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contents, and loads more besides.

But that's not all, of course! This is rather a hobby-
packed issue too. We've got an extended Armies on Parade
feature with a great Space Wolves army, as well as a
Modelling Workshop packed with the best Space Marine
conversions and kit-bashes that we've found from around

If there’s one faction in
Warhammer 40,000 1'd not

want to cross, it'd be the Dark
Angels. Those guys really

bear a grudge, I tell you. The
other faction who tend to let
resentment simmer to unhealthy
levels are the Chaos Space
Marines, who have spent the past
ten thousand years fuming.

So perhaps it’s fitting that the
two factions included within the new Warhammer 40,000
boxed game, Dark Vengeance, are two revenge-fuelled
armies of Dark Angels and Chaos Space Marines. Every
time we release a boxed game we up the ante and raise
the bar with the plastic, push-fit miniatures even more, and
the miniatures contained within Dark Vengeance are a fine
example of this — mighty fine examples indeed. Everytime
| look at them | find a new favourite, but currently I'm
torn between the Chosen with a power fist and the mighty
monstrous engine of destruction that is the Helbrute.

Of course, you'll find loads more about the boxed
game throughout the issue, from a detailed showcase of the
miniatures and a talk to the designers responsible, to a look
at the background of the conflict, six battle reports using the
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DARK VENGEANCE

The Dark Angels Space Marines clash with their arch-rivals the Chaos Space Marines
in the new Warhammer 40,000 boxed game. The set includes two complete armies
and everything you need to fight exciting battles in the 41st Millennium.

Pictures for illustrative purposes only. Praduct con nay vary. Products sold unpainted and unassembled. Certain Citadel products may be
contact us for current availability a Ces. d are for products sold by Games Workshop through its own stores, catalogue or wel
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In Warhammer 40,000,
you and an opponent
take control of opposing
armies of miniatures and
battle it out across the
tabletop in a variety of
thrilling missions.

The Dark Vengeance
boxed game contains
everything you need to
start playing games of
Warhammer 40,000,
including two different
armies — the Dark Angels
and Chaos Space Marines
— a rulebook and a handy
guide to help you get
started on the battlefield.

Box Contents:

* Dark Angels:
1 Dark Angels
Company Master
1 Dark Angels Librarian
5 Deathwing
Terminators
10 Dark Angels
Tactical Marines
3 Ravenwing Bikes
1 Interrogator-

Chaplain *

*The Interrogator
Chaplain is a strictly
limited edition model
exclusive to the Dark
Vengeance boxed
game. However, this
miniature will only be
included while stocks
last, so be sure not to
miss out!

* Chaos Space Marines:
1 Chaos Lord
6 Chosen
1 Helbrute
20 Chaos Cultists

* 48-page full-colour
‘How to Play’ booklet

1 Reference sheet

* 168-page full colour
pocket-sized rulebook

1 Flamer template

* 1 Small blast marker

« 1 Large blast marker

* 1 Dice pack

* 2 Range rulers

WARHAMMER 40,000:
DARK VENGEANCE
Product code: 60010199006

ON SALE 1ST SEPTEMBER

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 slores, cata

Ingue or website. Independent retailers are responsibie for determining their own prices.
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DARK ANGELS

The enigmatic and secretive Dark Angels Space Marines seek absolution in battle to
heal the scars of the Chapter’s ancient past. They are counted amongst Mankind'’s
greatest champions and a terror to those that have turned from the Emperor’s light.

Company Master with Librarian with
power sword force sword

Space Marine with Space Marine with Veteran Sergeant with

Space Marines
plasma gun plasma cannon plasma pistol

with boltguns

Space Marines with boltguns

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citaclel 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 Cames W

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



Deathwing Terminator Sergeant with Deathwing Terminator with assault
storm bolter and power sword cannon and power fist

Deathwing Terminators with storm bolters and power fists Deathwing Terminator
with storm bolter and

chain fist

Ravenwing Biker with

Ravenwing Biker with
bolt pistol

plasma gun

Ravenwing Sergeant
with chainsword

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



CHAOS SPACE MARINES

The Chaos Space Marines once fought for the Emperor, helping to conquer the _
galaxy and unite the disparate worlds of Men, but they fell to the worship of terrible
deities, the dread Gods of Chaos, and now burn, slay and destroy in their name.

Chaos Lord with Helbrute with multi-melta and power fist
power sword and plasma pistol

Chosen Champion with Chosen with power fist
power maul

Chosen with power axe Chosen with boltgun Chosen with
lightning claws

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 respansible for determining their own prices.
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Chaos Cultist Champion Chaos Cultists with autoguns
with shotgun

Chaos Cultists with autoguns Chaos Cultist with
heavy stubber

Chaos Cultist Champion Chaos Cultists with autopistols Chaos Cultist
with two close with flamer
combat weapons

Chaos Cultists with autopistols

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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DARK VENGEANCE CUSTOM CUT FIGURE CASE

This special edition Figure Case includes two custom cut layers of foam designed
to fit every single model from the Dark Vengeance boxed game (including the
Interrogator-Chaplain), and a third layer that has room for 40 more miniatures.

DARK VENGEANCE
CUSTOM CUT FIGURE CASE
Praduct code: 99230199006

ON SALE 1ST SEPTEMBER

WHILE STOCKS LAST g

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous i 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 awn prices.
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SPACE MARINE STERNGUARD VETERAN WEAPONS

Sternguard Veterans are a Space Marines Chapter’s final say in the art of ranged
combat, employing specialist weaponry and ammunition to take the fight to the
enemy and annihilate them with disciplined volleys of superior firepower.

The Space Marine Sternguard Veteran Weapons conversion set

: Y : : : SPACE MARINE STERNGUARD
consists of eight resin components designed to be compatible VETERAN WEAPONS
with any of the multi-part plastic Space Marine kits. The set Product code: 99500101098

includes a heavy bolter and stand, a combi-flamer, heavy flamer,

combi-plasma, combi-melta and a pair of lightning claws for the _
squad’s Sergeant. This Bitz Pack enables you to create a deadly, SHAME SITR SEFTEMEN
well-equipped squad of elite Space Marines that are armed to

destroy any battlefield targets, or to scatter them amongst your

army to provide your Sergeants and characters with a variety of
wargear options.

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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Citadel Finecast is Games Workshop’s range of highly detailed resin
miniatures. This month sees a number of Warhammer 40,000 models released

in Citadel Finecast on our website, a selection of which are shown below.
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THE SANGUINOR, MEPHISTON, CHAPTER MASTER
EXEMPLAR OF THE HOST LORD OF DEATH GABRIEL SETH
Product code: 99800101046 FProduct code; 99800101049 Product code: 99800101050

| ADVANCE ORDER FROM SEPTEMBER 8™ AT

Pictures for illustrative purposes only. Product conte . Products sold unpainted and unassembled. Certain Citadel products ma
contact us for current av. ity and prices. Prices quoted products sold by Games Workshop through its own stores, catalogue or v onsible for determinin,

orrect at time of go
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PHOENIX LORD PHOENIX LORD
KARANDRAS MAUCANIRN ]l:’m: ” YR::!EI: 99800104019
Product code: 99800104022 Product code: 99800104021 fgdeheodes

WWW.GAMES-WORKSHOPCOM

Pictures for illustrative purp only. Product c i Inpail E Certain Citadel products ma Jangerous if incorn 5 correct at time of going to press, please
contact us for current availability and p quote for pro b h its own stores, catalogue or v te. Independent retailers are responsible for determining their own prices.
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This month, a host of the chivalrous Bretonnians are”ﬁjleased in Citadel -~ L&
=i Finecast on our website, a selection of which are shown on this page..Go >
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BRETONNIAN TREBUCHET
Product code: 99810203004

ON SALE 15TH SEPTEMBER

> ADVANCE ORDER FROM SEPTEMBER 8™ AT

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be o us if used incorrectly. Prices correct at time of going to pres A
contact us for current availability and prices. Prices quated are for products sold by Games Workshop through its own stores, catalogue or v dependent retailess are responsible for determining their own prices.
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THE FAY ENCHANTRESS
Product code: 99800203009

ON SALE 15TH SEPTEMBER

BRETONNIAN LORD
WITH LANCE
Produuct code: 99800203011

ON'SALE 15TH SEPTEMBER

WWW.GAMES-WORKSHOPCOM

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used incorrectly. Prices correct at time of going to press, please
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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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, all of which can be seen here.

THE THREE HUNTERS SARUMAN THE WHITE
Product code; 99801464064 Product code: 99801464077

ON SALE 19TH SEPTEMBER ON SALE 15TH SEPTEMBER

GALADRIEL, PROTECTRESS
OF LOTHLORIEN

Product code: 99801463007

ON SALE 15TH SEPTEMBER
ON SALE 15TH SEPTEMBER

HALDIR WITH BOW KINGS OF MEN
Product code: 99801463008 Praduct code: 99801464033

ON SALE 15TH SEPTEMBER

HOBBITS OF THE SHIRE
Product code: 99801461001

ON SALE 15TH SEPTEMBER

16 WHITE DWARF



MOUNTED RINGWRAITH 1 MOUNTED RINGWRAITH 2 MOUNTED RINGWRAITH 3
Product code: 99801466020 Product code: 99801466021 Product code: 99801466022

ON SALE 15TH SEPTEMBER ON SALE 15TH SEPTEMBER ON SALE 15TH SEPTEMBER

A

HARADRIM HASHARIN SHARKY AND WORM
Product code: 99801464081 Product code: 99801464079

ON SALE 15TH SEPTEMBER ON SALE 15TH SEPTEMBER

MAUHUR SHAGRAT CORSAIR BO'SUN
Product code: 99801464078 Product code: 99801462026 AND CAPTAIN

Product code: 99801464080
ON SALE 15TH SEPTEMBER ON SALE 15TH SEPTEMBER
ON SALE 15TH SEPTEMBER

~JADVANCE ORDER FROM SEPTEMBER 8™ AT
WWW.GAMES WORKSHOP.COM
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EEENGINGRIEERVORL DS OF WARHAMMER AND WARHAMMER 40,000 TO LIFE

Black Library publishes a range of novels, short story
anthologies and audio CDs based in the worlds of Warhammer
and Warhammer 40,000. The Black Library website is the place
to go to read exclusive extracts, interviews with the authors and
sneak-peeks 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

Dark Vengeance

With the release of Warhammer
40,000 Dark Vengeance, Black Library
“WARHAMMER will have two exciting new stories
b to tie in to the characters in this
NARU VIENREANDE awesome new boxed game.

LG Written by author CZ Dunn
(author of the Dark Angels audio
[ 7 NUNN Malediction), Dark Vengeance is
perfect if you want to learn more
about the characters in the box.
And what better way to paint your
"WARHAMMER ; awesome new collection of models,
that to the sound of The Ascension

TH[ ASBENEIHN of Balthazar, a gripping new Dark

mHneAn Angels audio drama.

-

R Both of these products are available
from you local Games Workshop, or
online at blacklibrary.com

WARHAMMER

ORION

THE VAULTS OF WINTIR

PATH OF THE §
OUTCAST

2 The eternal king of Athel Loren
trusted brother Horus, t Xy in a pirate C is cursed by dark sorcery, and

Primarch Sanguinius a re ords must lead the Wood Elves
Wi tIh many alien fo e to unmask the traitor within
one of them attac itoc, their ranks before the canker
Chaos upon the p!mm of ¢ ftworld’s fate is i can spread to the heart of the
Signus Prime. Aradryan’s ancient forest itself.

Fear To Tread Path of the Outcast Orion: The Vaults of Winter
ISBN: 978-1-84970-196-9 ISBN: 978-1-84970-198-3 ISBN: 978-1-84970-200-3

Pictures for illustrative purpos: . Product contents may vary. Products sold unpainted and unassembled. Certain (l!.zdei pmduu‘a
may be dangerou. d . Prices correct at time of going to press, please contact us for current availability and
quoted are for products es Workshop through its own stores, catalogue or website. Independent retailers are responsible for
determining their own prices.
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3 RD-497TH NovemMBER 2012

THE BIGGEST BLACK LIBRARY EVENT EVER

MEET OVER TWENTY AUTHORS

That’s right. This is your chance to meet almost o A .
every author currently writing for Black Library as Dan Abnett Graham McNeill James Swallow
well as a few of the talented artists responsible for
the stunning cover art on the books.

ENJOY A WEEKEND OF ACTIVITIES

- Q & A sessions - Art previews
- Dozens of seminars - Signings

‘ ' G 23 ’ \ o nivs 8 : V" n G i !"1" i
1 fGaecas £ ‘ . | WARIAMMER
NEEEMIA i - .. = - : < p —_ S WARHAMMER

JOSH REYNOLDS

THE SIEGE OF
CASTELLAX

WERNER

~ K

(ARFANMMER

BUY PRE-RELEASE TITLES sy
SWORD or

Get your hands on these fantastic new titles, CALEDOR
months ahead of their release date. S R

. A P



———— | DON’T MISS THESE
EXCLUSIVE PRODUCTS

- Hardback novella limited to 1,000 copies

< - Two short story anthologies (one for each day)
E\Hﬂﬁ - Two-disc Space Marine Battles audio drama

Y“ﬁ in a collectable, Weekender exclusive case.

WARHAMMER §
e

BLACK LIBRARY 'BLACK LIBRARY

WEEKENDER WREIE K EEND E'R

BLAGRIBRARY B BLAGNIBRARY

VOLUME ONE — S VOLUMETWO

A LAVISH VENUE

Held in the spacious grounds of the Nottingham Belfry Hotel, the Weekender
promises to be the ultimate getaway for all fans of Black Library.

™ msimmiimel

iﬂqlu ,_-a.‘.;.=in‘:

Order your ticket today:
blacklibrary.com/weekender



VENGEANCE

The Warhammer 40,000 Dark Vengeance boxed game sees the Space Marines of the
mighty Dark Angels Chapter pitted against the treacherous Chaos Space Marines
known as the Crimson Slaughter. Simon Grant rifles through the box contents.




his month heralds the release

of the brand-new Warhammer

40,000 boxed game. Dark

Vengeance is an open doorway

into the world of fighting
battles set in the grim darkness of the far
future. The 41st Millennium is rife with
many warring factions, each fighting for
conquest, glory, retribution or even just
to survive. Dark Vengeance focuses on
one of countless such conflicts that take
place every day in the war-torn universe of
Warhammer 40,000 — a clash between the
secretive Dark Angels Space Marines and
the Crimson Slaughter, a duplicitous host
of Chaos Space Marines.

Upon opening the Dark Vengeance
box, you cannot help but be overwhelmed
by the visual impact of four frames
packed with incredibly detailed plastic

Blessed is the mind too small for doubt.

miniatures. Squad markings, iconography,
elaborate embellishments and other such
details are embossed on the miniatures,
yet many of the models consist of only
three or four separate components. Each
miniature has been ingeniously designed
to fit together as easily as possible
without affecting the width and dynamic
stance of their individual poses. The
Dark Angels Librarian is positioned to be
striding forwards, unleashing a destructive
psychic assault from his outstretched
hand; while the Chosen appear to be
wading into combat, wielding their brutal
melee weapons to lay about them with
savage abandon or advancing implacably,
boltguns in hand.

The undisputed centrepiece to the
collection of miniatures found in Dark
Vengeance is the mighty Helbrute, a

Forgm a Narrative
Jervis Johnson: For me,
it was important that
Dark Vengeance had a
narrative-driven story
behind it. Not only did
this help to dictate the
nature of the miniatures
featured in the boxed
game, but enabled us

to bring the conflict
between the two sides
to life. The scenarios
featured in the How to
Play booklet chronicle
the gathering storm of
events, and the individual
names we assigned to
each character and squad
in the Dark Vengeance
set help create real
heroes and villains for
the story.




Rise of the Cults
Phil Kelly: One of the
things that really appeals
to me about the Chaos
Space Marine force in
the Dark Vengeance box
is the inclusion of Chaos
Cultists. These guys have
always been an exciting
part of the Chaos Space
Marines’ background and
imagery, representing
secretive sects of
mutants, traitors or
malcontents just waiting
for a spark to ignite open
rebellion - a spark often
provided by the arrival of
the Chaos Space Marines
to their world.

Chaos Cultists provide
Chaos Space Marines
players access to large
hordes of models in what
is otherwise a very elite
army. | prefer to use mine
to hold objectives so that
my Chaos Space Marines
are free to take the battle
to the enemy and deliver
a sound thrashing.

) Even a man who has nothing can still offer his life.

raging behemoth and hate-fuelled parody
of the noble Space Marine Dreadnought.
However, this mechanical monstrosity is
not the only new unit to bolster the ranks
of the Chaos Space Marines, as Dark
Vengeance also introduces the depraved
Chaos Cultists to the army. Chaos Cultists
are debased and heretical zealots that
represent the Imperium’s enemy within —
those who have forsaken the benevolent
Emperor to worship the Dark Gods of
Chaos. A motley crew of mutants, hive
scum or disenfranchised sycophants,
Chaos Cultists arm themselves with solid-
slug automatic firearms, stubbers and
improvised clubs or blades.

Arrayed against the forces of Chaos are
the Dark Angels — valiant defenders of the
Imperium, but ever haunted by an ancient
betrayal that nearly tore the Chapter
apart. The legendary Deathwing and
Ravenwing Companies of the Dark Angels
are represented, with five elite Terminators
and a Bike Squadron ready to support their

Battle-Brothers of the Tactical Squad. Both
armies include commanders to Iead them,
making each force a solid foundation from
which to expand with additional units.

Jes Goodwin, the man responsible
for much of the concept work behind
the Dark Vengeance game, reveals what

“Lhaos CUItISty arg; de‘based and heretlcal

TN CHE

inspired the look and feel of the new
miniatures: ‘From a very early stage,

we wanted to pit an elite few against a
more numerous enemy. The Dark Angels
would therefore be outnumbered by the
Chaos Space Marines, but had a cadre of
characters and powerful units such as the
Ravenwing and Deathwing to help even
the odds. By contrast, we gave the Chaos
Space Marines two large squads of Chaos
Cultists — cheap, disposable infantry that
would give the Chaos player a comfortable
numerical advantage — and a brutal war
machine in the form of the Helbrute.

‘The Chaos Space Marines in particular
(namely the Chaos Lord, Chosen and
Helbrute), were designed with a very
specific aim in mind. We wanted them
to look like they had dwelt in the Eye
of Terror for the last ten millennia, their
baroque power armour warped by the
power of Chaos. Similarly, the Helbrute is
no longer man or machine but a hybrid of
flesh and metal with a gaping daemonic
maw around the pilot’s head.

Aside from the miniatures, the Dark
Vengeance set also includes a handy
pocket-sized rulebook. This 156-page
rulebook contains the full Rules section
from the larger Warhammer 40,000
rulebook, detailing everything you need
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Dark Angels

Balthasar, Dark Angels
Company Master

Librarian
Turmiel

3 Interrogator-Chaplain
Seraphicus

Squad Raphael: Dark
Angels Tactical Squad

Squad Barachiel:
Deathwing
Terminator Squad

Squad Arion:
Ravenwing
Bike Squadron
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Crimson Slaughter

Kranon the Relentless,
Chaos Lord

Mortis Metalikus:
Helbrute

Draznicht’s Ravagers:
Chosen

Sect Anarkus:
Chaos Cultists

Sect Tetchvar:
Chaos Cultists
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to know about playing the game, but
condensed into a smaller format for ease
of transportation to games. In addition,
the Reference section at the back of the
book features a comprehensive profile
and weapon list for the units, vehicles and
wargear of every race, as well as the full
rules for using the five psychic disciplines
in battle.

