoh’s Librarians,

_ for they seek toind every lost spell and serap of ter. In-this
warticle Mat Ward'ugearths some backgrotig '
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The Liber Malefic

It was while crusading

in Araby that Marius
Hollseher, Elector Count
of Stirland, uncovered the
Mirror of Nightmares and
inadvertently travelled
through it into the Realm
of Chaos. The Chaos
Gods allowed the Count
to return to the mortal
world unmolested, where
he wrote an account of
his journey in the Liber
Malefic (shortly before
being burned at the
stake. Copies of his book
remain, hunted by witch
and Witch Hunter alike.

68 WHITE DWARF

“Drawn by the sound of squabbling, I
crested the crystalline rise and there saw
two diminutive Blue Horrors fighting over a
scroll. Back and forth they tumbled, a blur
of blue against the glittering landscape,
gouging and kicking wherever opportunity
presented itself. As I watched, one Daemon
succeeded in prying the prize from the
other’s grip and darted away. But the other
was not so easily thwarted, and pounced
with such force that both went sprawling.

It was then my eye was drawn to
the Disc that hovered silently in the
background. Upon its back lay scrolls and
tomes beyond counting, and in its eyes I
gleaned the weariness of a being who had
for too long suffered the company of fools.
After a few more moments of watching
the quarrel, the Disc rose up and roared,
the sound echoing curiously from its many

maws. Instantly, the blue Daemons froze
in place, a perfect tableau of battle. One,
the current bearer of the scroll, was pinned
against the ground, the other was perched
atop his opponent, fingers poised to inflict
a painful eye-gouge. Their contest halted,
the Horrors turned to look at the Disc, as
if trying to gauge what level of wrath its
bristling fins and glowering eyes conveyed.

They came to a decision almost
instantly. The uppermost Horror jumped
off his downed companion, raised him to
his feet and dusted him down. The other
then bowed low and politely proffered the
scroll, which was soon snaffled with a yelp
of glee. Quarrel forgotten, the pair then
vaulted onto the Disc’s back and flew off
toward the eye-watering horizon. None
the wiser as to what I had witnessed, I
continued on”.
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P'tarix, Xirat'p and their Disc are represented by one
combined profile as shown above.

SPECIAL RULES
Daemonic, Fly, Flaming Attacks.

Energy Syphon. P'tarix can steal a portion of the
power enemies use to cast spells. Whenever an enemy
successfully casts a spell (including Bound Spells, etc)
the Daemons of Chaos player may put a dice to one
side. Any dice collected in this way are added to his
pool of Power dice in the next friendly Magic phase.

Scrolls of Sorcery. Xirat'p can cast one spell from one
of the eight Lores in the Warhammer rulebook during
each of his own Magic phases. The controlling player
may choose which Lore the spell is to be cast from, but
must randomly determine which spell is cast. If there

is no viable target or the controlling player chooses not
to cast the spell that has been rolled, Xirat'p does not
cast a spell that turn. Spells cast by Xirat'p are treated
as Bound Spells with a power level equal to their
casting value.

S
The Blue Scribes 2 4 3

Unit Type:
Jump Infantry.

Daemonic Gifts:

We are Legion, Master of Sorcery, Bolt of Tzeentch,
Boon of Mutation, Daemonic Gaze, Breath of Chaos,
Pavane of Slaanesh, Aura of Decay, Warpfire.

Special Rules:
Daemon, Independent Character.

Watch This! The endless arguments of the Blue Scribes
often result in petty squabbles about the best way to
cast a spell, making them somehow unreliable... In
their Shooting phase, before using their second ranged
attack, roll a dice. On a 4-6 they proceed as normal.
On a 1-3 they will use once again the same power they
have just used.

THE LIBRARIANS OF TZEENTCH
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.- == BATTLEREPORT

Battle Facts

SCENARIO: Meeting
Engagement

POINTS VALUE:
3500 points

ARMIES: Daemons of
Chaos vs. High Elves

PLAYERS: Simon Grant
vs. Andrew Kenrick

SCRIVENER:
Andrew Kenrick

70 WHITE DWARF

imon had no time to rest on his
S laurels of victory from the first battle
report before he was thrust back onto
the field of battle, this time to wage war
upon the Warhammer world. Once again
he would command the armies of the
Daemons of Chaos — after all, the Chaos
Gods had selected him as their eternal
champion, and this was not a gift easily put
aside for such excuses as ‘I'm tired’ or
‘I have work to do, Andrew.’

Two years ago precisely, we pitched
the Daemons of Chaos into battle against
the evil Dark Elves, so for this month’s
battle report we thought we'd match them
up against one of their oldest enemies, the
High Elves. The High Elves have a long
and bitter history against the Daemons, the
martial and mystical efforts of the Asur the
only thing that stopped the Dark Gods of

Chaos from dominating the world many
thousands of years ago. Such a triumph
came at a price, however, and the aftermath
of this victory saw the High Elves’ destiny
forever tainted with bloodshed and war.
Despite this, the High Elves remain one

of the staunchest foes of the daemonic
legions, marching forth to do battle
whenever the servants of the Chaos Gods
threaten the world.

As well as the idea of a classic grudge
match, there was a certain delicious irony
to forcing Simon into battle against his
beloved High Elves (he has a rather large
army of the Asur, after all). Instead | would
be taking command of the defence of
Saphery — | also have an army of High Elves
- and plan on taking delight at facing down
Simon’s servants of Chaos. But would the
High Elves emerge victorious this time?




e wind changed direction, gusting from the south and bringing
with it the scent of smoke and ash. Although he could not yet
see their armies, Teclis could sense their presence; no more than

a pungent fang on the breeze, an unnatural buzz in the air and a pain at
the back of his mind that had not quite manifested as a headache, but
10 doubt would by the time all this was done.

The Dacmons had entered Ulthuan through a rift in the walls
of the material realm, high up in the Annulii Mountains in Yvresse
where the peaks were wreathed in raw magic prone to such breaches.
The dacmonic host had carved a bloody path south for four days now,
relentless as the tides in their march. Armies had been mustered, levies
and militia raised and the citizens rallied to stop this most ancient of
enemies, but one by one the forces of Ulthuan had fallen.

It had not taken long to determine their destination — Teclis had
fathomed it at once as soon as he had scried their presence — the White
Tower of Hocth itself, in the heart of Saphery. Treasures too great fo
count, tomes and artefacts remembered only in legends, all existed

within the libraries of Hoeth. That the Dark Gods should desire its
contents came as no surprisc to Teclis, but the sense of purpose and
strength of arms arrayed against the tower was unprecedented. For the
tower's defences to be breached and its ancient archives plundered
would be a disaster by any foe, but by the hands of a Dacmon it would
be a catastrophe of monumental gravity.

The skies in the distance had begun to darken, even though the
midday sun was high overhead. and eldritch lightning of incandescent
hues played amidst the clouds. The sounds of hideous piping and
drumming could be heard as a rabble of baying and howling monsters
appeared on the horizon. Beneath him, arrayed along a ridge, stood his
own proud warriors, rank upon serried rank of High Elves wearing
glittering armour, magical glamours sparkling in the sunlight.

Teclis took a deep breath, wincing as the presence in his head
flared into pain, and set off down the steps to where his generals stood
waiting. As mighty as the defenders of Hoeth might be, he knew that

this battle would not be won with swords and spears alone.

THE SIEGE OF SAPHERY
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Simon: Harken to me, and cower in fear
mortals! The time has come to lay waste to
this pathetic world. The skies will burn and
your cities will lie in ruins... hang on. | think
I said that before. [insert another overblown
rant about death, dismemberment and the
inevitability of a glorious Chaos victory.]
Anyway, it is no secret that | am a
massive fan of the noble High Elves
and have a large army of my own that |
regularly field in battle. Sadly, this fact
makes what | have to do all the more
heartbreaking, for to play in character |
must now butcher Andrew’s army without
remorse and offer up the souls of the slain
to the infernal Chaos Gods. Oh, well.
Being something of a disciple of Khorne
when I'm not using my High Elves, |
wouldn’t be able to forgive myself if | didn’t
lead my army with a mighty Bloodthirster.
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I upgraded him with Immortal Fury for
re-rolls To Hit in combat and a Firestorm
Blade for an extra pip of Strength and
armour penetration.

I'm a firm believer that any Daemon
of such power should have a Herald to
accompany him and declare the inevitable
demise of those that oppose his daemonic
host. A Herald of Khorne was therefore next
on the list. | mounted him on a Juggernaut
of Khorne and gave him a large horde of
Bloodletters to lead, the better to take the
fight to (and mercilessly butcher) the High
Elves as he will inspire Hatred in the unit
with his Locus of Khorne special rule. The
Speed of Asuryan special rule may well
ensure that the High Elves strike first in
combat, but by the Blood God they're going
to suffer when my enraged Bloodletters hit
them back!




I know that Andrew is planning on
taking Teclis in his army, so I'll definitely
be up against it in the High Elves’ Magic
phases. One of Teclis’ most underrated
abilities, however, is that he generates an
additional D3 dice to his army’s dispel pool
as well as his power pool. When combined
with his auto-dispelling Scroll of Hoeth and
hefty +5 bonus to any dispel attempts for
being a High EIf Archmage, Teclis can easily
shut down most enemy Magic phases. But
this is where the Blue Scribes come in. For
every successful spell Andrew casts (and |
expect that there will be many considering
Teclis unleashes spells with irresistible force
on any roll of a double!), the Blue Scribes
will syphon enough latent magical energy
to generate an additional power dice in
my next Magic phase. This will hopefully
enable my Herald and Horrors of Tzeentch

to overwhelm even Teclis’ formidable
magical defences.

My next two inclusions were an Exalted
Seeker Chariot of Slaanesh (2D6+1 Impact
Hits against High Elves? Yes please!) and
a (Warhammer!) Soul Grinder to scuttle
forwards and spit phlegm at Andrew’s large
ranked-up units. As a High Elf player, | can
assure you that being hit by stone throwers
or their like is an unpleasant experience at
best. In addition, the Soul Grinder's high
Toughness should enable it to counter any
White Lions Andrew takes.

My final selections revolved around
Epidemius leading a large unit of
Plaguebearers — a tough, reliable unit to
join the Bloodletters in their headlong
charge into the thick of the fighting — and a
flexible supporting cast of Fiends, Flamers,
Screamers and Flesh Hounds.

i

LORDS
Gorefiend the Executioner
Bloodthirster with Firestorm
Blade, Immortal Fury and
Armour of Khorne.

515 points
HEROES
The Blue Scribes of Tzeentch

81 points

Epidemius, Tallyman
of Nurgle

135 points
Doombringer

Herald of Khorne with
Armour of Khorne mounted
on Juggernaut of Khorne.

165 points
The Azure Oracle
Herald of Tzeentch with
Power Vortex, mounted on
Disc of Tzeentch, using the
Daemon Lore of Tzeentch.

165 points
CORE
The Wrathborn
37 Bloodletters of Khorne
with musician, standard
bearer with Icon of Endless
War and Bloodreaper.

499 points
Epidemus’ Plaguekeepers

36 Plaguebearers of Nurgle
with musician, standard
bearer with Standard of
Seeping Decay
and Plagueridden.
487 points
The Transient Host
21 Horrors of Tzeentch with
musician, standard bearer
and Iridescent Horror.
282 points
SPECIAL
The Blood Pack
5 Flesh Hounds of Khorne.
175 points
The Cerulean Rays
6 Screamers of Tzeentch.
180 points
RARE
The Conflagration
3 Flamers of Tzeentch
with Pyrocaster.
120 points
The Viceherd
3 Fiends of Slaanesh.
165 points
Dreadclaw
Nurgle Soul Grinder of Chaos
with Phlegm Bombardment.
310 points
The Serene Caress
Exalted Seeker Chariot
of Slaanesh.

220 points

TOTAL: 3499 points
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Andrew: I'm hoping that the litany of woe

" that is my battle report history (a history that

might not rival that of Jervis’, admittedly —
I've got some way to go) can be reversed
against my frequent foe, Simon. | certainly
hope | fare better with the High Elves than
I did last time | played with them, when |
was soundly defeated by the Dark Elves.
Anyway, enough with getting my
excuses in early, on with the army. We
decided to play quite a large game,
which gave me the opportunity to field
one of my favourite characters — Teclis,
High Loremaster of Hoeth. Teclis is the
greatest (living) Wizard in Warhammer,
commanding the entirety of a Battle Magic
Lore (Light, naturally, as I'm fighting
Daemons) as well as a wide array of magic
items and rules that mean | can count on
him for all my magical needs.

Although | can rely on Teclis to control
both mine and Simon’s Magic phase, | don't
want him to be the only Wizard. You can't
go far wrong with a Dragon Mage — sure,
they're only Level 2, but that bonus power
dice every time they cast a spell means that
they can do a lot of damage with only a
few power dice. Plus, he’s on a Dragon.

Finally, I've chucked in an ever-
dependable Prince on a Griffon. They
might not have the raw brutality of a Chaos
Lord or Daemon Prince, but their superior
Weapon Skill, Initiative and Always Strikes
First rule means they’ll be hitting with most
of their attacks, most of the time. [ think
Prince Althran will be my best chance
of taking down a Greater Daemon, even
though it'll be a bit of a gamble. Apart from
a ward save from his magical gauntlets,
he’ll be relying purely on his own wits.
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My favourite part of the High Elf army is
not its characters, however, but its Special
units — in particular the White Lions, the
Sword Masters and the Phoenix Guard.
Each of these is awesome at what they do,
and | put my trust in them to face down any
daemonic foe Simon might send my way.
Sword Masters can fight brutally in a small
formation, so will be able to hold one end
of my battleline against Simon’s flanking
units. The Phoenix Guard, with their 4+
ward save, will make for an excellent
bodyguard for Teclis, whilst the White Lions
can chop down anything big that comes
their way. As for Simon’s rank and file, well
that's where my big units of Spearmen and
Archers come in. In combat, every warrior
in both hordes of Spearmen can strike (first,
normally with a re-roll to hit), giving me a
distinct edge over daemonic hordes.

Now for the tricky part — tactics. I'm
never one for thinking too far ahead,
preferring to react with events as they
unfold on the battlefield. That’s probably
why | don’t win so much, on reflection.

I intend to form a sturdy battleline and
let the Daemons come to me. My White
Lions and Phoenix Guard will form the
centre of my line, anchored by the hordes
of Spearmen and Archers. On one flank
will be the Sword Masters, facing one of
Simon’s elite units. On the other will be my
own fast flankers — my Prince, the Dragon
Mage and my Ellyrian Reavers.

As Simon advances (as he'll be forced
to, Daemons not being well known for their
long-range abilities) I'll pepper him with
arrows, bolts and magical firepower, so by
the time he hits my lines his forces will be
reduced. At least, that's the plan...

LORDS
Teclis
Using the Lore of Light.
475 points
Prince Althran

Prince with Temakador’s
Gauntlets, lance and heavy
armour, riding a Griffon.

392 points

HEROES
Sylanor Fireborn

Level 2 Dragon Mage of
Caledor with Guardian
Phoenix and the Gem of
Sunfire, using the Lore of Fire.

435 points

CORE
Tyrael's White Company
30 Spearmen with musician,
standard bearer and Sentinel.
295 points
Evaenarion’s Silver Spears
30 Spearmen with musician,
standard bearer and Sentinel.
295 points
The Archers of Eagle Gate
20 Archers with musician,
standard bearer
and Hawkeye.
245 points
Torvaél’s Emerald Guard
10 Lothern Sea Guard with
shields, musician, standard
bearer and Sea Master.
155 points

SPECIAL
Faelar’s Swordbrethren
10 Sword Masters of Hoeth
with musician, standard
bearer and Bladelord.

180 points
Brotherhood of the Phoenix
20 Phoenix Guard with
musician, standard bearer
with Banner of Eternal Flame
and Keeper of the Flame.

340 points
The Lion Host
20 White Lions of Chrace
with musician, standard
bearer with Lion Standard
and Guardian.

355 points
Riders of the Dawn

5 Ellyrian Reavers with bows,
musician, standard bearer
and Harbinger.

133 points

RARE
Eye of Asuryan
Repeater Bolt Thrower
100 points
Spear of Kurnous
Repeater Bolt Thrower
100 points

TOTAL: 3500 points
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IN DEFENCE OF THE WHITE TOWER Turs 1-2

End of High Elves Turn 1
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Teclis ranks amongst
the most powerful
Wizards in Warhammer,
commanding the
entirety of his chosen
Battle Magic Lore and
generating an additional
D3 power or dispel

dice each turn. In the
first couple of turns,
this allowed Andrew

to dominate the Magic
phase, often having
more dispel dice than
Simon had power dice
and easily stopping the
Daemons’ spellcasting.
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Simon took the first turn, but could do little
other than advance towards the High Elves.
Hoping to stop the Daemons from
encircling his line, Andrew’s Sword
Masters charged the Flesh Hounds whilst
Prince Althran, the Dragon Mage and
the Ellyrian Reavers flanked to the right.
Andrew unleashed a hail of arrows in the
Shooting phase, felling four Bloodletters
and wounding the Bloodthirster twice with
a brace of bolts. The Combat phase was less
glorious, as the Sword Masters failed their
Fear test and only killed one Flesh Hound.
Six Elves were slain in return, but they held.
The Daemons’ second turn began with
the Fiends and the Bloodletters charging the
Spearmen, and the Bloodthirster ploughing
into the Lothern Sea Guard. Teclis thwarted
the magic of the Daemons, using the Scroll
of Hoeth to destroy the Herald of Tzeentch’s
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Bolt of Change spell. The Sea Guard were
swept aside by the Bloodthirster, who
ploughed on into the Bolt Thrower.

Seeing the Greater Daemon swooping
down upon the hapless crew, Prince
Althran charged into its flank, issuing a
challenge. Teclis cast Speed of Light on
Prince Althran with irresistible force.
Because this was his first miscast of the
turn, Teclis could ignore it. But Andrew
was loath to waste his power dice so
cast Banishment on the Plaguebearers,
miscasting a second time. The spell
obliterated 10 Plaguebearers and Teclis got
away with a Wound suffered.

In the Combat phase, Althran inflicted
two wounds on the Bloodthirster and his
Griffon inflicted another. The Bloodthirster
then tried to slay the Griffon, but could only
wound it three times, losing the combat.
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The Blood Shall Flow

Simon: There can be few more intimidating foes

to charge in Warhammer than a horde of High EIf
Spearmen — they're all able to fight due to their
Martial Prowess rule, and get to re-roll missed hits
thanks to their Always Strikes First rule. Yet, a horde of

Bloodletters fears nothing. The Herald of Khorne wasted
no time in decapitating the High EIf champion and,
although the High Elves managed to kill 8 Bloodletters,
the Daemons of Khorne reaped a mighty 22 Spearmen
in return! The remaining High Elves fled and the
Bloodletters overran into the adjacent Spearman horde.
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MONSTERS FALL

Kill it with Fire!

Flamers of Tzeentch are
nasty little critters able
to unleash a veritable
torrent of magical fire

to destroy the High

Elves with impunity. It
was for this reason that
Andrew targeted them
fairly early on, casting

a Flamestorm at them

as well as swooping in

to kill them with his
Dragon. Unfortunately,
the Dragon Mage and his
noble steed got

more than they bargained
for as the Daemons

slew both!
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The Soul Grinder charged the White
Lions but the Exalted Seeker Chariot
failed their charge — Simon could
only roll a 5, even on three dice!

Simon rolled a double-6 for the Winds
of Magic, but Teclis was gifted with almost
as many dispel dice, so once more kept the
Daemons’ foul magic at bay.

The Spearmen fared a little better
against the Bloodletters than their comrades
had last turn, felling 12. 14 were killed in
return and the Spearmen fled the field. The
White Lions wounded the Soul Grinder,
but the Daemon Engine stomped five. They
stubbornly remained in the fight, however.

Althran and his Griffon could not repeat
last turn’s successes, but the Bloodthirster
fared no better. Simon failed to hit the
Griffon, whilst Althran saved all four
Wounds inflicted upon him.
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Turns 3-4

In the High Elves’ turn, the Soul Grinder
slew three White Lions, but the sturdy
axemen inflicted two wounds on the
clanking monstrosity, winning the combat.
The Bloodthirster finally slew the Griffon
although Althran remained alive.

The following turn saw something of
a reversal for the rampaging Bloodletters
as they fought the Archers. Although the
Herald slew the Hawkeye in a challenge,
the Archers slew all nine of the Bloodletters,
causing the Herald to pop out of existence
due to his Daemonic Instability rule. The
White Lions overcame the Soul Grinder,
before reforming to face the Bloodthirster
even as the Greater Daemon slew Althran.

On Andrew’s fourth turn, the Archers
continued their success, defeating the
Fiends in combat and the Bloodthirster was
finally brought down by the White Lions.




A Light Snack

The last place Andrew wanted Teclis to end up was

in combat but on Turn 4 the worst happened as the
Plaguebearers finally charged and Epidemius gobbled
Teclis down in one. Andrew’s magical dominance had
come to an abrupt halt.

End of Turn 4 VPs

Daemons
of Chaos  High Elves

2427 1614

Squabbling Scribes

The Blue Scribes are nothing if not unpredictable, able
to cast a random spell each turn from one of the Battle
Magic Lores. Simon shrewdly picked the Lore of Life,
casting useful augment spells like Regrowth on his big
monsters, prolonging their role in the battle.
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~ imon kicked off his fifth turn
S unconventionally, charging the
Pink Horrors into combat with the

Archers, who were successfully fending
off the Fiends. Although not renowned for
their combat expertise, the Pink Horrors
triumphed where the Bloodletters had
failed, killing 5 Archers and causing them to
flee. Epidemius killed the Phoenix Guard’s
Keeper of the Flame, but the Phoenix Guard
finished off his Plaguebearer escort.

In their turn, the White Lions charged
into combat with the Exalted Chariot —
rolling a double-6 to charge — but found
themselves outmatched and routed by the
crew! Epidemius proved a difficult foe to
beat, stubbornly refusing to die or succumb
to instability, whilst Andrew’s efforts to
claim victory points for the Flesh Hounds
and Flamers failed too.

The final turn was swift for both
sides, the Phoenix Guard finally ridding
themselves of Epidemius only to find their 8 W%
ranks swamped by the Pink Horrors. The
Blue Scribes cast Cascading Fire Cloak on Chargc or be Chargcd
the Pink Horrors, causing three Wounds on Reasoning that he'd be better off charging the Exalted Chariot rather
the Phoenix Guard, whilst the Herald cast than allowing it to charge, Andrew declared a charge with his White
Gift of Chaos and slew another two. The Lions as soon as he got the chance. The Daemonettes crewing the
Screamers sliced the Bolt Thrower’s crew to chariot, however, had pent up frustration to unleash, murdering five of
pieces in combat and the Pink Horrors ran the White Lions and gleefully running down the survivors!
down the last of the High Elves.

End of Daemons of
Chaos Turn 5




DAEMONIC INCURSION

Glory to Chaos

Simon: Phew! Believe it or not, that game
was a lot closer than it looked towards
the end. By that, of course, | mean
something along these lines: Another
glorious victory for the Dark Gods! Blood
will rain from the skies to honour such a
bountiful harvest of souls!

Ahem. Sorry about that. Yes, that
could have gone either way in the last
few turns. My lone Flamer and Flesh
Hound had been reduced to a single
wound apiece, and had Andrew finished
them off, would have gained a healthy
chunk of victory points. And how my
Exalted Seeker Chariot survived the
charge of the White Lions, let alone
defeated them, I'll never know.

Even though each of the Chaos Gods
was fairly evenly represented in my army
selection (despite my predilection for
Khorne and the glory of close combat),
my Tzeentchian contingent outperformed
them all. The Horrors defeated two units
in combat, the Flamers brought down the
Dragon Mage and the Blue Scribes were
simply awesome, all the more so after
Teclis” ignominious demise.

The Litanr of Woe Continues
Andrew: All is lost! The defences are
breached! The Tower is taken!

Actually, it'’s not all that bad. Sure,
my army was utterly annihilated, but up
until Turn 4 or so the game was really
going my way. Teclis dominated both
Magic phases, as | knew he would,
blasting a dozen or more Daemons
apart with spells all the while stopping
Simon from spellcasting. Althran held
the Bloodthirster off long enough for the
White Lions to take it down, after they’d
dealt with the Soul Grinder, of course.
And the Archers — oh the Archers! —
defeated the Bloodletters in combat, to
the dismay of Simon and the delight of
everyone else.

But then the Plaguebearers got
stuck into the Phoenix Guard and
Epidemius tucked in to Teclis, and it all
fell apart. Suddenly | was at the mercy
of the Daemons’ magical onslaught,
and it showed, and my remaining units
got picked apart piecemeal from all
directions. | nearly had it, and it really
did come down to the last couple of
turns. A great, close game all round!

Teclis’ vision swam in and out
of focus, his every bone aching
and his skin burning as though
on fire. A figure clad in a white
fur cloak leant down to help
him up.

“We thought you were
lost, my lord.” The White Lion
said. "Consumed by that obese
Plagucbearer. Had to cut you
out of its belly, once it had been
slain.” The White Lion handed
him his stave. “Your staff got
stuck in its throat. If I might
make a suggestion, I'd clean it
before you use it again.”

Smoke billowed from the
outbuildings surrounding the
Tower of Hoeth and something
monstrously huge had buckled
the doors inwards.

“The Tower, is it lost?”

“No my lord, the Dacmons
breached our lines but no
sooner had they gained ingress
than the magic that held them
broke and they faded away.”

“Either that or they found
what they were looking for.”

Somewhere high over head,
as though in reply, Teclis was
sure that he heard the sound of
Daemons, squabbling, and the
sky began to rain scraps
of parchment.

End of Game VPs

Daemons
of Chaos  High Elves

3800 2426




If you want to venture into the fantastical realm of the Warhammer world and
fight for glory, honour or conquest, look no further than the majestic tome that
is the Warhammer rulebook and handy gaming aids displayed below.

The Warhammer rulebook is your ultimate
guide to immersing yourself in the dramatic
and evocative background of the war-torn
Warhammer world. Within its hardback
covers are 528 full-colour pages saturated
with Warhammer lore, from the complete
set of game rules to a detailed history of the
cataclysmic events and great battles that
have shaped the destiny of the world.

Warhammer Rulebook

A full colour, 528-page hardback book
including the complete set of game rules
and an introduction to every race that
dwells within the Warhammer world.

i Product Code: 60040299031
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Warhammer Battle Magic

This deck of 56 large-format cards contains all of
the spells for the eight lores of magic featured in
the Warhammer rulebook, including their signature
spells and lore attributes.

Product Code: 60220299005
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Engineer’s Ranging Set

These two baroque plastic measuring tools g WHILE

are designed to calculate distances on the
battlefield. The set includes a pair of comet-
shaped dividers for short distance measurements
and a ruler that unfolds up to 4' in length.

STOCKS
LAST

Product Code: 99220299030

Warhammer Template Set
A pair of exquisitely detailed gaming templates
used to represent the area of effect for certain
weapons and war machines, this set includes the
teardrop shaped flamer template and the dual-
purpose 3" and 5" round template.

Product Code: 99220299032
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Andrew: Way back last
September Matt and | decided to
fight a battle to decide whether
the Saurus Oldblood or Nurgle
Chaos Lord was better. Well,
since then there have been even
more plastic characters released,
but how do they fare in battle?
Well we thought we'd pitch them
against one another to see how
they'd fare in the brutal melee of
the arena. Are you brave enough
to enter the ARENA OF DEATH?
Matt and | each picked three
characters and equipped them
with wargear and magic items
to an agreed points limit (we
settled on 125 points). We then

W f

randomised which hero would
face which hero and pitted them
against one another in one-on-
one combat, playing for the best
of three each time. There was
no prize to the winner — only
bragging rights over the loser!
First up was the champion
of the last Arena of Death, the
Saurus Scar-Veteran, pitched
against the Empire Captain.
This was an interesting match-
up — at first glance, the Scar-
Veteran has the edge, with better
characteristics and a Scaly Skin
save. But, the Empire Captain is
25 points cheaper and can be
tooled up with some fine kit.

WINNER: EMPIRE CAPTAIN

The humble Captain wins out over the ferocious Saurus.

Blood on the Streets

Knowing that the Captain would almost certainly be
outmatched, Matt equipped him with Van Horstmann'’s
Speculum, allowing him to swap his Strength,

| Toughness and Attacks with an opponent.

In round 1, the Saurus failed to hit, whilst the Captain
. slowly wore the Lizardman down. Round 1 to Matt!

In the second round, Andrew charged in first
once more, wounding the Captain twice. The Captain
managed a single hit, before thinking better of it and
fleeing. Uncharacteristically fast for a Lizardman, the
Saurus ran the Captain down. Round 2 to Andrew!

In the final round, the Saurus wounded the Captain
but his Seed of Rebirth saved him. The Captain struck
the Saurus a dolorous blow in return, slaying him!
Round 3 to Matt and the Empire Captain!

s
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’s been almost a year since our last Arena of Death, pitching Warhammer heroes
into deadly one-on-one combat to see who is the hardest, so we thought it high time
to try it again with a new crop of miniatures.

Andrew: The second game was Matt chose to equip the Wight
between Matt’s favourite model — King with the Helm of Discord,
the Wight King — and the hugely forcing an opponent to pass a
imposing Savage Orc Big Boss. Leadership to test or else be
With a great weapon boosting rendered helpless. He also gave
his Strength to 6 and an innate him a shield, heavy armour

6+ ward save, the Savage Orc and a Luckstone, giving him a
doesn’t need much in the way 4+ armour save and a re-roll

of magical equipment to pose a to his first failed save. Midway

Battle in the Barrows

Andrew rolled highest to see who went

first, charging his Big Boss into the
Wight King. The Wight King’s sneaky
Helm of Discord worked its magic on
the Savage Orc, causing him to stop,
transfixed to the spot. The Wight King
then rolled a 6 To Wound - a Killing
Blow! — but the Orc’s Talisman of
Preservation saved him. The Wight
King lost the round and a Wound to
instability, and in the following turn
the Savage Orc cut him down. Round
1 to the Savage Orc.

In Round 2, grumbling that his
magic items were not proving as useful
as planned, Matt swapped them for
an Enchanted Shield and the Sword
of Antiheroes. This combination
proved better, and after trading a
Wound apiece, the Savage Orc lost the
combat and ran away — the Wight King
chopped him down as he fled. Round
2 was won by the Wight King.

In Round 3 the Wight King charged
once again, but this time could not
injure the gnarled Savage Orc. The Big
Boss had no such trouble, cleaving the
Wight King and inflicting two Wounds
on him. Game 2 to the Orc!

threat to any foe. | gave him through his bout against the
a Talisman of Preservation to Big Boss, Matt decided that
\ boost his save to a 4+ all the this combination really wasn't
same, just to make sure. working (the Luckstone wasn't
The Wight King is similarly much use when the Savage Orc
tough, his Killing Blow special was strong enough to ignore most
rule potentially allowing him to of his armour) and, because I'm
decapitate any Hero he faced nice, allowed Matt to swap in an
with a roll of a 6 To Wound. Enchanted Shield.

A
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WINNER: SAVAGE ORC BIG BOSS

Big axes won out over brittle old bones.
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Andrew: I'll admit, we rigged
the draw so that the two Wizards
were pitched against one another
in a duel of sorcery. Magic-wise,
both Wizards were roughly equal,
whilst the Bray-Shaman had the
slight edge should the duel turn
rather more violent in melee.

When it came to magic, the
two Shamans had very different
lores at their disposal. The
Spells of the Little Waaagh! are
mostly augments and hex spells,
meaning that Matt might have to
play a little sneakier if he was to
win, perhaps even nobbling the
Beastman in melee once he'd
gained the edge.

The Lore of the Wild,
however, is a little more direct.
Most of its spells directly inflicted
damage to the foe, with a couple
of notable exceptions. Mantle
of Ghorok upped the Bray-
Shaman’s Strength and Attacks by
D6 — more than enough to swat

Starting with a Bang

The first round began with Andrew
winning the roll-off to go first. His
Bray-Shaman kept his distance and
attempted to cast Viletide on the
Goblin Shaman, but it was dispelled.
He then cast the Mantle of Ghorok,
boosting his Strength and Attacks by
4. The Goblin then declared a charge,
before casting Curse of the Bad Moon
at point-blank range, managing to
miscast in the process. The ensuing
dimensional cascade wounded the
Beastman and sucked the Goblin

Shaman into the Realm of Chaos.
Round 1 to Andrew and the Beastman
Bray-Shaman!
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the pesky Goblin — whilst my
favourite spell, Savage Dominion,
summoned a huge monster to
the Shaman’s aid. | made sure
that the "Eavy Metal Ghorgon
was lurking nearby in the gaming
area, just in case | had the
opportunity to unleash this, my
sneakiest of tricks, upon Matt,

The first thing Matt spent
his points on was upping the
Goblin Shaman to Level 2,
before splashing out on a Seed of
Rebirth to give him a save against
my more offensive magic. As a
Goblin Shaman is so cheap, he
could also buy another sneaky
trick in the form of the Trickster’s
Shard, which would let him slay
my Bray-Shaman with a burst of
magical feedback.

For my part | kept things
simple, just making my Wizard
Level 2 and giving him the
Channelling Staff to increase the
dice at his disposal.




Uninvited Guests

Andrew won the roll-off and to go
first and decided to try a cunning
tactic to outwit his Goblin counterpart
(by which we mean the Shaman, not
Matt, who is decidedly more Orc-like
than goblinoid). Rolling as many dice
as he could muster, the Beastman
Shaman cast Savage Dominion and
from somewhere off the edge of the
battlefield, a Ghorgon charged into
play. Matt had read the small-print

of the spell, however, and knew that
if he could slay the Beastman before
the Ghorgon could reach him, he'd
be alright. Sure enough, a casting of
Vindictive Glare, which the Beastman
failed to dispel, and three Wounds
later and the Bray-Shaman was done.
Round 2 went to the Goblin.

If Looks Could Klll

Once again Andrew ended up with
Savage Dominion in his repertoire
of spells, so hoped to survive long
enough to a) cast it and b) get the
summoned Ghorgon into combat
and tread on the Goblin. Once again
the Beastman went first and, sure
enough, after Devolve was dispelled,
a Ghorgon came lumbering out of the
forest aimed straight for the Gobbo.
But he’d seen it all before, and the
Goblin stood his ground as he cast
Vindictive Glare. Despite throwing
four dice at the dispel, Andrew could
w not stop the spell. The spell inflicted

| four wounds on the defenceless Bray-
Shaman, killing him and causing the
Ghorgon to once again wander off
into the woods. Round 3 belonged to
the Goblin Shaman and Matt!

WINNER “{"*“f._‘:,‘*' SHAM

In the duel between the Wizards, the Goblin Shaman prevalled

ARENA OF DEATH 87



2 %MCH%@

ately, I've found myself becoming

more and more fixated with the

modelling and painting of the plastic

Warhammer character miniatures.
The individual character that the sculptors
have transferred into these miniatures is
astonishing. As someone who can't resist
tinkering with a model to get the desired
look when | get an idea in my head, | am
continually impressed by the versatility of
these models.

Last year at Golden Demon UK, |

couldn’t help but notice that there were
loads of converted Nurgle Chaos Lords

that had been entered into a number

of different painting categories. It |ater
dawned on me that | had absentmindedly
converted and painted a handful of my own
versions as well and it got me thinking as
to why the Nurgle Chaos Lord miniature

in particular is so appealing. The model

is really fat, featuring huge areas of skin
and there are so many different ways to
paint it, particularly with the rotting flesh
of a Nurgle character. Anyway, I'll let the
miniatures do the talking, so here is a
selection of miniatures that have impressed
me and some that I've painted as well.

Darren: The axe was weathered Darren: | painted the armour plates
with bright verdigris to contrast as if they were a living part of the
with its darker, rusty tone. model, rotting and decaying.

Darren: As the Chaos Lord is one of Brian Nelson’s sculpts, | looked to Darren: | opted for a contrasting palette of warm and cold colours, from
other madels that he had sculpted for a suitable head swap. | used one of the dark green of the model’s armour to the vibrant shade of the pustules
the Zombie heads from the Corpse Cart kit, which fitted perfectly. and putrid slime leaking from his ruptured stomach.

88 WHITE DWARF



Dave: [ wanted the image of the character’s physical corruption to be
internal, contained largely within his body and visible through the open
sores and wounds, so I used more natural flesh tones on his skin.

Dave: The green pustules are a sign  Dave: I used thin fishing line for the
of the infection and contagion that  dripping gore, layered with Citadel
is rife within the character’s body. Water Effect and Bloodletter Glaze.

Neil Green

As a stalwart veteran of the "Eavy Metal team, Neil Green
has been painting miniatures of the highest standard for
the last 15 years. He was inspired to paint this miniature
after seeing a number of different examples from other
painters around the Studio.

Neil: This Nurgling was sculpted Neil: | painted the slimy, luminous
from scratch as a miniature version green of the model’s innards to
of the Nurgle Chaos Lord. contrast with its dry, crusty skin.

Neil: The black of the models’ armour worked to counter the brighter tones
that | had used elsewhere on the model, specifically on the skin, axe blade
and exposed internal organs.




et

The purity seal hints at an
Imperial heritage.

This converted character uses components from a Forge World
Contemptor Dreadnought as well as the head, power pack and cable
arm of an Imperial Servitor.

Peter Hudson

A faint aquila tattoo on
the model’s bruised flesh.

When not painting miniatures, Peter Hudson works as a civil servant. This
Nurgle Chaos Lord has been extensively converted to act as a member of an
Inquisitorial warband, complete with appropriate Imperial iconography.

Jakob Nielsen

Ragged parchments and
purity seals are prevalent.

Jakob is a teacher and an industrial designer, but in his spare time, he is
renowned for his modelling and painting skills, having won countless Golden
Demon trophies and the UK Slayer Sword twice.

90 WHITE DWARF

A panel from the Empire
Luminark of Hysh.

On this miniature, John added a few details from the Empire Luminark
of Hysh, including a shoulder-mounted telescope as an archaic
targeting system. The model also incorporates an Imperial Servitor head.




Mike: The night before starting this miniature, | was inspired by a

surgical procedure on a television programme that revealed the yellowy
colour of the subcutaneous fat found beneath the skin.

Mike: I painted details such as
liver spots on the flesh to make it
look as disgusting as possible.

Mike: The antlers represent a gift
from Nurgle, mimicking those
found on the Plaguebearers.

Scott Weightman

The helmet has rotted The green pus leaking
away, exposing the
tortured flesh underneath.  looks suitably revolting.

from the exposed organs

Scott Weightman works in a manufactorum but is a
fanatical painter during his free time and a regular

and bloody.

Scott painted the model’s  Scott mounted his model
open sores to look raw on the Chaos star from the
participant at UK Golden Demon.

Chaos Terminator Lord kit.

As you can see, the model has a versatility far beyond its original concept and has
been used as much to create a character for Warhammer 40,000 as it has for the
Warhammer game the miniature was designed for. I'm off to see what else I can
conjure up from this model, but I shall return soon to continue my investigation into
the many uses of the plastic Warhammer characters.

BLANCHITSU 91



There are now loads of plastic Warhammer heroes available, each of which is a
characterful Citadel miniature covered in great little details. These models make
for great army centrepieces and awesome painting projects.
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Nurgle Chaos Lord Chaos Sorcerer Lord Sorcerer Lord of Tzeentch

Product Code: 99070201003 Product Code: 99070201001 Product Code: 99070201002

)

12+

Empire Master Engineer Captain of the Empire Dark EIf Supreme Sorceress

Product Code: 99070202002 Product Code: 99070202001 Product Code: 99070212001

AVAILABLE IN STORES AND ONLINE FROM:




Lizardmen Saurus Oldblood

Product Code: 99070208001

SAMMER

Vampire Counts Necromancer

Product Code: 99070207001

il
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Vampire Counts Wight King

Product Code: 99070207003

Savage Orc Big Boss

Product Code: 99070209002

Vampire Counts Cairn Wraith

Product Code: 99070207002
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Beastmen Great Bray-Shaman

Product Code: 99070216001

Goblin Shaman

Product Code: 99070209001
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Vampire Counts Banshee

Product Code: 99070207003
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CHAOS DAEMONS

Forge World produce a large range of monstrous creatures
and Daemon Engines, including Exalted Greater Daemons
shown below, ideal to be used in your Chaos Daemons
army in Warhammer 40,000 or Warhammer. Check out the
website to see the complete range of Daemons:
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USEFULTOOLS

PLASTIC CUTTERS

The flat bottom edge of
Plastic Cutters ensures a
neat cut when removing
components from frames.

CITADEL EMERY BOARDS
Three high-quality emery
boards with two grades of
?rqin (course cm:?fine] for
1

ling and polishing.

HOBBY KNIFE

An importfant tool for
tidying up components
that have been clipped
from their frame.

CITADEL CLEAN-UP KIT
A Flash Brush and
Mouldline Scraping Tool,
used to remove light resin
debris and flash.

WHITE DWARF

FINECAST
WORKING WITH CITADEL FINECAST

Citadel Finecast is Games Workshop's highly detailed range of resin miniatures.
Here we discuss a number of useful ways to model and assemble Citadel
Finecast miniatures, and present the best tools for performing each technique.

Preparation

The Citadel Finecast range contains a
host of fantastically detailed models —
ideal centrepieces for your collections of
Citadel miniatures. All Citadel Finecast
miniatures are made from resin, which

requires different preparation from plastic,
and perhaps most significantly, must be
assembled with super glue. Below, we
explain the basic methods for cleaning up
your resin components before assembly.

First, use a Citadel Flash Brush to buff the model. This
will remove any flash left over from the moulding
process with no ill effects to the detail on the model.

Just as with plastic miniatures, each component must be

removed from its frame prior to assembly. Use a pair of
Plastic Cutters to clip the pieces from the frame.

For more delicate components, you may wish to
carefully cut them from the sprue with a Hobby Knife,
but watch out for your fingers!

i) el oo S0 e e

Use the Citadel Mouldline Scraping Tool to remove the
mouldlines on your miniature, carefully drawing the tool
along the mouldlines to scrape them away.

Use a Citadel Emery Board to file down any small
imperfections created when you cut a component from
its frame for a perfect finish.

For more advanced conversion work, use a Razor Saw
to make a precise cut, taking care not to catch any other
parts of the model with the saw’s blade.




MORETOOLS

RAZOR SAW

Certain conversion
projects may require you
to cut a model in half

at the waist, or perhaps
remove and reposifion

—

If any compenents are slightly warped, fill a bow! with Alternatively, you can use a hair dryer to heat a warped a limb to achieve the
warm water from the tap and hold the affected parts in component and gently bend the part into its correct desired look. In these
it. This should help the resin return to its original shape. position by hand, then let the miniature cool naturally. situations, look no further

than a Razor Saw. This
handy fool enables you
to neatly cut through a
Citadel Finecast model
with minimal damage to
the surrounding area.

CITRDEL

SUPER GLUE
: . THIN
Super Glue Thin has a built-in brush applicator and Super Glue Thick’s denser formula creates an especially
is well suited to assembling delicate or thin Citadel strong bond between resin components when dry, but
Finecast components. make sure you test fit the pieces before applying glue.
HOBBY VICE SUPER GLUE

As resin models, Citadel
Finecast miniatures need
fo be assembled with
Super Glue — as the name
suggests, Plastic Glue
simply isn't designed for
this purpose. However,
the porous nature of

resin helps Super Glue fo
create an exceptionally
strong bond, just take
care not to overly saturate
the area with glue.

A Hobby Vice is a small but incredibly
useful tool for helping you to hold a
miniature in place when using a Hobby
Drill or Razor Saw. Its rubberised clamps
will hold a miniature firmly in place
without risk of damaging the detail on the
model. The base of the Hobby Vice is also
made from rubber, giving it a firm grip on
almost any surface and allowing you to
work without fear of the vice slipping at a
crucial moment.

CITADEL FINECAST TIPS




SCULPTING & FILLING

GREEN STUFF

Green Stuff is a two-part
modelling putty that, when
mixed together, forms a
malleable putty designed
for filling in gaps on
models and sculpting
additional details.

SCULPTING TOOL

The Citadel Sculpting
Tool is used for modelling
Green Stuff. The twin-
ended tool has a knife
eﬁige at ol:e tip for "
shaping the putty and a
rour?d gdgecretrm at the
other for smoothing it.

LIQUID GREEN STUFF
Usable straight out of

the pot with no mixing
required, Liquid Green
Stuff can be painted into
recesses fo fiﬁ in any gaps
or unsightly join lines.
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On occasion, Citadel Finecast miniatures can suffer
small blemishes caused by air bubbles trapped in the
resin mix during the moulding process.

These small cavities are easily filled by applying a spot
of Liquid Green Stuff. When dry, Liquid Green Stuff can
then be filed smooth with a Citadel Emery Board.

In this situation, Green Stuff can be pressed into the gap
with a Sculpting Tool and blended in to the surrounding
details to conceal any evidence of the join line.

When some larger Citadel Finecast components are
glued together, there may be a small gap where the join
has been made.

-~

ey TG
chaos BLack CITINDEL

SKULL WHITE

Undercoat Sprays

Before you begin painting your Citadel
Finecast miniatures, you will want to prime
them. This process, known as undercoating,
provides a smooth surface for you to paint —e——
onto. Easily the fastest and most effective

way to undercoat your models is to use

Chaos Black or Skull White Spray.