But for those that are new to
Warhammer 40,000 and want to learn
the basics first, or simply fancy engaging
in a unique series of games just using the
contents of the box, Dark Vengeance also
includes a How to Play booklet designed
specifically for that. The opening half of
the booklet explains the key sequences
for playing the game, breaking them
down into manageable chunks in order to
explain each phase in detail. This section
is designed to be as similar as possible
to the introductory games that Games
Workshop staff run in Hobby Centres
across the globe, allowi u to learn the
basics of the game rules.

Having mastered the basic principles
of Warhammer 40,000, you can then move
on to the six Dark Vengeance campaign
scenarios featured later in the booklet.

These missions gradually introduce more
elements to the game as the campaign
progresses. In fact, the first mission is
actually a solo game, only using the Chaos
Space Marines force as they try and stop
the rampaging Helbrute from running
amok. New units and different mission
objectives are introduced as each scenario
is completed, culminating in the final
game where both armies in their entirety
engage in open battle — the prize, the
mysterious Hellfire Stone. Finally, a roster
sheet summarises the profile and wargear
of every model in the box, detailing their
rules and enabling you to field each unit
as required for each scenario.

By this stage, you should be confident
enough to lead your armies to battlefields
beyond your own borders — a friend’s
house, local gaming club or your nearest
Hobby Centre — where your journey into
the 41st Millennium will be well under
way. However, the last two missions are
especially fun to replay, as they include
rules for expanding each army from the
units in the boxed game, helping you to
try out your burgeoning collection as you
add new units, or giving more experienced
players a different gaming challenge.

Elsewhere this Issue
Turn to page 30 to learn
all about the insidious
Crimson Slaughter and
their quest to steal an
ancient artefact known

as the Hellfire Stone from
the Imperial world of
Bane’s Landing.

To view a stunning
‘Eavy Metal showcase
of the miniatures from
Dark Vengeance, turn to
page 36.

Matt Hutson and Andrew
Kenrick fight their way
through all six Dark
Vengeance scenarios in

a series of battle reports,
from page 40.

See what happened

when the hobbyists from
around the Design Studio
got their hands on a few
copies of Dark Vengeance
on page 72.

DARK VENGEANCE
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CLAIM YOUR VENGEANCE'
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.‘REfT HIS MONTH

‘A New War
This month, two of the most revenge-fuelled armies in
Warhammer 40,000, the Dark Angels and the Chaos Space
Marines collide in the latest boxed game, Dark Vengeance.
The boxed set is perfect for beginners as it contains
everything you need to jump straight into the action.

 Don’t Miss Out!
The Dark Angels and Chaos Space Marines are both fierce
factions in the Warhammer 40,000 universe. Ordering your
box set now to your local Hobby Centre will ensure that on
. | 157 September 2012, you will be a part of the excitement
. and be able to finally claim your vengeance.

Limited Edition

A great addition to anyone’s Warhammer 40,000 collection,
Dark Vengeance is full of highly detailed miniatures, and
there is also a limited edition miniature for you to get a
hold of; no collector will want to miss out on this epic box
set, so visit your Hobby Centre for more information!

Seek Vengeance

The contents within Dark Vengeance will allow you and
your friends to play six action-packed campaign scenarios.
Are you looking for that edge in battle, or just want to know
more about Dark Angels or Chaos Space Marines? Visit the
staff at your local Hobby Centre for the best information.

FOLLOW YOUR LOCAL STORE ON FACEBOOK AND TWITTER

wovems  IWWIN.GAMES-WORKSHOP.COM

games-workshop.com
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THE HELLFIRE STONE

The conflict portrayed within the Dark Vengeance boxed game and the Black Library
novella is known as the Battle for Bane’s Landing, fought between the Crimson
Slaughter and the Dark Angels. We decided to delve into the background a little more.

T P |
The Hellfire Stone

The mysterious artefact
known as the Hellfire
Stone is a Khornate altar
that, once anointed with
the blood of a Space
Marine, opens a doorway
to the Warp and allows
a powerful Daemon
through. Long believed
lost or destroyed, the
Hellfire Stone has been
found hidden on the
planet of Bane’s Landing
by the Chaos Marines of
the Crimson Slaughter.

WHITE DWARF

Millennium, the Dark Angels of the

5th Company finally succeeded in
bringing the Chaos Space Marines of the
Crimson Slaughter to battle on the sparsely
populated world of Bane’s Landing.

The Crimson Slaughter — once the Space
Marine Chapter called the Crimson Sabres
— were renegades who had carved a bloody
swathe across through the populated worlds
that dotted the southern rim of the galaxy,
overwhelming garrisons and slaughtering
populations before vanishing into the Warp
once more. Although their rebellion against
the Imperium had been well documented
— if subsequently suppressed — the remote
nature of the planets they attacked

I n the closing moments of the 41st

meant that by the time a distress call was
answered, the Crimson Slaughter had
long departed.

That was until the Crimson Slaughter
made the mistake of engaging the Dark
Angels 5th Company in battle upon the
world of Stern’s Remembrance, slaying
many Battle-Brothers including Company
Master, Zadakiel. Such an act of violence
earned the undying vengeance of the Dark
Angels and Company Master, Balthasar,
swore to hunt down those responsible and
bring their heads back to the Rock.

Relentless was the hunt, across a dozen
worlds, until finally the Chaos Space
Marines were tracked to Bane’s Landing...
or were the Dark Angels lured there instead?




Blessed is the mind too small for doubt.

AN EXTRACT FROM DARK VENGEANCE: THE NOVEL BY CZ.DUNN

SERGEANT RAPHAEL,
TACTICAL SQUAD RAPHAEL

With combat imminent my senses augment and the world
around me slows, allowing me to take in the battlefield and
make the optimum decisions for my squad and I to emerge
victorious. One cultist has already fallen to Turmiel's well-
placed shot but ninc more spring from the undergrowth and
unleash a volley of fire towards us.

My Lyman’s car filters out the other battlefield noise and
while the shells are still mid-air I ascertain that the cultists
are using autopistols and turn my shoulder towards the shots
aimed at me. All three deflect harmlessly off the armour
plating and, with their positions now revealed, I return fire at
the enemy, my shots both measured and aimed, the plasma
pistol’s heat apparent even through my armoured gauntlet.
Their dark masters must be watching over them this day as
only one of my shots finds its mark and a cultist falls to the
ground, briefly spasming before going limp as the rest of
his body realises that the right hemisphere of his brain is no
longer where it should be.

More fire from the undergrowth, but sustained and
accurate this time. A white-haired cultist in a storm coat is
directing the fire and appears to know what he is doing.

As one, Squad Raphacl sensc the subtle shift in the tide
of the battle and seck cover accordingly. Nine of us make it
in time but Regulus goes down hard, a shotgun blast to the
knee robbing him of his balance, and as he raises his head to
make a retaliatory shot several well-placed autogun rounds
take him through the visor of his Mark V helmet, blood
gushing from the cracked lens. He relinquishes his grip on
his bolter and his prone form is peppered with yet more fire
from the cultists, but it is futile. His identifier rune turns
from green to red on my display to indicate that Regulus is
dead. Another Dark Angel fallen on the field of battle.

For the merest fraction of a second all combat activity
ceases. Imperceptible to most but to a veteran Adeptus
Astartes sergeant it registers as an age. Avenge him!" [ yell,
and my squad lay down a withering barrage of fire before
advancing while the cultists cower behind cover, their tactics
evolving in light of the apparent skill of their foe.

While no Space Marinc actively sceks his own end,
the very nature of what we do means that it is always at
our shoulder. In the main, we are the dealers of death, our
primary purpose to kill and to kill well; but this brings
us into contact with others of like mind, though rarely of
comparable skill, and although still rare, the demise of
a Space Marine is something that occurs with alarming
regularity in these dark times. All Space Marines are
conditioned to accept death, be it their own or that of a
battle-brother. and while Squad Raphael’s reaction to the
slaying of one of their own is testimony to the bond between

them, it was an unacceptable lapsc during the heat of combat.
Once we are back on board the Sword of Caliban I will have
Interrogator-Chaplain Seraphicus drill them in the Litanies
of Woe and Loss and remind them to channel any sense of
grief into acts of violence against the foes of the Emperor.

Sensing that their position is about to be overrun, the
cnemy's next move is entirely unexpected. Rather than laying
down covering fire and retreating, they do the exact opposite
and charge towards the onrushing power-armoured figures.

Brother Heskia wheels around with his plasma cannon
and sends a gout of white-hot energy in the direction of four
enemy combatants, but they are too quick and all Heskia
kills 1s a large patch of undergrowth that smoulders and
crackles as the heat vitrifies the scorched earth beneath.

The cultists continue their charge, clubs and knives
raised, and Brother Selaphiel opens fire with his holter.
One of them goes down, his left arm shorn off at the
shoulder, the stump spurting thick crimson gore, but three
of them remain standing and barrel into the Dark Angel,
dragging him to the ground and sctting about him with their
close-combat weapons.

Selaphiel grips one about the throat and chokes the
life from him as he pathetically attempts to bludgeon the
felled Space Marine, and Master Balthasar disintegrates
the skull of another, but the third cultist is able to jam his
serrated blade into the soft scal between Selaphicl’s helmet
and chestplate. Selaphiel grips the cultist’s hooded face and
pushes his fingers through the eye-slit before penetrating the
Chaos worshipper's brain cavity. In onc final defiant act, the
bare-chested cultist twists the knife a hundred and cighty
degrees, a fountain of blood coating his naked torso.

Another identifier rune flashes from green to red.

In the half-century and more that I have served the Dark
Angels as a sergeant, I have only ever lost four battle-
brothers under my command and in the space of just a few
seconds, I have lost half that number again.

No more.

We are Adeptus Astartes with direct lineage to the first
founded Legion. We are no mere successor Chapter, nor
one raised during later foundings. We are the sons of the
Lion and our Chapter bears the same name as his great
Legion did throughout the Great Crusade and the black
days that followed. We carry his genetic legacy and with
it the pride of knowing that we are the Emperor’s finest,
first among equals. Two Dark Angels have laid down their
lives this day and that is two too many. More blood will be
shed hefore this battle is through but it will be us doing the
shedding: more lives will end here upon this distant world
but we will be death’s agents.

I 'will not rest until the enemy is slain and our mission is
through, so swears Sergeant Constantin Raphacl of the Dark
Angels 5th Company.

THE HELLFIRE STONE
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Kranon the Relentless

Sevastus Kranon was once Chapter Master of the
Crimson Sabres Space Marines. Under this command his
Chapter won great accolades, crushing worlds in the name
of the Emperor. His brutal manner, however, earned the
Chapter a darker reputation too. Now reborn as Kranon
the Relentless of the Crimson Slaughter, he is driven to
bloodier, darker acts in an effort to silence the voices
crying out in his mind. On Bane’s Landing he seeks to
banish the voices of his victims forever.
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Mortis Metalikus

% The hapless victim housed within the shell of

this Helbrute was once Sevarion Kranon, true brother

of the Chapter Master of the Crimson Sabres, Sevastus.
Refusing to give in to the bloodthirst that possessed his
fellow Battle-Brothers following the cleansing of Umidia,
Sevarion was imprisoned by his brother and driven mad
during his confinement by the thousands of voices in his
head, before finally being imprisoned within the metal
sarcophagus of a Helbrute, a creature consumed by rage.




The Crimson Slaughter

Formerly the Space Marme Chapter known as the
Crimson Sabres, the Crimson Slaughter were declared
renegade in M41 following signs of psychological
instability and over-zealous prosecution of their
campaigns. Their descent towards excommunication
began on the planet of Umidia, where they purged the
planet’s entire population, believed tainted by the worship
of the Dark Gods.

Subsequent interrogation of captured Crimson Sabres
revealed that the cults of Umidia were in the process
of summoning a Daemon of Khorne, and in revenge
(or possibly reward) for the bloody annihilation of his
followers, Khorne cursed the Crimson Sabres to be

ﬁ Cultist Cham Plons Anarkus and Tetchvar

' Anarkus always ielt he was destined for something
great. When he slew the staff, students and teachers from
the orphanage that raised him, the Cult of the Red Haze
quickly found a use for his talents.

Once a Commissar stationed with the newly raised
Procel regiment, in desperation and madness Tetchvar
threw open the gates to the fortress, inviting the attackers
in. He was spared, but his stormcoat was permanently
stitched to his flesh as a reminder of his treachery.

haunted by the voices of all those they killed. Subsequent
bloodshed could silence the voices, but only for a short
time, so Chapter Master Sevastus led his followers into
the Eye of Terror so they could slaughter traitors to gain a
temporary peace rather than spill the blood of innocents.

Exiled in the Eye of Terror they were blessed with
many gifts to further their combat prowess. Sevastus —
now Kranon the Relentless — learned of the Hellfire Stone,
an altar that could forever free his Chapter from its curse
and silence the voices in his head once and for all.

Joining forces with more powerful Traitor Legions
during a Black Crusade, Kranon and the Crimson Slaughter
began their rampage across a dozen or more worlds in the
southern rim in search for the Hellfire Stone.

Draznicht's Ravagers

X The brutal slayer known as Draznicht was once
reckoned the wisest mind of all the Crimson Sabres. In
recognition of his preternatural perception, when the
Chapter descended to Chaos, his mind was opened to the
Warp and a baleful third eye opened upon his forehead,
ever seeking new ways to unleash murder. Now Draznicht
follows Kranon, not as counsellor, but as his bloody right
hand, ready to unleash the murderous Ravagers on any
who stand in the path of the Crimson Slaughter.
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For every battle honour a thousand heroes die alone, unsung and unremembered.

DARK ANGELS
5STH COMPANY

&F Librarian Turmiel
Aloof and taciturn, Turmiel is a figure viewed even

by his battle brothers of the 5th Company with a measure
of distrust. Such reticence from his fellows causes him
little concern, however, for under the tutelage of Chief
Librarian Ezekiel he has learned that the fear and distrust
of those nearby can be a shield.

Possessing remarkable psychic power both in terms of
brute force and precognitive ability, Turmiel fills a crucial
role in Balthasar’s strikeforce.
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i- Attack Squadron Arion

At the request of Company Master Balthasar, the
Master of the Ravenwing has assigned one of his most
trusted and promising sergeants to join the strikeforce.
Sergeant Arion, leading his brethren Arias and Gethel,
was a veteran of 4th Company prior to his time in the
Ravenwing and is the lone survivor of the company’s
assault on the space hulk Harbinger of Woe. None can
question the skill nor determination of Arion, whose
battle-record truly reads like that of a living-legend.



Dark Angels 5th Company

Within the Dark Angels Chapter, the 5th Company has an
illustrious and much-decorated history. Currently operating
throughout the Draconis System, it is led by Company
Master Balthasar fighting against the multifarious foes

of the Imperium. Upon learning that the Chaos Space
Marines of the Crimson Slaughter had invaded, Balthasar
immediately led a small strikeforce to the Nephilim Sector
in the hope to intercept them and wipe them out.

Such a mission has glorious potential, for the list of
wrongs wrought by the Crimson Slaughter is both long and
sinister, a catalogue of vile deeds and hateful betrayal. The
motivations of the 5th Company run deeper than glory,
however, for they seek vengeance.

n Tactical Squad Raphael

@ When Company Master Balthasar assembled his
strike force, he turned to Veteran Sergeant Constantin
Raphael to stand at his side. Known as the Bulwark of
Caliban by those who have witnessed his unshakeable
resolve, Raphael’s Tactical Squad is a veritable who's

who of the 5th Company. Even the newer members of
the squad, such as Brother Heskia, are warriors of an
exemplary standard and it is in these doughty Dark Angels
that Balthasar entrusts the safety of his mission.

“WARHAMMER
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n Company Master Balthasar
WS Balthasar only recently took command of the
Dark Angels 5th Company, promoted from his post as
Deathwing Sergeant to succeed Company Master Zadakiel
after his death at the hands of Mortis Metalikus during
their bitter encounter on Stern’s Remembrance.

Company Master Balthasar, though new to his rank
cannot be considered inexperienced. A lifetime of war
and his service in the Deathwing has moulded this crafty

warrior into a cunning tactician and an able leader of men.

Those who know Balthasar best do not fear for his ability
to lead his men to victory, but rather harbour concerns
for his ability to put aside his personal need for revenge
against the killers of his predecessor.

a Deathwing Squad Barachiel

* Squad Barachiel is formed of the Chapter’s

elite, seasoned veterans who have known, and fought
alongside Balthasar as Battle-Brothers for many years in
the Deathwing. Their presence on the mission is a matter
of honour for every Company Master is a member of the
Deathwing, and thus the murder of Zadakiel at the hands
of the Chaos Space Marine Helbrute is a personal matter.
With storm bolter, power fist and assault cannon, these
brothers seek righteous retribution.

THE HELLFIRE STONE
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DARK ANGE LS

The Dark Vengeance boxed game contains a host of superbly detailed Dark Angels
Space Marines. Here we present a showcase of these wonderful new
miniatures painted by the "Eavy Metal team.

INTERROGATOR-CHAPLAIN SERAPHICUS

Kornel Kozak: The challenge with painting such a detailed miniature — particularly one
with black armour ~ was to make him stand out from the crowd. | achieved this with
lighter highlights on areas such as his tabard and brighter contrasting tones.

Veteran Sergeant Raphael

DEATHWING
SERGEANT BARACHIEL

COMPANY MASTER  /
BALTHASAR
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Faith without deeds is worthless. = /40,000,

DARK ANGEL TACTICAL SQUAD _
Dave Holmes: The Dark Angels from Dark Vengeance hail from the B
5th Company, so | painted the appropriate Company badge on the left el
kneepad of each Tactical Marine.

Terminator with storm bolter and Terminator with assault cannon and

Terminator with storm bolter and
power fist

power fist chain fist

RAVENWING BIKERS

”

Ravenwing Biker with bolt pistol Ravenwing Sergeant Arion
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CHAOS SPACE MARINES

The "Eavy Metal team painted two complete sets of the Chaos Space Marines from
the Dark Vengeance box - one as the main protagonists, the Crimson Slaughter; the
other to join the ranks of Abaddon the Despoiler’s dread Black Legion.

MORTIS
METALIKUS,
HELBRUTE

Dave Heathfield: The Crimson
Slaughter Chaos Space
Marines were painted a
vibrant red to contrast
with the Dark Angels. |
added a fleshy blend to
the Helbrute’s abdomen,
as if the pilot interred
within the Helbrute had
begun to meld with its
sarcophagus, warped
by the power of Chaos.

CHAOS CULTIST
CHAMPION TETCHVAR

Chaos Cultist with autopistol
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CHAOS LORD KRANON -~
THE RELENTLESS ;

Joe Tomaszewski: | wanted to reinforce the Warp-
forged nature of the Chaos lord’s wargear using a
light blue to stand out on his weapons and armour.

Chaos Cultist with autogun

Chaos Cultist with autopistol

CHAOS CULTIST
CHAMPION TETCHVAR

Chaos Cultist with autogun




Chaos Cultist with flamer

The guilt of heresy weighs heavy on the soul.