Basing your Miniatures

Most Citadel Finecast miniatures will need when finished off with some grass tufts to fit
to be mounted on bases, and it is therefore in with the army’s basing theme.

as important to make a model’s base look In the case of the two Citadel Basing
good as it is the miniature itself. Thankfully, Kits, they are best applied to a miniature’s
there are a number of ways to achieve base after it has been fully assembled

this, from the customised resin and brass but before undercoating it. Conversely,
accessories in the Citadel Warhammer and applying a Citadel Texture paint and any
Warhammer 40,000 Basing Kits, to the subsequent grass tufts will often be the
Citadel Texture paints, which can provide finishing touches to painting your Citadel

a base with a realistic effect — especially Finecast miniature.

PAINTING CITADEL
FINECAST MINIATURES

AR, 2
The Citadel Paint range “ﬂ}.ﬂﬂ
includes a huge variety of

.ay ey
"i‘:ﬁ:’*‘ o
Base, Shade, layer, Dry, *ﬁﬂmm ] e

Glaze, Texture and Teci:nicul o o i immaes L L ) JlﬁmUm
aints, each specially .
sonse Bow i S “Wﬁﬂﬂ o i O
particular technique to Eoint
Citadel miniatures. Each of
these painting methods is
described in detail in the
How to Paint Citadel
Miniatures guide, which even
includes a lengthy DVD fo e [
demonstrate them first hand. E =58

'_ STAGES 4-7

& JOINTS AND
MOUTH

BASING

PVA GLUE

PVA Glue is ideal for
adding details fo the
bases of your miniatures.
It comes in a handy tube
for easier and more
precise application.

o § L
{ 4 :!' -",

GRASS TUFTS

The Middenland Tufts and
Mordheim Turf basin

kits are great for adding
a dash of colour and
realism fo your bases.
Each pack holds 200
individual grass fufts of
varying sizes, specifically
designed to stand up
straight, adding a litle
extra height to the bases
of your models.

AT US ML ar/ 120000

4 \n* —ew

FOR THE FULL CITADEL RANGE PLEASE VISIT OUR WEBSITE:
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TOOLS OF THE TRADE

Our range of hobby tools and accessories has been specifically designed to provide
you with everything you need to assemble and model your Citadel miniatures.

e . 0 B
T

MODELLING FILES ,: :'_f~if\:£jiz.['

Product Code: 99120101059 PROPELLANT

80g 400m1 €

HOBBY DRILL

Product Code: 99239999040

PROPELLANT CITADEL SPRAY GUN

HOBBY KNIFE Product Code: 99209999030 Product Code: 99239999047

Product Code: 99239999036

A
‘,;g‘l?yg%
T
PLASTIC CUTTERS ¥ SUPER GLUE SUPER GLUE PLASTIC GLUE  PLASTIC GLUE
THICK THIN THICK THIN
Product Code: 99239999041
Product Code: Product Code: Product Code: Product Code:
99219999019 99219999018 99219999016 99219999017
i v vt
RAZOR SAW

CLEANUP KIT

Product Code:

99239999058

Product Code: 99239999038

L 1

m@ e |

SCULPTING TOOL

Product Code: 99239999039




CHAOS BLACK SKULL WHITE

225 400t € [520]3. 59 4ol 2[0]3
CHAOS BLACK SPRAY SKULL WHITE SPRAY
Product Code: 99209999012 Product Code: 99209999011

Q oz / 12000t "

PVA GLUE GREEN STUFF

Product Code: 99219999022 Product Code: 99219999027

PURITY SEAL

CHIDEL
WATER EFFECTS
(T1ETS AQUATIQUES
HCTO DE AGUA
MASSEREFF 4

ERTE
CFETTOACQUA,
Te=9=ZFEIE

4008, 0z 120mie

2239 400mi © 5] 3
-— " Eid
PURITY SEAL WATER EFFECTS
Product Code: 99209999027 Product Code: 99120101059

TOOL SET
Contains Hobby Knife, Modelling Files, Hobby Drill, Plastic Cutters, Hobby Vice,
gazgr ISaw. Cleaning Kit, Emery Boards and a Sculpting Tool in a durable

itadel case.

Product Code: 99239999060

CITADEL EMERY BOARDS

Product Code: 99239999057

LIQUID GREEN STUFF

99239999037 Product Code: 99189956004



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

MATT SPENGER'S ORK ARMY

This fantastic Bad Moonz Ork entry won Edinburgh Hobby
Centre’s Parade Day in 2011. We caught up with aspiring
Big Mek Matt Spencer to find out how he created it.

Matt: Going against traditional Orky character, one of the
things | did early in the process was a bit of preparation.

I marked a 2' x 2' square on my dining room table with
masking tape, then filled the space with as many Orks and
vehicles as | could cram into it. This gave me a rough idea
of how many models | needed to paint and what the final
composition would be. As the project continued | added
some height to the display by building up the board with
some old cereal boxes, a Skyshield Landing Pad and, finally,
a ‘kustomized’ Ork version of a Stormraven Gunship!




This Ork Flyer was ¢
: *"’fd a Stormraven Guns
L
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Sﬂlllllll LEAGUE 2013 GOMING S(IIIN

Exciting news! The dates and locations for School League
2013 have now been set and there are more places to play
than ever before. We are running Heats in over seventy
stores next year so it is easier than ever to get involved.

Don't forget that the vital preparation for the School
League starts now — so make sure you get into your local
Games Workshop store to help you secure victory.

The dates, locations and rules can be found in the
Community and Events section of our website and on
Facebook. The School League is a great way to enjoy your
hobby as part of your school time and it gives you the
chance to represent your school and fight for the accolade
of being the best school in the country!

The School League is open to all secondary school
pupils (ages 11-18 or years 7-13) and to join in, all you
need to do is get your teacher to give me a call and sign
your school up.

Contact:
Bek Hawkby, bek.hawkby@gwplc.com, tel: 0115 900 4821

www.facebook.com/BekHawkbyCommunityCoordinator
www.games-workshop.com

The Dark Eldar are a plague upon the Koronus Expanse.
Do you have the courage to face them in the name of
the Emperor? In the Soul Reaver, an adventure for Rogue
Trader, daring Explorers can look deep into the twisted
heart of Dark Eldar society, where they’ll attempt the
greatest heist of their careers!

For ten millennia, Space Marines from a thousand
Chapters have fought and died in the name of the
Emperor. Honour the Chapter provides a wealth of
options for players interested in Death Watch characters
drawn from Chapters created during the Second or
subsequent Foundings.

104 WHITE DWARF




SUMMER AT YOUR HOBBY CENTRE

This summer has been epic indeed, with outstanding
releases throughout. If you have not yet had chance to
indulge in your hobby this summer then right now is the
time to get involved with the last of the summer activities
coming to a head.

Gaming and painting in your local Hobby Centre has
become even mare exciting with the introduction of the
latest edition of Warhammer 40,000 and all of its new
features, the recent additions to the range of highly detailed
Citadel miniatures, and the general buzz of summertime,

Your store is still celebrating the summer holiday period,
with plenty of activities for you to join in with. If it is
gaming you enjoy most, then your Hobby Centre is a great
place to go and play out your most epic battles within your
gaming community.

Explore the new features of Warhammer 40,000 in
your Hobby Centre where the staff are more than happy to
offer you their top gaming tips and tactics. They even hold
regular gaming events for you to get involved with! For all
the latest news and community updates direct from your
local Hobby Centres, follow them on Facebook!

I N
N -

{

-

GAMES WORHSHO)

games-workshop.com

A0,
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It's not only the gaming side of the hobby that has been
covered this summer, but the release of the new Citadel
Paint Range has been exciting and inspirational. There are
endless ways of painting and experimenting with the new
Citadel Paint range, and the staff at your local Hobby Centre
can give you a wealth of tips and techniques derived from
their many years experience. There’s not long until Armies
on Parade or Golden Demon 2012, and those of you
thinking of entering these painting competitions will benefit
from the knowledge your Hobby Centre staff can provide!

££There’s not long until
Armies on Parade or
Golden Demon..by

Keep up to date with all the latest news and events at
your local Hobby Centre by visiting the staff in-store.

FOLLOW YOUR LOCAL STORE ON FACEBOOK AND TWITTER

NEWS 105
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EVENTS DIARY

Gather your forces, and march to battle at our gaming events, or learn new hobby
skills at our masterclasses. Here’s your chance to fully immerse yourself in the
Games Workhop hobby, no matter what it is you enjoy about it.

August 2012

iconic miniatur
artwork which
future, wi

St

'.*..‘."':M MER

August 20th

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 World, indulging in your
favourite hobby! With tutorials from special guests
from around Games Workshop, gamlng 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

August 25th

REALM OF BATTLE WORKSHOP

Age Limit: 12+

(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 team will take you
through the steps to make your board look amazing!
Tickets: £250 per person, available from www.
games-workshop.com

HlVE TYRANT

~ 3rd November 2012, .

Warhammer World

i

learn from Forge World's

as they reveal how they paint
their Tyranids, and show you

Grab this fantastic opportunity to

Mark Bedford and Phil Stutcinskas,

transferrable technigues that you
€an use across your own army.

Event information

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

» You can also e-mail us at whworldevents@gwplccom
or ¢all us on 0115 900 4394

Ticket information

+ Tickets cost £120 and are avallable to buy from
Wednesday 15t August 2012.

+ Yau can buy your ticket at www.games-workshop.com or

call 011591 40000, Porgiian
WORLD

AT

Warhammer World bring you this
opportunity to learn from the very best.

'Eavy Metal are running this masterclass on:

» Blending
» Power weapon effects
* Faces and Cloth

Don't miss this opportunity to take your
hobby further!

Event information

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

* You can also e-mail us at whworldevents@gwplc.com
or call us on 0115 900 4524,

Ticket information

» Tickets cost £105 and are avallable to buy from
Wednesday 15t August 2012.

+ You can buy your ticket at www.games-workshop,com or

«call 011591 40000. a
WORED %

| WARHAMMER WORLD"




Warhammer World proudly
presents Throne of Skulls.

This is a fantastic opportunity

to come and spend a weekend
immersed in the hobby, fighting
some great battles, swapping war
stories and meeting new people!

Event information

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

+ You can also e-mall us at whworldevents@gwple.com
or call uson 0115900 4954

Ticket information
+ Tickets cost £58 and are available to buy from
Wednesday 15t August 2012
+ You can buy your ticket at waww,games- warkshup com or
call 0115 91 40000,

Eventinformation
» To find out more information about this evant, visit the

The Imperial planet of Gaios
Secundus is locked in a vicious
civil war, Will you become a
Hero of the Imperium or one
of its most heinous foes?

“Warhammer World' section of the main website.
« You ¢an also e-mail Us at whworldevents@gwplc.com
or call us on 0115 900 4994,

Ticket infarmation
+ Tickats cost £5B and are available to buy from
15t August 2012.
* Yau can buy your ticket at www.games- workshnp com or

call 011591 40000.

March to war with your most trusted
ally and do battle against untold
hordes over five great games of
Warhammer,

Join us at Warhammer World for a
fantastic weekend in the Old World.

Event information

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

» You can also e-mail us at whwerldevents@gwplc.com
or call us on 0115 900 4994,

Ticket information
* Tickets cost £30 and are available to buy from
15t August 2012,
» You can buy your ticket at www.games-workshop.com or

call 0115 91 40000. i
« \3\% »
WORL D

WW By
ICKETS FOR
FORTHCOMING EVENTS

To help you plan which Warhammer World events you 1
“want to attend and make sure you don’t mlss out, here &

Ticket On Sale Dat(’

Forge World Masterclass: Zone Mortalis 5th September _‘

lighty Empires Campaign Weekend
Varhammer 40,000 Throne of Skulls
Warham_mer 40,000 Doubles Weekend

Wirhammer Forge Masterclass 7th November §
avy Metal Masterclass 7th November. &
' Lord of the Rings Thronc of Skulls 7th November §

ickets and Contact Details

ets: Tickets for all events are available from Customer Services Qn
591 40000 and from www.games-warkshop.com

act: Contact the Warhammer World Events Team on
900 4994 or by em?xl at: whworldevenrs@gwplc eom: e

www.games-workshop.com

P
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Games Day
Miniature of 2012
This year’s Games Day
miniature, the iconic
Blood Angels Space
Marine Captain from the
front cover of 2nd Edition
Warhammer 40,000, will
only be available at the
show, so get your tickets
now to make sure you
don’t miss out.

"CITADEL FINECAST |

WHITE DWARF

This month we venture into the halls of the Design Studio
to find out what the artists, sculptors and designers will be
getting up to at this year’s Games Day, and it wasn’t easy...

ach year it gets harder and harder to
Eget into the hallowed vaults of the

Design Studio as security systems
are constantly upgraded. However, having
breached several security protocols and
bypassed a number of subroutines, we
managed to gain access to the revered
inner sanctum by the most unlikely of
methods; by posing as ice cream vendors
with a cart full of sugary snacks...

So, with our foot firmly in the door,

we wasted no time in tracking down those
most susceptible to ice cream bribery,
plying them with frozen confectionary until
they spilled the beans about what they'd be
getting up to at Games Day this year. And
we began with non other than White Dwarf
editor, Andrew Kenrick.

Andrew: As usual when it comes to talking
about the Design Studio at Games Day,

GAMES DAY AND GOLDEN DEMON

there’s absolutely nothing I can tell you.
Nope, not one thing, it's all secret. Oh,

go on then, | can spill a few beans. Just

a few, mind you, seeing as you asked so
nicely. As this year is the 25th anniversary
of Warhammer 40,000, we're going to

be using Games Day UK as another
opportunity to really celebrate that once
more with all our fans with some fantastic-
looking displays.

As if that wasn’t enough, we released
the 6th edition of the game just last month,
so 40K fever is running high within the
Studio - you'll get the chance to see
what the Studio’s resident hobbyists have
been getting up to recently to celebrate,
with cabinets filled with gorgeous armies
painted for the Battleforce Challenge we
held earlier in the summer.

Games Day UK is the day when the
entire Studio decamps from Nottingham




The Design Studio at Games Day

to the NEC, so you'll have unprecedented access to all of
us! You'll be able to chat to your favourite designers about
how they’ve sculpted the latest releases, ask the ‘Eavy Metal
painters for tips on painting your models and the writers
about using the new miniatures in their armies. This year
we're also making it more interactive than ever before
as well, so as well as being able to talk to the guys from
the Studio, we’ll also be hosting a plethora of interactive
demonstrations of painting, modelling and sculpting for you
to watch up on the big screen.

If you've not been able to get to Warhammer World
and the Citadel Miniatures Hall in Nottingham, you'll also
be able to get a good look at some of the latest releases,

September 2012
LG Arena, NEC

Birmingham 5

~September 2012
LG Arena, EEC
\ ¢ BII‘IﬂLI}t’,

as painted by the ‘Eavy Metal team. So we'll have units

of beautifully painted Plaguebearers and Exalted Seeker
Chariots of Slaanesh, as well as Stormtalon Gunships, Ork
Bommers and more. If you've not seen these beautiful
paintjobs in the flesh, it’s really worth taking the time out to
pore over them.

And with the new Chaos Daemons just out, I'm sure
you'll all be eager to find out more about them — the Design
Studio will have all the answers to your questions, 1'm sure,
so make sure you bring plenty to ask!

But that's not all, of course. It wouldn’t be the Design
Studio at Games Day if we didn’t spring a few surprises on
you. And those really are something | can't talk about...

Tickets to this year’s Games Day
& Golden Demon event are now
available from Customer Services
on 0115 91 40000, your local
Hobby Centre, and from
www.games-workshop.com.
Voting will close at
2.30pm: GAMES DAY TICKET £30
Product code: 60139999102
€39, 300dkr, 380skr/nks, 330rmb, 15020

1 vote for army
number:

GAMES DAY PARENT TICKET £6*
Praduct code: 60139999103

€7.80%, 60dkr*, 75ske/nkr*, 60rmb®, 302"

* Wihen purchased with at least ane regular Games Day Ticket,

www.games-workshop.com 109




{0 ARENA BIRMINGHAM NEC

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

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

staffed by expert hobbyists.

Full range of products

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

In-store order point

All our Hobby Centres also have a
webstore order point through which

you can choose from our entire range of
Citadel miniatures, including the Specialist
Games and Collectors ranges and the ever-
expanding range of Bitz Packs which allow
you to further customise and add character

tO your armies.

What's more, if you have your order
sent to your local Hobby Centre, we'll

send it POST FREE!

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

Free gaming & tactics advice

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

Free Beginners programme

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

STORE LISTING

August 2012
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SLOUGH, Warlord Workshop:

SL1 4JG Tel: 01753 694 171
WARFIELD, Promethium Games:
RGA2 GE) Teli 078622 149 08

BIRMINGHAM ARER

(..W EIRMINGHAM

\ M\ 0121 233 4840
ok.com/GWBirmingham
GW DUDLEY
derry Hill Centre,
Tel: 9138 448 1818

com/GWDudley

GW SOLIHULL
690 Warwick Road,
B9 3DX Tel: 0121 705 7997
facebook.com/GWSolihull
* GW SUTTON COLDFIELD:
36 Birmingham Road,
872 1QQ Tel: 0121 354 3174
ok.com/GWSutienColdfield
= GW WALSALL:
Unit 26, Old Square Shapping Centre,
W1 10F Tel: 0192 272 5207
facebook com/GWWalsall
* GW WOLVERHAMPTON:
9 King Street,
WV 15T Tel: 0190 231 0466
facebook.com/GWWolverhampton
BIRMINGHAM, Console Games:
B45 0LD Tel: 01214577736
BOURNVILLE, Luulse of Bournville:
B30 2AA el: 0121472 1926
KIDDERMINSTER T) Models:
DY10 20P Tel: 11562 747002
SOLIHULL, Crafty Club:

B17 2QL Tel: 01564 700 077

BUCKINGHAMSHIRE

* GW AYLESBURY:

6 Market Strect,

HP20 2PN Tel: 01296 429 703
facebook.com/GWAyleshury

GW HIGH WYCOMBE:

Na 55 Eden Walk Gallery, Eden,

AYLESBURY, HobbyCraft:
HP201DG Tel: 0845 057 65
CHESHAM, Harvey Johns:
HP5 1EP Tel: 07494 782161

GERRARDS CROSS, Howard Marshall:

SLY BES Tel: 01753 882952
HAZELMERE, Childs Toys:

HP15 7AA Tek 01494 711 425
MILTON KEYNES, HobbyCraft:
MK13 8PU Tel: 0845 051 6544

CAMBRIDGESHIRE

GW CAMBRIDGE:

54 Repent Sireet,

coz1DP Yol: 0122 331 3350
facehaok.com/GamesWorks
GW PETERBOROUGH:

3 Wentwaorth Street,

PET1DH Tel: 01733 690 052
facebook com/GWPeterborough
CAMBRIDGE, Cambndge Toy Shup

CB1 1PA Tel: 012
CAMBRIDGE, HobbyCra
CB1 3ET Tel: 0845 051 6564

ELY, City Cycle Centre:

€87 4PB Tel: 01353 663131
EYNESBURY, Wheelers:

PE19 2TA Tel 01480 476529
HUNTINGTON, Niche Comics:
PE29 3TF Tel: 07480 352 307
MARCH, The Toy Box:

PETS LB Teh 01354 658 051
PETERBOROUGH, The Rift:
PE1 1EL Tel: 01733 341007
WISBECH, Prams & Toys:

PE13 1BA Tel: 01945 504142

CHANNEL ISLANDS

JERSEY, ST. HELIER, The Little Shop:
JE2 ANT Tel: 01534 601925

GUERNSEY, ST. PETERS PORT, Carousel:

GY1 LB

CHESHIRE

GW CHESTER:

112 Foregate Street,

CH1 1HB Tel: 0124 431 1967
facebook.com/GW Chester

* GW CREWE:
8 Market Street,

CW1 2EG Tel: 01270 216903
facebook.com/GWCrewe

Tel: 01481 721721

OPENING TIMES

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

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

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

www.games-workshop.com

STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE

() These Hobhy Centres are closed on Mondays and Tuesdays

NEW STORE OPENING

Indigates new stackists

*To be sure they have what you want in stack, we recommend calling the store fist.