Chaos Cultist with autopistol

Chaos Cultist with autogun

‘WARHAMMER -~
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Chaos Cultist with autogun

DRAZNICHT'S RAVAGERS, CHOSEN

Dave: For the Chosen, | applied gold to their baroque power armour much mare liberally than | would for normal Chaos Space Marines — as favoured
champions of the Chaos Gods, the Chosen needed to stand out from the crowd to reinforce their esteemed position in the army.

Chaos Cultist with autogun

Chaos Cultist with autogun

Chaos Cultist with autopistol

Chaos Cultist with heavy stubber
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Blessed is the mind too small for doubt.

Included in Warhammer 40,000 Dark Vengeance is a starter booklet that includes six

missions using just the contents of the boxed game. The White Dwarf team thought
they looked like such fun they played through them not once, but twice!

Simon: Here in White Dwarf we like
playing games of Warhammer 40,000 of
all sizes, from small-scale skirmish games
revolving around a narrative mission to
huge, sprawling affairs involving teams of
players and tens of thousands of points. So
when we got hold of the Dark Vengeance
boxed game and found the How to Play
book contained a series of six special
scenarios using the contents of the box, we
were all eager to get stuck in and try them
out for ourselves.

This booklet is a great way for
newcomers to Warhammer 40,000 to
learn how to play the basics of the game,
as its step-by-step tutorials give players
a good grounding in how to get started.
Once you've played through these tutorials
you'll have all the knowledge you'll need
to tackle the introductory scenarios, which
slowly ease you into playing a full game
with a wide range of interesting scenarios
and situations. In fact, the first two of these
scenarios don't even require you to have
an opponent as they're solo games - you
take control of one of the forces involved
whilst your enemies are assumed to follow

~— THE BATTLE Bregys!

specific rules of engagement, enabling you
to control their actions without undue bias
(we've got an eye on you!).

The first few scenarios only require a
fairly small gaming space (namely one or
two sections of a Realm of Battle board).
However, as the campaign progresses the
battlefield grows larger to accommodate
the gathering forces arrayed against one
another, culminating in an exciting final
scenario that sees both full armies from
the Dark Vengeance boxed game vying for
overall victory in the campaign.

When it came to finding hobbyists to
play the scenarios there was no shortage
of volunteers for either side. Andrew made
it clear that he wanted to play with the
Chaos Space Marines — who wouldn’t want
a Helbrute to command? — and only had to
stare down a couple of challengers to win
the privilege. Matt decided that he wanted
to play the Dark Angels — he might not have
an army of them (yet), but Matt is the expert
on Space Marines no matter the Chapter (so
he keeps telling us).

With that decided, we grabbed a set
and headed for the gaming area.

Th

e Rematch
Andrew: One of the
things suggested in the
How to Play rulebook
is that, once you have
fought your way through
the six missions, swap
sides and fight them
again. Needing no excuse
to spend another day
playing Warhammer
40,000, this is exactly
what Matt and | did once
we'd finished the battle
reports. Having played as
the Chaos Space Marines
first time around, it
made a refreshing
change to have the upper
hand when it came to
firepower with the Dark
Angels. I have to admit
though, Matt handled
the Chaos Space Marines
with far greater skill than
I had managed...

How to Pla

The How to Play starter booklet included in Warhammer
40,000: Dark Vengeance is a great introduction to the
game. As well as a background section introducing the

grim darkness of the far future, the booklet includes

step-by-step tutorials to help teach you the basics of
Warhammer 40,000, culminating in a series of missions
that only use the miniatures included in the box.
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Ceasc and repent!

MISSION 1

! RAMPAGE

/4, The Helbrute known as Mortis Metalikus has gone berserk and is attacking its own
comrades. They must try to deactivate the rampaging behemoth before it destroys

?’g
/# them all!

Mission Briefing
The first mission is a solo
mission, which means it’s
designed to be played by
a single player. The
player takes the Chaos
Space Marines from

the box, but must fight
against himself — the
Helbrute acts in a
predetermined manner,
rampaging towards the
closest target each turn.
The Helbrute must be
whittled down to a single
Hull Point and then

the Chaos Lord must
deactivate it in assault.

he first game was somewhat unusual,
in that it was a solo mission fought
by one player. Andrew took up

the mantle of the Chaos Space Marines,

so it fell to him to fight the mission. The
Helbrute, Mortis Metalikus, was on the
rampage amidst the Chaos camp and so
the Chaos Lord, Kranon the Relentless, had
to deactivate it. No easy task, as I'm sure
you’ll all agree — the Helbrute was more
than capable of smashing up anything in

Andrew’s force, both at range and up close.

The Helbrute had to be reduced to
a single Hull Point before Kranon could
deactivate it, but there were only a handful
of weapons that could penetrate its tough
hide - Kranon'’s plasma pistol and the
Chosen’s power fist could punch a hole
right through it, but the heavy stubber and

¥

]
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the Chosen’s boltguns could only cause
glancing hits from behind so had to be
in the right position. Worse still, if the
Helbrute slew Kranon the Relentless, the
game would be a draw at best.

The Helbrute took the first turn and
its programming dictated that it would
always move towards the closest target.
The obvious plan of attack was to distract
the Helbrute with Cultists long enough
for the Chosen and Chaos Lord to get into
position behind it. Andrew was very careful
when he deployed, precisely measuring the
distance between the Helbrute and each
of his units so that the recalcitrant machine
didn’t decide to go for his prize units —
Kranon especially — by mistake. He had to
be careful when attacking too, as he didn't
want to wreck the Helbrute by mistake!

The Cultists are sent after the
Helbrute to act as bait — squishy,
1 squishy bait.




As the Chosen attack it from
the front, Kranon the Relentless
attempts to deactivate it.
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As planned, the Helbrute charged
towards the Cultists of Sect Anarkus,
unleashing a super-hot beam of energy
from its multi-melta as it did so. The heavy
weapon missed its target, but this only
provoked the Helbrute into a greater rage
and it assaulted them. The Cultists were
powerless against it, three of them torn
apart by the rampaging brute before the rest
thought better of it and fled the battlefield.

In attacking the unit of Cultists, the
Helbrute had presented its rear armour to
the Chosen, who opened fire with their
boltguns. The Chosen scored a single
glancing hit, reducing Mortis Metalikus to 2
Hull Points.

Kranon the Relentless, clambering
down from the adjacent city ruin where
he had deployed (safely out of the way of
his true brother), levelled his plasma pistol
at the Helbrute as well. Under normal
circumstances this might have been a risky
shot, as the plasma pistol was more than
capable of penetrating the Helbrute, but
in this mission the Don’t Destroy Him!
special rule meant any penetrating hits
automatically counted as glancing. The
searing plasma erupted as it set the pseudo-
organic hull ablaze, but before the beast
could turn to face its antagonist, Andrew
sent the second unit of Cultists into the
Helbrute's path.

The Helbrute turned to face the next
closest target, Sect Tetchvar, who were

ignorant of the danger as they prepared

to act as bait. Sure enough, the Helbrute
lumbered towards the second unit of
Cultists, blowing one apart with a blast
from its multi-melta before charging into
combat with them. The Helbrute slew a
Cultist and then, because the unit was
unable to damage it, Andrew voluntarily
chose to have Sect Tetchvar fail their
Morale check and run away. This time the
Helbrute — surprisingly fast despite its size
— caught them as they fled with a Sweeping
Advance. Mortis Metalikus turned, the
Chosen and Kranon in its sights.

The Helbrute now only had a single
Hull Point remaining, which meant that
Kranon could enter the deactivation
sequence after engaging it in close combat.
Andrew contemplated assaulting it with
both Kranon and the Chosen, but this was
risky — the Chosen would get no saving
throw against its power fist, which meant it
could easily kill them and win the combat
if Kranon failed at his task.

So instead Andrew just charged in with
Kranon the Relentless. Fortunately Kranon
struck with one of his attacks, which meant
that he could attempt to shut down the
rampaging brute. Andrew rolled a dice,
scoring a 5 — Kranon had successfully
entered the deactivation sequence and the
Helbrute was rendered inactive. And not a
moment too soon, as Kranon was next in
line to be splattered.
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The largest miniature
included in the Dark
Vengeance boxed game
is the Helbrute, Mortis
Metalikus. This rampaging
beast — a Chaos Space
Marine hard-wired into

a hulking armoured shell
—is a vehicle with a high
armour value on both the
front and the side. Only
the plasma pistol wielded
by the Chaos Lord and
the Chosen’s power fist
could penetrate it from
the front and side, whilst
the Chosen could glance
it with a krak grenade

if they were lucky. The
other weapons wielded
by the Chosen could only
glance it from behind.
Meanwhile the Helbrute
was more than capable of
instantly killing anything
in the Chaos Space
Marine army, either

with its multi-melta at
range or its $10 power
fist attacks in melee.

The Helbrute must be
handled with a great deal
of care!

The Helbrute




Hate begets Hate.

/17 MISSION 2
¢t THE LONG 6 WINDING ROAD

, The Dark Angels arrive on Bane’s Landing and send out a Ravenwing patrol.
It immediately runs into detachments of Chaos Cultists and is forced to fight
a series of running battles in order to survive.

Mission Briefing

The second mission is a
solo mission. The player
takes the Ravenwing

Bike Squadron and must
fight three successive
waves of Chaos Cultists
(called engagements). The
Ravenwing must leave
the board by the opposite
edge to complete the
engagement. Surviving
bikers are then used

in the subsequent
engagement. At least

one biker must exit the
battlefield in the third
engagement to win.

Squadron would have to battle through
three successive waves of Cultists,
making it off the opposite board edge.

For the first engagement, Matt set up the
Cultists with autoguns as close to his bikers
as possible, whilst the other squad were set
up at the opposite end. Matt reasoned that
if he could get into combat with the Cultists
with the long-ranged weapons as quickly as
possible, he could mitigate any damage to
his squad, and then engage (or evade) the
other squad on his own terms as they were
only armed with pistols.

The Chaos Cultists had the first turn,
shooting at the bike squadron with their
autoguns — amazingly, four out of five hit,
but none could wound the Ravenwing. In
return the Bike Squadron hit the Cultists five

In the second mission Matt’s Bike

times, killing two of them. The Ravenwing
then charged in, slaying all but one of

the Cultists and forcing him to flee. He
scrabbled away as the Dark Angels gunned
their engines in pursuit.

In the Cultists’ turn, the lone surviving
Cultist continued to flee. His other brethren
rapidly closed with the Ravenwing,
snapping off shots with their autopistols
as they did so before charging in to
assault. Matt's Overwatch was particularly
accurate, however, killing three Cultists as
they assaulted. Sergeant Arion then killed
another in melee but the survivor refused to
flee, forcing the Ravenwing to spend their
own turn finishing him off before exiting
the board and completing their first patrol.

At the start of the second engagement,
Matt tried a different strategy, this time




placing the Cultists with autoguns far away
so he could engage those armed with close
combat weapons as soon as he could.

The Cultists began their turn by
wounding one of the Ravenwing bikers, but
Matt passed his saving throw. The Cultists
then charged into melee, one dying to
the overwatch from the bikes and another
two to their chainswords. Frustratingly, the
remaining two Cultists held, forcing Matt to
slay them in his own turn.

In the Cultists’ turn, their autoguns
were in range and wounded one of the
Ravenwing. Once more, Matt saved, before
Turbo-boosting off the edge of the board.

Engagement 3 was a tougher prospect,
given the sheer volume of Cultists. He
wasted no time in getting stuck in, blasting
away at Anarkus’ squad before hurtling
onwards towards the opposite edge. The
Cultists then struck lucky, as a shot from an
autopistol slew one of the Ravenwing!

On their turn, the Dark Angels blazed
away at the Cultists, killing the flamer
before riding the rest down in assault. The
squad were then assaulted by Tetchvar and
his Cultists, and although they wounded
them three times Matt made all his saves.
Sergeant Arion issued a challenge and,
after a couple of rounds, managed to slay
Tetchvar. The rest of the Cultists were then
wiped out, Matt driving off the board to
complete his final patrol.
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Sergeant Arion challenges Cultist
Champion Tetchvar in combat,
cutting down the traitor,




: _.'] Even a faithful servant may turn on its master.
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19 MISSION 3

¥ AMBUSH

€\ A combat squad of Dark Angels Space Marines are in position to ambush a much
it larger force of Chaos Cultists. At a whispered command by Sergeant Raphael, the

Mission Briefing

The third mission
recreates a small-scale
ambush by a handful of
Dark Angels on a larger
force of Chaos Cultists.
Both sides win by wiping
out the opposing force.
As the Chaos Cultists
have been ambushed they
cannot declare a charge
and can only fire Snap
Shots in the first turn of
the game. They cannot
Go to Ground or fire
Overwatch either in the
first turn, making up for
their superior numbers.

! Dark Angels launch their surprise attack!

oth of Andrew’s units of Chaos
B Cultists started the game in a specific

position, staggered down the middle
of the battlefield. Andrew chose to deploy
Sect Anarkus (armed with close combat
weapons and autopistols) furthest forwards,
hoping to weather the initial fusillade from
the Dark Angels and charge forwards, ready
to assault the Combat Squad in Turn 2. Sect
Tetchvar (armed with autoguns and a heavy
stubber) deployed in the rearward position,
aiming to get a few turns of shooting in
whilst the Dark Angels tangled with the
Cultists of Sect Anarkus.

Matt could deploy anywhere, so long as
his models were more than 6" from a Chaos
Cultist, but deployed in a fairly circumspect
manner at the opposite end of the board,
hidden within the ruins atop a fallen aquila.

i sl 3 18
Sergeant Raphael orders his Tactical 4
Squad to take up position ready to
ambush the Chaos Cultists.
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The Dark Angels took the first turn
and, as their weapons were all in range
already, felt no need to move any closer.
Andrew had expected Matt to target the
closest squad first. He was proven correct
as Matt picked on the unit armed with the
close combat weapons rapidly closing on
the Tactical Squad. The plasma cannon
fired first, hitting Sect Anarkus square
on and killing four, the white-hot energy
obliterating them outright. The Dark Angels
then fired their boltguns, killing another
three, including Cultist Champion Anarkus,
who had found himself the closest target
after the plasma cannon’s victims had been
removed. Andrew attempted to make a
Look Out Sir test to save Anarkus, but he
only rolled a 3 and the turncoat Commissar
was blasted apart in a storm of bolt shells.
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The two units of Cultists scrabble |
into cover and out of the way of the §
Dark Angels’ withering firepower.

To their credit, despite seven of their
number perishing, the Cultists’ nerve held
and they stayed put.

In the Chaos Cultists’ turn, Sect Anarkus
advanced on the Dark Angels’ position,
hoping to scrabble into cover before the
plasma cannon could target them again. As
it was, they didn't quite reach the shelter
of the ruins, leaving them right out in the
open. Only able to fire Snap Shots this turn
anyway, Sect Tetchvar scampered forwards
too, similarly trying to put some cover
between them and the Dark Angels.

In the Shooting phase Andrew tried
to bring as many of his weapons to bear
as possible, firing both autoguns and the
couple of autopistols that were in range.
As the Cultists were surprised in the first
turn, they needed 6s to hit anything.
Unsurprisingly, only one autogun hit, but
he failed to wound the Dark Angel.

In Matt’s second turn, he largely kept
his Tactical Squad in place. Battle-Brother
Heskia, armed with the plasma cannon,
stood rooted to the spot as his heavy
weapon spooled up, whilst his brothers
moved forwards to bring their boltguns into
rapid-fire range.

This turn Matt did the unexpected, and
rather than fire at Sect Anarkus unleashed
Combat Squad Primus at Sect Tetchvar,
whose autoguns were approaching rapid
fire range — they might not be accurate
weapons, but they more than made up
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for it in volume of shots. The plasma
cannon hit about as accurately as was
possible, Matt rolling a hit on the scatter
dice and a double-1 on the distance, and
all six Cultists caught in the blast were
vaporised. Although he hit with another
four bolter shots, he only wounded and
killed with one. Unfortunately for the Cult
of the Red Haze, the attack claimed their
second leader — Cultist Champion Tetchvar
followed the example of his brethren
Anarkus from the previous turn and failed
his Look Out Sir roll. Sect Tetchvar did not
follow Sect Anarkus’ lead in holding firm,
however, failing their morale check and
promptly turning to flee.

In Andrew’s second turn, his two
units of Cultists looked as though they’d
seen better days, both having lost their
leaders and a good number of brethren.
The misery continued when Andrew rolled
a double-6 to see if Sect Tetchvar would
rally, and then an 11 when rolling to see
how far they'd flee — straight off the board!
With only a handful of Cultists from Sect
Anarkus left, Andrew now found himself in
the decidedly unenviable position of being
outnumbered and outclassed by the Dark
Angels. Deciding that he'd rather go down
fighting, he charged the Cultists in. Squad
Raphael’s Overwatch killed one, however,
and Raphael himself finished the other two
off in melee. The Dark Angels” ambush had
paid off, the Cultists all slain.
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The Rematch

When Andrew and

Matt swapped sides for
a rematch, the results
were very different for
the Dark Angels! Andrew
tried a bold strategy
and, rather than holding
the Chaos Cultists off

at range, launched his
ambush from far closer
to the enemy lines. His
reasoning was that the
Cultists couldn’t charge
on the first turn anyway,
and if his boltguns were
in rapid fire range to
start with he'd have a
greater chance of wiping
one of the squads out.
And indeed that is

what happened, as Sect
Tetchvar were wiped out
in a single devastating
volley. Unfortunately,
Sect Anarkus were in
position to get into
combat on Turn 2 largely
unscathed, and although
the Tactical Squad
eventually prevailed, it
was not without suffering
heavy losses, including
their Sergeant, Raphael.
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All treachery will out.

! MISSION 4

! PSYCHIC STORM

/%\ Following reports from the Ravenwing, Librarian Turmiel uses his powerful psychic

- SRR
Mission Briefing

This mission pitches
Librarian Turmiel against
a much larger force

of Chaos Cultists and
whichever side can slay
the other first wins. Both
sides receive considerable
reinforcements as the
game goes on — the
second unit of Chaos
Cultists arrive on Turn 2,
whilst the Chosen arrive
on Turn 3. The Dark
Angels also have potent
allies, the Deathwing
Terminators arriving at
the start of Turn 4.

he fourth mission was radically

different to what had come before

— Matt’s lone Librarian faced down
overwhelming numbers of Cultists. With
only a single model on the battlefield at
the start of the game and two whole units
of Chaos Cultists facing him from Turn 2,
Matt would have to be canny for Librarian
Turmiel to survive long enough for the
Deathwing Terminators to arrive on
Turn 4. Andrew had less time to wait until
his reinforcements arrived, as a second
unit of Chaos Cultists would arrive on the
battlefield on Turn 2 and the Chosen would
arrive at the start of his Turn 3.