* GW MACCLESFIELD:

STOCKTON ON TEES Hobbies R Uz:
31 Church Street, +;

1642 535187

SK11 618 Tel: 0162 561 9020 STOCKTON ON TEES, M alour Games:
facebook.com/GWMacclesfield T518 18D D16

* GW STOCKPORT:

12 Messey S, CORNWALL

SK1 1RA Tel: 0161 474 1443 GW TRURO:

facebook.com/GWSteckpart Unit 7, Bridge House, New

‘2 0 H‘

* GW WARRINGTON: TR1 ZAA Tel: 0
Unit 20, Bank Street, Time Square, facehook.com/GWTruro
BODMIN, Bricknells:

LY 2)L Tel: 01202 77088
CALLINGTON, GMS @ Simphee's:

BRIDGEMERE, Huhhycéan

CW5 708 Tel: 0845 051 6537 PL17 7AN Tel: 01579 383900
CHESTER, HthyCraﬂ E.‘\ST lOOE Tmiay Toyshop:

CHI 4RY Tel: 0845 051 (546 P13 el: 01642 292 732
CONGLETON, Colours and Crafts: HAYLE, Blewells of Hayle:

CW12 TEE Tel: 01260 277211 TR27 4BQ Tel: 01736 753 012
CREWE HobbyCraft: LAUNCESTON, Gameznnc Models:
Wi Tel: 0845 051 6579 PL1S 9DY Tel: 01566 773487
EI.LESMERE PORT, D&A Models: LISKEARD, Trago Mills:

CHES BDA Tel: 01513557949

MIDDLEWICH, Temptations of Middlewich:

CWI1D 9AB Tel: 07606 432 472
NORTHWICH, Level 1:

CW9 5AE Tel: 01606 45053
NORTHWICH, The Model Shop:
WA SEA Tel: 01606 47740
STOCKPORT, Gusllngs Toymaster:
SKG 6AW Tk 01614 272099
STOCKPORT, HobbyCrait:

SKI 2HH Tel: 0845 051 6530
WARRINGTON, HobbyCraft:
WAZ 6TF Tel: D84S 051 6541

WIDNES, Widnes Model and Craft Centre:

WAB GAZ Tel: 01514 226043

GW MIDDLESBROUGH:
Unit 33, 39 Dundas Street,

TST 1HR Tel: 0164 225 4091
facehook.com/CWMiddiesbrough
BILLINGHAM, W Boyes & Co Ltd:
1523 2] Tel: 01642 553 058
GUISBOROUCH Ruad Fla

1514 6BN

HARTLEPOOL, Chlps

1526-9HU Tel: 01429 669600
MIDDLESBROUGH, W

56 bTL Tel: 016
NORMANBY, PC Tech:

TS OLT Tul; 01642 481360
REDCAR, PC Terh

1510 301 Tel: 01642 461010

PL14 HHY Tek 01579 348877
NEWQUAY, The Book Shop:

TR7 1BH Tek 01637 73 469
PENZANCE, Newlyn Post Office:
TR18 5HL Tek: 01736 364592
POOL Bombadm%as and Skullduggery:
TR15 3BU. 01209 219 555
REDRUTH Barb’s Lil Shop:ww

TRIS 2AU Tel: 07939 586 934

ST AUSTELL, Mad for meaturec

PLZ5 308 Tel; 01726
ST IVES, Dragon’s Hoard:

TR26 205 Tel: 01736 798484
WADEBRIDGE, Bricknells Toy & Nursey:
PL27 70D Tel: 01208 812615

GOUNTY DURHAM

* GW DURHAM:
64 North Road,
DH1 45Q Tel: 0191 374 1062
facebook.com/GWDurham
* GW DARLINGTON:
78 Skinnergate,
DL3 71X Tel: 0132 538 2463
facebook.com/GWDarlinglon
BISHOP AUCKLAND, Chips:
DIL14 7EN Tel: 01386 606 046
BISHOP AUCKLAND, Windsock Models:
DL14 7PF Tel: 01388 609 766
CHESTER LE STREET Chlps

ol: 01642 2273

CONSETT Chlph

DHB 5LA el 01642 227348

www.games-workshop.com
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DARLINGTON, Lamb’s:

DL 9EP Tel: 01325 466042
SEAHAM, Games of War:

SR7 DAA Tel: 01915 817 118

STOCKTON ON TEES, HobbyCraft:
1517 78W Tel: 0845 051 6559

CUMBRIA
GW CARLISLE:
Unit 2, Earls Lang,
CAT1DP Tel: 0122 859 8216
facehook.com/GWCarlisle
DAL:

Tel: 01539 722211
facehook.com/GWKendal
BARROW-IN-FURNESS, Heaths:

LA14 1JE Tel: 01229 520 435
BOVWNESS-ON-WINDERMERE, Emest Atkinson & Sons:

LA23 3AP Tel: 01539 443 047
BRAMPTON, Hadrian’s Hobbies:
CAB INW Tel: 07962 177 904

COCKERMOUTH, The Toy Shop
CA13 9LU Tel: 01900 82585
KENDAL, Alreys of Kendal
LA9 4RA 01539 720 781
PENRITH, Harpers Cycles:
CA11 7PG ol: 01768 804 473
WHITEHAVEN, Thls Could Be Masswe.
3 i 6

CAl4 ING

DERBYSHIRE
* GW CHESTERFIELD:
21 Knifesmithgate,

$40 1RL Tel: 01246271118
facebook,com/GWChes d

GW DERBY:

42 Sadler Gate,

DE1 3NR Tel: 0133 237 1657

facebook.com/GWRerby

ASHBOURNE, Lumbards Toy Shop:
DE6 1GG Tel: 07335 345115
BUXTON, Knowles Toys and Models
SK17 hY Tel: 01298 24203

CHESTERFIELD, M dland Co-op:

S40 1UN : 01246 220 200
DERBY, Tokyo Olaku.
DE1 208 Tel: 01322 311355

DERBY, Toy Plan:
DE1 2PQ) Tel; 01332 347734
GLOSSOP, Wain Services:

K13 7AB Tel: 01457 853 548
ILKESTON, Midland Co-o,
DE7 556 Teli D159 327 777
MATLOCK, Shawes:

DE43AQ Tel: 01629 582 452
RIPLEY, Chlmern Le e

DES 3RU V1773 747849
STANLEY COMMO Oakfield Farm:
DE7 GEP Tel: 07969 534912

* GW BARNSTAPLE:

# Queens House, Sreet

EX32 BH] : 01271 839115
facebook.com/GWBarnstaple
GW EXETER:

1a Sidwell Street,

EX4 6NN Tel: 0139
facebook.com/GWExeter
GW PLYMOUTH:

4 Cornwall Streel,

PLT 1LR Tel: 0175 225 43121
book.com/GWPlymouth

N TORQUAY:

12 Market Stecet,

1Q1 3AQ Tel: 0180 320 1036
facebook.cony/GWTorquay
BRIXHAM, Mainly Miniatures:

0305

Q5 BE Tel: 01003 882 555
CULLOMPTON, Nanna's Toy Chest:
EX15 1LR Tel: 01804 839317
DARTMOUTH, WG Pillar & Co:
TOH 9AN Tel: 01803 832 139
EXETER, Khaos Games Ltd:

X4 4AX Tel; 01392 670 022
EXETER, Iron Haven Games:

EX2 8PN Tel: 01392202

EXMOUTH, Collett’s Model Trains:
EXB 1)1 Tel: 01395 224 608

HONITON, Presi lay:

EX141PG ﬂll!’l-l 549612
ILFRACOMBE, Eisfal Cycles:

EX34 ONH Tel: 012771 262 422
KINGSBRIDGE, The Trading Post:
TQ7 1PG Tol: 01548 852 923
NEWTON ABBOT, Trago Mills:

Q12 6ID Tel: 01626 021111
OKEHAMPTON, Kinderhox:
EX20 TAW V1837 659950

PAIGNTON, Paignton Mudel Shop.

TQ4 5BY Tel: 0180
PLYMOUTH, Antics Model Shup
PLI DU Tel: 01752 221 851

PLYMOUTH, Glﬂnls
PLa OST 20 975
PLYMPTON, Nlmrlf Mude
PL7 2AL Tel: 01752 511999

SIDMOUTH, Gliddons Tuymasler:

EX10 BLZ Tel: 01395516695
TAVISTOCK, Kaleldoscope

PLIG OHE Tel: 01622 615 236
TAVISTOCK, Games and Computers:
PLI9 DD Tel: 01822 616288
TEIGNMOUTH, [ackmans Toybnx'
TQT4 GEA Tel: 01626 788755

EX16 60D
TORRINGTON, Toyzone:

EX38 BHQ Tel: 01805 624 790
TUTNES, Finishing Touche
QU SRW Tel: 01803 862244

TOTNES, Today Toyshop:
Q9 Tel: 01803 840 303

IlﬂHSEI'

GW BOURNEMOUTH:

45 Commercial Road,

BHZ 5RT Tel: 319 292
facebook.com/GW Bournemaouth

GW POOLE;

Unit 12 Towngate Centre,

BH15 TER Tel: 0120 268 5634

facebook.com/GWPavke
HOURNEMOUTH HobbyCrait:

DT6 3QP
CHRISTCHURCH, Slmp\e Miniature Games'
BH23 1EB Tel; 01202 489721
DORCHESTER, Dorchester Toys:
DT11BY Tel: 01305 261 152
SHAFTSBURV The Toy Boz Dorset Ltd:
BJE 01747 @50 677
SHERBOURNE The Cnrner House
D79 3L1 Tel: 01935

SHERBOURNE, The Tny

DT9 41X Tel: 11935 815 040
SWANAGE, Leonard's:

8H19 18T Tel: 01929 426096

WEYMOUTH, Howley's Tnymaster
DT4 BHQ Tel: 01305 7
WIMBORNE MINSTER, Riverside Toys:
BH21 1IN Tel: 01202 661754

GW CHELMSFORD:
Unit 4C, The Meadows Cent
FD Tel: 0124 549 0048
hook,com/GWChelmsford
COLCHESTER:

2 Shorl Wyre Street,

01 1IN Tel: 0120676 7279
book.com/GWColchester

W SOUTHEND:

12 Southchurch Road

551 2NE Tel: 9170 246 1251
facebook. com/GWSotthend

GW THURROCK:

4158, Level 3, Lakeside Shopping Centre
RM20 27) Tl 0170 886 7133
facebook.com/GWThuirrock

BASILDON, HobbyCraft:

SS14 1WP Tel: 9845 051 6536
BASILDON, XLounge Gammg Ltd:

Wif 4ND 3451
BILLERICAY, Toys N Ti

CMI2 9YE 444
BRAINTREE, Kidzone Toys:

CM7 3YA Tel: 01376 554 797

BRAINTREE, Games Cell
CM7 3QY ol: 07376
BRENTWOOD. B&M Cycles:
CM14 4RG Tek: 01277 214 242
CHADWELL HEATH, Atomic Comics:
RME 4AH Tel: 02085 976 547
CHELMSFORD, HobbyCraft:
CM2 6XE Tel: 0A54 D51 6572
CLACTDN ON SEA, Clacton Art & Craﬂ (‘enlre'
015 1JA Tel: 0725
COLCHESTER 4TK Cam
CO4 SEG Tel: 01206
HARLOW, HohhyCraﬁ
CM20 2DA : 0843 051 6365
HARLOW, Marquee Models:
CM20 1X5. : 01279 423 134
HORNCHURCH Tole Have
RM12 4TN ;
ILFORD, Mlnla(ure Emplre.
1G2 6NE Tel: 0207 998 3008
LEIGH ON SEA, Caliver Books:
559 INH Tol: 01159 382 111
MALDON, Colin Bliss Models:
CM9 5BZ Tel: 01621 851 327
RAINHAM, Big Mac Tool
RM1I3 9TH Tel: 01708 502 686

32755

56300

SAFFRON WALDEN, Game On:
CB10 1AX Tel: 01799 506 022
SOUTHEND ON SEA, Wayland Games:
5§52 58§ Tel: [ll 02 668750
WESTCLIFFE ON SEA, Argosy Toys:

ol: 01702 346 806

lillllll!!STEllSHllll

GW CHELTENHAM:
16 Pittvitle Street,
GL52 21 Tel: D124 222 8419
ook.com/GWCheltenham
GW GLOUCESTER:
35 Clarence Street
GL1TEA Tel: 0145 250 5033
facehook.com/GWGloucester
BOURTON ON THE WATER, Bourton Model Raitway:
GL54 24N Tek: 01451 820 686
CHELTENHAM, HobbyCraft:
GL51 9kR Tel: 0845 051 6581
CIRENCES’SER Crocodile Toys:

Tel: 01285 656 050
GLOUCESTER HobbyCraft:

Tel: OB45 051 6522
MDRF[UN IN MARSH, Cotswold Book Store:
GL36 OAF Tel: 01608 655 266
STROUD, Antics Model Shop:

GL5 1AN Tel: 61453 764487

HAMPSHIRE

GW BASINGSTOKE:

Tel: 0125 646 6050
facebook com/GWRasingstoke

GW PORTSMOUTH:

34 Arundel Stroet,

PO INL Tel: 0239 287 6266
facebook.com/GWPartemouth

GW SOUTHAMPTON:

23 Fast Street,

S014 3HG Tel 0238 033 1962
facehook.com/GWSauthampton

* GW WINCHESTER:

35 fewry Street,

5023 BRY Tel: 0196 286 0199
facehook.com/GWWinchester
ALDERSHOT, The Game Shop:
GUIT 1DZ Tel: 01252 311 443

ALTON, Alton Model Centre:
Tel: 01420 542 244

GUM 1DD

Tel: 0345 031 6571
EASTLEIGH, Eastleigh Wargames:
5050 9JA Tel: 02380 644 179
FAREHAM, Craft Crazy:

PO16 0EF Tel: 01329 28

FLEET, Fleet Toys:

GU1s -ISI Tel: 01252 613949

FORDINGBRIDGE, All The Cool Stuff:

SPG 1AX Tol: 01425 650 696

GOSPORT, TD Buuks and Wargames:

PO1Z LR el: 07969 494855
HAVANT, HobhyCraﬂ
POY IND : 0843 051 6554

LYMINGTON, HE
041 9AQ Tel: 01590 672002
MILFORD ON SEA, Milford Models and Hobbies:
5041 0QD ol 01590 642 112
NEW MILTON, Toys of New Milton:
BH25 bHY Tel: 01425 617 805
NORTHEND, Fun Toys and Games:
POZ 0LH Tol: 02392 696734
PETERSFIELD, A cademy Arts & Crafts Centre:
GUZLAHA. - Tel: 01730 261 642

os:

PETERSFIELD, Fu"y Models:

GUIT 4AD Tel: 01730 267932

PORTCHESTER, Wicur Models:
Tel: 02392 351 160

PO16 9UZ
RINGWOOD, TD
BH24 TAT ol:
ROMSEY, Roundabout

SO51 8GD Tel: 01794 512 145
SOUTHAMPTON, Bod & Sues Models:
$045 4PT Tel: 02380 B44 550
SOUTHAMPTON, HobbyCra
SO18 THW Tel: DBA5 051 6
SOUTHSEA, Solent Wargames:

PO4 O Tel: 02392 363575
SOUTHSEA, Snu(hsea Models:
POS 25G 02392 733 208

WINCHESTER, Chl[dh d's Dreams Ltd:
5023 9DT Tel: 01962 861 953

* GW HEREFORD:

40 Fign Gate,

HR4 DAB Tel: 01432 355 040
facebook.com/GWHereford
HEREFORD, Weobley Bookshop:
HR4 8SA Tel: 01544 3192
LEDBURY, l.:llle Shnp of Wonders:
HRB 2AA I: 01531 632206
LEOMINSTER, Ma s Madels & Crafts:
HR6 BES Tel: 01560 611 782
ROSS ON WYE, Revolutions:

HR9 70Y Tel; 01989 562 639

HERTFORDSHIRE

* GW HEMEL HEMPSTEAD:

16 Br Strael,

HP1 1EE Tel: 0144 224 9752
facebook.com/GWHemelHempsiead

* GW ST ALBANS:

18 Heritage Clase,

AL3 4EB Tel: 0172 786 1193
facehook.com/GWSiAlbans

. GW STEVENAGE:

5 Queensway,

s(] 10A Tel: 01438 355044
facehouk.com/GWStevenage
BERKHAMSTEAD, Hamlins:

HP4 2A8 Tel: 01442 864 642
EUNT!NGFORD I.usl Ark Games:

569 9AD h3 448 414
CHESHUNT, CrEﬂl

ENG 9NU

HITCHIN, Battle Worlds:

SGS 1RY Tel: 01462 436588
HITCHIN Mainly Models:

565 1D Tel: 01462 422 204
LHCHWDRTH GARDEN CITY, Cuthbert's Toys:
S5G6 3DA Tel: 01462 486030
LETCHWORTH, Rowells Toy Empurlum
5G6 3DN 1462
STEVENAGE HObhyCraﬂ

SG1 1XN Tel: D845 051 6553

STEVENAGE, KS Models:
SG1IAW Tel: 01438 746 616
WELWYN GARDEN CITY, Fun Howte‘(uy Store:
ALY GHA Tel: 01707 39
WATFORD, thl‘lyCra
WD17 25F Tel: 0845 051 6538

ISLE OF MAN

DOUGLAS, Madel Tech:
IM1 2ER Tel: 01624 6b6 045

ISLE OF WIBHT
NEWPORT, Chnar Thrills:
PO30 137 01983

NEWPORT, R P Games:
PO 18O Telo 01342 821 621

70

GAMES WORKSHOP TRADE OUTLETS

NEWPORT, Toy & Models:

PO30 18Q Tel: 01963 528 250
RYDE, The Sports & Model Shop:
PO33 20T Tel: 01983 862 454
SHANKLIN, The Sports & Model Shop:
PO37 TAE Tel: 01987 866824

GW BLUEWATER:

Unit 0528, Upper Thames Walk, Biuewater

DA9 95Q, Tel: 0132 242 7880

facebook.com/GWBluewater

GW CANTERBURY:

Unit 5, dron Bar Lane,

€T1 2HN Tel: 0122 745 2860

facehook.com/GWCanterbury

GW MAIDSTONE:

7a Pudding Lane,

ME14 1PA Tel: 0162 267 7435

facehook com/GWMaidstone

GW TUNBRIDGE WELLS:

36 Grosvenar Road

TNT 2AP 0189 252 5783

facehook.com/GWTunbridgeWells

ASHFORD, Kid's Stuf

N3 1AB Tel: 01233 610200

ASHFORD, XPRESS Games:
4 i 21710

87177

BROADSTAIRS, Timé & Space:

CT10 1LP Tel: 01843 866 006
CANTERBURY, Chrom
5T1 2NR Tel: 01227 450 #36

CANTERBURY, Rocket Hobbies:

CT13AA Tel: 08000 337 189
CHATHAM, Maynes:
ME4 4BP Tel: 01634 400 031

CRAYFORD, HobbyCraft:
DA1 41D Tel: DB45 D51 6535
DEAL, John Roper:

CT14 63E Tek: 01304 361404
DOVER, Turners Models;

CT17 05T Tel: 01304 203 711
DOVER, XPRESS Games:

CTie 18U Tel: 01304 449358
EDENBRIDGE, D&M News and Toys:
NG 5AG Tel: 01732 B2 827
FOLKESTONE, Penkraft
CT19 40P Tek 01303 2
FOLKESTONE, Xpress Games:

CT20 2AD Tel: 01303 486 474
GRAVESEND, Steve's Collectables and Toys:
DAL 2EQ Tel 01474 564 465
GRAVESEND, The Slam Centm
DATT DAY Yel: 01474 534
HiLDENBOROUGH To) Ti

9292

TN11 9AQ Tek 017328
H'I‘THE. Apple lax
€121 5) Tel: 01303 262 602

MAIDST{)NE HobbyCraft:
ME16 0SN Tel: 1845 051
MAIDSTONE, Model W
MET4 5LH Yel 0162
MAIDSTONE, Nc Man's Land:
ME14 1HP Tel; THC
ROCHESTER, Rochester Games:
MEL 1T Teli 07952230817
SEVENOAKS FH Lorlmer

ME10 378
SITTINGBOURNE Nickel Books:
ME10 4PD Tel: 01795 429 546
THANET, HobbyCraft:

CT10 2BF Tel: 0045 051 6564
TUNBRIDGE WELLS, HobbyCraft:

TNZ 3UR Tel: D845 051 65068

LANCASHIRE

* GW BLACKPOOL;

o Birley Street,

FY1 10U Tel: 0125 375 2056
facebook.com/GWBlackpaol

GW BOLTON:

Unit 14 (15t floa), Crampion Place,
BL1 1DF Tel: 0120 436 2131
facebook.com/GWBolton

IN YOUR LOCAL AREA

hobby need.
PRODUCT RANGES

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

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

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

IN THIS DIRECTORY

Listings of Trade Outlets that sell Games Workshop products
across the UK, parts of Europe, South America, South Africa, the

Middle East and Far East.

AROUND THE WORLD

If you're unsure where your nearest Trade Outlet is located,
anywhere in the world, call Customer Services on:

+44 (0) 115 91 40000

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

FOR MORE INFORMATION, CALL: 08700 134411

YOUR LOCAL STORE




This May, Games Workshop Leeds relocated to a brand new
premises in the heart of the city, and we were there for the
Hobby Centre’s grand re-opening.

Our fantastic Leeds Hobby Centre is in its Centre, including the ever-popular monthly

great new location in the heart of Leeds’ campaigns, the in-store Aquila gaming

vibrant shopping area and, from day one, club for newer hobbyists and beginners,

has established itself as the hub of a busy and Thursday evenings when returning

and exciting community of hobbyists. There hobbyists are invited to come along and join

are even a number of local gaming clubs established hobbyists in friendly games.

who pop into the store, with more opening Check out GW Leeds’ Facebook page

all the time! for full details and for information on other
The new store has a plethora of lovely upcoming events and summer activities,

gaming tables to show off the worlds of including seven weeks of campaign gaming!

Warhammer, Warhammer 40,000 and

The Lord of the Rings, on which you are

welcome to come in and play. Inyfact, if you Games Wﬂl'll_snllll Leeds
already play, why not bring a friend down to 155 Briggate

the store and the staff will introduce them to Leeds, West Yorkshire

the richness and excitement of the hobby? LS1 6LY

There are always loads of great events Tel: 0113 242 0834

and activities going on at the Leeds Hobby

www.games-workshop.com
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* GW BURY;

16 Crompton Street,

BL9 0AD Tek: 0161797 6540
facebook.com/GWBury

GW PRESTON:

15 Miller Arcade,

PR1 2QY Tel: 0177 262 1855
facebook.com/GamesWorkshopPreston
* GW WIGAN:

12 Cromplon Street,

WNI 1YP Tel: 01942 829121
facebaok.com/GWWigan

ASHTON UNDER LYNE, Roundabout Toys:

OLb 6AJ Tel: 01613 432 344
BLACKBURN, Batcave:

BB2 1L Tel: 01254 667 408
BLACKBURN, Mercers Toys:
BE2 281 Tek: 01254 681401
BLACKPOOL, iCollectables:
FY4 1BW Tel: 01253 403839
BOLTON, HobbyCraft:

BLT 25L m 0645 051 6531

BLS 25A Tel: 01942 386 790
BOLTON, Portcullis Wargames Emporium:
BLI 4AD Tel: 01204 772 522

BURNLEY, Compendium:
BB12 0BQ Tel: 01282 457 060
CHORLEY, Hampsans Toys & Nursey Waorld:
PR7 25Q Tel: 01257 263045
CLITHEROE, Cowgills of Clitheroe Ltd:
BB7 2DA Tel: 01200 423 567
COLNE, West End Model Centre:
BB 0BT Tel: 01282 8677711
FLEETWOOD, The Model Exchange:
FY7 7PX Tel: 01253 574 247
LEIGH, Storktown Ltd;
WN7 1A Tel: 01942 671 116
ORMSKJRK Taylors:

Tel: 01695 573516
I'OUI.TON LE FLYDE, Padley Toys:
FY6 7AA Tel: 08452 997 749
PRESTON, HobbyCraft:
PRI GAF Tel: 0845 051 6529
RAMSBOTTOM, Clark Crafts:
BLO 9AL Tel: 01706 826 479
THORNTON, Toys 2 Save:
Y5 4)2 Tel: 01253 855 905
WIGAN, Crazy Gamer:
WN4 9AU Tel: 01942 375 594
WIGAN, Omega Games;
WNT 1LR Tol: 07582 147 509

LEICESTERSHIRE

GW LEICESTER:
Unil 2,16/20 Silver Str
LET SET
facebook,com/GWLeicester

s GW LOUGHBOROUGH:

2 Biggin Street,
LETY TUA Tel: 0150 923 8107
facebook. com/GWLoughborough
ASHBY-DE-LA-ZOUCH, Shellbrook Toys:
LEBS 1AF Tel: 01530 412 185
ASHBY-DE-LA-ZOUCH, Steve’s Models:
LEGS THP Tel: 01530 416 827
COALVILLE, Crafty Corner:
LER7 IED

Kil U}
ItBL!éM NLQE;

LEICESTER, Table Top Tyrant*
Tel: 01162 533 954

LOUGHBOROUGH Wargames Inc:

cet,

16253 0510

LET1 1A Tel: 01509 235505
LUTTERWORTH, Ace Connections:
LE17 4E) Tel: 01455 558335
MARKET HARBOROUGH, Chips:
LE16 7DS Tel: 01858 466 372
MARKET HARBOROUGH, Quinns:
LE16 7AF Tel: 01858 432 313
MELTON MOWBRAY, Cobwebs:
LE13 1XA Tel: 01664 500700

LINCOLNSHIRE ARER

= GW BOSTON:

45 Wide Bargate,

PE21 6SH Tel: 01205 356596
facebook,com/GWRoston

= GW GRIMSBY:

9 West St Mary'e Gate,
DN31 TLE Tel: 0147 234 7757
facebook,com/GWGrimshy

* GW LINCOLN:

Unit SUA, Saltergate, (outside of Waterside Centre),
LN2 1DH Tel: 0152 254 8027
facebook.com/GWLincoln

ALFORD, Last Minute Gift Shop:
LN13 9EF Tel: 01507 462130
BOURNE, Paint A Pot Place:

PELO INB Tel: 01778 420 309
GAINSBOROUGH, Mad About Trains:
DN21 1HS Tel: 01427 811 040
GRANTHAM, A1 Hobbies Lid:

NG31 9SE Tel: 01476 579393
GRIMSBY, Chalkus Ltd:

DN3Z 0PA Tel: 01472357 975
LOUTH, Castaline:

LNT1 9ET Tel: 01507 602 149
MABLETHORPE, Belas Toymaster:
LN12 1AD Tel: 01507 473 328
SCUNTHORPE, Shermans Model Shop:
DN15 6LD Tek: 01724 842 439
SKEGNESS, The Model Shop:

PE2Z5 3NY Tel: 01754 763 429
SKEGNESS, Warlords of the Coast:
PEZS IRY Tel: 01754 763086
SPALDING, Mason’s Models:

PETL IDO Tel: 01773 722 456
STAMFORD, Stamford Models and Hobbies:
PEY 2AZ Tel: 01780 767934

LONDON

+ GW ANGEL:

36-37 Myddieton Street, Angel Islington,
ECIR TUA Tel: 0207 7130835
facebaok.com/GWAngel

GW BROMLEY:

Unit 24, The Mall, Bromley,

BR1 178 Tel: 0208 466 0678
facebook.com/CWhromley

GW CHISWICK:

& Chiswick High Road

Wa 1TH Tel: 0208 994 5978
facehook.con/GamesWorkshopChiswick

114 WHITE DWARF

GW COVENT GARDEN;
Unit 33, The Market,
WC2E BBE Tek: 0207 240 5106
facebook.com/GWCaventGarden
GW CROYDON:
Unit 35, Cenlrale Shopping Centre, Keeley Road,
CROTTF Tel: 0208 680 4600
facebook.com/GWCroydon
* GW EPSOM:
8 High Strect,
KT19 BAD Tel: 01372 751881
facehook.com/GWEpsom
GW KENSINGTON:
shop 7, Lancer Square, Kensington Church Strect,
W 4EH Tel slzu, 937 7011
facebook.com/GWKensing|
GW KINGSTON ON '{HAMES
33 Fife Road,
KT1 15F Tel: 0208 549 5224
facebook.com/GWKingston
GW OXFORD 5T:
Unit F10, The Plaza Shopping Centre,
WID ILT Tel: 0207 436 0839
facebook,com/GWLondonPlaza
* GW MUSWELL HILL:

117 Alexandra Park Road
N1D 2 Tel: 0208 883 9901
facebook.com/GWiMuswellHill
GW ROMFORD:
12 Quadrant Arcade,
RM1 3ED Tel: 01708742 140
facebook.com/GWRomford
* GW STAINES:
# Clarence Street,
TWIB 45P Tel: 0178 446 0675
facebook.com/GWStaines
GW SUTTO!
Unit 26, Times Square Shopping Centre,
SM11LF Tel: 0208 770 9454
facebook.com/GamesWorkshopSutton
GW UXBRIDGE;
Unit 32, Chequers Mall, The Pavilions Shopping Centre,

UBS 1LN Tel: 0189 525 2800
facebook.com/GWUxbridge
Gw 5

Unit Q. 1A Queen Street, Harlequin Centre,
WD17 2tH Tel: 07923 245388
facebook.com/CWWatkord

GW WOOD GREEN:

Unit 93, The Mail Wood Green, High Street,
N22 6BA Tel: 0208 6891879
facebook.com/GWWoodGreen

Toys:

Tel: 0208 449 0966
iniatures Market:
SW11 5RH Tel: 0207 924 1005
BECKENHAM, Beckenham To
BR3 1EN Tel: 02086 505
BLACKHEATH, 2nd Impressions:
SE3 OTA Tel: 0208 852 6192
BRENT CROSS, HobbyCraft:

NWZ LW Tel: 0845 051 6578
BROMLEY, Chatterton Toys:

BR2 9ON Tel: 02084643000
CHISWICK, Turnham Arts and Crafts:
‘W4 1S Tel: 0208 9952872
CROYDON, HobbyCraft:

CRO 4XU Tel: 0845 051 6570

DULWICH, The Art Stationers:
SE21 7BN Tel: 0208 693 5938
EALING, Northfields Models:
W13 9Qu Tel: 0208 299 1444
EAST SHEEN, Pandemonium:

SW14 SAE Tel: 0208 878 0866
ENFIELD, Pearsoni,

ENZ bL]

FINCHLEY, Leisure Game:

N3 20N Tel: 0208 346 2327
FULHAM, Patrick’s Toys:

SW6 75X Tel: 0207 3659864
GREENFORD, HobbyCraf‘l:

U6 OUW Tel: 0845 051 6526
HAMPSTEAD, Ha})py Returns:
NW3 INH 0207 435 2431
HARROW, Toy Galaxy:

HA1 2RH Tel: 0208 424 D300

HERNE HILL, Just wil
9HU Tel: D207 733 9953
HORNCHURCH, Modellers World:
RMIZ 58X Tel: 01708 630633
I(INGSTON, The Print Gallery:
W11 3H Tel: 020 7221 BHBS
MUSWELL HILL, Art For Art's Sake:
Tel: 020 8442 0512
F.EYTON Engme Shed Model Railways:
: 0208 539 1950
I.ONDON 4D Mudel ho,
1 85U Tel: 020 7264 1268
ORPINGTON, Chip:
BEG 0JR Tel: 01642 227348
ORPINGTON, HobbyCraft:
BRS 3RP Tel: 0845 0516576
PUTNEY, Toystop:
SW1S 1TW Tel: 0208 785 9!
RICHMDND, Planet Ace Ltd

TWI 1RW Tel: 0208 948 8476
ROMFORD, HobbyCraft:

RM1 AU Tel: 0845 051 6545
RUISLIP, John Sanders:

HA4 §/8 Tol; D1895 634 B4D
SOUTH i

WOODFORD,
E18 205 Tel: 0208 708 9067
Ul'TON PARK, The Who Shop Ltd:
Tel: D208 471 2356

‘VICTORIA PARK The Toybox'

: 0208 513 2879
WATERLOO, Dark Sphere Retail:
SE1 7N) Tel: 0207 928 7220
WEST DRAYTON, The Aviation Hobby Shop:
UH? BEA Tel: 01695 442123

MANCHESTER ARER

* GW ALTRINCHAM:

Unit 1, 19 Grafton Street,

WA14 1DU Tek 0161 929 9896

facehook.com/GW.Altrincham

GW MANCHESTER:

Unit R35, Marsden Way South, Arndale Centre,

M4 JAT Tek: 0761 B34 6871

facebook.com/GWManchester

MANCHESTER, Fanboy 3:

M1 1FZ Tek 07422 178 532

MANCHESTER Golem Painting Studio:
Tel: 07894 315 911

MANCHESTER Trave]!mg Man:

M1 W fek: 01612 371 877

YOUR LOC

MERSEYSIDE ARER

GW LIVERPOOL:

13b Central Shopping Centre, Raneleigh Street,
L11QE Tel: 0151 703 0963
facebook.com/GWLiverpoal

* GW SOUTHPORT:

Unit 2, The Edge, 7 Hoghton St,

PRI OTE Tel: 0170 450 1255
facebook.com/GWSouthport
BIRKENHEAD, Minney Trading:
CH41 2YH Tel: 01576 661 013
BRIMSTAGE, Wargamestore:

CHE3 BJA Tel: 01244 676139
LIVERPOOL, The Scythe and Teacup Gamer Cafe:
Gu9 778 Tel: 01512 981 665

ST HELENS, Scott Rock Hobbies:
WA9 3N Tel o.w: 098742

ST HEiENS, Rennies Arts and Crafts:
WAID TNW Tel: nnu 739660
UPTON PARK, War and Hobby:
WA10 2BQ Tel: 07846 316 043

NORFOLK

» GW KINGS LYNN:
23 Norfolk Street,

PE30 1AN Tel: 01551777 920
facebook.com/GWKingsLynn

GW NORWICH:

12.14 Exchange Street,

NR2 1AT Tel: 0160 376 7656
facebook.com/GWNorwich
CROMER, Cromer Furniture:
NR27 9HT Tel 01263 515153
DEREHAM, Starlings Toymaster:

NR19 1TR Tel: 01362 697 769
DISS, Toy Box Toys:
P22 410 Tel: 01372 630 003

GREAT YARMOUTH, Kerrisons:

NR30 2NZ Tel: 01493 833 891
GREAT YARMOUTH, Platiorm 1 Model Shop:
NR30 28U Tel: 01493 543 258
HOLT, Starlings Toymaster:

NR25 6N Tel: 11263 713 101
HUNS‘!ANTON Pay

PEI6 S5AH el 5
NORWICH, thhyCraﬂ

NE1 TWR Tel; 08d5 05
NORWICH, Kerrisons:

NR3 2RX Tel: 01603 494 008
NORWICH, Langleys:

NR13 6LH Tk 01603 621959

SHERINGHAM, Starlings Toymaster:
NR26 BDS Tk 01263 822 363

NORTHAMPTONSHIRE

* GW KETTERING:
4 Lower Street,
NN16 BDH Tel: 01536 411114
facebook.com/GWKettering
* GW NORTHAMPTON:
24 Abingion Square,
NNT 4AA Tek: 01604 636 687
facebook com/GWNorthampton
BURTON LATIMER, Cockpitsonic UK Ltd:
NNI5 5LA Fel: 01536 725 905
‘GREAT BILLING, Char ift Shop:
NN DA G i
NORTHAMPTDN HobbyCraft:
NN5 SAF Tel: 0845 D51 6523
NDR?HAMPTON WarglmEs Workchnp
T 67931 77326

PETERBOROUGH HobbyCraﬂ

efi 0845 051 6363
RUSHDEN Osbnrne Sports & Toys:

NNI0 OPE Tel: 01933 312 115
WELLINGBORDUGH Software Seller:
NNB 18Q Tel: 01933 440 861

NORTHUMBERLAND

CORBRIDGE, The Village Square:
NE45 5AW Tel: 01434 634 056
MORPETH, TG AIIan;

NEGT 18A Tel: 01670 515 136

NOTTINGHAMSHIRE
GW NOTTINGHAM (Central):
34a Friar Lane,

NG1 6DQ Tel: 0115 948 0651
favehook.com/GWNottingham

GW WARHAMMER WORLD:
Willaw Road, Lentan,

NG7 2WS Tel: 0115916 8410
facebook com/GWWarhammerWorld

ARNOLD, W Boyes & Co Lid:

NG5 7E8 Tel: 01159 260 106
BEESTON, Chimera Leisure:
NGS 2LH Tol: 01159 229680

MANSFIELD, TC Painting Studios:
NG21 9DA Tel: (1623 480841
MANSFIELD, Eye of the Storm:
NG1B 5BU : 01623 230919
MANSFIELD, The Games Emporium:

NGB INQ Tel: (1623 640 022
NEWARK, Access Models:
NG24 1BE Tel: 01616 673 116

NEWTHORPE, Caliver Books:

NG16 20P Tel: 01159 382111
NOTTINGHAM, Foundry Miniatures:
NG3 1DE Tel: 0115 8413000
NOTTINGHAM, HobbyCraft:

NG ACZ Tel: 0845 031 6249
NOTTINGHAM, Vague Connections:
NG15FP Tel: U"“lh 978848
RETFORD, B(mk
DN22 bEA 77

WEST BRIDGFORD Iniplralmns
NG2 5GR Tel: 0115 982 1200

OKFORDSHIRE

GW OXFORD:
1A Bush House, New Inn Hall Streel,
0X1 2DH Tel: 01965 242 162
facebook.com/GWOxford
BANBURY, Trinder Bros:
Osm-m« Tel: uu 5

uxz" Ny

B!CESTER, Toys

CARTERTON G Sports:

OX18 3JL Tel: 01993 842 396
DIDCOT, Toys-UK:

0OX11 8R) Tel: 01235759450
GORING ON THAMES, Goring Hardware:
RGB 9HG Tel: 01497 472420

OXFORD, Boswells Toymaster:

OX1 3AG Tel: 11865 241 244
WALLINGFORD, Kev's Toyshop:
OX10 0EW Tek: 01491 825136

WITNEY, Dentons

Ox28 FrH\\' Tel: 01993 704 979
GW SHREWSBURY:

6 Markel Streel,

SY11LE 0174 336 2007

facebook.com/GWShrewsbury
JACKFIELD, Robert Harrop Designs Ltd:

TF8 7L Tek: 01952 884804
OSWESTRY, Totally Games:
SY11 252 Tel: 01641 688 994

DONNINGTON Sanda Games:
Tek 01952 676722

Knight

SOMERSET

GW BATH;
15 St James Parade,
BAT 1UL Tel: 0122 533 4044

facebpok.com/GWBath
BRIDGWATER, Insane Games:

TAG 3BW Tel: 01278 433554
BURNHAM ON SEA, GW Hurley:
TAB 1PA Tel: 01278 789 281
CHIPPING SODBURY, Ful’ple Parrut
BS37 6AD Tel: 01454 3
CLEVEDON, Insane Garnes.

BS21 GND Tel: 01275 871612
FROME, The Ellenbray Press:

BAT1 188 Tel: 01373462 139
FROME, Frome Model Centre;

BAT1 1DA Tel: 01371 465295
MIDSOMER NORTON, Signals:

BA3 208 Tel: 01761 402484
PORTISHEAD, Careys Home and Garden:
BS20 GAE efi 01275 398 930
SOMERTON, Snmerlon Habbies:

TAI1 6QQ Tel: 01458 27

STREET, Insane Games:

BA1G OHP Tel: 01458 447443
TAUNTON, Krackers:

TA1 4ER Tel: 01823 335 057
TAUNTON, Hatcher & Sol
TAZ BRX Tel: 01823 272 277
'WELLS, Insane Games:

BAS ZAW Tel: 01749 679911
WELLS Kids Stuff:

BAS 20P Tel: 01749 676 217
WESTGN SUPER MARE, The Games Bunker:
B$2) 1RH Tel: lll'HH-)‘LH
WESTON SUPER MARE, ‘Games Ltd:
B5231QQ Tel: 01931 12‘! ‘JS‘J
YEQVIL, Atomic Comic & Games:
BAZ0 1LH Tel: 01935 432 639
YEOVIL, Witch Engine:

BAZO INB Tel: 01935 427077

STAFFORDSHIRE

* GW BURTON ON TRENT:

Unit B, Union Court, Union 51

DET4 1AA Tel: 0128 353
facebook.com/GWBurlon
GW STOKE:
7 Stafford St,
ST1 U Tel: 0178 220 5267

facebook.com/GWstoke
BURTON ON TRENT, Midco Toys:

DE14 1]E Tol: ullm ,Vmu
FENTON, Guys That G:
T4 20A Tel: uznai nanu
HANLEY, The Game Place:
ST11EG Tel: 01782 285 542
LEEK, Old Skool:
ST13 5IW Tel: 01538 303 161
LICHFIELD, Dlgrmﬂ Dragons:
W513 607 ol: 07941 637793
LONGTON, AN Miniature Models:
T3 INW Tel: 01782 321 790
LONGTON, The Game Place:
ST3 NS Tel: D1720 698 218
NEWCASTLE UNDER-LYME,

5 2AH Tel: 01762 6

NEWCASTI'.E UNDER-LYME, Jollies Arts:
ST5 2AT Tel: D1782 616 700
NORTON LANES, Optimum Models:
W11 30X Tel: 01543 277 776
STAFFORD, HobbyCraft:
8117 45U Tel: DBA43 051 6569
STAFFORD, Midlands Co-op Society:
ST16 2BP Tel: D1765 223431
STAFFORD, Staffurd Game
§T16 2HS
STAFFORD, Tou Fat Gobllnz
§T16 2NQ Tel: D1705 244 499
TAMWORTH, Hobhy(‘ru

B78 3HB 5

GW IPSWICH:

63 Weslgate Street,

P11 30Z Tel: 01473 210 931
facebook.com/GWipswich

BECCLES, Toy Box:

NRI 9HE Tel: 01502 712 765
BURY ST, EDMUNDS, Slnrllngs Toymasler'
1P33 1BE 01264 761 646
FELIXSTOWE, W!zards Waorkshop:
1P11 2AW Tel: 01394 277 133
LOWESTOFT, Annatar:

NR32 1HR Tel: 01502 513477
NEWMARKET, Moons Toyland:
CEB BUG Tel: 61638 663 147
STOWMARKET, D J Collectables:
P14 TAH Tel: 01449 771 015
STOWMARKET, Slmpson & Sons:
1P14 THA Tel: 01449 612914
SUDBURY, Tlnelly s Toys:

cot0 1L 01767 372238
WDODBR!DGS, Tuylowm

1P12 1DH Tel: 01394 383 170

SURREY

GW GUILDFORD:

Unit 1, 9/12 Tunsgate,

GUI1 3QT Tel:0148 345 1793
facebook.com/GWGuildiord

GW WOKING:
Unit 3, Cleary Court, 169 Church Street East,
GU21 6H) Tek: 0148 377 1675
facehook.com/GWWaoking

525

ADDLESTONE, Addlestone Model Centre:

KI13 2BE Tel: 01932 845440
CAMBERLEY, Hubby Toy Shop:

GU15 35G Tel: 01276 632 473
CAMBERLEY, Mornln Star:

GUI5 356 Tel: 5160
COBHAM, Fun!asla

K111 200 Tel: 01932 B67374
CROYDON, Gordons Toy and Stationary:
CRO GRDY Tel: 0208 654 3309
DORKING, Dorking Models:

RH4 1BL Tek: 01306 861 747
FARNHAM, Enchanted Wood:

GUY 7RY Tel: 01252 722222
FARNHAM, Games Pod Computer Games:
GuY 7P8 Tel: 01252 727 563
GODALMING, The Classical Game Shop:
GUY 1EH Tel: 01483 416 786

GODALMING, The Toy Box:
GU7 INN Tel: 01483 424379

HASLEMERE, Enchanted Wood:

GU27 2HR Tel: 01428 648900
OXTED, |H Lorimer:

RHS 0QA Tek; 01883 715 305
REDHILL, Gamers Guil

RH1 18 Tel: 017
REIGATE The Toy Shu

RH2 9, 73
RiCHMOND Tny Stalm

TW9 1EE Tel: 6208 940 4895
SURBITON, Heroes and Legends Games;
KT6 7AB Tek 0203 258 0054
SUTTON, The Games Shop:
SM3 9H] Tel: 02086 446 660
WOKING, Hobhy(rafl'

GU22 38D Teli 0845 051 6535

SUSSEN AREA

GW BRIGHTON:

Unit 7, Nile Pavilions,

BNT THW Tel: 0127 320 3333

facebook.com/GWBrighton

* GW CRAWLEY:

11 Broadway,

RH10 10X Tel: 0129 355 2072

facebook.com/GamesWorkshopCrawley

¢ GW EASTBOLRNE:

34 Cornfield Road,

BN21 4QG Tel: 0132 364 1423

facabook.com/GWEasthourne

* GW WORTHING:

2 Bath Place, Worthing,

BN11 38A Tel: 01903 213 930

facebook.com/GWWarthing

BILLINGHURST, Aurora Gaming:

Tel: 01403 701 991

BOGNOR REGIS, Squires Models and Craft Tools:

PO21 10D Tel: 01243 842 525

BOGNOR REGIS, Trains Models and Hobbies:

PO2I 1EH Tel: 01243 864 727

BRJGHIDN I!nghlon Iny and Model Museum:
273 749494

HRIGHTON Onslaughl Games:

OX10 0EW Tel: 07927 963841

BURGESS HILL, Kid's Stuff:

RH15 9NP Tl 01444 257 724
CHICHESTER Kld s Stuff:

PO19 105 01243 788055
CHICHESTER, T 77:

PO19 1D5 Tel: 01243 788 053
CRAWLEY, HobbyCraft;

RH11 75T Tel: 0845 057 6352

EAST GRINSTEAD, Martells of Sutton

RH19 1BE Tel: 01342 321303

EAST WI'ITEIHNG Shell Tnys and Gifts:

PO20 881

HASTINGS, Hashngs Hohhzes:

TN34 THL Tel: 01424 200021

HAYWARD'S HEATH, Clarkes:

RH16 4LL Tel: 01444 457551

HORSHAM, Battlequest Games:

RH13 5AA Tel: 01403 242003

HOVE, Kids Dreams:

BN3 51D Telt 01273 420 666

LEWES, Tashtori Arts and Crafis;

BN 2DB Tel: (1273 487670

SEAFORD, Toytow

BN25 1PL Tel: 01323 895 681

ST lEUNARDS ON SEA, Silverhill Models and Toys:
6PA : 01424 531 133

STEYNING, The Dnllhouse Shop:

BN44 IRD Tel; 01903 816812

Ui ELD, Kid's Stuif:

TN22 5DQ Tel: 01825 763 398
WISBOROUGH GREEN, Aurora Gaming:
RH14 DES Tel: 01403 701991

TYNE AND WEAR AREA
GW NEWCASTLE (Central):

u Newgate Shopping Centre,
NET 5PY 0191 232 2418
facebaok com/GWNewcastle

GW METRO (Metro Centre):
Unit 2, First Floor, The Arcade

{near the Mediterranean Village),

NET1 9YL Tel: 0191 461 0950
facebaok.cam/GWMetroCen
* GW SUNDERLAND:

2538 High Steeet West, Sunderland,

SR 3DH Tel: 01915 100 434
facebook com/GWSunderland

HOUGHTON LE SPRING, The Gamers Outpost:
DH4 4]W Tel: 0191 385 2030
GATESHEAD: HobbyCraft

NEi1 DRD Tel: DB4S 051 6547
NEWCASTLE UPON TYNE, Travelling Man:
NE1 5JE Tel: 01912 614 593
NORTH SHIELDS, SR Gladston & Son:
NEZY 60 Tel: 01912 570 335
PELAW, Graham's Wuerkshopp:

NET0 OHW Tel: 01974 690743
SUNDERLAND, Toy and Computer Store:
SR 3H Tel: 0191 565 5196

WARWICKSHIRE

GW COVENTRY:

Unit 39, Upper Level, Cathedral Lanes Shopping Centre.
oV 1L Tel: 0247 622 7311
facebook.com/GWCoveatry

o GW LEAMINGTON SPA;

12 Regent Streed,

CVA2 SEG Tel: 01926 427030
facebook.com/GWLeamingtonSpa




@
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The first thing you notice when you walk
into GW Southport is the fabulous selection
of gaming tables covered with amazing
scenery. Over the past few months the
store’s staff have built up massive towers

for Warhammer, near impregnable palace
gates for Warhammer 40,000 and raging
rivers with rickety bridges for The Lord of the
Rings, and all of them are completely free
for you to play your games across whenever
you visit the store!