Matt’s best chance of survival was to

engage the first unit of Cultists as soon
as possible, hoping to kill them before
their hardier reinforcements arrived to

powers to attack the Chaos Cultists in their base. Turmiel is unaware that the Cultists
/g:1  have powerful allies nearby, however...

take advantage of their superior numbers.
Fortunately for Matt, with a 3+ armour save
Turmiel was pretty impervious to anything
the Cultists might have. Unfortunately,
both Turmiel’s sidearm and psychic power
were short range, so he'd have to close to
within 12" to use them — in other words,
charge distance for the Cultists. Once
the Deathwing arrived, the battle would
definitely turn in his favour, as they were
mare than a match for even the Chosen.
Andrew, in turn, needed to overwhelm
Turmiel as soon as possible, really making
his superior numbers count to swarm
over the Librarian and slay him. With
Terminator armour, the Deathwing will
be a tough nut to crack, but fire enough
autoguns and autopistols at them and Matt
will eventually roll some 1s. The Chosen
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Summoning his innermost reserves
of power, Librarian Turmiel casts
Smite on the Cultists.

have a selection of specialist weapons that
they can turn to cracking the Terminators
too — Draznicht’s power maul allows him
To Wound on a 2+, whilst the lightning
claws offer a re-roll To Wound. Better yet,
they’ll be striking in Initiative order whilst
most of the Terminators will be striking last
because of their power fists. And, if nothing
else, the power fist one of the Chosen is
armed with will rob even a Terminator of
his armour save, forcing him to rely on

his 5+ invulnerable save. Matt deployed
Turmiel and got the first turn, spending his
entire first turn running straight towards the
unit of Cultists from Sect Anarkus. Armed
only with autopistols, Sect Anarkus had
little option but to close on the Librarian as
swiftly as possible, so duly ran forwards as
well, closing the gap between them and the
Dark Angel.

On his second turn, Matt advanced
more cautiously, bringing Turmiel within
range of the Cultists of the Red Haze. He
cast Smite, slaying three of the Cultists and
forcing Andrew to take a Morale check.
Andrew failed the test, and the Cultists
promptly turned tail and fled towards their
board edge.

At the start of Andrew’s Turn 2, the
second unit of Cultists arrived from his
board edge, taking up position amidst the
city ruins and training their autoguns on
Librarian Turmiel. Fortunately for Andrew,




And they shall know no fear.

This was the first game
that the Dark Angels
Librarian, Turmiel,

was used. Librarians

are Psykers, able to
command potent psychic
powers to obliterate the
enemy or bolster the
abilities of their allies. In
this mission, Turmiel only
has a single such power,
Smite, but it’s a good
one. Smite only has a
short range but fires four
Strength 4 shots with
AP2, meaning that the
only thing in the Chaos
Space Marine army proof
against it is the Helbrute.
But Turmiel is also nasty
in an assault, for he has 2
Wounds and Attacks and
is armed with a deadly
force sword. A force
sword acts as a power
sword, but if he injures a
character with multiple
Wounds - such as Kranon
the Relentless — he can
channel his psychic
powers into it and try to
slay them instantly!

Librarian Turmiel

The Deathwing Terminators of
Squad Barachiel arrive from

reserve, Deep Striking into battle.
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the Cultists of Sect Anarkus, heartened by
the arrival of reinforcements, rallied and
headed back towards their aggressor. In the
Shooting phase Sect Tetchvar opened fire
on Turmiel, but Andrew failed to hit with
any of them.

Matt’s third turn was over all too
quickly, Turmiel failing his psychic test,
leaving him decidedly stranded in the
open as the Cultists closed in on him.
Unfortunately for Andrew, fortunately
for Matt, Sect Tetchvar managed to miss
with their autoguns once again and Sect
Anarkus, now back in range to charge once
again, botched their roll as Andrew only
rolled a 3 on 2D6. Draznicht’s Ravagers
arrived on this turn as well, accompanied
by Kranon the Relentless. The elite squad
moved through the ruins to close with the
Librarian, whom their power weapons and
power fists would easily slay up close.

At the start of the next turn, the
Deathwing Terminators of Squad Barachiel
arrived too by Deep Strike, Matt aiming
to have them arrive right in front of the
Chosen, interceding between the Chaos
Space Marines and Librarian Turmiel. It was
a somewhat risky deployment, as it was
an area of the battlefield ringed by enemy
models as well as plenty of terrain — one
wrong roll on the scatter dice could see
them lost to the Warp! Matt did indeed
scatter, but only a short distance. The

Deathwing were, importantly, still in plenty
of range of both Cultists and Chosen alike.
Turmiel commenced the Shooting phase
by casting Smite on the Cultists of Sect
Anarkus, hoping to drive them off once
more. Although he cast it successfully this
turn, Matt missed with all four shots! The
Librarian’s mind was obviously elsewhere.
The Deathwing were altogether more
accurate, targeting the nearest unit — Sect
Tetchvar. The assault cannon blasted one of
the Cultists apart, and a storm bolter caught
Cultist Champion Anarkus himself square
in the chest, Andrew having failed a Look
Out Sir roll for his character. For the second
time this game, Sect Anarkus turned and
fled, running straight off the table.

As he had not enjoyed much success
at range, Turmiel decided to bring his force
sword to bear and charged Sect Tetchvar.
Misery was heaped upon misery, however,
as Matt botched his charge roll and then the
Cultist with a flamer wounded the Librarian
with a wall of flames. In the subsequent
turn, before they could even countercharge,
one of the Cultists killed Librarian Turmiel
with his autopistol. The Terminators
were too late, but would soon have their
vengeance as the Chosen failed to charge
the Deathwing. To compound their failure,
one of the Chosen was gunned down by the
assault cannon as it spat out a hail of shells
in Overwatch.
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The Deathwing Terminators engage ¥ ii 3
the Chosen in a brutally short, - ., o B AN 2 : 3 L
close-range firefight. Hin ” a o =L © R

In the Dark Angels’ turn Squad T T T e R
Barachiel focused all their fire on
Draznicht's Chosen. Their overwhelming The Rematch
firepower inflicted eight wounds and Matt got altogether luckier with the Chaos Space Marines in the rematch than

Andrew did. It didn’t help Andrew that the first time his Librarian tried to

cast Smite, he did so with a double-1 - a successful roll, but also triggering a
Perils of the Warp attack, reducing him to 1 Wound. Sect Anarkus were able to
take advantage of this when they charged into combat, and although Turmiel

Andrew failed almost all of his saving
throws — only the Chosen Champion,
Draznicht himself, survived thanks to a

lucky Look Out Sir roll. Draznicht's nerve didn’t go down without a fight, he succumbed to the Cultists’ attacks. The
held, however, and he stayed put. Deathwing’s first round of shooting only succeeded in finishing off the Cultists
In Andrew’s next turn, the remaining that had killed Turmiel. Matt managed to get his Chosen into melee, Draznicht
unit of Cultists charged the Deathwing, slaying Sergeant Barachiel in a challenge. Andrew managed to botch several of
Andrew hoping to bog them down long his saves, losing a couple of Terminators, and although the remaindgr managed
enough to get Draznicht into the melee too. to slay the last of the Chosen, Matt’s Cultists overwhelmed the survivors.

Two of the Cultists died to Overwatch from
the Terminators’ storm bolters. Sergeant
Barachiel stepped forward to issue a
challenge and was answered by Tetchvar.
Barachiel found himself unlucky, however,
failing to strike the Cultist Champion down
before being dispatched by a lucky blow in
return. The rest of the Terminators slew the
surviving Cultists with their power fists and
Tetchvar fled the combat.

In their turn, the Deathwing fired
everything they had at Draznicht, but
Andrew made all his saving throws. As
the Terminators charged the lone Chosen,
one of them was slain by the Champion’s
Overwatch. Draznicht then killed another
Terminator in assault with a hefty swing
from his power maul, Matt fluffing his
second 2+ saving throw in a row, before the Deathwing Terminator Chaos Chosen ,
remaining power fists slew him in return. Srgeaat Harschs ChmEi P

Victory to the Dark Angels, and to Matt!
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MISSION 5

FIREFIGHT

Following Turmiel’s attack, the two sides have gathered all of their troops, and a
bloody firefight ensues. Whichever side can inflict the heaviest casualties on the
enemy will be victorious.

The Chaos Space Marines, under
Kranon the Relentless’ direction,
pour out of the ruined shrine.
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he objective of this scenario was to

score more victory points than the

other player, which were awarded for
wiping out squads (1 victory point each)
and killing characters or the Helbrute (2
victory points each), with the two Warlords
(Kranon the Relentless and Company
Master Balthasar) worth even more (3
victory points). The obvious route to
winning is to inflict as many casualties as
possible whilst sustaining many yourself,
but as victory points are only awarded for
wiping out whole squads the real trick
would be to focus fire and make sure that
enemy squads are completely destroyed
before moving on to the next target. In
other words, both players would have to
exercise strict target priority.

This was to be the first mission to
use all of the Dark Angels (Interrogator-
Chaplain Seraphicus excepted, although
Andrew used the Chaplain during their
rematch — see later) and the Chaos Space
Marines miniatures included in the boxed
game, and both Matt and Andrew were
looking forward to pitching their heaviest
hitters against one another. Especially
the Helbrute, which was by far the most
powerful unit included in the box, and had
made a mess of any of the Chaos Space
Marines it had got its hands on during the
first mission. Andrew was looking forward
to seeing what it would do when set loose
upon Matt's Dark Angels!

‘WARHAMMER
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| The Dark Angels occupy the ruined
| buildings, commanding lines of
sight across the battlefield.

Andrew won the roll-off, so got to
deploy first and have the first turn. He
claimed the side of the board with the
Shrine of the Aquila deployed in it, his
Cultists no doubt having defiled the ruined
building in the process. In fact, Andrew
chose to use this single terrain piece to
deploy all of his models in, as it not only
gave him good lines of sight for his models
but also provided a fair amount of cover
for the Chaos Space Marines. Sect Anarkus
deployed at the base, ready to pour through
the doors and into the open, whilst Sect
Tetchvar and the Chosen occupied the
ramparts so as to fire at anything that
moved within range.

Matt occupied the ruins on the opposite
side of the board, his heavier weapons
taking up good firing positions to hose
down any Chaos Space Marines as they
emerged from the shrine. Matt knew that
the Chaos Space Marines would have to
close with his own men as he had the
weapons with the longer range, so he made
sure his heavy weapons had good lines
of sight. As the foe ran across the open
ground, Matt would have plenty of time
to respond with overwhelming firepower
before moving his elites into position to
finish up squads — or at least, that was
the plan.

As the Dark Angels” weapons were
of far longer range than Andrew’s (Sect
Tetchvar's heavy stubber aside, but that was
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The fifth mission is

first opportunity for
both players to use their
entire forces, and it’s
very much a game aimed
at pounding the living
daylights out of one
another. The player with
the most victory points
at the end of the battle
wins the game. Victory
points are gained for
units that are completely
destroyed or have fled
the table at the end

of the game. Kranon the
Relentless and Company
Master Balthasar are
worth 3 victory points
each; the Helbrute and
Librarian Turmiel are
worth 2 victory points
each; and all the other
units are worth 1 victory
point each. The players
would have to make
sure they completely
destroyed a unit to get
the victory points - a unit
that was mostly destroyed
or was still fleeing on the
board at the end of the
game wouldn’t count!




The Warlords

This was the first
opportunity for the
players to use their
respective Warlords -
the Chaos Lord, Kranon
the Relentless, and the
Dark Angel’s Company
Master, Balthasar.

These two independent
characters are both
formidable presences on
the battlefield, each more
than a match for another
squad but roughly equal
compared to one other,
with almost identical
characteristics. Both

are armed with either a
plasma pistol or a combi-
plasma, as well as power
swords, meaning that in
a duel between the two,
they’d have to rely on
their invulnerable save. It
was here that Balthasar
has a slight edge, as his
iron halo gives him a

4+ invulnerable save
compared to the 5+ save
afforded by Kranon

the Relentless’ Aura of
Dark Majesty.

hardly going to win the game no matter
how lucky it got), the Chaos Space Marines
were forced to abandon the shelter of the
Shrine of the Aquila and close with the
Dark Angels. The open ground between the
two deployment zones was largely without
cover, except the scattered line of craters,
so Andrew was forced to hug those as his
men advanced, running as fast as they
could towards the enemy lines.

Although Matt had the advantage
of range, the majority of his rapid fire
weapons remained out of range this turn.
His assault cannon opened up on the
Cultists of Sect Anarkus, hitting with all four
shots and gunning down four traitors in a
hail of bullets and blood. The Cultists feared
Kranon the Relentless far more than death,
so continued their dogged advance. The
plasma cannon wielded by Battle-Brother
Heskia thrummed into action, unleashing
a bolt of energy at the mighty Helbrute,
Mortis Metalikus, but it missed its mark by
7", exploding amidst the craters.

In the second turn, the Chaos Space
Marines had little choice but to continue
to push forwards towards the Dark Angels,
eagerly closing the distance so that they
could open fire. Pausing in its relentless
advance only long enough to fire, the
Helbrute blasted at the Ravenwing Bikers
streaking closer, but its multi-melta missed
wildly. Sect Tetchvar fired at the Deathwing,

and although one of the Cultists actually
managed to hit his target, the slug pinged
off the Terminator’s thick armour, Matt

contemptuously passing his saving throw.

In return, Squad Barachiel continued
to fire at Sect Anarkus, their heavy calibre
ammunition shredding the remainder of the
Cultists, wiping the squad out and claiming
a victory point for Matt. Tactical Squad
Raphael leant their weight of firepower
to the shoot-out too, focusing fire on the
second unit of Cultists, Sect Tetchvar, who
were slowly closing on their position.

The boltguns, now in range, slew three
members of the Cult of the Red Haze,
whilst both the plasma cannon and the
plasma gun were on target too, claiming
another four Cultists. The Cultists continued
to pour forwards, however, undaunted by
their rapidly diminishing numbers. Finally,
the Ravenwing fired their plasma gun at
the Helbrute but the bolt of plasma merely
sizzled off its mutating hull, Matt unable to
roll greater than a 3 to penetrate.

Their numbers diminished under the
fusillade of fire from Company Master
Balthasar’s strike force, the Chaos Space
Marines continued to advance. The
Helbrute closed with the Ravenwing of
Squad Arion, eager to swat the black-
armoured bikers that kept irritating him
with their plasma gun, whilst Kranon the
Relentless led the Chosen on towards
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A liberated mind is a haven for treachery.

Although Matt had been
using the Ravenwing
Bike Squadron since
the second mission, this
would be the first game
where they could really
bring their superior
manoeuvrability to bear
on the battle. Armed
with both boltguns

and a plasma gun, the
Ravenwing were able to
threaten almost anything
in the Chaos Space
Marine army, including
the Helbrute. In fact,
Matt used their speed to
zoom round the back of
the metal monstrosity,
where all of his weapons
could be fired at the
weak point of its rear
armour, their bolters
whittling its Hull Points
down to wreck it.

Their speed was to
prove useful to Matt in
the final game as well,
as their ability to Turbo
Boost afforded them both
amazing speed and near
invulnerability to harm.

The Ravenwing

WHITE DWARF

Tactical Squad Raphael. The Helbrute fired
its multi-melta at the Ravenwing, this time
managing to score a hit. But Andrew was
left cursing his luck as the roll To Wound
came up as a 1, and the blast fizzled
harmlessly from the bike’s carriage.

In Matt’s turn, Librarian Turmiel joined
the Deathwing Terminators and together
with the squad turned their punishing
firepower upon Draznicht’s Ravagers — the
Chaos Space Marine Chosen. The heavier
power armour of the Chosen unit was no
more protection to them than the Cultists’
lighter armour, and four of the elites were
felled by the fusillade. Matt continued to
focus his fire upon this one target, eager to
claim another victory point, Squad Raphael
firing both its plasma cannon and its
plasma gun at them too, killing the Chosen
Chaos Space Marine that was armed with a
power axe.

Turn 4 began with the few remaining
Cultists of Sect Anarkus closing with the
Dark Angels Tactical Squad, whilst Kranon
led the Chosen towards the respite of cover
from the plasma weaponry trained on them.
In the Shooting phase, the Chosen were
forced to run to reach the relative shelter
of a crater, at least garnering them a 5+
cover save the next time the plasma cannon
fired at them. Sect Anarkus fired at Squad
Raphael, slaying one of the Tactical Marines
with their flamer. Andrew pondered

charging them into combat against the
Space Marines too, but reasoned that if they
were going to be wiped out, he'd sooner
force Matt to wipe them out in his own

turn rather than get a free attempt with
Overwatch and in melee.

Sure enough, when it came to his turn
Tactical Squad Raphael finished off the
Cultists, but at least they’d been forced
to do so in their own Shooting phase
and not in Andrew’s turn. This was scant
consolation, however, as Matt still had
plenty of guns spare to fire at the Chaos
Space Marine Chosen. Matt started off the
Shooting phase with Librarian casting Smite
on the unit of Chosen, but Andrew rolled
a 6 and successfully Denied the Witch,
stopping the psychic power before it could
wreak havoc — its AP of 2 would deny them
their armour save as surely as a plasma
cannon. The Terminator Squad then opened
fire, continuing their run of deadly accurate
shots by slaying the last of Draznicht's
Ravagers and leaving Kranon standing on
his own in the cover.

Elsewhere, the Ravenwing Bikers
gunned their engines and ploughed into
the dangerous terrain that were the craters,
Matt attempting to angle them to get a shot
at the rear armour of Mortus Metalikus.
Although Matt failed one of his Dangerous
Terrain tests, he passed his armour save. The
Ravenwing’s plasma gun missed, but a hail

Sergeant Arion and the Ravenwing
=8| Biker Squadron zoom round the
0 back of the Helbrute.
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Finding himself alone, Kranon the
| Relentless recklessly charges into
| combat with the Dark Angels.

e 1l

of shells from the rest of their boltguns not

only hit, but scored three glancing hits. The
Helbrute was reduced to 0 Hull Points and
was wrecked!

Not known as the Relentless for
nothing, Kranon ploughed on into the ranks
of the Dark Angels, heedless of the fact that
the rest of his army had been systematically
wiped out by the enemy. Levelling his pistol
at Squad Raphael, Kranon the Relentless
slew one of the Tactical Marines with a bolt
of blazing-hot plasma, before charging into
assault. Although the Tactical Squad failed
to hit the Chaos Lord with their overwatch,
Company Master Balthasar was altogether
more accurate and wounded him before
declaring a challenge.

Kranon the Relentless struck Balthasar
five times, wounding him four, but Matt
was as lucky as ever and successfully made
all of his invulnerable saves from his iron
halo. Balthasar failed to hit Kranon, and
the combat was drawn. In the following
turn, the Deathwing Terminators charged
in. Although they could not intercede in
the challenge, they could still lend their
support to the challenge and grant Matt an
additional re-roll to hit. Both combatants
wounded the other, but both were saved
and the game ended with the hated foes
locked in combat.

Matt, having wiped out everyone but
the Chaos Lord, had comfortably sealed
his victory.

e e S R IR T U e e
The Rematch

The rules for the scenario suggest that you can add in extra miniatures to your
army if you want, simply adjusting the victory points tally if you do so. When
Andrew and Matt swapped sides to play Mission 5 again, Andrew added in the
one model from the boxed game that he’d not had the chance to play with yet
— Interrogator-Chaplain Seraphicus, who the players agreed would be worth

2 victory points. Seraphicus proved instrumental in the battle, leading the
Deathwing in a devastating charge against the Chosen. Unfortunately, both the
Helbrute and Kranon the Relentless proved more than a match against the rest
of Andrew’s army, Matt leading them into combat with Tactical Squad Raphael,
whilst Mortis Metalikus squashed both Turmiel and then slew Balthasar with his
multi-melta after Andrew failed his Look Out Sir roll!

Chaos Lord Interrogator-Chaplain
Kranon the Relentless Seraphicus
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Only a righteous man can withstand the Emperor’s gaze.

MISSION 6

THE HELLFIRE STONE

The Dark Angels have discovered that the Chaos Space Marines’ objective is to steal
an ancient artefact called the Hellfire Stone. They must be stopped from doing this at
any cost or the consequences will be unthinkable!

In the final mission,

both sides are trying to
capture a valuable object
called the Hellfire Stone.
This is represented by

an objective marker in
the centre of the board,
which can be picked up
and moved by any model
that moves into contact
with it. Whichever side
has the objective in their
control at the end of

the game will win the
game and seal the fate of
Bane’s Landing — but who
will it be?

Mission Briefing

Kranon the Relentless and his

traitorous followers deploy amidst

the city ruins.
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Ithough the mission doesn’t require
Ayou to have any terrain to play it, we

wanted a cool centrepiece for the
final game- and what could be cooler than
the towering edifice known as the Fortress
of Redemption, appropriately covered in
Dark Angels iconography. If this isn’t the
most suitable terrain piece for mine and
Matt’s most climactic battle, then | don’t
know what is! The heavy weapons mounted
on it weren't active, which was fortunate for
whichever side didn’t start in it.

Matt and | both rolled off to see who
got to deploy first. Matt won the roll-off
and elected to deploy in the Fortress of
Redemption, declaring it as the rightful
property of the 1st Legion. For this mission,
Matt split his Tactical Squad into two
separate Combat Squads — Combat Squad

Primus led by Sergeant Raphael and
containing the plasma gun, and Combat
Squad Secundus, containing the plasma
cannon. He deployed both in the Fortress of
Redemption, the former ready to advance
on the Hellfire Stone, the latter to provide
covering fire. Deathwing Squad Barachiel
deployed in the middle of the deployment
zone, out of cover, their Terminator armour
proof against all but the Helbrute’s multi-
melta (and they'd still get a 5+ invulnerable
save against that). Matt also chose to deploy
both Librarian Turmiel and Master Balthasar
with the Deathwing, intending to advance
this unit into the midst of Andrew’s army
and soak up all the firepower whilst the
Ravenwing Bike Squadron — deployed just
behind the Terminators — zoomed forwards
to grab the Hellfire Stone and run.




The Dark Angels deploy in and
around the imposing edifice of the
Fortress of Redemption.

Faced with the formidable firepower of
the Dark Angels army, Andrew tried his very
best to deploy his army in as much cover
as possible. Alongside a number of craters,
there were enough city ruins to shelter
the Chaos Space Marine army — at least to
start with — so Andrew deployed as many
of his models in here as he could fit. He
hoped to claim a cover save for when Matt
started firing his AP2 plasma weaponry in
his direction, although knew that he'd have
to venture out of cover if he was to claim
the Hellfire Stone before the Dark Angels.
Rather than deploy him with the Chosen,
as he had up till now, Andrew chose to
deploy Kranon the Relentless in with Sect
Anarkus — the Chaos Cultists armed with
close combat weapons and autopistols.
Andrew was thinking like a Chaos Lord,
fully intending to use the Cultists as a meat
shield to soak up wounds long enough to
get Kranon into combat with one of the
Dark Angels characters, who he had a
reliable chance of mincing up in an assault.

Matt took the first turn, stoically
marching Squad Barachiel — along with
Turmiel and Balthasar — forwards. Combat
Squad Primus advanced too, leaping down
from the Fortress of Redemption to bring
their boltguns to bear. Rather than zoom
forwards right away — where they would
prove an exceptionally tempting target to
the Chaos Space Marines — the Ravenwing
instead hung back behind the Deathwing.
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In the Shooting phase, Matt fired almost
all of his plasma weaponry - except his
plasma pistols, which were still out of range
— at the Helbrute, as they were the only
weapons that could possible penetrate its
thick armoured shell, at least from the front.
Although both the Ravenwing’s plasma gun
and the plasma cannon hit, neither rolled
high enough to glance, let alone penetrate,
only succeeding in drawing the ire of the
enraged beast.

The Deathwing Terminators chose to
ignore the swarming Cultists and instead
opened fire at the Chosen, who were
deployed next to the Helbrute. The assault
cannon managed to either miss or fail to
wound with all its shots, but one of the
Chosen was felled by an accurate shot from
a storm bolter.

In the Chaos Space Marines’ first turn,
Andrew advanced on the flank with both
his Chosen and the Helbrute, striding
purposely towards Combat Squad Primus,
who had just left the safety of the Fortress
of Redemption. Kranon led the Cultists of
Sect Anarkus surging forwards towards the
centre of the battlefield, heading straight
for the Hellfire Stone and the Deathwing
beyond. Sect Tetchvar remained in the
safety of the city ruins, their weaponry
already in range.

In their Shooting phase Sect Anarkus
targeted Squad Arion — the fast-moving
Ravenwing Bike Squadron. Andrew was
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Draznicht's Ravagers
The unit of Chaos Chosen
are a formidable addition
to the Chaos Space
Marine army, almost the
equal of the Deathwing
Terminators. The

Chosen are more than
capable of slaying either
the Ravenwing Bike
Squadron or the Tactical
Space Marines in melee,
their selection of power
weapons able to ignore
the 3+ armour save of
these Dark Angels units.
Even against Terminators,
they can pose a threat,
as the unit includes a
power fist that will smash
straight through, and
their superior Initiative
allows them to strike
before the cumbersome
power fist-armed Dark
Angels. Unfortunately in
such a match up, without
Terminator armour or an
invulnerable save, they
have to inflict wounds

on the Terminators before
the Terminators crush
them in return with their
power fists.




Squad Barachiel

The Deathwing
Terminators of Squad
Barachiel had proven
themselves to be worthy
of the title of elites
throughout the missions
so far. Their Terminator
armour had - with only
a couple of unfortunate
rolls of a 1 — been proof
against almost everything
Andrew had managed

to throw at them. Better
still, they had dished out
an eye-watering amount
of firepower, obliterating
Chaos Cultists by the
dozen, units of Chosen
and many more besides.
Part of this was the fact
that their storm bolters
and assault cannon
allowed them to advance
whilst still firing at full
capacity and up to 24"
and part of it was that
Matt was exceptionally
lucky with them, rarely
missing with any of
their shooting attacks
and rarer still failing an
armour save.
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all too aware that their high speed allowed
Matt to snatch the Hellfire Stone and then
move flat out, keeping the objective out

of reach for the rest of the game. Four of
the Cultists hit and, rather more incredibly
given the low Strength of their firearms,
three of them wounded. Unfortunately
Matt’s armour held true and he made all his
3+ saving throws.

The Helbrute lifted his pulsating multi-
melta and fired a shot at the Ravenwing,
but missed (surprising no one, as the
Helbrute had failed to kill anyone at range
so far today). The Chosen were altogether
more accurate, blasting away at the
Bike Squadron with their boltguns. They
wounded three times and one of the bikers
failed his save — unfortunately for Matt, he'd
manoeuvred the plasma gunner into range
to shoot the Helbrute but this had made
him the closest target.

In Turn 2, Matt continued his relentless
advance with both the Deathwing and
Squad Raphael, bringing them into close
range of the Chaos Space Marines. Squad
Barachiel continued to steadily chip
away at Draznicht’s Chosen, the assault
cannon slaying one of the elite Chaos
Space Marines.

Unfortunately, as Sergeant Raphael
drew his plasma pistol to fire at Mortis
Metalikus, his weapon overheated
catastrophically, slaying the stalwart

Sergeant in a burst of overheated plasma.
Continuing his run of bad luck, Matt
managed to fail to wound the Chosen with
any of his boltguns, and his plasma cannon
was wide of the mark, its blast detonating
amidst the ruins recently occupied by Sect
Anarkus. Finally, as if to add insult to the
injury, Company Master Balthasar fired a
shot with his combi-plasma but Matt rolled
yet another 1 to hit causing the unstable
weapon to overheat. Once more he failed
his save, but fortunately Balthasar had his
full complement of wounds remaining.

Andrew hoped to capitalise on a
dismal turn for the Dark Angels, his army
mostly unscathed during the last turn. The
Ravenwing had begun to flank around
the side of the Hellfire Stone, so Andrew
moved his Chosen in position to head them
off and deny them their prize. The Helbrute,
Kranon and Sect Anarkus moved towards
the Deathwing.

Once more the Helbrute missed with its
multi-melta, but the Cultists were altogether
more accurate and both an autopistol and
the heavy stubber wounded, although Matt
at least saved. As if to rub salt in the wound
of Maltt's misfortune with plasma weaponry,
Kranon'’s plasma pistol slew Sergeant
Barachiel, Matt not only failing his save but
also his Look Out Sir roll.

In the Assault phase, the Chosen
charged the two surviving Ravenwing, who
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Zeal is no excuse.

The Rematch

When the two players
swapped sides, Andrew
once again including
Chaplain Seraphicus
alongside the rest of

his army. Rather than
zoom in and seize the
Hellfire Stone with his
Ravenwing - as Matt had
done — Andrew advanced
using the Deathwing to
shelter Turmiel until the
Dark Angels Librarian

could seize the objective.

The Deathwing then
created a screen whilst
the Ravenwing ran rings
around the Helbrute and
the Cultists, Librarian
Turmiel withdrawing

to the Fortress of
Redemption with his
prize. The Deathwing
Terminators then

closed with the Chaos
Chosen and Kranon the
Relentless, Sergeant
Barachiel slaying the
Chaos Lord in a close-
fought challenge. Victory
went to Andrew in

the rematch!

"?‘ﬂ L_E - i :
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failed to wound any of the Chaos Space
Marines with their Overwatch. Sergeant
Arion then slew Draznicht in a challenge,
the Chosen failing to hit in reply.

The Helbrute, Kranon and the Cultists
also charged the Deathwing. Andrew
was (uncharacteristically, some might
say) cunning, declaring a charge with his
Helbrute first to reduce the damage the
Deathwing’s Overwatch could inflict.

The Helbrute crushed the Terminator
wielding the assault cannon, whilst the
Cultists wounded five times and managed
to kill two of the Deathwing! In return

the Deathwing could only kill two of the
Cultists. Kranon and Balthasar fought a
challenge, both warlords inflicting a wound
on their counterpart, and the combat was

a draw.

In the Dark Angels’ third turn Matt went
back on the offensive once again, although
his ranged weapons found themselves with
a dearth of targets, as many of the Chaos
Space Marines were locked in combat. His
plasma cannon, however, targeted Sect
Tetchvar, slaying one of the Cultists.

In the Assault phase, the Tactical Squad
charged into the Chosen, hoping to save
the Ravenwing by killing the Chaos Space
Marines first, but could only kill one. In
the other combat, neither the Chaos Lord
or the Company Master could wound
one another, but both the Librarian and

the Terminators slew a couple of Cultists
apiece. The Helbrute killed the last of the
Terminators, drawing the combat again.

In the Chaos Space Marines’ turn,
the Tactical Marines and the Ravenwing
managed to slay the last of the Chosen,
freeing the bikers to grab the Hellfire Stone
on their next turn. Kranon the Relentless
finally killed Balthasar in the challenge and
the Helbrute slew Librarian Turmiel.

InTurn 5, Sergeant Arion grabbed the
Hellfire Stone and zoomed away, whilst
Combat Squad Primus moved to intercept
the Helbrute, throwing a krak grenade at
it whilst Combat Squad Secundus blazed
away at Kranon and his Cultists.

The Helbrute was not distracted by
the Tactical Squad, smashing through the
Fortress of Redemption’s walls to head off
the Ravenwing. Finally its multi-melta hit,
reducing one of the bikes to molten slag.
Kranon charged Combat Squad Secundus,
but was slain by Overwatch and the last of
the Cultists finished off in combat.

Despite the Helbrute's best efforts,
Sergeant Arion still held the Hellfire Stone
and zoomed away. Then, in the very last
Shooting phase, the Helbrute got a bead
on Arion once more and blasted him with
the multi-melta. The game would be a draw
unless Matt could make his jink save...
which he duly did!

Matt won the final mission!




CONCLUSION

Andrew: Well that was an awful lot of fun!
Who'd have thought we could have six
such different games with the same set of
miniatures? Well, we did, twice in fact as
we played through a second time once we
were done.

One thing stood out from all the games,
and that is, despite their overwhelming
numbers, the Chaos Space Marines were
seriously outgunned by the Dark Angels
facing them. With 20 models, almost
all armed with boltguns or some even
nastier weapon, Matt was able to keep
up a punishing rate of fire from across the
battlefield, forcing me to come to him
rather than the other way round.

That said, | certainly had plenty of
things in my favour. As mentioned, |
seriously outnumbered Matt in pretty much
every scenario, forcing him to focus his
attack on part of my army at a time or else
be wiped out by sheer weight of dice. The
second thing in my favour was the Helbrute
— boy, that thing’s not only hardy, with little
in the Dark Angels army that can touch it,
but it can kill things both up close and at
range. The only disappointment
was that it didn’t kill as much as it could,
no, should have done!

Terminators prove instrumental in
capturing the objective.

Matt: I'd like to start by saying that
obviously | won by superior tactics and
being an altogether more brilliant player,
but I'm much too modest to write that.

| must say that it was a great deal of
fun, with each of the missions very different
from one another and providing a different
tactical challenge. I think my favourite
scenario was Mission 5: Firefight, as | not
only got to use my entire force, but there
were some great standout moments too.
In particular, when the Ravenwing burned
rubber to zoom round the back of the
Helbrute and shot it in the rear armour,
looking suitably awesome as they did so.

As much as | had fun playing with both
armies (we swapped after we'd played
through once), the Dark Angels — with three
characters and serious firepower — were
probably the more rounded of the two
forces. The Deathwing in particular were
my favourite unit — they probably killed
more than anything else, and took more
than their fair share of firepower in return.

The Chaos Space Marines, on the other
hand, with the Helbrute and the Chosen,
had some seriously fun toys to play with
and | thoroughly enjoyed stomping about
with them an awful lot.
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The Battle Rages On
Of course, the Battle for
Bane’s Landing and the
Dark Vengeance boxed
game are really only the
start of your journey
into the war-torn galaxy
of Warhammer 40,000.
Both forces provide

a great starting point
for collecting a larger
army of Dark Angels or
Chaos Space Marines
too — a few more units
and you’ll be well on
your way to being able
to field a mighty army!
With a copy of the
boxed game you have
everything you need to
carry on playing games
of Warhammer 40,000,
including the rules for
picking an army and a
selection of additional
scenarios to play. If you
want even more ideas for
games, then make sure
you pick up a copy of
the Warhammer 40,000
hardback rulebook, as
this has even more ways
to play in it!
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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.

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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MUNITORUM TEMPLATES I g i

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 S
introduced in the Warhammer proEct i S i
M i INECE
40,000 rulebook. s e R A O
OV

Product Code: 60220199001

MUNITORUM " ol
BATTLEFIELD % g
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

AVAILABLE NOW IN STORES AND FROM:

WWW.GAMES-WORKSHOP.COM
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SCENERY SHOWCASE

BANE’S LANDINC

The Dark Vengeance campaign takes place on the sparsely populated world of Bane’s
Landing. Here we showcase a number of terrain pieces that perfectly represent the
sort of architecture that might be found on the planet’s surface.

The war-torn battlefields of the 41st
Millennium are strewn with the debris
of ancient civilisations that have been
lost to the passage of time or left in ruins by
conflicts past. Of the million worlds that lie
within the boundaries of the Imperium, the
mark of Imperial architecture is an ever-
present reminder of the populace’s duty to
Mankind and of the absolute authority of
the High Lords of Terra.

Bane’s Landing, the setting for the battle
between the Dark Angels and the Chaos
Space Marines of the Crimson Slaughter,
is just such a world. However, such is the
dilapidated state of Bane’s Landing, its
population but a fraction of most Imperial
worlds, that any battlefield terrain is best

represented by _5|1atter8dr ruined buildings The floor of one bunker annexe is dominated Many sections of the building show signs of
and rusted detritus. by the launch bay doors of a missile silo. wear and tear from previous conflicts.
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Blessed is the mind too small for doubt.

Fortress of Redemption

Proudly displaying the insignia of the
Chapter that constructed the mighty edifice,
the Fortress of Redemption is a favoured
defensive emplacement of the Dark Angels.
Not only is a Fortress of Redemption a very
thematic terrain piece for the Dark Angels,
but will make an awesome centrepiece for
the final climactic mission.

The Fortres s @ powerful missile

iith the
insignia of the Dark els e to reveal a
launch bay loaded v '€ :
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The Martyr’s grave is the keystone of the Imperium.

ii\ Shrine of the Aquila
Nothing exemplifies the majesty of the Imperium more than
A the symbol of the aquila. Thus is the Shrine of the Aquila
£ seen as the manifestation of Imperial rule and a sign of its
1 authority. Though the building may lie partly in ruins, the
aquila itself remains proud and unbowed - a parody of the
i Imperium itself in an Age of Darkness.
;| That a Shrine of the Aquila would be found on the
:t  world of Bane’s Landing is unsurprising; that the Crimson
fgdt  Slaughter should seek to defile such a symbolic building
g is without question. In a game, the shrine’s large walls
S effectively block line of sight, allowing canny players to
*  close the distance to their enemies unscathed.
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Battlefield Debris

The addition of some scatter terrain can really help to
break up any large expanses of open space on your
battlefield. Battlefield debris such as ammunition
dumps, fuel reserves and tank traps are not only suited
to almost any battlefield, but provide infantry with some
rudimentary cover behind which to take shelter from
incoming fire. However, not only does battlefield debris
provide a cover save to any models hiding behind them,
but many have additional perks. For example, any
model within 2" of an ammunition dump is able to re-
roll failed To Hit rolls of 1 in the Shooting phase.



Sanctum Imperialis ﬂ L
A shattered ruin once dedicated to the Imperial Creed, the Sanctum Imperialis is a Apt
multi-level building that is a great place for the Chaos Cultists to defend and seek \ 1
shelter from the withering firepower of the Dark Angels. %

Battlescape &

Nothing quite depicts the fallout of a previous battle better than the
Battlescape terrain piece. The skull-and-crossbones sign implies that
this area of terrain may be booby-trapped — perhaps an exploding mine was the
cause of the wrecked Rhino chassis. To represent such hazardous terrain, why
not agree with your opponent to make Dangerous Terrain tests to traverse it?
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If you're looking to start your own collection of Warhammer 40,000 scenery to
bring your battles from the Dark Vengeance boxed game to life, look no further
than these fantastic examples of atmospheric terrain kits.

No battlefield is complete without a variety of terrain to fight
over. The kits displayed below are only available to order
online, but you can pick up the terrain shown opposite in
your local Hobby Centre. These pieces of scenery are perfect
for depicting a contested battlefield on Bane’s Landing.

Fortress of Redemption

An unyielding citadel consisting of a large tower and

two bunker annexes, the Fortress of Redemption proudly
| displays the iconography of the Dark Angels Chapter.

Product Code: 99120101082

Moonscape
A set of five different variations of plastic craters

that can be used to decorate your war-torn
battlefield, representing artillery blast craters or |
the scars of orbital barrages.