Many of the projects were completed
with the help of the local gaming
community; hobbyists all ready to offer up
plenty of awesome ideas, get stuck into the
building and painting, and all of them ready
to get their hands dirty!

But it’s not all about building scenery,

SOUTHPORT

www.facebook.com/GWSouthport

This month we head to the West Coast and the town of
Southport, which is home to a vibrant community of avid
gamers and Games Workshop hobbyists.

as there are always loads of brilliant events
and activities going on in the store for you
to take part in, including thrilling campaigns
and tournaments, painting and conversion
competitions to challenge your skills, and
much, much more.

To find out more about what goes on
each month at the Southport Hobby Centre,
pop into the store today or check out their
Facebook page for all the latest news.

Games Workshop Southport
Unit 2, The Edge, 7 Hoghton Street
Southport, Merseyside
PR9 OTE

Tel: 01704 501235

www.games-workshop.com
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* GW NUNEATON:

2 Bridge Streel,

CV114DZ Tel: 02476 325754
facebook.com/GWuncatan
GW STRATFORD:

Unit 1, 27 Windsor Street,
CVa7 6NL Tel: 01789
facebook.com/GWStratford
ALCESTER, Our Place:

B49 5DP Tel: 01789 766 755
BEDWORTH, Fun Fancy Dress Ltd:
CVi2 BLP 02476 313 111

COVENTRY, Anucs Modci Shup.

Vi 1§ : 024

COVENTRY, HDbbyC ﬂ

CV3 6TA 0845 051 6534
LEAMINGTON SPA, Avon Toys:

CV32 4RR Tel: 01926339922
NUNEATON, Heart of England Co-op:
cvil 6jX Tel: 02476 182 331
RUCBY, Joto Rallways & Mudels
vz Tel: 01788 562 372
SDUHULL Hohhycrafi
BI0 4LD Tel: 0845 051 6562
STRATFORD-UPON-AVON, Much ado about toys:
CVIT YW Tel: 01769 295 #50
WARWICK, Castle Trains:

CVi4 4HS Tel: 01926 497 905
WOLVERHAMPTON, HobbyCraft:
WVIT 18P Tel: 0345 051 6543

WILTSHIRE

GW SALISBURY:

18 Winchester Steeet,

SP1iHE Tel: 0172 2313 0955
facebook. com/GWSalisbury

GW SWINDON:

18 Brunel Plaza,

SNT ILF Tel: 0179 343 6036
facehook.com/GWSwindon
CHIPPENHAM, Thorntons Toymaster:

SN15 3WiL Tef: 01249 463100
DEVIZES, Devizes Toys:
SN10 1AG Tel: 01300 723 841

MARLBOROUGH Duckllngs Tnys
SNS 18E Te 170
MELKSHAM, Gamlngalnr
SN12 6LE Tel: 01225 700754
MELKSHAM, The Toyshop:
SN12 6LE Tel: 01225 703 204
SWINDON, The Battle Lounge:
SNZ 7RD Tel: 01793 722 266
SWINDON, Clm lra s Palace'
SN26 7EA 526
SWINDON, thhyCrﬂ
SN3 4ES Tek: 0845 051 6551
TROWBRIDGE, The Toy Shop:
BAT4 8AS Tel 01225 768 415
WARMINSTER, Psnk Planet:
BA12 9AG Tel: 07985 2125
WESTBURY, The Gas Cupboard:
BA13 3PB Tel: 01373 825 825
WESTBURY, Trlple Helix Wargamcs
BAT3 418 Tel: 01373 855 380
WOOTON BASSETT, Mark's Madels Ltd:
SN47AQ Tel: 01793 851 242

WORCESTERSHIRE

GW WORCESTER:
23 Lychgate Mall, Cathedral Pla
WRT 205 Tel: 01905
facebook.com/GWWarcester
DROITWICH, HobbyCraft:
WRS ODG Tel: UB45 051 6548
DROITWICH, Look-rite Ltd T/A Toyworld:
WRY BE} Tel: 01905 772 403
EVESHAM, Total Wargamer:
WRI11 7RE Tel: 01386 513 013
PERSHORE, Pplumz Ltd:
WR10 1EU Tel: 01386
REDDITCH Hobby Hut:
Tel! 01527 540 840
STOURBRIDGE, Invasion Games:
DY 1EF Tel: 01384 373536

YORKSHIRE

* GW BRADFORD:

4 Piccadilly, Bradford,

HD1ILW Tel: 0127 473 9430
facebook.com/GWaradfard

* GW DONCASTER:

26 High Street, Doncaster,

DN1 1DW Tel: 0130 232 0535
facehaok.com/GWDoncaster

* GW HARROGATE:

53 Station Parade,

8707

5002

HG1 11T Tel: 0142 356 4310
facehook com/GWHarrogate

GW HULL;

30 Paragon Street,

HUA 3ND Tol: 0143 258 9576
facehook.com/GWHl!

GW LEEDS:

155 Briggate,

15 Tel: 0113 242 0834

facehook.com/GWieeds

* GW SHEFFIELD (Central):

1 Fitzwilliam Gate,

S14JH Tel: 0114 2750114
facehnok.com/GWshefiicld

GW SHEFFIELD (Meadowhall Centre):
Unit 918, High Sreet, Upper Mall
(next o entrance near Boots),

916N Tel: 0174 256 9836
facehoak.com/GWMeadowhall

GW WAKEFIELD:

96 Kirkgate, The Ridings Centre,

WF1 118 Tel: 0792 436 9431
facebook com/GWWakedield

GW YORK:

134 Lendal,

YO1 8AQ Tel: 0190 462 8014

facebaok.com/GarmesWorkshop York
BARNSLEY, Janco Toys:

$70 5AA Tel: 01226208654
BEDALE, Golden Tortoise:

DHE 2AN Tel: 01677 423 233
BEVERLY, Beverly Model Shop:
HUI7 0AA Tck 01482 864 223
BRIDLINGDON, W Boyes & Co Ltd:
YO15 2DN Tel: 01262 603 111
BRIDLINGTON, T2 Internet Cafe:
YO15 3AL Tel: 07262 604 654
DEWSBURY, Cosmic Toys and Collectables:
WF13 1LF Tel: 01924 650348

WHITE DWARF

DONCASTER, Zone Out;

DNT 2PW Tel: 01302 610285
DRIFFIELD, Sokells:

YO25 675 Tel: 01377 232101
FILEY, Beachcnmber:

YO14 9HU Tel: 01723 514 434
GOOLE, Hall’s Music:

DNT4 6BP Teli D1405 764191
HALIFAX, Halifax Modellers World:
HX1T 1RE Tek: 01422 349 157
HARROGATE, ﬂullerﬁngws

HGT 5HS Tel: 01423507 575

HELMSLEY, The Toy Shop Helmsley:

YOBL 5DW Tel: 01439 771 620

ﬁUDDERSFIEED Patriot Games:
Tel: 01484 511019

HUDDEISFIEED Something Wicked:

HDT 18T Tel: 01484 559 226
HULL, Archeron Games;

HU1T 4BA Tel: 01482 221011
HULL, Heroes Hideout:

HUS 45H Tel: 01482 844 631
HULL, Hobby Fnrlress

HUT 3HG 798 606 397
HULL, HabhyCrafl

HU1 2TX Tel: 0845 051 6566

ILKELY, W Boyes & Co Lid:
1529 8HQ Tel: 01943 601 344

LEEDS, HobbyCraft:

510 1EW Tel: 0845 051 6542
LEEDS, Leeds Wargaming Centre:
157 2JF Tel: 07581121617

LEEDS, Millennium Models:

LS27 BEB el: 0113 218 9286
LEEDS, Travelling Man:
151 6DE Tel: 01334 236 461

NORTHALLERTON, Chips Northalleton:

DLG INA Tel: 01609777612

NORTHAlLERTON, T & FM Grover Ltd:
LW Tek

: 01609 773 334
PICKERINC, chkerlng Model Centre:

YO18 7A] Tel: 01751 472762
POCKLINGTON, Chylds Play:
Y042 2Q7 Tel: 01759 306 041

RICHMOND, Finklegate Tea Room:
DE10 40A Tel: 01745 826 801
RIPON, The Knowledge Magnet:
HG4 1PA Tel: 01765 690118
SCARBOROUGH, Simce Mylh ind Magic:
YO11 1HQ 08456 12
SCARBOROUGH, W BD]’ES & Cn Ltd:
YOT1 (HS Tel: 01723375
SCISSET, Springfield Hubbles.
HODE 9LA Tel: 01484 860 086
SHEFFIELD Antics Model Shop:
Tel: 01142 495 700
SHEFFiELD HohhyCraf‘l.
9 2vz Tel: 0B45 051 6526
SHEFFIELD, Impact UK:
5§25 2PN Tel: 01909 560 273
SHEPF!ELD Outpost Wargames Ltd:
Tel: 01142 7
SHEFFIELD Wargames Emporium:
; 01142754 B26
5KIPTON, Craven Model Centre:

BD23 1)Z Tel: 01756 797414
THIRSK, The Artist's Palette:

YO7 1AA Tol: 01845 574457
WETHERBY Castlcgale Toys Lid:
1522 61 Tel: 01937 582 Hi6
WHITBY John Andcrsnn Toymaster:
YO22 4BG Tel: 01947 602 213

WHITBY, W Boyes & Co Ltd:
YO21 10U Tok: 01947 604 403

HUTTON LE HOLE, The Craft Workshop:

YO62 UA Tel: 01751 417926
YORK, Travelling Man:

YO1 7LF Tel: 01904 628 7876
YORK, W Boyes & Co Ltd:

YO1 715 Tel: 01904 610 660

NORTHERN IRELAND

GW BELFAST:
20A Casile Courd,
(towards the back of the centré)
BT 1DD Tel: 0289 0233684
facebook com/GWaelfast
BALLYMENA, Camerons:
BT43 6EB Tel: 028 25648821
BANBRDGE, Ruger’s Tnymaster
BT32 311 Tel: 018 20622
BANGOR, Replay Games:
B120 58D Tel: 028 91452210
BELFAST, Nerdtopia Coffee Ltd:
BYY 5FE Tel: 07355 016 570
BELFAST, Serenity Games:

Tel: 028 9024 9578
COLERAINE Netramedla
BTS2 LN 7813 905966
DERRY Jungle I(
BT4 Tel: 07046 376 044
ENNISKIlLEN, Modellers Corner;

BT74 7EW Tel: 028 66322367
PORTADOWN, Creative Destruction;
BT60 1TF Tel: 02837 552411

SCOTLAND

GW ABERDEEN:

Unit 1, 12-13 Upper Kirkgate,

ABI0 1BA Tel: 0122 464 9779
facebook.com/GWAberdeen

* GW AYR:

Unit 2, Lorne Arcade, 115 High Street,
KA7 158 Tel: 61292 285 650
facebook.com/GWAYr

GW DUNDEE:

110 Commercial Street,

DI 24 Tel; 0138 220 2382
facebook.com/GWDundee

GW EDINBURGH:

136 High Streef,

EH1 108 Tel: 0131220 6540
facebook.com/GWEdinburgh

* GW FALKIRK:

12 Cow Wynd,

FK1 1P Tel: 0132 462 4553
facebook.com/GWFalkirk

GW GLASGOW:

1 Union Street,

G1 3TA Tel: 0147 221 1673
facebook,com/GWGlasgow

* GW STIRLING:

45 Barnton Steeet,

FKR THE Tel: 01786 459009
facebook.com/GWStirling

YOUR LC

ABERDEEN, HobbyCraft:
AB11 5PP Tel: 0845 051 6567
ABERFELDY, Cmssfre Hobby:
Tel: 01887 829 519
ANGUS, Hags:
DDE 5P Teli 01307 463263
ANGUS, Mac's Model Railroading:
DD8 48S Tel: 01575 572 397
ARBROATH, Hags:
DD11 THL Tel: 01241 872195
ARGYLL, Alba:
PA3L 4AR Tel 01631 563645
AYR, The Lost World:
KA 1% Tel 01292 290 458
AYR, Toy Town:
KA7 1L Tel: 012
BANCHORY, Nano Toy Shop:
AB31 5T) Tel: 01330 624 545
DUMFRIES, Toytown:
DG 1BW Tel: 01387 264884
DUNDEE, Highlander Games:
DD 5|H Tel: 01382 666 315
DUNDEE, HobbyCraft:
DD3 BRX Tel: 0843 051 6583
DUNFERMLINE, Abbey Models:
KY12 7NH Tel: 07383 731 116
DUNFERMLINE, Walker’s Opticians:
KY11 9NH fel: 01283 821 bua
EDINBURGH, HobbyCraft:
EH15 3RD Tel: 0845 051 6561
EDINBURGH, Marionville Models:
EH12 81X Tel: 01313 177 010
EDINBURGH, Toys Galore (Mid Lothian):
EH4 1DR Tel: 013133 28199
EDINBURGH, Toys Galore (West Lothian):
EH10 40P Tel: 0131 447 1006
ELGIN, Junner’s Toymaster:
V30 1}/‘ Tel 01343 542 492
FALKIRK, Little Monster Toys:
FICT U] Tel 01324 670070
FORT WILLIAM, The Granite House:
PHI3 BAD Teli 01397 703 651
GLASGOW, Static Games
Gl 5R) Tel: 0141 5529785
GLASGOW, Hobhy(‘raﬂ:
G34 9DL Tel; DB45 051 6355
GREENOCK, Arts, Craﬂs & Hubblem
PA15 1DE Tel: D1475 745 204
HAMILTON, Ink Spot:
ML3 6BU Tel: 01698 201311
HELENSBURGH, Acorn Art:
GB4 BAW Tek: 0143 667
INVERNESS, Heroes For Sal
I¥1 1DR Tel: 01463 711717
INVERNESS, Inverness Modeishup:
Wiy Tel: 01463 712448
INVERNESS Junners Toymaster:
V1 1Q Tok: 01463 243 234
INVERURIE Mndcls Unllmllcd
AB51 3XQ Tel: 014
ISLE OF LEWIS, NT G ng:
HS1 20X Tel: 07790 436 401
JOHNSTONE, Quay Hobby Store:
A5 BPE Tel: 07847 092 772
KIRKCALDY Thc Hupe Chest:
01592 260 116

KIRKCALDY ngdnm of Adventure:

Y1 IXF Tel: 01592 326121
KIRKCUDBRIGHI Solway Books:

12

0Gh 4HZ 7 330635
KIRKNEWTON, Pntler Around.
EH27 BLR Tel: 01506 235 961

KIRKWALL, Cyl:le Orkney:
KWI5 1AQ ol 01856 B75

LARGS, Bus Stop Toy Shop I.1d<

KA30 SHR el: 01475 639892
LIVINGSTON, Hobhy(‘raﬂ'
FH34 6RO Tel: 0845 051 6577

LIVINGSTON, Worlds at War:

EH34 SED Tel: 01506 494013
NAIRN, Nairn Model Centre:
V21 4AG Tel: 01667 451 480
PAISLEY, Paisley Model Shop:
PA1 3TS Tel: 0141 BEY 4221
PERTH, The Gamers Pad:

PH2 BEP Tel: 01738 442 836
PERTH, Intrepidations:

PH2 BLT Tel: 0173 856 1900

PETERHEAD, George Donald Ltd:
AB4Z 10T Tel: 01779 474 737
PETERHEAD, Peterhead Puffers:
AB42 TTE Tel: 01773 481102
Rm'HEAY Ofan;

4 felpem;s 158 275
SHETLAND Harv?’s Dept Store:
ZELOLL 01595 693 097
STEWARTON, Annic Arts:

KA3 5BY Tel 01560 484400
STONEHAVEN, ‘Inymaster Toyland
AB3Y 288 331
STRANRAER, Dlstuve

DGI 7RS Tel: 01776 700064
THURSO, Durrans:

KWid 7AN Tel: 01847 893 169
GW CARDIFF:

31 High Street,

CFi01Pu Tel: 0292 064 4917

facebook.com/GWCardifl

. (.-W CARMARTHEN:

Tel: 01267 231209

= GW CWMBRAN

30 The Parade, Cwmin L
NPad 187 Tel: 01633 874 070
facebook. com/GWCwmbran

* GW NEWPORT:

11 Griffin Street,

NP20 1GL Tel: 0163 325 6295

facebook, com/GWNewport
GW SWANSEA:

53 Kingsway,

0179 246 3969

58,
ABERYSTWYTH, Albatross:
SY232IN  Tel: 01970 617 836
1, The n Box:
42 14D el @
BRECON ] Clark Toy
Tel: 01874 622 865
CAERPHILLY, Jet Models and Hobbies:
CFA3 1J8 Tel: 02920 BROGOO

CAERNARFRON, Austins:

LLS5 1RR Tel: 07724 801701

CARDIFF, Anhcs Model Shop:

CET0 1AW el 02920 229 065

CARDIFF, Flres(orm Games:

CFi050Q : 02920 227117

CARDIFF, I‘lobbyCraﬂ
Tel: 0845 051 6558

CARDIFF Otakumk

CF24 4AA Tol: 07891636960

CATHAYC, Page 7.3 Lt

CF24 4AA Tel: 02921

CHEPSTOW, Arl|s|s Corner:

NP1E SEW Tel: 01291 627 393

DOLGELLAU, Waterloo:

LL40 1AU Tel: 01341 423 407

HAVERFORDWEST, Emrys Art Supplies:

S5A61 INH Tel: 01437 779 fd6

LAMPETER, Lomax's:

SA4S THG Tel: 01570 422 539

LLANDUDNO, Acme Games:

LL30 2TL Tel: 01248 354798

LLANTWIT MAJOR, Rainbow Plaza:

B32

CF61 1XZ Tel: 01446 794 118
NEATH, Fish N Things:

SATD 6TE Tel: 01792 812199
NEWPORT, HobbyCra

NP20 IBA

NEWPORT, D-9 Models

NP20 1DX Tel: 01633 222282
NEWTOWN, Crafts and Ci

SY16 2PQ Tel: 01686
OSWESTRY, Totally Games:

SY1 10 Tel: 01691 688994
PEMERO!(E, Dragon Alley:
SAT14DA Tel: 01646 621 456

PONTYPRIDD, Sugar and Spice:

€F37 2TH Tel: 07879 221 379
PORTHMADOG, Porthmadog Models:
1141 4DE Tel: 01766 330269
RHYL, Games Exchan
LLIG TR Tel: 11745 336644
SWANSEA, HobbyCraft:

SAS 4BA Tel: 0B45 051 6585
WELSHPOOL, Frontline Game:
sYz1 7P Tel: 01938 590256

INTERNATIONAL
ACCOUNTS

ARGENTINA
BAHIA BLAJ A, Las Cuatro Plum
Tel: 029 14 52 57 57

BUENOS AIRES, Warzone SA:

Tek 011 47 10 00 40

GW ANTWERPEN:
Vleminckstraal 10, Antwerp, Antwerpen2000
Tek 03485 8627
facebook, com/GWAs Iwerpen
GW GENT:
St Niklaasstraat 17a/19, Gent B900O
Tel: 09223 9120
facebaok.com/G. |ml:‘i\r\'f!!k\hup( ént
AALST, Herm
Tel: 05347 48 66
AALST, Highborn:
Tel: 0485 26 b4 47
AARSCHOT, Topﬂ’oys Ingelberts:
Tel: 432 16 56 62 23
ANTWERPEN The Gamestore:
Tel: 647653 04 9
BRUGGE, Papyros.
Tel: 030 111715
BRUSSEL, Intertoys Anderlecht:
Tel: 025 23 84 73
GENT, Worlds” End Comics:
Tel: +32 (09) 222 05 76
HALLE, Hel Spelplezier:
Tel: 024 587 Bh
hra ‘s Playground:

HALLE, Top i Toys:
Tel: 023 56 04 03

HASSELT, Oberonn:

Tel: 011 351 358
HEIST-OP-DEN-BERG, RCVulture:
Tel: +32 473 82 54 62

KONTICH, Janneke Maan:

Tel: 03 446 22 34

KORTRIJK, Albion:

Tel: 056 32 43 07

LEUVEN, Spelianaal Leuven:
Tel: 016 64 36 30

MECHELEN Dc Spelfanaat:
Telt 015 34 5

OVERI[SE Imertoys Overijse:
Tel: 026 B

OOSTENDE, l(lng Arthur:

Tel: 059 51 57 36

ROESEMRE, Black Border:

Tel: 051 20 82 50

RONSE, Modelbouw Dekeyser:
Tek: 055 45 79 60

VILVOORD, Boekcenter BVBA:
Tel: +32 (02) 251 20 05
WESTKERKE, What Ever:

Tel: +32 (0473) 77 16 41
WESTOUTER, Domino:

Tel: 057 445166

BOLIVIA =

COCHABAMBA, Last Trick:
Tek 591 707 10235

LA PAZ, Kenosha:

Tel: 591 775 03243

LA PAZ, Las Dos Torres:

Tek: 59 1720 07931

ORURO, Taurus:

Tel: 59 1 724 53814

SANTA CRUZ, Uroloki:

Tek: 597 726 20510

CAMPINAS, Legends do Brasil:
Tel: 19 3234 3343

ANTOFAGASTA, Osamu Manga & Toys:
Tel: 56 9 90856762

LAS CONDES SANTIAGO, Mirax:

Tel: 5622 46 34 60

PROVIDENCIA SANTIAGO, Guild Dreams:
Tel: 5622 31 71 37
SANTIAGO, Caleuche Hobbies & Battle Games:

Tel: 56 73 33 61 03

GW SHANGHAI:

8138 XinTianDi Styl

LuWan District, Shangha

Tel: 33766176

BEIJING, Beijing Book Building:

Tel: D086 10 66066504

BEI]ING Beijing Warhammer Club:
Tel: 0086 13601274735

BEIJING, J&C Wonderland Warhammer Club:

Tel: 0086 1) 57526737

BEIJING, QI-WAN Miniatures Wargame Club

Tel: 0086 13 681244512

BEIJING, Tong Yun Card Game;

Tel: 0086 13801324686

BEIING, Wa jing XinHua Bookstore:

Tel: 0036 10 65

BEIJING, Warhammer Elite Club:

Tel: 0086 13 6012747136

BEIJING, Warhammer Elite Club:

Tel: 0086 10 8261565

BEIJING, Xinshi Hobby Xinjickou Shop:
Tel: 0086 10 B2615654

BEIJING, Xinshi Hobby Zhongguancun Shop:

Tel: 0086 10 59863765

CHENGDU PROVINCE, Kid's Castle:
Tel: 0076 18940681113 | 006 2861812543

CHONGQING, XinShangYou Game:

Tel: 0086 13 634392310

FUZHOU CITY, Play&Show Warhammer Club:
Tel: 0006 591 63339562

KUNMING, Kunming Elite Warhammer Club:

Tel; 0086 13638813689

KUNMING, Yu mn Lanyu Model:

Tel: 0086 871 4

QINGDAO, Qin; dau Battle of Wits Club:

Tel: 0086 1 l‘ih!'hﬂull

SHANGHAI, Boocup Grand Gateway:

Tel: 0086 21 64480977

SHANGHAL, Boocup in Qiao:

Tol: 0086 21 50306879

SHANGHAL, Boocup Kerry Parkside:

Tel: D086 21 50200551

SHANGHAI, Good Knight Board Game Store:

Tel: 00B6 21 13080850

SHANGHALI, You Lai, You Qu:

Tel: DOBE 13916719676

SHANGHAL, Zark:

Tel: 00Bi 21 53017710

SHANTOU, Miniature Kingdom:

Tel: 0754 88510916

SHENYANG, Shenyang Warhammer Club:

Tel: G0B6 13889197092

TIANJIN, Tianjin Waaagh! Gaming Club:

Tel: D086 13682199861

WUHAN, Slormcaslle Warhammer Club:

Tel: 0086 13471

WUHAN, ZI

Tel: D06 27 028 1

XIAN, Xian Waaagh! Warhammer Club:

Tel: D086 13488470106

ZHENGZHOU, Zhengzhou Warhammer Front HQ:

Tel: 0086 135925 3

COLUMBIA p=y
CALI, Magic Columbia:

Tel: 072 471 46 26

MEDELLIN, luego & Real:

Tol: 57 4 132 868

CROATIA
ZAGREB, Carta Magica:
Tel: 00385 916130269

CYPRUS (<]

NICOSIA, Isengard Fantasy Shop:
Tel: 00 35 722680700

KATO PAPHOS, Cyprus Crusade:
Tek +357 976 49072

BRNO, Cerny Rytir:

Tel: +420541213860

CESKE BUDEJOVICE, Chaotit:

Tel: +420602489158

HARADEC KRALOVE, Knihkupectvi Valhalla:
Tel: +420495522009

KOPRIVNICE, Magic:

Tel: +420495522009

KOSTELEC, Certuv Pekelny Kotlik:
Tel: +420605504448

LIBEREC, Battle Games-Ohchodni Pavilion:
Tel: +420777526154

OSTRAVA, Matrix (knihkupectvi):
Tel: 4420774 404 024

PRAHA, Ogri Doupe:

Tel: +420224934811

PRAHA, Cerny Rytir:

Tel: +420222312461

VSETIN, Atlantis:

Tel: +420571411697

DENMARK

Gw KQBENHAVN‘
Frederiksho ’
Tel: 6045 33 1
facehook.com/GWKabenhavn
AALBORG, 9K Painting:
Tel: 20 21 84 19
AALBORG, Dragons Lair:
Tel: +45 98 12 1618
ARHUS, Gunzone:
Tel: 35 12 45 45
ARHUS <, Uragnns Lair:
Tel: +45 86 1844 0
ASNAS, Bog & !de
Tel: 59 65 00 14
BORNHOLM, Dorthes Hobbystue:
Tel: 56 95 94 49
ERSLEV, Asgaard Games:
Tel 40 81 94 68
ESBJERG, Arnold Busck:
Tel: 75 121177
ESPERGAERDE, Arnold Busck:
Tel: 4913 19 46
GREVE, Greve Games:
Tel: 43 69 02 99
HELSINGE, Arnold Busck:
Tel: 46 79 40 01
HELSINGOR, Hobby og Fritid:
Tel: 49 21 45 42

1360,




HERLEV, Bog & Ide:
Tel: 44 91 31
HERNING, Fa!rges Kalder:
Tol: 35 10 18 97
HJ@RRING, Arnold Busck:
Tel: 99 92 80 40
HOBRO, G:terskuv Efterskole;
Tel: 61 6995
HOBAEK, Bug & Ide:
Tel: 59 45 13 00
HOBAEK, Hack ‘n’ Slash:
Tel: 61 6629 12
HORSENS, Legekaeden'

Tel: 75 61 60 11

HORSHOLM, Bog & Ide:
Tel: 45 6 04 08
KOBENHAVN K, Fantask:
Tel: 33 93 85 38
KOBENHAVN K, Faraos Cigarer:
Tel: +45 33 67 2009
K@OBENHAVN S, Pipi Legetaj:
Tel: 32 55 74 47
K@BENHAVN N, Wicked Workshop:
Tel: 60 64 b9 74
KOLDING, Good Games:

Tel: 75 50 03 04
LYNGBY, Arnold Busck:
Tel: 45 87 04 45
LYNGBY, Faros Cigarer:
Tek: +45 32 1023 23
NASTVED, Guns and Games:
Tel: 3120 2004
ODDER, Legekxden

Yok 66 54 42 7
ODENSE C, Dragons Lair:
Tel: 445 63 11 12
RANDERS, Byrge Serensen Hobby:
Tek 6642 58 14
RANDERS, Randers Hobby Import:
Tel: 66 43 19 23
RINGSTED Andros:

KEDOVRE Amo[d Busck:

Tel: 36 41 04 85

RDSENGARDSCENTRH Arnold Busck;
ek 6615 59 28

ROSKILDE Fanalu: Roskilde:

SOiROD STRAND Fantacia Games:
Tel: 43 69 02 99

ST HEDDINGE, Hobbystalden:

Tek: 56 50 86 10

STENL@SE, HH Hobby:

Tel: 21 45 39 61

SVENBBORC Farve & Hobby Hjsrnetl:
Tel: 62 21 31

TAASTRUF Genbrugsbager.

Tel: 43 71 61 1

VIBORG, Bog & Ide:

Tel: B6 62 68 68

A=

GV\ HELSIHKI

facebook com/GWHalsinki
AHTARI, Honkaniemen Kirjakauppa:
Tek: 06 553 0027

ALAND, Dillen AB:
Tel 8

HELSINKI, Sladm Pelikauppa:
Telk 09 69
HVVINKAA, Varinappi:

Tel: 019 412 700

Tel: 0543 19
JOENSUU,
Tel: (013) 28
JYVASKYLA, Fantasiapelit Jyvaskyla:
Tel:(014) 216 629

KARIS, Bl3 Lidan KD:

Tel' 019 234 94

KERAVA, Keravan Pelikauppa:
Tel: 0942850813

KOTKA, Eagle Card OY:

Tel: G018 5 214238

KOTKA, Fantasiapelit Kotka:

Tel: 044 500 0880

KOUVOLA, Kouvolan Puolenkuun Pelit:
Tel: (03) 222 52 00

KOUVOLA, Muoviepox KY:

_nl 453117955

tasiapelit Joensuu:

LAHT! Lahden Puolenkuun Pelit:
Tel: 03.7515151

LAPPEENRANTA, Fxmapei(uppem
Tel: (05) 541 1375

MIKKELI, L.xsterllarwie Muppela:
Tel: 61536161

MIKKELI, Mlkkehn Pelikauppa:
Tel: 09-428507

ORIVfSl Sﬂv!r Seed:

O LU leasuapehtoulu
Tol: (08) 374 906
P]EKSA.“AK Sirkkis:

Tel: 015 348 370

PORI, Askarlely -Pori:

Tel: 02 632667

PORVOO, Porvoon Pelikauppa:

Tel: 019-53 48377

RAAHE Raaher\ Astartelu ja Paperi:

SEIN jOKl Farltaﬂallnna
Tel: 040 5616338
SEINAJOKI, Pelikeidas:

Tel: 00358 6 4177860

TAMPERi Fan[as!apehl Tampere:
Tel: (03) 2
TAMPERE, I( |a Karkkainen:
Tel: 03 2251850

TAMPERE, Tuoni Tatuoinnit:
Tel: 03 715 3905

TURKU, Fantasiapelit Turku:
Tel: (02) 232 B4 13

VAASA, Pelimies OY:

Tel: 06 312 5111

VANTAA, Myyrmien Pelikauppa:
Tel: 09 428 90813

HALANDRI, Box of War:
Tel: D030 6944832531
ATHENS, Fantasy Shop:
Tel: 0030 210 8231072
ATHENS, Fanlasy Shup Exarcheia;
Tel: 0030 210 3628
ATHENS, Fanla!y Shup. Kallithea:
Tel: 0030 210 959 2922
ATHENS, Hobby Planet:
Tel: 0030 210 6042616
ATHENS, Kaissa Amarousiou:
Tel: 0030 210 6141675
ATHENS, Kaissa Glyfadas:
Tel: D030'210 B9S2 057
ATHENS, Kaissa Halandriou:
Tel: 0030 210 6R9H4BS
ATHENS, Kaissa Kallidromiou:
Tel; 0030 210 366384
ATHENS, Kaissa Monokeros:
Tel: 0030 210 813 990
ATHENS, Kaissa Pagratiou:
Tel: 00 30 210 7218 318
ATHENS, Str;
Tel: 00 3021041
CHANIA, Kaissa Chanion:
Tol; 0030 2021088996
CRETE IRAKLEION, Papercut:
Tel: 0030 2810346168
HALANDRI, Game Corps:
Tel: 0030 6947990764
HALKIDA, CD Corner:
Tel: 0030 2221 087315
ILIOUPOLI, Kaissa Hlioupoleos:
Tel: 0030 2114049053
KALLITHEA, Ka sa Kallitheas:
Tel: 0030 210
KERKYRA,
Tel: 0022610;
LARISA, Kaissa Larisas:
Teli 0030 2410 538555
LOANNINA, Kaissa Loannina:
Tel: 00 30 2651030690
LARISA, Kaissa Larlsas
Tol: 00902410 5
NAFPLIO, Mi ure Shop:
Tel: 00 30 2752024884
NEA SMYRNI, Games Vault:
Tel: 0030 213 0304722
PATRAS, Kaissa Patras:
Tel: 0030 2610625632
PERISTERIO, sa Peristeriou:
Tek: 0030 2105786707
THESSALONIK|
Tel: 0030 2310 449
THESSALONIKI, Hobby Games:
Tel: 2310 252666
THESSALONIKI, Kalsia Thessalonikis:
Tel: 00 30 2410 25
THESSALONIKI, Underwurld.
Tel: 0030 2310 2401 93
VOLOS, Fantasy Shop:
Tel: 0030 24210 26702

HONG KONG
HONG KONG ISLAND, Jumbo Arts Co:
Tel: #0852 68911 495

WANCHAL, Fun Atelier:

Tel: +852 2866 4870

HUNGARY =

BUDAPEST, Holdfeny Fantasy:
0026 1 3430730

BUDAPEST, Jatek Box:

0036 12383710

BUDAPEST, Modell Hungaria:
803617691171

BUDAPEST, Sarkanytuz:

0036 70 3223003

BUDAPEST, Sas Military:

0036 1 2664393

BUDAPEST, Sukla-l‘umx

0036 20 5373303

BUDAPEST, Veg-Ye:

Tel: 0036 70 8661993
BUDAPEST, Zordkom Game;
Tel: 0036 20 42817,

BUDAPEST, Warg.ammers:
0036 30 6467670

DUNAKESZI, Yellow Dreams:
Tel: 0336 70 6201860

GYOR, Airport Models:

Tel: 0076 70 9442670
KECSKEMET, Sarkanytuz:

0036 76 319008

LETENYE, Zordkom-Game kit:
Tel: 0036 20 4281727

MISKOLC, Sarkanytuz:

0036 20 3962160

MISKOLC, Valhalla Paholy:
0036 30 9950564

PECS, Sarkanytuz:

036 20 2962860

SZEGED, Sarkanytuz:

0036 70 3290245
SIEKESFEHERVAK Holdieny Fantasy:
0036 22 329743
SZEKESFEHERVAR Sarkanytuz:
0036 20 2962790
SZEKESFEHERVAR, Fonix Csarnok:
0036 20 917919

SZOLNOK, Sarkanytuz:

0ik36 20 3952650
SZOMBETHELY, Sarkanytuz:
0036:93 789208

VESZPREM, Sarkanytuz:

0036 20 3610015
ZALAEGERSZEG Sarkanytuz:
0036 20 296287

gy Hall:
57

issa Kalamaria:

B
IGELAND 5
REYKJAVIK, Nexus:
BANDUNG, Hobbyline:
Teh 022 4218555

Tel: 00354 552 9011
JAKARTA BARAT, Comics N Games:

INDONESIA
Tel: 021 5696-3855

JAKARTA SE!.ATAN, Fantasy N Games:
Tel: 031-600.5034

SURABAYA, Fanlasy N Games:

Tel: 031-600-50343

SURABAYA, Fantasy N Games:

Tel: 031-740-2475

GW DUBLIN:

Unit 3, Lower Liffey Street

Tel: 00353 187 257 91

facebook.com/GWDublin

BALINA, World of Wonder Balina:
Tek: 096 76676

BLACK ROCK, Arts and Hobby

Tel: 00453 12832394

COBETT COURT, Arts and Hobby
Tel: 01 674 5312

CORK, Murphy’s s Toymasler

Tel: 00353 56 413 7

CORK, Other Realms-

Tek 021 4279500

COUNTY DONEGAL, Tinnys Toys:

Tel: 074 9722374

COUNTY KILDARE, Gamers Hub:
Tel: 00153 B6 0466 029

COUNTY LOUTH, Marley Model Mania:

Tel: 00353 419873741

COUNTY MEATH, Art and Hobby Navan:

Tel: D0353 14565308

COUNTY MEATH, Toys @ Fun Galaxy:

Tel: 00353 19 690 251

COUNTY OFFALY, Marty's Model Miniatures:

56 01T Tel: 00353 579 341 B27

COUNTY TIPPERARY, RB Models

Tel: 00353 526124808

COUNTY TIPPERARY, Tall Tales Bookshop

Tel: 00353 51 873 967

COUNTY WESTMEATH, Arts and Habby Athlone

Tel: 01 §62 4500

COUNTY WESTMEATH, Arts and Hobby Mullingar:
Tol: 0353449335247

COUNTY WEXFORD, Campbell’s

Tel: 00353 514 214 73

DOUGLAS, Arts and Hobby:

Tol: 021 436 3580

DROGHEDA, Arls and Hobby:

Tel: 041 987 3271

DUBLIN, Arls and Hobby Dundrum:

Tel: 00353 12962944

DUBLIN, Art and Hohby Liffey Valley:
Tel: l)l)511 14565108

DUBLIN, Bamba Toymaster:

Tel: 018 727 101

DUBLIN, Gamers World:

Tel: 0879299392

DUN LAOGHAIRE, Toymaster Banba Dun Laoghaire:

Tel: 012 604 011

DUN LAOGHAIRE, Arts and Hobby:
Tel: 012805047

DUNGARVAN, Toymaster Murphys:
Tel: 058 41376

DROGHEDA, Arts and Hobby

Tel: 00353 41 987 3270

ENNIS, Tir na Nog Toymaster:

Tel: 00353 65 6842 388

GALWAY, Nobby’s Hobby's:

Tel: 00353 868870177

GALWAY CITY, Dungeons and Donuts:

Tel 00353 918 76813

GREYSTONES, Arts and Hobby

Tel: 00353 12871796

KERRY, Cabal’s Toymaster:

Tel: 00353 66 7121847

LIMERICK, A:ts and Hobby:

Tel: 061 30975

LIMERICK, The Gathering:

Tel: 061 15133

MARKET CROSS, Arts and Hobby

Tel: 056 777 1904

NEW ROSS, Bridge Stores:

Tel; 051 422656

NEWBRIDGE, Arts and Hobby:

Tol: 045 450280

SANTRY, Arts and Hobby:

Tel: 01 862 4500

STILLORGAN, Toymaster Nimble Fingers:
Tel: 01 2880788

THUR[ES Bookworm:

el i 22257

WEXFORD Gamers Paradise:

Tel: 00353 5391211490

WEXFORD, Readers Paradise:

Tel: 054 9124400

WICKLOW, The Hobby Shack:

Tek: 0353861072706

WICKLOW, Hopkins Toymaster:

Tel: 00353 46 722 25

YOUGHAL, Murphys Toymaster:

Tel: D0353 38 413 7

BANDUNG, Hobbyline:

Tel: (022) 421
JAKARTA BARAT, Comics N Games:
Tel: (021) 50963855

JAKARTA SELATAN, Fantasy N Games:
Tol: (D31} 6005 0343

SURABAYA, Fantasy N Games:

Tel: (031) 6003 0343

SURABAYA, Fanlasy N Games:

Tul: (031 7

HAIFA, Kitaro:

Tel: 00972 48503232

HERZLIA, Freak:

Tel; 00972 99589077

RAMAT HASHARON, Tapuah:
Tel: 00972 35404713

TEL AVIV, Freak:

Tel: 00972 16961826

TEL AVIV, Kitaro:

Tel: 00972 16299320

i
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oda-Ku Kanda, Tokya,

GW JINBOCHO:
finhacho 1-7 1F, €
Tel: 03 32986 273
faceboak. com/G

Tel: 03 5380 4636
faceboak.com/GW.Nakana

ALMATY, Meloman Dostyk:
Tek: 8 (727) 291 5328

ALMATY, Meloman Grand:
Tel: 8 (727) 2 333

ALMATY, M.eloman Mega:
Tel: 8 (727) 232 2622

ASTANA, Meloman;

Tel: 8 (7172) 777 951

RIGA, Games Shop:
Tel: 0371 27700390

LITHUANIA

KAUNAS, Hobby Db Games:
Tek: 00 370 6 5266997
VILINIUS, Hobby Dé Games:
Tel: 00 370 5 2133269

MACAU
MACAU, Game Fun Table Games Sh
Tel: +853 66698427
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MADEIRA, Sétima Dimensdo:
Tel: 351 291 238 244

BANDAR TANJONG TOKONG, Gameforce:
Tel: 11644497194 / 048900381
KOTA KINABALU, Just Wargame:
Tel: 6013 - 865 5269
KUALA LUMPUR, Comics Mart:
Tel: 03 - 2247 0626
KUALA LUMPAR, Hobby Forge:
Tel: 60 176126670
PENANAG, Game Forge:
Tel: 60 164701575 / 60 48900387
PETALING JAYA, Wolf’s Game Shop:

Tel: 012 2599952

-

MALTA, Forbidden Power:
Tel: 00356 21 227999
MALTA, K Hobbies Ltd:
Tel: 00356 21 895423

AGUASCALIENTES AGS, Tienda Omega:

Tel: 449 915 39 26

CANCUN Q ROO, Gamer’s Den:

Tel: 998 498 08 03

CELAYA GTO, Animundo:

Tel: 461 200 08 27

CELAYA GTO, La Cueva Del Mago:

Tel: 461 546 76 16

CELAYA GTO, Zona Otaku:

Tel: (461) 206 0851

CUERNAVACA Darkland:
;777137 71

GUADALA]ARA IALISCO Miniguerras:

Tel: (17) 36 45 32 9

MEXICO DF, Caplli| &

Tel: 55 55 84

MEXICO DE, Celecc‘ones Colibri:

Tel: 55 50 19 99 60

MEXICO DF, lmp Comics:

Tek: 5555 9892 7

MEXICO DF, Ka istis

Tel: 55 56 B0 03 73

MONTERREY NL, Imperial Fleet:

Tel: (81) 11 70 81 87

MIXCOAC, Quest Hobbies & Games:

Tel: 55 98 92 78

SATELITE EDO, Entretente Toys:

Tel: 55 46 33 04 32

TOLUCA, War Games

Tel: 722

™
MOLDOVA
CHISINAU, Adept:

Tel: 373 l.‘ml')‘)‘ih

THE NETHERLANDS
GW ALKMAAR:

Laat 68, 1611 EX,

Tek:
facahook.com/GWAIkmaar

GW AMERSFOORT:

20 Koestraat, 3811,

Tel: 033 465 4423
facehook.com/GWAmersfoort
GW AMSTERDAM:

Rokin 36, 1012 KT

Tel: 020 622 3863
facebook.com/GWAmsterdam
GW BREDA:

Torensiraat 21, 4811 XV,

Tel: 0765 229 277
facebook.com/GWBrida

GW DEN HAAG:

Schoalstraat 128, 2511 AX,

Tel: 070 392 7436
facebook.con/GWDenHaag

GW DORDRECHT:

Voorstraal 386G, 3311CX,

Tel: 078 611 9040
facobook.com/GWBordrecht

GW EINDHOVEN:

Kieine Berg 50, 5611 JV,

Tel: 040 244 3448
facebook,com/GWEindhoven

GW GRONINGEN

1 Grote Kromme Effebioog, 9712 B,
Tel: 050211 0101
fatehook.com/GWGraningen
GW ROTTERDAM:
Van Oldeabaraeveldp
Tel: 010 280 0268
faceboak.com/GWRotterdam

ALKMAAR, Bookers & Strippers:

Tel: 072 512 1916

ALMERE STAD, Ruan Creatief:

Tel: 036 5331377

ALPHEN AAN DEN RIJN, Hoge Ogen:
Tel: 1172473031

AMERSFOORT, Spellenwinckel:

Tel: 033 470 0322

AMSTELVEEN, Het Ganzenbord:

Tel: 020 641 2352

ARNHEM, Spelkwartier:

Tel: 026 370 2028

BARENDRECHT, Peter’s Postirein:
Tel: D130 619539

s 452, 3012 AP,

BERGEN OP ZOOM, BOZ Spellen:
Tol: 0164 249120

BERGEYK, Wouters Technohobby:
Tel: 049 755 0248

BEVERWIJK, BMM Games:

Tel: 025 1216568

BREDA, Spellenwinkel Breda:

Tel: 076 522 17 56

BUSSUM, 2 Brothers RC:

Tel: +31 356 922 684

DELFT, Bazaar nf Magic:

Tel: nl‘l 737 022

DELFT, Speldﬂradn

Tel: 015 213 4516

DEN BOSCH, De Dobbelsteen:

Tel: 073 614 5530

DEVENTER, Knibbel Comics:

Tek: 057 061 6879

DOETINCHEM, Tnp1Tuy1 de Speelgoedplaneet:
Tel: 0314 366361

DORDRECHT, Hobbr Modelbouw Dordrecht:
Tel: 078 631 2711

EDE, Tinnen Soldaat:

Tel: 0310 65 3296

EINDHOVEN, Gameforce:

Tol: 040 2447030

EMMELOORD: Toys & Zo

Tel: 052 7620 090

EMMEN, Spirithoes:

Tel: 0591 645
ENSCHEDE, Pijplines:
Tel: 053 430 5
GEMERT, Top 1 Toys Van de Goor:
Tel: 0492 36 50 45

GRONINGEN, Purperen Draak:

Tel: 064 166 1972

GRONINGEN, Wirwar:

Tel; 050 314 8424

HAARLEM, Spellenhuls.