Product Code: 99220199037

‘ Battlefield Accessories

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

| Product Code: 99229999041
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Honoured Imperium

A three-piece kit containing

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

Product Code: 99120199023

Imperial Bastion

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

Product Code: 99120199018

Citadel Wood

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

Product Code: 99129999002

Manufactorum

\ WARHAMMER
The shattered remnants of -
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a factory or warehouse, the s

Manufactorum kit creates a
building emblazoned with
the cog wheel symbol of the
Adeptus Mechanicus.

Product Code: 99120199009

{}
Basilica Administratum ) g :
The ruins of a building that A
once serving as a central hub 348

of the Imperial bureaucracy
known as the Administratum,
this building can be assembled
in a number of different ways.

Product Code: 99120199005

Skyshield Landing Pad

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

Product Code: 99120199016

Acgis Defence Line

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

Product Code: 99120199015

Sanctum Imperialis

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

Product Code: 99120199008

AVAILABLE NOW IN STORES AND FROM:
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Andrew: As sure as the sun will rise, when a new
boxed game arrives in the office the Studio’s hobbyis
will flock around, eager to get their hands on some of
the finest miniatures around. And who are we to stand
in their way?

Most of our willing volunteers painted a few
miniatures to add to their armies — or, in the case
of Dan Harden, to start a new army. Army painters
Chris Peach and Duncan Rhodes took it one step
further, painting nearly two complete sets to make an
impressively large Alpha Legion army, shown below.
Turn the page to see how everyone got on.
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Hope is the first step on the road to disappointment.

Chris’ Chaos Lord is named Alpharius in
honour of the Alpha Legion’s Primarch.

The Chosen have been painted with 1
blue armour, but highlighted green.

As an insurgent force, the Alpha
Legion army has lots of Cultists in it.

74 WHITE DWARF

The fleshy parts of the Helbrute
contrast with the dark blue armour.
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We featured Steve Bowerman’s
back in Jul g Il now F

s busy ad
contents of Dark

sngeance to his initial force too.

irs army includes 8 3 - e Andrew painted his Cultist to fit in
ht Lords, so ; 3 e T e with his Death Guard, with white
robes and rusted weapons.

Dan Harden loved the Deathwing FEEu oS v Christian Byrne painted his Chaos
models so much he couldn’t resist & - : Lord as a Word Bearer to add to
painting one himself! . his existing army.
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MODELLING WORKSHOP

SPACE MARINES

Inspired by the release of the resin Space Marine Bitz pack this month, we took
a look around the site at our head office in Nottingham to check out some cool
examples of converted Space Marines, courtesy of our own hobbyists.

he Space Marines are blessed with an enormous Wolves, Blood Angels, Dark Angels and Black Templars
range of multi-part plastic kits with myriad different make for an even greater variety of plastic components. The
legs, bodies, heads and weapon options, all of which Space Marine Bitz packs further develop this range with

are interchangeable — a practise known as kit-bashing. The shoulder pads bearing embossed Chapter or squad insignias

Chapter-specific kits for the Space as well as even more weapon options.

Forge World’s Mark Bedford heavily kit-bashed these Blood Angels, Our very own Andrew Kenrick used the Flesh Tearers Shoulder Pads on
handpicking each component to achieve a finished look that was as dynamic every model in his army. This iconography enabled him to maintain a
and visually impressive as possible on the tabletop. consistent identity throughout his entire Flesh Tearers collection.

=,

.

Robin Cruddace
Games developer Robin Cruddace
has been collecting his army of
Howling Griffons for almost ten
years. His ultimate aim is to use
every component from the Space
Marines range somewhere in his
army, from the Armour through
the Ages and lron Hands bodies,
to small conversions such as drum
or belt-fed boltgun modifications.
Robin is a firm believer that the sign
of a good conversion is when the
finished result is not immediately

| obvious, as if the model was

| actually sculpted that way.

Duncan Rhodes likes to make
subtle use of select Dark Angels
components on his Black Templars.

Eddie Eccles combines Tactical
Space Marine parts with his Blood
Angels components for variety. = e SR O TP =N
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B:amaby Newton used the? Crfmsqn "Eavy Metal painter Chris Innes When assembling these two Ultramarines, Nick Bayton incorporated a
Fists Con?mand Pack to display his made a legion of the Damned pointing arm from the Space Marine Devastator Squad kit and a grenade
Sergeant’s Chapter heraldry. Space Marine from plastic kits. hand from the Space Marine Assault Squad to add a sense of action.

Rik Turner

A stalwart veteran of the UK White
Dwarf team, Rik has been collecting
his Blood Ravens ever since the
release of the computer game,
Warhammer 40,000: Dawn of War,
in 2004. Rik used the boltguns

from the Deathwatch Kill Team
Conversion Kit to add a bit of variety
to his Tactical Squads, and many of
his models also incorporate tabards
from the Black Templars Chapter
Upgrade kit.

The addition of purity seals, scrolls
and oaths of moment to some of his
models” armour complements the
script that Rik has painted onto the
shoulder pads.

Simon Grant used the kneeling legs from the Space Marine Command
John Bracken made an Apothecary Squad kit on two of his Grey Hunters in addition to Ragnar’s Company Yan Zacks’ Salamander Space
for his own Chapter using parts and Grey Hunters Shoulder Pads for added detail. Marine incorporates a kit-bashed

from a number of different kits. - ) N N R L head and shoulder pad.
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Hobby Team army painter Duncan assembled many
of his Flesh Tearers with running legs from the Space
Marine Assault Squad kit. This enabled him to create
dozens of aggressive and dynamic poses throughout
the army, really exemplifying the berserk ferocity for
which the Flesh Tearers are infamous.

He even applied this practise to some of his
models equipped with heavy weapons (see bottom
right), as this gave them the look and feel of his
Flesh Tearers being more concerned with closing the
distance to the enemy than shooting them at range.

Matt Hutson’s Imperial Fists
Captain makes good use of the
Crimson Fists Command Pack.

Dom Murray

Dom has been steadily adding to his
Space Wolves army for over five years
now. He was inspired to collect them by
the sense of individualism personified
by the Sons of Russ and extensively
kit-bashed the models in his army to
represent their fiercely independent
Fenrisian nature.

Dom added pelts, wolf tails,
and combat blades from the Space
Wolves plastic kits and Space Wolves
Accessories Frame in addition to parts
from other Space Marine kits to give his
miniatures a very different appearance
to models made just using components
from the Space Wolves kits.
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Dave Andrews

Dave Andrews not only kit-bashed his Ultramarines army from a
number of different Space Marine kits, but even used components
from some of the Warhammer 40,000 scenery kits (such as a
targeting relay from the Imperial Bastion kit) to create a unique look
to his miniatures. Dave was inspired by the Cothic imagery of John
Blanche’s artwork, and wanted to capture an element of that archaic
and baroque atmosphere through his choice of conversions.

!
i
[
|

As a First Founding Chapter, the Imperial Fists have a long and glorious

Simon’s Wolf Scout has been history. Matt wanted to represent that aspect by using the Armour | Duncan’s Assault Marine uses the
modelled with a meltagun from the through the Ages on a number of miniatures in his army. ‘ bionic chainsword arm from the
Space Wolves Accessories Frame. = e _—_ == Space Marine Commander kit.

Carl Dafforn
Carl recently combined a Space Marine Battleforce with a Black
Templars Chapter Upgrade kit to kick-start his latest collection.

However, he didn’t just limit himself to the components from those
two kits, as the Space Wolf heads on his pair of Neophytes testifies.
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The Space Marines are blessed with a huge range of Citadel Finecast and multi-
part plastic kits, enabling hobbyists to assemble them in loads of different ways.
Many such box sets are displayed here, but check the website for the full range.

“WARHAMMER gufediiling, &) “WARHAMMER

40,000, 40,000,

Space Marine Tactical Squad Space Marine Combat Squad Sternguard Veteran Squad

Product Code: 99120101025 Product Code: 99120101024 Product Code: 99810101016

"WARHAMMER

40000,

Space Marine Commander Space Marine Command Squad Vanguard Veteran Squad
Product Code: 99120101032 Product Code: 99120101028 Product Code: 99810101017

Space Marine Devastator Squad Space Marine Assault Squad Space Marine Bike
Product Code: 99120101053 Product Code: 99120101034 Product Code: 99120101002
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‘WARHAMMER & |
by 40.000 : §m - | There are dozens of Space Marinc Bitz Packs available i :L‘
i : : 2 from the website, ranging from Chapter Transfer sheets :
and embossed shoulder pads to specialist wargear and
conversion packs.

Space Marine Scouts with Sniper Rifles
Product Code: 99120101044

Flesh Tearers Shoulder Pads Crimson Fists Command Pack
Product Code: 99060101459 Product Code; 99060101433

Space Marine Terminator Squad —— . =
Product Code: 99120101027 ‘ .

' Space Marines Chapters i
. Some Space Marine Chapters even have their own multi-part

3 plastic box sets or Chapter Upgrade packs for kit-bashing. |

o L AN DAY o

|
|
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| L WARHAMMER' £ S v\
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Terminator Close Combat Squad ‘
Product Code: 99120101037 | Blood Angels Death Company Cr?' Khnights
Product Code: 99120101084 Product Code: 99120107002

L WARHAMMER {5 =80 © { WARHAMMER
s . /40000

40,000

e

Space Wolves Pack Cr? Knight Terminators ‘
Product Code: 99120101078 Product Code: 99120107001

Space Marine Scouts
Product Code: 99120101036 | L SN T

AVAILABLE NOW IN STORES AND FROM:
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JOSEPH DLIVER'S
oPAGE WOLVES ARMY

Joseph Oliver won Sutton Coldfield Hobby Centre’s Parade
Day in 2011 with this Space Wolves army on a Forge
World Realm of Battle Imperial Strongpoint.

Joseph: As a big fan of Norse mythology, the appearance
of the Space Wolves was an obvious draw for me. | also
liked the idea that even in the far future, a bunch of
heroic warriors could win the day through courage and
valour in battle. It's is a great image and inspired me to
collect a Space Wolves army. But, as much as | planned
on entering them into Armies on Parade, | still wanted to
be able to play games with them too. In fact, I've already
used them in a Warhammer 40,000 Throne of Skulls. As
a result, my Space Wolves force is quite a balanced army
with a mix of different units. I ultimately want to increase

Continued on next page
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Joseph’s Contemptor Dreadnought
is one of many Forge World models
in his Space Wolves Collection

This Wolf Priest was converted using components from the Space
Marine Terminator Captain and Ulrik the Slayer

Armies on Parade is a chance for hobbyists to
paint an army, display it on a 2' x 2" board and
proudly show it off at their local Hobby Centre’s
Parade Day. Everyone in the store 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 Armies on
Parade champion is crowned.

SRS T TR ¥ e =
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the size of the army so that it can fight
in a decent-sized Apocalypse battle,
so it will continue to grow in the near
future, probably starting with some
Thunderwolf Cavalry. In a similar
manner to the army itself, the 2' x 2
board section that | entered into Armies
on Parade is part of my gaming board at
home. When the guys at White Dwarf
invited me up to Games Workshop's
head office in Nottingham, | brought
along two additional Realm of Battle
board sections to add on to my Armies
on Parade board so that | could display
my full Space Wolves collection as
it stands at the moment, including
my Caestus Assault Ram and fleet of
dedicated transport vehicles.

As a subtle touch, I like to represent
the age of my squads by painting
the colour of their beards and hair

Joseph’s full Space Wolves collection
displayed on the extension to his Armies
on Parade board.

¥

Ry

accordingly. For example, the Long
Fangs and Wolf Guard have likely

been around for a number of years, so

| gave them grey or white hair, whilst
the younger packs of Grey Hunters

and Blood Claws have more vibrant
hair colours. | also used snow flock on
all of the bases (and sparingly on the
gaming board itself), as the white nicely
complements the blue-grey of the Space
Wolves” armour.

I painted my army as belonging to
Erik Morkai’s Great Company, though |
couldn’t resist including Logan Grimnar
too as | love the miniature. I'm a big fan
of Forge World’s models and conversion
kits, my favourites being the Contemptor
Dreadnought, Caestus Assault Ram
and the Red Scorpions’ Chief Librarian,
Sevrin Loth, who | converted into a
Space Wolves Rune Priest (see right).

L x b g -

Space Wolf Rune Priest conversion




Joseph’s Caestus Assault Ram is the
pride and joy of his collection.
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SLANN MAGE-PRIEST

NOMINATED BY MATT HOLLAND

A loyal Skink scholar perches
beside the Mage-Priest to interpret
his master’s enigmatic will.

The Mage-Friest’s pair of deep-
set, piercing eyes hint at its
unfathomable intellect.

The model is bedecked with
jewellery and golden tablets carved
with ancient symbols of power.

The Slann Mage-Priest sits atop a
floating palanquin that is detailed
with phonetic glyphs and carvings.

Matt: What | love about the Slann Mage-
Priest is that a just quick glance tells you
almost everything you need to know
about its character. The combination of
his lavishly decorated floating palanquin
and Skink attendant immediately implies
that the Slann is a not only a being of
great power, able to levitate at will, but
also affirms his status as a being of great
authority and reverence. The model looks
poised and meditative, as if contemplating
something far beyond its immediate
surroundings, its pose subtly hinting at the
Mage-Priest’s higher state of consciousness
and mystical ken.

ent hobbyist for over
His love of
converting miniatures
soon developed into sculpting
them from scratch and he has
spent the last four years as a
member of the Citadel Desig
Team. His recent sculpting
credits include the hugely
popular Thunderwolf Cavalry.

88 WHITE DWARF

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

From a sculpting point of view, Juan has
an incredible understanding of anatomy. He
is well known for his female sculpts such
as Arwen Evenstar and Lelith Hesperax,
but his empathy with more bestial or alien
designs is equally impressive. In the case
of the Slann Mage-Priest, Juan conveyed a
real sense of weight to the model without
it looking unnaturally corpulent or obese.
Getting that right is an important aspect
of the model - the Mage-Priests are not
overweight as such; their ample frame is
part of their natural physiology. Juan also
managed to capture the model’s thick,
reptilian skin with a realistic texture.




VENERABLE LORD KROAK DESIGNER'S RESPONSE

Juan Diaz: | have fond memories of sculpting the Slann

Juan was not only responsible for designing the Slann Mage-Priest as it was one of the last models | sculpted before

Mage-Priest, but a number of other characters for the moving back to Spain. | designed both the Mage-Priest and
Lizardmen range as well (see right) including the mighty Venerable Lord Kroak at the same time, sculpting the same
Relic Priest, the Venerable Lord Kroak. Even in death, this basic throne and body before casting them up in resin. I then
greatly revered Mage-Priest still looks every bit the regal added detail to both, but whereas the Mage-Priest’s throne is

figure of ancient legend. thriving with life, covered in vines, frogs and lizards, Kroak’s
is old and dead, as everything was mummified alongside him.

Lord Kroak can be assembled with The embalmed Relic Priest is
or without his enchanted Golden accompanied in death by the
Death Mask. trusted Skink that served him in life.

Skink Chief with sword and shield

Skink Chief with scythe and shield

HALL OF FAME 89
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DAEMONS GALLERY

Here we display a selection of beautifully
painted Chaos Daemons that won trophies
at Golden Demon competitions in 2011.

and is held every year at Games Days in seven different
countries. At each event, elite painters enter their
masterpieces into any of 12 categories ranging from a single
miniature to a fully painted unit or even a duel. Here is a
selection of our favourite Golden Demon-winning Daemons
(That was a tongue twister! — Ed) from last year's tournaments.
To find out the full list of Golden Demon categories and see a

full gallery of previous winners across the globe, be sure to check
out the website.

Golden Demon is the world’s premier painting competition

=

Michael Cho
Silver in Warhammer
40,000 Monster, 2011

L&
21

Angelo Di Chello
Gold in Warhammer
40,000 Single
Miniature, 2011

Georg Damm
Bronze in Warhammer
Monster, 2011
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Julien Casses
Gold in Warhammer
Monster, 2011

GOLDEN DEMON 91
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I know, it doesn’t
seem a day over
five, but Jervis

has been writing
Standard Bearer
for six years now!
In this month’s
column he looks
back at some of his
favourite so far.

Back in January 2010, Jervis
discussed how to win gracefully,
ably demonstrated here by Andy.

WHITE DWARF

short while ago | received a
A letter that reviewed all the
Standard Bearers I'd written. It

was an entertaining and informative
read (I hadn’t realised quite how
often 1'd encouraged players to attend
tournaments!), but it also got me thinking
about my six year run on the series.

| know, | know six years! | certainly had
no idea that, when I was first asked to write
about the inner workings of the Studio, it
would last quite so long. The idea was a
simple one, like all good ideas are, and that
was to have a regular column that talked
about why the Studio did the things we did;
in other words, to give the back story of the
games and miniatures we brought out.

Because of this, those earlier Standard
Bearers tend to be about something we'd
just released, which was fine, if rather
limiting. Because of this, every now and
then, I'd manage to get permission to ‘go off
on one’ and write a Standard Bearer about
something that I'd been thinking about or
had noticed about the hobby. What we
found was these more personal Standard
Bearers seemed to work rather better, at
least judging by the comments and emails
or letters | received about them. Because
they were more popular, | was asked to
write more articles about the hobby in
general, so that Standard Bearer changed
from an article about why Studio was
making the things it did, to an article where
I talked about some aspect of the hobby or
another that interested me. In other words,
it became personal, because | talked about

A

the things that were happening to me at
the time, and had caught my eye. And it
became rather introspective (in the good
sense of the word), because | tended to
write about my own reactions to the hobby
and the things that [ saw.

This makes it seem like things were
carefully planned, but actually it was
more like a slow evolution than a planned
change. Nonetheless, within a year or
so Standard Bearer had morphed into its
current form. In the years since, Standard
Bearer has become a part of my life; pretty
much every month, come what may, at
some point | sit down and write a new
Standard Bearer. As a professional writer,
you need to be able to fall in love with
whatever you are working on, and this is
the case with Standard Bearer as much
as anything else | do. It's therefore hard
to pick out a favourite, but if | did, | think
it would have to be the Standard Bearer
about ‘archetypes’. | learnt a lot working on
that particular column, both about how to
create (what | consider to be) an interesting
article, but also because this particular
Standard Bearer was really a collaboration
between myself and my colleague Alan
Merrett. I've always been fascinated by the
subject of archetypes, and | knew that Alan
knew more about it than anyone else, so |
grilled him on the subject and turned it into
a Standard Bearer. The result was one of the
best Standard Bearers we've ever done.

Sadly for myself and for you, dear
reader, | usually have to come up with
Standard Bearer all by myself. I've learnt




that the trick is to keep the subject simple.
I usually have a list of topics, each written
as a single line, like this: ‘Standard Bearer:
Retrospective. History of SB and how |
write it. Why introspection is good.’

Keeping the idea to a single line helps
me keep Standard Bearer fairly concise. |
always find that when you start considering
what seems like a simple thing, you quickly
realise it has depth and there is a lot to
say. The trick is not to try and cover too
many things all at once, as otherwise you
run out of room to discuss them! With the
theme decided, | then write the article up
in a rough draft, leave it for a week or so,
and go back and give it a good edit, before
handing it over to White Dwarf, usually a
day or two before the final deadline (but
sometimes a day or two after the deadline,
much to the consternation of the editors).