Tel: 023 53 13 188

HEEMSKERK, Bob Hes:

Tel: 431 (0251) 24 19 99
HEERHUGOWAARD, Huider Modeltreinen:
Tel: 0725714157

HENGELO, De Dondersteen:

Tel: 074 2595030

HILVERSUM, Hilversumse Boekhandel:
Tel: 035 62 33131

HOODFDORP Spellenwinkel Wahalla:
Tel: 023 557809

HOORN, De 5pel|enhoorn'

Tel: +31 (0229) 29 5

KERKRADE, Allo Allo Modelbouw:
Tel: +31 657 998791

LEEUWARDEN, Spellekijn:

Tel: 038 213 1112

LEIDEN, Tolkienwinkel:

Tek: 071 541 2224

LEIDEN, Vi(egershup

Tel: 071 513 2783

LEIDEN, Warp 9:

Tel: 071 5121380

LELYSTAD, Games of War:

Tel: 06 3195 9619

MAASTRICHT, Hounjet:

Tel: 043 363 6778

MAASTRICHT, Shamrock Modelbouw:
Tel: +31 43 36 13 334

MAASTRICHT, Vlieg-er-uit:

Tel: 043 325 1653

MIDDELBURG, De Burcht:

Tel: 011 8650040

NIJMEGEN, Moenen & Mariken:

Tel: 024 323 6119

‘OUDEGA, Nils Esler Modelbouw:

Tel: +31 512 37 09°

RIJSWIJK, Ted’s RC Shop:

Tel: +31 704 159 014

ROERMOND, Bloemboetiek Hermien:
Tel: 047 531 6824

ROSMALEN, Brekelmans Modelbouw:
Tel: +31 73 5214 606

ROOSENDAAL, HOBBYTOYS Jadin:
Tel: 0165 55 79564

ROTTERDAM, Gamers of the West:
Tel: 010 2709233

SCHIEDAM, Gamestart:

Tel: +31 10 42 63 993

SCHOONOORD, Scillas Winkel:

Tel: +31 6 20237 014

SITTARD, Atomik:

Tel: 046 4515074

SLIEDR[CHT De Gruijter:

Tel: 0184 412

SLUIS, Ed van de Vijver Top1Toys:
Tel: 0117 461393

TEGELEN, Extra Modelbouw:

Tel: +31 773 738 009

TILBURG, De Dobbelsteen:

Tel: 013 544 3700

UDEN, Goblin:

Tel: 041 427 0662

UTRECHT, Labyrinth:

Tel: 630 281 7157

UTRECHT, Subcultures:

Tel: 030 2311122

UTRECHT, Whoops:

Tel: 030 230 4123

WINTERSWIJK, Top1Toys Winterswijk:
Tel: 054 351 2827

IEVENBERGEN Top1Toys Zevenbergen:
Tel: 0166 33045!

ZOETERMEER, RC-Pitstop:

Tel: 079 316 D560

ZWOLLE, Games-N-Stuff:

Tel: 038 421 6385

GW OSLO:
Mallergata 7, 017
Tel; 447 22 33.20 90

facebook.com/GWOslo

ALESUND, Brio Kremmerhuset Moa Syd:
Tel: +47 70143770

BERGEN, Outland:

Tel: +47 55114822

DRAMMEN, Drammen Spillforening:
Tel: +47 93819757

FREDRIKSTAD, Norstar Leketorvet:
Tel; +47 69315630

KONGSBERG, Rolf Liane:

Tel: +47 98819560

KRISTIANSAND, Outland:

Tel: +47 38099420
MO | RANA, Ringo Lekehjarnet Mo:
Tel: +47 75151717

1=

www.games-workshop.com



[OYS

wummel ééu in Speelgoed

Wondering where to find Warhammer?
Seeking Space Marines? Lost and
looking for The Lord of the Rings?

There are stores across The Netherlands
and Belgium belonging to the Top 1
Toys Group that sell Games Workshop
products. With so many outlets, you can
be sure that there is a local store near
you. We've listed the members and their
locations below for you.

Top 1 Toys Van de Vjver,

Klokstraat 10, Sluis, 4524 EL

Top 1 Toys Het Ganzebord,

Parlevinker 59, Amstelveen, 1186 ZB
Technohobby Pijplines,

Pijpenstraat, Enschede, 7511 GM

Top 1 Toys De Speelgoedplaneet,
Walstraat 108, Doetinchem, 7001 BV
Top 1 Toys Jovi,

Weidestraat 12, Rosmalen, 5241 CB

Top 1 Toys Zevenbergen

Ambachtsgang 4, Zevenbergen, 4761 CS
Top 1 Toys Oldenzaal,

Deurningerstraat 23, Oldenzaal, 7571 BA
Top 1 Toys Winterswijk,

Misterstraat 60, Winterswijk, 7101 EX
Technohobby Wouters,

Pankenstraat 31, Bergeyk, 5571 CP

Top 1 Toys Halle,

Basiliekstraat 66, 1500 Halle, Belgie

11 Top 1 Toys Van den Brink,

Van Heeckerenstraat 2, 9163 GZ Nes-Ameland
Top 1 Toys Van de Goor,

Nieuwstraat 43, 5421 KN Gemert

Top 1 Toys In de Bogaard,

Prins Johan Friso Promenade 64, 2284 DB Rijswijk
Top 1 Toys Jadin,

Oude Markt 58, 4701 PH Roosendaal

Top 1 Toys Ingelberts,

Bogaardenstraat 19, 3200 Aarschot, Belgie

12

13

14

15

To find out more about Top 1 Toys,
check out their website:

www.top1toys.nl
GAMES WORKSHOP

TRADE OUTLETS

The Most Convenient Place to Shop!

e In Your Local Area

e Most Popular Boxes and Hobby Supplies
e Official Sellers

With over 1,000 locations across the UK, Scandinavia,

The Netherlands and Belgium there’s always a trade outlet
near you, perfect for that quick resupply or hobby need.

They concentrate on stocking our most popular products,
meaning you're more likely to find exactly what you're
looking for!

All our trade outlets are official sellers of Games Workshop
games and hobby products.



MOS)BEN, Hobibesentes
Tek +47
NAR\

SAND\E fe=_t

Tek: +47 S16eTmee

S]G\"EG-\\ vtz

POZ\A\ C_m- ~SreDwm a7

Tek 061 &

POZNAN, L-— B i

SIEM]AJ\O\“CE £ = R R
Tel: 0048 32 2%

SZCZECIN, Fenix:
Tel: 0048 6959734995

TORUN Sklep Faplerruczy.
Tel: 0048 56 6522593
TORUN, Strefa Gier:
Tel: 0048 609752796
WARSZAWA, Aira Games World:
Tel: 0048 501946549
WARSZAWA, Cytadela:
Tel: 0048 22 8552700
WARSZAWA, Faber i Faber:
Tel: 0048 22 8491265
WARSZAWA, Graal Blue City:
Tel: G048 22 3117627
WARSZAWA, Graal CF Skorosze:
Tel: 0048 22 8827595
WARSZAWA, Graal Dworzec Centralny:
Tel: 0048 696501053
WARSZAWA, Graal Galeria Mokotow:
Tel: 0048 22 5413318
WARSZAWA, Graal KEN Centre:
Tel: 0048 22 2089090
WARSZAWA, Graal Rondo Wiatraczna:
Tek: 0048 224080031
WARSZAWA, Graal Sarmacka:
Tel: 0046 22 8427040
WARSZAWA, Hobbyt:
Tel: G048 22 B340206
'WARSZAWA, Morion Bielany:
Tel: 0038 22 4241062
WARSZAWA, Paradox:
Tek: 0048 22 6280761
WARSZAWA, Sklep Superserie:
Tel: D044 51 x-.!#l 4
WARSZAWA, Wargamer Centrala:
Felk: 0048 7245751
WARSZAWA Wargamer CH Targowek:

argamer CH Wola Park:

Wargaml:r Wilcza:

0045 22 6294296

WROCLAW, Bard:

Tek 0048 71 3417472

WROCLAW, Bolter:

Tek 0048 502279965t

WROCLAW, Skelp Feniks:

Ted G048 69 4606610

WROCLAW, Wraclaw Model Centre:
Tk 713419991

WROCLAW, Planszoweczka

792301796

ZABRZE, U Zyrafy:

510240501

ZIELONA GORA, Zielone Wzgorza:
Tk D048 602337754

uCABIDECHE, CascaisPress:
Tk <351 314 600 530
EELOURA, Hobbykit:

Fek +351 214 850 901

CALDAS DA RAINHA, Magic Club Caldas:
e <351 239 049 610
COIMBRA, Divercentro:

Tek =351 239 049 610
COIMBRA, Inforhobbies:

Feb +351 239 701 466

LISBOA, Fnac:

Tl +351 219 404 700

LISBOA, Homem Azul:

Tek 4351213 629 382

JSBOA M rdlnn s Magic, Lda:

?ORTD, Lo;as Arena
2 011 388
‘-I\F_S, Galeria BT:

=351 269 632 511
TELHEIRAS, Tabak:

ek 2351 217 163 574

PIEIITD RICO

N, Maximum DC:

=
-
l-kR.NAUL Europa:

= § 5903) 072 0615

BLAGO\"ESHENSK Igromir:
sDi Karusel

8 B339 65297

C?‘ELVABNSK thhy Store:
CH{REPOVEC Galakllka

B.ATE!WBURG Magicportal.ru:

Ses 8 (343) 310

anm-«sunc Mosigra:

2 3440

B.ATERIN URG, World of Madels:
8 343) 387 0076

musx Krissvnya Igra:

l.u}\l CRAD Fangorn'
521 524
KALUGA, ‘dislulmy(;rad~
Bk @ 0B
L!l-\\ U za~

317} 247 7930
Lr‘ﬂU{OVSK Karton:

4 1919 100
tl'-::\ODAR thhy Land:

QIA}\OUAR Aslmnumlkon

!J.L\O\ ARK. Rudmk
ll\s\O\—\RK Musngra'
tl-L\OVA!D Slek CD-DVD:

, Aisbei
3 wes) 739 4906
u.u.‘\ﬁOGDRSK Gostinniy Dvor:
S5 180
-«:hco'n AIgens-

m:&(oh '-\Igens-

MOSCOW, Cardplace.ru;
Tel: 8 (495) 630 5429
MOSCOW, Edinorog:

Tel: & (906) 085 8907
MOSCOW, Mosigra:

Tel: B (495) 641 8331
MOSCOW, NeoToy:

Tel: 8 (495) 621 8379
MOSCOW, Paladm

Tel: 8 (926) 777
MOSCOW, Porlaf

Tel: 8 (495) 633 1078
MOSCOW, Triominos.ru:

Tel: B (4495) 951 5405
MOSCOW, IP Kopeykin:
Tel: 8 (906) 079 7505
NIZHNIY NOVGOROD, Fishka:
Tel: B (831) 2777 666
NIZHNIY NOVGOROD, HobbyDay:
Tel: B (831) 423 0240
NOVOMOSKOVSK, World of Models:
Tel: 8 (915) 789 640
NOVOSIBI RSK, Clevez Games:

Tel: 8 (923) 155 053
NOVOSIBIRSK, Clever Games;
Tel: 6 (913) 923 358
OREL, Hobbit Smre

Tel: & (980} 361 7957
PENZA, Blockbuster:
Tel: # (962) 474 3086
PERM, Petropaviovsky:
Tel: 8 (912) 709 8412
ROSTOV NA DONU, Samolety, Tanki, Karabliz
Tel: @ (863) 263 8351
SARATOV, Alien-Logic:

Tel: 8 (502) 710 1413
SARATOV, Martel:

Tek: 8 (917) 307 9476
ST PETERSBURG, Art Miniatures:
Tel: 8 (B12) 633 3
ST PETERSBURG, Hobbit:
Tel; # (812} 315 7763
ST PETERSBURG, Mosigra:
Tel: 8 (812} 920 5106
ST PETERSBURG, Sargona:
Tel: 8 (812) 445 1054
TOMSK, Parad:

Tel: 8 (3822) 514 463

TVER, Armada:

Tek 8 {910) 531 7659

TYUM[—N Perelcrestnk Mirov:
Tel: 8
T\’UMEN, Lai)nrml Mirov:
Tel: # (504) 494 1786
ULAN-UDE, BMV:

Tel: 8 (902) 1674 758
VOLOGDA, Mozgolom:

Tek 8 (8172) 701 530
VORONEZH, Edinorog:

Tel: 8 (903) B56 1839
VORONEZH, llya Muromets:
Tel: 8 (4732) 918 721
VORONEZH, Krokodil:

Tel: 8 (4732) 564 488

YAKUTSK, Artefakt:

Tel: 8 {913) 290 0840
YOSHIKAR OLA, Kenga:

Tel: 8 (8362) 460 112

FUNAN CENTRE, Battle Bunker:

Tel: 65 93840450

FUSIONOPOLIS, Paradigm Infinitum:
Tel: 65 67343858

IONS ORCHARD, Prologue Bookstore:
Tel: 65 64651477

MIDPOINT ORCHARD, Paradigr Infiitum Pte Ltd:
Tel: 65 67343858

PLAZA SINGAPURA, Comics Connection PTE Ltd:
Tel: 65 63376300

SEREN CENTRE, Toy Station:

Tel: 65 64683054

SUOMERSH, Harris Planerds:

Tel: 65 14635

SLOVAKIA =
BRATISLAVA, Madmaxon:
Tel: 421 2 524 927 87

llUBLIlANA, Crna Luknja:

Tol: 00386 59031220

LJUBLIJANA, Direndaj Citypark:
(0386 45768030

SOUTH AFRICA

BELVILLE, The Boys and Mens Hobby Shop:
Tel: 0027 21 914 8688

BLOEMFONTEIN, The Games Dungeon:
Tel: 0027 72 B51 99

CAPE TOWN, Pasllmes Retail:

Tel: 0027 21 421 1191

CAPE TOWN, Wizards Books and Games:
Tek: 0027 21 683 0360

CRAIGHALL, OtherWorld Games:
Tel: 011 326 0790

DORINGKLOOF, Battle Planet:

Tel: 00 27 8245 93943

DURBAN, The Hobby Specialists:

Tek 0027 31 566 4806

EAST LONDON Slaters Toy Magic:
Tel: +27 41 72865

EDENVALE, Plasllks:

Tel; 0027 82 783 1489

IOHANNESBURG The Underground:
Tek: +27 11795

]OHANNESBURG Esswex Retail:
Tel: 0027 11 8883619

IUHANNEBURG Oular Limits Johannesburg:
Tel: 0027 11 482

IDHANNESEURG Ouler Limits Pretoria:

Tek 0027 12342 4

JOHANNESBURG, Wllinis Boak and Games:
Tel: 0027 11 890 92

EOHANNESBURG Warfair:

Tel: 0027 82 431 2242

IOHANNESBURG SOUTH Dragons Den:

027 11432 399

LYN, To CD:

Tel: 0027 12 361 3122
PIETERMARITZBURG, Games Direct:

Tel: +27 33 342 9978

RUSTENBURG, Warcry:

Tl 0027 72 910 2608

UMHLANGA, The Hobby Specialists:
Tel: 0027 31 566 4806

SOUTH KOREA (el

SEOQOUL, Orctown:
Tel: 02 6402 5946

SWEDEN

GW GOTEBORG:
Drottninggaten 52, 411 07,
Tel: 037-1339.
facebook.com/GWGolehorg

GW STOCKHOLM:

Master Samuelsgatan 67, 111 21,

Tel: 08-21 38 40
facebook.com/GWStockholm
BORLANGE, Hobby Drake:

Tel: 076-1888 040

ESKILSTUNA, Lasses Leksaker:
Tel: 0161-303 35

FRITSLA, Fritsla Hobby:

Tek 0320-70166

VLE, Hobbyshopen:

Tel: 026-18 62 99

GOTEBORG, Toys Leksaker & Hobby:
Tek: 031.459401

GOTEBORG, Wizard Games:
Tel: 131-51 41 50

HALMSTAD, LEkcEnler

Tel: 035-15 91 7

HUDDINGE, Humlan Lek & Hobby:
Tel: 08-689 8085

KALMAR, Lek & Hobby:

Tel: 0460-24717

KARLSKRONA, Leksakshuset:
Tel: 0455-24082

KARLSTAD, Spel & Fantasi:

Tel: 054-15 10 70
KATRINEHOLM, Narren Spel:
Tel: 0150-12032

KIRUNA, Lekhuset Lekia:

Tel: B980-825 b5

KUNGSBACKA, Lek & Hobby:
Tel: 0300-14136

KUNGALY, Fréknarna Bus:

Tel: 0303-139 40

LAHOLM, Lekia:

Tel: 0430-10069

LANDSKRONA, Leksakshuset:
Tl 0418-107 90

LIDKOPING, Game Maniacs:
Tel: 0510-25320
LINKOPING, Sagoland:

Tel: 0131-22290

LJUNGBY , Lekman:

Tol: 037213381

LULEA, Barnens Hus:

Tel: 0920220095

LULEA, locus:

Tel: 092069954

LUND, Playoteket Center:

Tel: 0461-27810

LUND, Unispel:

Tel: 046-205 9112

MALMO, Playoteket Center:
Tol: 040-185530°

MALMO, Playoieket Entre:

Tel: 040-185530

NORRKONNG, Hobbyhérnan;
Tol: 0111-621 2

NORREO!’ING, Lekhuset:

Tel: 0112-87070

NORRTALJE, Lekplaneten:

Tek: 0176-12558

NYKOPING, Laka TV-spel:

Tel: 0155281000

ORMINGE, Happies:

Tel: 087152501

SALA, Elons Leksaker:

Tel: 02241 03 14

SKELLEFTEA, Legend:

Tel: 091.01 35 02

STOCKHOLM, Arcane pa Hagagatan:
Tel: 08.22 25 22

STOCKHOLM, Hijgdalens Leksaker:
Tel: 08-749 1146

STOCKHOLM, Dragons Lair:
Tel: 08:654 6

STOCKHOLM Hobbyisterna:
ek 08-403 90300

STOCKHOLM, Science Fiction Bokhandeln:
Tel: 08-21 50 52

SUNDBORN, Giranssons Firg:
ek 023:621 55 (2)

SUNDSVALL, Orions Spel & Bocker:
Tel: 060-155 947

TROLLHATTAN, Hobbyhérnan:
Tek 0520-13363

UMEA, Fantasia:

Tek 090-77 031 60

UMEA, Incrade:

Tel: 090196 580

UDDEVALLA, Olles Leksaker:
Tel: 0522-88520

UPPSALA, Fantasia:

Tel: 018-100150

UPPSALA, Prisfyndet:

Tel: 018-10 66 07

VARBERG, Fyndmagasinet:

Tel: 0340-678990

VIMMERBY, Lekia:

Tol: 0482-21188

VISBY, Skuggspel

Tel: 0498-21 10 8.

VASTERAS, Zellerlund;_

Tel: 021-10 44 91

VASTERVIK, Lekstugan:

Tel: 0490-36171

VAX]O, Helges Hila:

Tel: 047-02 18 60

YSTAD, Tv-Spelshdrnan:

Tel: 41166680

ANGELHOLM, Leksaksmagazinet:
Tel: 043182350

OREBRO, Batalj:

Tel: 01918 46 00

OSTERSUND, Hobbyboden:
Tek: 0635-13310

TAIWAN .l

CHANGHUA, Lian Xin;
Tel: +386 4 5370420

HSINCHU Mini Shoppa:
: +B86 3 5231802

HSINCHU, Style Toy House:
Tel: +886 3 5612499
KAOHSIUNG, Dwarf’s Goldmine:
Tel: +886 7 2299467
KAOHSIUNG, Longmen:
Tel: +886 7 3118867
KAOHSIUNG, Toys Cat:

Tel: +B86 7 6214940
PINTUNG, Texas TV Game Shops:
Tel: +886 8 7212720
TAICHUNG, Fanlasy House:
Tel: +886 4 23143720

TAINAN, Star Tny Castle:
Tel: +B86 6 24704927

TAIPEI, Akmigames:

Tel: +886 2 27419964

TAIPEI, Cacacity:

Tel: +B86 2 23099579

TAIPEI, MPK Hobby Shop:
Tel: +8686 2 26161466

XINBEI, Table Games:

Tel: +886 2 29035898

BANGKOK, A Framing:

Tel: +66 B414 64313
'ANGKOK, Balt[ereld Bangkok:
Tel: +66 2747 971

BANGKOK, 5Itce and Dice:
Tel: +66 8149 £7593

BANGKOK, Thinx Hobby:

Tel: +66 8999 31122

CHIANG MAI, Hobo Books:
Tels +56 B158 25741
CHONBURI, Pattaya Players:
Tel: +66 8909 29523

DNEPROPETROVSK, Toy House:
Tel: 0038 056 747 9213
DONETSK, Toy House:
Tel: 0038 D62 367 5203
KHARKIV, Aladdin:
Tek: 0038 057 715 6310
KY1V, Convercor:

Tel: 0038 067 417 2442
KYIV, Hobby Games:
Tel: 0038 096 108 4064
KYIV, Nastolki:

Tel: 0038 044 360 1917

KYIV, Nastolki:
Tel: 0038 D44 360 1997

Tel: 0038 D44 377 7198
KYIV, Toy House:
Tel: 0038 044 377 7128
KY1V, Toy House:
Tel: 0038 044 377 713
KY1V, Yakaboo:
Tel: 0038 044 503 7069
LEVOV, Hobby World:
138 066 764 2261
ODESSA, Avanguard:
Tel: 0038 050 562 2257

DUBAI, Bishops Trading:
Tel: 00971559487870

www.games-workshop.com
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SUBSCRIPTIONS

When you suhscrihe for
12, 24 or 36 months, get your
first 3 issues for only £3!

This is 2 saving of more than 60% off the cover price.
Hereafter your subscription will be just £9 every 3
months for the remainder of your subscrintion.

e This means you effectively get a FREE issue for
every three months you subscribe when compared
to the cover price

» Get access to each year’s exclusive subscriber
model. Check out this year’s White Dwarf ‘Pirate’
above!

» Have every issue of White Dwarf delivered direct
to your home

o Most importantly, it guarantees you never miss
another issue!

e For more details, go to www.games-workshop.com

01778 392 083

Call now to subscribe

Riternatively fill in the form opposite

D I would like to pay by Direct Debit

(I understand that £9.00 will be debited from my account every 3 months)

Instruction to your Bank

Originator’s s !
Identification Number "; Bg"‘g?ii:’g:}]);lm
388464 pay by . DIRECT

. Debit
To the Manager (Bank Name)...

£ 03 L L PRI, ks Rl b

afnglé of acoayrt halore i
Branch sort code l:”:' DD DD
Bank/Building Society DD DD D DD D

Ref No (Office use anly)

I

R E U] ) R e Rt
Date e e

Banks and Building Societies may not accept Direct Debit Instructions for some types of account

| would like to subscribe to White Dwarf beginning with issue: WD[_J[J[]

.....Forename .....

Address ..
Postcode .

Telephone ( D ¢ode), naiiang

The subscription is a gift
ML iy e e
Surname......

Address
Postcode =
Telephone (inc STD code) ~.oo.ooveeess

RETURN THIS FORM TO
White Dwarf, Warners Subscriptions Dept, FREEPOST PE211, Bourne, Lincs, PE10 9BR
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