Another important lesson I've learnt is
to write about things that interest me, but
always to have something for the reader
to think about as well. In other words, |
try to leave you thinking about how what
I've written could affect your own hobby:.
This is why | always ask people to write
in, and why | really do read all the letters
I receive. | know that my hobby is not ‘the
whole hobby’, and over the years many
of you have helped me better understand
the hobby in all is breadth. So please keep
on writing. It helps fill in my blind-spots,
and it often gives me the subject for future
Standard Bearers (just like this month!)

All of which is very nice, but by now
some of you are probably wondering
whether this month’s Standard Bearer has
anything to do with the hobby as a whole,

or if I am instead just wallowing in self-
aggrandisement and nostalgia. The answer
is, of course, the former (how could you
have doubted me!). As hinted at in my
synopsis, | find writing Standard Bearer
to be quite introspective. | use it as an
opportunity to mull over things about the
hobby that interest me, and ponder what it
is that makes them important to me. More
importantly, I've found that the process of
writing the article allows me to straighten
out my own thinking, and helps me
understand what it was that really attracted
my attention to the subject in the first place.
Writing Standard Bearer every month can
be hard, but it's worth it because | learn
more about the hobby every time | do it.
And that, | guess, is the key point for
this month’s Standard Bearer: introspection
can be a good thing, and can help give
you insights into all kinds of things, our
hobby included. So, if there’s something
that intrigues you about the hobby, take
some time to mull it over, then chat to your
friends about it, and then mull it over some
more. If you're anything like me, doing this
will help you get to a better understanding
about what draws you to the hobby, the
nature of the hobby itself, and may give you
insights about the future of your hobby.
And with that I'll leave you. If there is
anything in this month’s Standard Bearer
you like to comment on, or indeed if you
want to talk to me about anything to do
with the hobby at all, then please write in. |
can't always reply, but | do read every letter,
and they always give me food for thought.
Now, time for a little bit of introspection
about next month’s column...

In June 2010, Jervis largely spent
Standard Bearer making ka-boom
noises and talking about tanks.

Write to Jervis at:

Jervis Johnson
c/o White Dwarf
Design Studio
Games Workshop
Willow Road
Nottingham

NG7 2WS
United Kingdom

STANDARD BEARER
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With the recent release of both the Land Raider Spartan and Imperial Armour:
Model Masterclass Volume Two we thought we’d catch up with Phil Stutcinskas,
a designer who knows a thing or two about painting and modelling miniatures.

Red Scorpion Apothecary

94 WHITE DWARF

Forge World designer Phil Stutcinskas
is a world-famous painter as well as a
miniatures designer, coming from a military
modelling background before joining Forge
World. His Red Scorpions army have been
featured in several of Forge World's books,
most recently in Imperial Armour Model
Masterclass Volume Two.

‘Il didn’t really have a plan when |
started working on them’, Phil explains.
‘It was really just a case of getting hold of
some models | liked, some bits and pieces
for conversion work, and getting some
advice on what to start with. | had a huge
box of Space Marine sprues under my desk
and | started playing around with the parts
and adding some characters to the army. |
enjoyed building the Command Squad in

particular, my Apothecary and Company
Standard Bearer are made up of bits and
pieces from across the Space Marine range.’
A careful look at Phil’s army reveals
loads of subtle conversion work but it's
the painting that really catches the eye.
‘The Red Scorpion’s colour scheme is good
because it’s got two nice colours that allow
for interesting combinations and make a
great base for weathering work,” Phil says.
‘Dust was the first step’, Phil says. ‘I
used earthy colours — Steel Legion Drab,
Tau Light Ochre and Lahmian Medium —
airbrushed across the hull. | then mixed up
a lighter shade from flesh tones and Steel
Legion Drab, and a little bit of ‘Ard Coat.
‘The addition of varnish makes the paint
much more predictable in terms of how and




where it dries, it helps the paint to cling
around details. This comes in handy when
painting large surfaces, but you need to add
a coat of matt varnish to reduce the shine.’
Phil lightly stippled Dark Sand and Light
Earth from the Forge World Weathering
Powder range across the areas of each
vehicle where earth would naturally
collect. ‘It’s best to apply the powders
lightly, several times, rather than heavily
all in one go. | thert used a stippling brush
to remove some of the powders after the
fixer had dried. This helps the powders to
fix to the base as well. Then | drybrushed a
small amount of Ironbreaker on the edges
of areas such as the track plates. After that
it's just a case of adding more detail until
you're happy with the effect.

Commander Culin

Phil’'s Commander Culln
boasts some fantastically
intricate freehand work.
This golden filigree covers
all the flat surfaces of
Culln’s armour and is a
mix of Gehenna’s Gold
and Tau Light Ochre
(which makes it easier to
control). Phil used a very
fine brush and a steady
hand... not to mention
loads of patience!
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Mustering the Hosts

As two of the Hobby Team’s dedicated army painters,
Chris and Duncan never need much of an excuse to
whip out a paintbrush and churn out a new batch of
miniatures. Having recently started a Warhammer
campaign with a their gaming group, however, they've
begun to motor through regiments like never before.
The results have been nothing short of spectacular, yet
Chris and Duncan claim that their new armies are still
very much ‘work in progress’, both of them intending
to expand their armies further still.

Their campaign was inspired by last year’s Blood
in the Badlands campaign book and the players have
even modelled a huge modular map using the Mighty
Empires map tiles to fight over.
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Chris Peach’g
Vampire Counts

Chris’ army is the product of two frenzied months of painting activity. Having been™ °
inspired by the newest additions to the Vampire Counts army earlier this lyear, Chris
created an army of the Undead especially to kill Duncan’s hated Bretonnians.
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The Citadel Paint range is supported by a number of products, including four
Paint Sets, to help get you started. The Warhammer 40,000 Paint Set even

features five Dark Angels to add to your Dark Vengeance boxed game.

HOBBY STARTER SET

This set contains nine Citadel paints, 1 tub of static grass, 1 tub of sand,
1 Starter Brush, a pair of Plastic Cutters, a bottle of PVA Glue and a

bottle of Super Glue Thick.
Product Code: 99120101059

WARHAMMER 40,000 PAINT SET

The Warhammer 40,000 Paint Set includes five plastic Dark Angels
Space Marines, a Starter Brush, a painting guide and eight Citadel
paints (four Base, two Layers, one Shade and Imperial Primer).

Product Code: 99120101059
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THE LORD OF THE RINGS PAINT SE

In this paint set you get 12 plastic Moria Goblins, eight Citadel paints
(including five Base, one Layer, one Shade and Imperipl Primer), a
Starter Brush and painting guide.

Product Code: 99120101059

WARHAMMER PAINT SET

Within the Warhammer Paint Set you'll find five plasti¢: High Elves, a
painting guide, eight Citadel paints (two Base, four Layer, one Shade
and Imperial Primer) and a Starter Brush.

Product Code: 99120101059

AVAILABLE NOW IN STORES AND FROM:




HOW TO PAINT

TTADEL

MINIATURES

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

Both the 90-minute DVD and book are
crammed full of informative techniques, allowing
you to exploit the new Citadel paint range to its
full potential. The book also includes eight Army
Projects, each of which is a complete guide to
painting an army from start to finish. Chris and
Duncan were responsible for painting any of the
Army Projects; if you liked their armies shown
earlier, you can see more of their work here.
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We have news from our friends at BioWare about
their latest computer game Warhammer Online:
Wrath of Heroes. Wrath of Heroes is completely
free to play. You can jump right in to this game, try it

for yourself and it won't cost you a penny.

Wrath of Heroes is fast, fierce fun that delivers
dynamic 3-team Player versus Player scenarios. You
can even change the tide of a battle by selecting
a new hero mid-game to confound your foes and

dominate the battle.

BioWare Mythic are experts at player versus
player game-making, and a decade of experience
has been condensed into Wrath of Heroes.

Use this code to redeem an exclusive item to
give you a welcome boost: UTBCGSH)P3845679.

Sign up at wrathofheroes.com today.

For ten thousand years, the Tech-
Priests of the Adeptus Mechanicus
have led the Cult of the Omnissiah. The
Lathe Worlds, a supplement for Dark
Heresy, reveals the secret history of
the Adeptus Mechanicus in the Calixis
Sector, from their mysterious founding
to their struggles against tech-heresy.
What's more, players will gain access to
new careers, and arm themselves with
weapons and gifts of the Omnissiah.

g’awﬁ
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The release of Dark Vengeance this month makes it a great
time to start a fresh army for Warhammer 40,000 in preparation
for a new gaming season. The box set contains two armies,
both with fantastic models ready to be built up and used on
the tabletop.

As it is the start of a new school year, Dark Vengeance is a
fantastic asset for any schools’ gaming club, it can really help
you in getting every member together and learning how to
play. If you have not yet got a gaming club in your school, then
see page 106-107 for details on how to start up a club.

Whatever your hobby needs are, the best place to be for
guidance on anything, from the customising of your new
armies to painting and modelling, is at your local Hobby
Centre where the staff have a wealth of knowledge for you to
tap into. So, pop into your local store today and get yourselves
prepared for a new season of gaming; and you never know,
there may even be a few Games Day tickets left!

104 WHITE DWARF




December is fast approaching and that
means the release of The Hobbit: An
Unexpected Journey is nearly here! Keep

up to date with all the movie news at
the-hobbit-movie.com, and find out about
Games Workshop's new releases in the
months to come in White Dwarf and on our
website, games-workshop.com




Want to set up your

own gaming club?

Bek Hawkby is Games
Workshop’s Community
Co-ordinator and looks
after all club enquiries.

If you have any questions
or need advice about any
club issues then give Bek
a call. Bek is also a keen
hobbyist of many years
and has armies for all our
core systems.

Contact:

Bek Hawkby

Tel: 0115900 4821 or
017826 911 555

Email: bek.hawkby@
gwplc.com

106 WHITE DWARF

This month sees thousands of pupils across the country return
to secondary school. We thought this would be a great time to
talk to you all about school clubs and the School League.

Having a club in your school is a brilliant
way to enjoy collecting, painting and
playing with miniatures with your friends.
A club in your school gives you the
opportunity to play lots of games, share
hobby knowledge and even take on other
schools in the School League.

Being a part of a club that meets on a
regular basis is great fun and what could be
better than having time to do hobby during
school? As you will have members in the
club from all year groups you will be able
to learn new hobby skills from each other
and battle against a wide range of armies.

Your local Hobby Centres are able to
help you out so make sure that you speak to
your Hobby Centre Manager and let them
know about your club. They run Beginners
Programmes to help you learn how to play
and are on hand to give you advice on
any aspect of the hobby. They also can run
events just for you and your club to ensure
that you all have the skills you need.

Getting Started

So now you know about how great it is to
be part of a club, here’s the information on
how you can start one up too!

Firstly you will need to find a teacher
or member of staff to help you out. Your
Form tutor, School librarian or Technology
teacher are good places to start as each
of these will be able to provide you with
space to use,

Once you have found a member of staff
to help you then it is time to decide when
you will meet. You will need at least an
hour, so the best times are after school or
at lunchtime. Some schools will even have
space for a club as an enrichment lesson
so it is always worth talking to your teacher
about this. If you meet after school then
remember to get all club members to help
you set up and put things away.

Running a club does not need lots of
hobby knowledge so you can reassure your
teacher that all they need to do is provide
some space for you to play and paint, and
to help you organise what time to meet.

Getting other students to join your club
is easy. There will be lots of other hobbyists
in your school, so all you have to do is find
them! You can attract new members by
putting a poster up around school, or even
having a note put into each form register.

With your teacher on board, your




members and your time set, then your club
is ready! All you need to do now is get
your teacher to register the club with Bek
Hawkby, the Community Coordinator.

Your Club

There are many aspects to enjoying your
hobby and here are some ideas to run in
your club.

Holding a competition to name your
club can be fun and gives members a real
sense of identity. A painting competition
is also a great way to see who your
best painters are! The easiest painting
competition to run is a single miniature
on foot as this means everyone can join
in. Playing games is an exciting part of
collecting your armies and forms a key

part of your club. Then there’s the annual
national School League which, using
modified Army Selection rules means your
games will last about forty minutes allowing
you to play full games each time you meet.
Having a special game once a month or
writing your own scenarios is another good
way to add more fun to your games.

As well as playing lots of games, it is
really good to have a regular painting table
at each club meeting, as this gives you
chance to chat with your friends whilst
painting your miniatures.

There’s lots more advice and support for
school clubs available and it is really easy
to join in. To register a club and gain access
to the resources available, get your teacher
to give Bek Hawkby a calll

x‘_j're_%:l ub members hobby skills,

VISIT: WWW.GAMES-WORKSHOPCOM
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GAMES
WORKSHOP
THE SCHOOL
TOOLKIT

If you are still at school
and would love to be
part of a club then don’t
despair! We have lots of
support for School Clubs
including The School Tool
Kit which provides the
information needed to get
started. We even have a
School League for you to
participate in!

For more details get in
touch with Bek Hawkby —
see contacts opposite.

Alternatively, visit:
www.games-workshop.com

WORISHOP
SCHOOL
LEAGUE RULES

The School League is

a great way of playing
games in your club that
can lead you to taking part
in tournaments against
other schools, pitting
your wits against other
hobbyists and striving
for mastery to become
the best players in the
country!

For more information and
a copy of the rules get in
touch with Bek Hawkby.

Alternatively, visit:
www,games-workshop.com
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On our quest to get you
the latest information

on Games Day 2012, we
stopped by Warhammer
World, our inspiring
Empire castle courtyard,
to talk to the Warhammer
World team...

Adam Snook - The
Warhammer World
Events Team, Lise Ward
— Warhammer World
Exhibitions Manager,
and Ray Dranfield -
Warhammer World
Scenery Manager share
all that is happening in
the Warhammer World
area at Games Day 2012
with you.

With just a few weeks to go, we take one last wander around
HQ to find out more details of what you can see and do at
Games Day 2012, and we start with Warhammer world.

Warhammer World Area

Adam: This year at Games Day the
Warhammer World Events Team has

pulled out all the stops in bringing the
Warhammer World experience to you! We
will be setting up loads of feature tables
from our gaming hall for you to look at and
play games on, and bringing display boards
to show you what is available to battle on
at Warhammer World. The Events Team will
also be there speaking about future events
and plans for 2013.

On the Warhammer World information
stand there will be an Invasion Book where
you can put your name down next to your
local Hobby Centre if you want them
to launch an Invasion into Warhammer
World. This gives you the opportunity to
spend a day gaming, painting and visiting
Warhammer World in our specially
designed one-day event.

GAMES DAY AND GOLDEN DEMON

You will also have the chance to play a
game of The Bugman'’s Game of Barroom
Skulduggery against one of the bar staff.

Also, we have a very limited number of
exclusive Games Day mission card decks
that are a compilation of our Doubles
Weekend missions cards from 2012 that
we will be giving away to customers who
come and play games on our boards (first
come first served). If you want to attend one
of our events this year we will have web
terminals available for you to buy tickets at
Games Day!

Warhammer World Exhibition

Lise: Games Day and Warhammer World
are the two places where you can see the
miniatures and art that inspire you up close.
As part of our area we are bringing some
of the best bits from our Exhibitions over
2012, including mini displays of The Empire




and Necrons. We'll be digging out classic
miniatures that you have always wanted to
see firsthand, fantastic new miniatures to
inspire you and amazing original artwork
from the books you love.

We can’t mention the Games Day Art
Exhibition without remembering its home:
The Citadel Miniatures Hall. It would be
almost impossible to take all 40+ cabinets
full of armies, but we’ll have a display
stuffed with highlights including memorable
dioramas and ‘Eavy Metal miniatures for
you to admire.

The Conversion Competition
Ray: For the 10th year in a row Warhammer
World will be bringing the conversion
competition to Games Day! We will be
keeping the race against the clock again
with each miniature taking a maximum
of 20 minutes. The pressure will be on to
create a stunning miniature that stands out
from the crowd: Could you walk away with
the converted Scrap Demon?

See us at the Warhammer World area to
get your habby on!

Elsewhere at Games Day, there is the

Art Competition and the Quick Draw
Competition for you to take part in, many
gaming zones to get involved with, and
some of our Licensed Partners will also be
attending Games Day keeping you up to
date with their very latest products!

Art Competition

Games Day is again hosting the fantastic
Art Competition where you can reveal your
greatest visions to thousands of hobbyists.
As this year is the 25" Anniversary of
Warhammer 40,000, the Art Competition
will be 40K themed.

Entering the competition is free; if you
are a full ticket holder, bring your entries
with you on the day for submission. The
maximum size for an entry is A4 so be
mindful of this. The choice of medium is
up to you, whether you're capturing war

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

stricken lands or what lies beyond the
warp, the options to express your ideas are
endless.

This is a fantastic opportunity to show
your greatest work off to not just anyone,
but the people who will really appreciate
it. Bring your best work with you on the
day, for a chance to become the owner of a
limited edition signed framed print!

Quick Draw Competition

The Quick Draw Competition will be
present at Games Day 2012, so if you love
to challenge your artistry, this competition
is for you.

You will only be allowed 20 minutes
on the day to produce a piece of art that
impresses. With a maximum size of A4
to work with, you can really get yourself
focused. The choice of what to draw is
extended in comparison to the main Art
Competition, with both Warhammer and
Warhammer 40,000 themed art accepted,
and with such rich backgrounds to draw
inspiration from, the choice is completely
up to you.

It is never to late to start thinking about
what your piece will be!

The Gaming Area
The Gaming Area is undoubtedly the
biggest attraction at Games Day.

Games of varying sizes will be taking
place throughout the course of the day, so
whatever your preference for gaming, there
will be something for you and your friends
to join in with.

Every game system will also have Mega
Battles, theatrical, epic encounters between
massive armies. They are the biggest,
weirdest and most exciting games to ever
be witnessed.

All in all, there will be a lot to see and do
at Games Day 2012 and we look forward
to seeing you there. Don’t miss out on this
opportunity to celebrate your hobby and
get your ticket now!

Cast your vote for

Armies on Parade!

Voting will close at
2.30pm.

September 2012
LG Arena; NEC
Blrmmgham

d mit Um

I vote for army
number:

by custome|

The fun doesn’t stop
there!

Attending this year’s
Games Day are some of
our Licensed Partners
including, BioWare
Mythic with Wrath of
Heroes, Dungeonbowl
from Cyanide, Focus
Home Interactive with
Blood Bowl Chaos
Edition and Fantasy
Flight Games with lots of
exciting products.

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

GAMES DAY TICKET £30
Product code: 60139999102
€39, 300dkr, 380skr/nkr, 330rmb, 150z}

GAMES DAY PARENT TICKET £6*
Product code: 60139999103

€7.807, 60ckr*, 75skr/nkr*, 60rmb?, 3021*

* When purchased with at Jeast one regular Games Day Ticket

Fri t more al & 1
www.games-workshop.com 109
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Tickets cost £30 and are available
from your local Hobby Centre and
www.games workshop com
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Event information

G rab th IS fa ntastic Opportun Ity to e To find out more information about this event, visit the
“Warhammer World’ section of the main website.

learn from Forge World’s ) | cseer.okin e e
; - ® You can also e-mall us at wnworlaevents@gwpic.com
Mark Bedford and Phil Stutcinskas, or call us on 0115 900 4994,

as they reveal hOW they paint Ticket information

» Tickets cost £120 and are available to buy from

their Tyranids, and show you it G Lol
* You can buy your ticket at www.games-workshop.com or

transferrable techniques that you
call 0115 91 40000.
can use across your own army.

ww.games-workshop.cam 111




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

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!

STORE LISTING

Septemb

GW BRISTOL:
331 Wine Streot,
HS1 280
facebook.com/GW
GW BRISTOL (
Uit 129, The Mall
Tel: 0117 959

Tel: 0117 925 1533

|
BBS CAUSEWAY):

20
GWCribbsCausewa

BRISTOL Antics Model Shnp

f51 308 Tel: 01179 273 744
BRISTOL, Area 51:
BS7 8BA Tel: 01179 244655

BRISTOL, Cut and Thrust Wargaming:
HS2 OF] Tel: 01173 020 021
CRIBBS CAUSEWAY, HobbyCrait:
H534 5T5 Tel: 0545 051 6524

BEDFORDSHIRE

= GW BEDFORD:

10 Greyiriars,

MK40 THP Tel: 0123 427 3663
facebook.com/GWBediord

. GW MAIDENHEAD:

Si6 TEE
facebook com/GWM;
» GW NEWBURY:

114 Barthalomew Street,

RG14 50T Tel: 0163 540 348
facebook.com/GWNewbury

er 2012

SLOUGH, Warlord Wurkshap AYLESBURY, HobbyCraft:

St1 41C ol: 01753 69417 HP20 1DG Tel: 0845 0
WARHELD Prometh\um Gam!s CHESHAM, Harvey Johns:

RGAZ 6E) Tel: 078622 149 08 HP5 1EP Tel: 01494 782161
WINDSOR, wj DanIE|S GERRARDS CROSS Howard Marshall:
si4 el: 01753 862106 ol: 01753 882952

HAZELMERE Chl!ds Toys:
HP15 7AA Tel: 01494 711 425

MILTON KEYNES, HobbyCraft:
MK13 BPU Tel: 0545 057 6344

GW BIRMINGHAM:

36 Priory Queer

1233 4840
CAMBRIDGESHIRE
GW CAMBRIDGE:
N 54 Regent Strect,
cB210pP Tel: 0122 331 3350

facebook.com/GamesWorks mbridge
GW PETERBOROUGH:

3 Wentworth Street,

PE1 1DH Tel: 01733 890 052
facehook,com/GWPeterbarough

CAMBRIDGE, Cambridge Toy Shop:

+ GW SOLIHULL:

690 Warwick Road,

BY1 IDX Tel: 0121 705 7997
incebook.com/GWSolihul

* GW SUTTON COLDFIELD:

36 Birmingham Rodd,

872 10Q Tel: 0121354 3174 CB1 1PA Tel: 01223 309 010
facebook.com/GWSutionColdfield CAMBRIDGE, thhyCrnfl

* GW WALSALL: CB1 3ET 0B45 051 6564
Unit 26, Old Square § ELY, City Cycle Ccn(re

Ws1 1QF Tel CB7 4PB Tel: 01353 663131
facebaok.com/GWWalsall EYNESBURY, Wheelers:

WOLVERHAMPTON: PE1S 2TA Tel; 01480 476529
Street; HUNTINGTON, Niche Comics;
1157 Tel: 0190 231 0465 PEZO ATF Tel: 01450 352 307
facebook.com/GWWalverhampton MARCH, The Toy Box:

BIRMINGHAM, Console Games: PE15 BLB Tel: 01354 658 051
B45 OLD I: 0121 457 7736

{ ift:
BOURNVILLE, Lnutse of Bournville: [P;E,TFEHOROUC;'J' Rﬁ_ﬂ?;u“u
B30 2AA ek 0121472 1926

WISBECH, Prams & Toys:
51'?“DF{'§M'NETE“ 1 M PEY 184 Tel: 01945 84142
SOLIHULL, Crafty Clu CHANNEL ISLANDS
#1201 Tel: 015 hl 700077

JERSEY, ST. HELIER, The Little Shop:

12 INT Tel: 01534 b01925

STORE FINDER

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

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
vou how to play and helps you take your
first steps into the Games Workshop
habby. All you need to do is come along.

STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE

() These Hobby Centres are closed on Mondays and Tuesdays.

NEW STORE OPENING
Indicates new stackists

*To be sure they have what you want In stock, we recommend calling the store first.

GW READING:

29 Oxford Road,

RG17QA Tel: 0118 959 8693
facehaok com/GWReading

* GW WINDSOR:

Unit 3, 6 George V Place,

SL4 1P Tel: 01753 861007
facebaak,com/GWWindsor

HENLEY ON THAMES, Henley Model Miniatures:
RCH 1AG Tel; 07491 572684
READING, HobbyCraft:

RG1 AHS Tel: 0845 051 6532

112 WHITE DWARF

* GW AYLESBURY:
6 Market Street,

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

GW HIGH WYCOMBE:

No 55 Eden Walk Gallery, Eden,

HP11 18} Tel: 0149 453 1494
facebook.com/GWHighWycombe
GW MILTON KEYNES:

Uni 12 Sifbury Roule
MKS 2AD Tel: 0
facehook.com/GWMiltonKe)

69 0477

UR LOCAL STORE

GUERNSEY, ST. PETERS PORT, Carousel:

GY1 118 Tel: 01481 721721

GW CHESTER:

112 Foregate Street,

CH1 1HB Tol: 0124 431 1967
facehook.com/GWChester

* GW CREWE:

Tel: 0127
facebook.com/GWCrewe

0 216903

= GW MACCLESFIELD:

31 Church Street,

SK11 6L Tel: 0162 561 9020
facebook.com/GWMacclesfield

= GW STOCKPORT:

32 Mersey Square,

SKI TRA Tel: D161 474 1443

facebook.com/GWSlockport

* GW WARRINGTI
A 1

CH{STER, Huhhy(ra
CH1 4RY Tel: 0845 051 6546
CONGLETON, Colours and Craits:

CWi2 1EE Tel: 01260 277211
CREWE, HobbyCraft:
CWI 2RP Tel: 0343 031 6579

ELLESMERE PORT, D&A Models;
CHG5 BDA Tel: 01513537949

MIDDLEWICH, Temptations of Middlewich:

CWId 9AB Tel: 01606 832 472
NORTHWICH, Level 1;

CW0 SAE Tel: 01608 45053
NORTHWICH, The Model Shop:
WA 5EA Tel: 01606 47740
STOCKPORT, Goslmgs Tnymasler
5K bAW Tel 2099
STOCKPORT, HobllyCr
SK1 2HH Tel: 0845 051 6530
WARRINGTON, HobbyCraft:

WAZ TP Tel: 0845 051 6541

'WIDNES, Widnes Model and Craft Centre:

WAR 6AZ Tel; 01514 228043

CLEVELAND

GW MIDDLESBROUGH:

Unit 33, 39 Dundas Street,

TSI 1HR 164 225 4091
facehook.com/GWMiddleshrough
BILLINGHAM, W Boyes & Co Ltd:
1523 2N] Tel: 01642 553 058
CUISBOROUGH Road F}ag L!d
TS14 68N
HARTLEPOOL, Clllp
1526 9HU Telt 011429 869800
MIDDLESBROUGH Waugh Games
156 611

NORMANBY, PC Tech
756,007 Tel: 01642 4
REDCAR, PC Tech:

TS10 3DL Tel: 07642 461010

01668

STOCKTON ON TEES, Hol
1518 1PL Tel: 01642 5

STOCKTON ON TEES, Minatour Games:
1518 18D Tel:

CORNWALL

01642 679 666

New Rridge Streel,

TR1 2AA el 0187 232 0047

facebook con/GWTruro

BODMIN, Bricknells:

PL3T 2L Tel: 01202 77088

CAL].INGTON CGMS @
AN Tel: 011579 383900

EAST LOOE, Te)day Tuyshup

PL13 1DF Tel: 076422927
HAYLE, Blewells of Hayle

TRZ7 4BQ Tel: 01736753 012
LAUNCESTON, Gamezone Models:
PLIS 90DY Tel: 01566 773487
LISKEARD, Trago Mills:

PL1I4 6HY Tel: 01579 JJHH/
NEWQUAY, The Book

TR7 1BH el: 01637 &
PENZANCE, Newlyn Post Office:
TR18 SHL Tel: 01736 364592
FOOL, Bumbadm%as and Skullduggsry
38U 01209 219 355
REDRUTH, Barb's Lil Sh
TRI5 2AU Tel; 0793
ST AUSTELL, Mad fnr M
508

el 0
WADEBRIDGE, Brltkn!
PL? Tel: 01208 812615

Bl]llllﬂ DURHAM

* GW DURHAM:

64 North Road,

DH1 45Q Tek: 0191 374 1062
facehouk.com/GWDurham

* GW DARLINGTON:

78 Skinnergate,

DL3 71X Tel: 0132 538 2463
facehook.com/GWDarlington

BISHOP AUCKLAND, Chips:

DL14 7EN Tek: 01388 606 046
BISHOP AUCKLAND, Wi

DL14 7PF

CHESTER LE STREET, C

DH3 38)

CONSETT, Chips:

DHE 5LA Tel: 01642 227348




DARLINGTON, Lamb's:

DL3 9EP Tel: 01325 466042
SEAHAM, Games of War:

SR7 OAA Tel: 01915 817 118
STOCKTON ON TEES, HobbyCraft:
1817 7BW Tek: 0845 051 6559
GW CARLISLE:

Unit 2, Earls Lane,

CATIDP Tel: 0122 B59 8216
facebook.com/GWCa

GW KEN :

Units 4 & 5, Blackhall Yard,

LA9 41U Tel: 01539 722211

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

LA14 1JE Tel: 01229 520 433
BOWNESS-ON-WINDERMERE, Ermest Atkinson & Sons:
LA23 3AP Tel: 01539 443 047

BRAMPTON, Hadrian’s Hobbies:
CABINW Tel: 07962 177 904
COCKERMOUTH, The Toy Shop:
CA13 91U Tel: 01900 825855
KENDAL, Aireys of Kendal:

LAg 4RA Tel: 01539 720 781
PENRITH, Harpers Cycles:

CATI 7PG Tel: 01768 864 475
WHITEHAVEN, This Could Be Massive:
CAZB 7LE Tek: 01946 695262
WORKINGTON, ToyTow

CAT4 INQ 'ET 01900 &7 33_’2

DERBYSHIRE

* GW CHESTERFIELD:

21 Knifesmithgate,

$40 1RL Tel: 01246 271118
facehook.com/GWChesterfield

GW DERBY:

42 Sadler Cate,

DET 3NR Tel: 0333237 1657

facebook.com/GWDerby
ASHBOURNE, Lumbards Toy Shop:
DEE 1GG Tel: 01335 345115
BUXTON, Knowles Toys and Models
SK17 BY Tel; 0129824203
CHESTERFIELD, Midland Co-op:
S40 1UN Tel: 01246 220 200
DERBY, Tokyo Otal(
DE1 2D
DERBY, Toy PIancL
v 01332 347734
GLOSSDF Wam SL' :
SK13 7AB : 014!

311355

58
MATLOCK Shawe:

DE4 3AQ Tel: 01629 582 482
RIPLEY, Chimera Leisure:
DES 38U Tel: O
I!IPI.F.Y, The Events Place:
DES BDL Tel: 01773 689,296,
STANLEY COMMON, Oakfield Farm:

DE7 BFF Tel: 07969 534912

DEVON

* GW BARNSTAPLE:
8§ Queens House, Queen Strect,
EX32 8H| Tel: 01271 839115
facebook com/GWBarnstaple

GW EXETER:
310 Sidwell Street,
£X4 6NN Tel: 0139 249 0305
facehook.com/GWExster

GW PLYMOUTH:
84 Cornwall Street,

PETALR Tel: 0175225 4121
facebaok.com/CWPlymouth
* GW TORQUAY:
12 Markel Street,
IAQ Tel; 0180 320 1036
i ok com/GWTorquay
BRIXHAM, Mainly Miniatui
TQ5 BE} Tl 01803 88
CULLOMPTON, Nanna’s Toy Chest:
EX15 118 Tel: 01084, 639317
DARTMOUTH, WG Pillar & Co:
TQ6 YAN 1803 32 139
EXETER, Khaos Ga es Lid:

X4 4AX 1392 670 022

1392 202 042

GAMES WORKSHOP

EXMOUTH, Collett’s Model Trains:
EXE 1)L Tel: 01395 224 608
HONITON, Pressplay:
EXT4 1PG Tel, 01404 549612
ILFRACOMBE, Elsfal Cydes
EX34 ONH 42
!(INGSBRIDGE Thn Trad g Post:
Q7 Tel: 61548 852 923
NEWTON ABBOT, He g‘Craﬂ
TQI23SB | Tel: 0845051 6594
NEWTON AEBOT, Trago Mills:
Q12 6D Tel: 01626 821111
OKEHAMPTON, Kmdrrbn:
EX20 TAW Tel: 01837 659950
PAIGNTON ngnlun Model Shop:
T Tel: 01803 555882
PlYMOUTI—! Anl:cs Model Shop:
01752 221 851

PLs 05T Tel: 01752 220 975
PL\ M?TON Nimrif Models:

Tel: 01752 511999
SIDMOUTH Glldduns Toymaster:

EX10 817 Tel; 01393516695
TAVISTOCK, Kaleidoscope:
119 OHE Tel: 01822 615 236

TAVISTOCK, Games and Computers:
PLI9 0DD : 01822 16288
TEIGNMOU‘{H lackmans Toybox:
TQ14 SEA Tel: 01626 788755
TEIGNMOUTH, M Cubed:

FQ14 8PE Tel: 01626 870995
TIVERTON, Banbury's:

EX16 6QD Tel: 01884 252627
TORRINGTON, Toyzone:

EX38 BHQ Tel: 01805 624 790
TOTNES, FlmshmF Touches:

TQY 58W 01803 B62244
TOTNES, Today Toyshop:

1Q9 5r8 Tel: 01803 840 303

DORSET

GW BOURNEMOUTH:

85 Commercial Road,

BH2 5RT Tel: 01202 319 292
facchook, com/GWharmemauth

GW POOLE:

Unit 12 Towngate Centre,

BH15 1ER Tel; 0120 268 5634
facebook.com/GWPoale
BOURNEMOUTH, HobbyCraft:
Tel: D845 051 63
BRIDPORT, Frosts Toymaster:
076 3QP Tel: 01300 422 271

CHRISTCHURCH, Simple Miniature Games:
i

BH23 1EB Tel: 01202 43972

DORCHESTER, Dnrchesler Toys:
DT 18 Tel: 01305 261 152

SHAFTSBURY, The Tny Box Dorset Ltd:
BJE

Tel: 01747 850 877
SH{RBOURNE The Corner House:
D19 3L Tel: 01935 815 615
SHERBOURNE, The Toy Barn:
DTY 41X Tel: 01935 815 040
SWANAGE, Leonard's:
BH19 16T Telt 01929 426095
WEYMOUTH, Howley’s Toymaster:
DT4 BHQ Tel: 01305779255

WIMBORNE MINSTER, Riverside Toys:

BH21 1IN Tel: 01202 881754

GW CHELMSFORD:
Unit 4C, The Meadows Ce
CM2 6FD Tel: 0124
facebook.com/GWChelmsfard

GW COLCHESTER:

2 Shart Wyre Street,

Co1 1IN Tel: 0120 6767279
facebook.com/GWColchester

GW SOUTHEND:

12 Southchurch Road,

551 2NE Tel: 0170 246 1251
iacebook.com/GWSouthend

GW THURROCK:

Unil 4158, Level 3, L
RM20 22] Tel: 0170 BB6 7133
facebook.com/GWThurrack
BASILDON, HohbyCrait:

5514 TWP Tel: 0845 536
BASILDON, XLounge Gamlng Ltd:
Wil 4ND Tol: 01268 293 491

349 0048

de Shopping Centre,

BILLERICAY, Toys N Tuck:
CMIZ YR Tel: 01277 650444
BRAINTREE, Kidzone Toys:
CM7 3YA Tel: 01376 554 793
BRAINTREE, Games Cellar:
CM7 3QY Tel: 01376 552755
BRENTWOOD, B&M Cycles:

CM14 4RG Tel: 01277 214 342
CHADWELL HEATH, Atomic Comics:
RMD 4AH Tel: 02085 978 547
CHELMSFORD, HobbyCrait
CML 6XE Tel: 0834 051 6572
ClAUCW ON SEA, (Iatlﬂn Art & ('mﬂ Cenre:
Tel: 01255 436 346
Iﬂg
€04 536G Tel: 01206 756300
HARLOW, HobhyCraft:
CM20 2DA Tel: 0845 051 6565
HARLOW, Marquee Models:
CM20 1X8 Teli 01279 423 334

HORNCHURCH, Tole Haven:

RM12 4TN Tel: 01708 475051
ILFORD, Miniature Empire:

1G2 6NE Tel: 0207 998 3008
LEIGH ON SEA, Caliver Books:
§59 3INH Tel: 61159 382 111
MALDON, Colin Bliss Models:
CM9 5RZ Tel: 01621851 327

RAINHAM, Big Mac Tools:

RMI13 9TH Tel: 01708 502 656

RAYLEIGH, Gamerz Nexus:

556 7HL Tel: 07875 957506

SAFFRON WALDEN, Game On:

CBID 1AX Tel: 01799 506 022

SOUTHEND ON SEA, Wayland Games:

§52 58] Tel: 01702 668750

WESTCLIFFE ON SEA, Argosy Toys:
Tel: 01702 336 BOG

EIUIIGESTEIISHIIIE

GW CHELTENHAM:

16 Pittville Street,

GL52 21) Tel: 0124 222 8419
facehook.cam/GWCheltenham

» GW GLOUCESTER:

35 Clarence Sire

GL1TEA J: 0145 250 5033
facehook com/GWGloucester
BOURTON ON THE WATER, Bourton Model Railway:
GL54 2AN Tel: 01451 820 686
CHELTENHAM, HobbyCraft:
GL51 9RR Tel: 0845 051 6581
CIRENCESTER, Crocoedile Toys:
GL7 2P Teli 01285 636 050

GL1 55F Tel: 0845 051 6522
MORETON IN MARSH, Cotswold Book Store:
GL56 0AF Tel: 01608 635 266
STROUD, Antics Model Shop:

GLS 1AN Tel: 01453 764487

HAMPSHIRE

GW BASINGSTOKE:

3 Potters Walk,

RGZT 7GQ Tel: 1125 646 6050
facebook,com/GWBasingstoke

GW PORTSMOUTH:

34 Arundel Street,

POT INL Tel: 0239 287 6266
facebook.com/GWPortsmouth

GW SOUTHAMPTON:

ast Street,

Tel: 0238 033 1962
facebook.com/GWSouthampton

= GW WINCHESTER:

Tel: 0196 286 0199

i
5023 BRY
facehook, com/GWWinchester

ALDERSHOT, The Game Shop:

GUI11DZ Tel: 01252 311 443
ALTON, Alton Model Centr

Gu34 1D Tel: 0142 44
ANDOVER, Andover Toy:
5P10 11X Tel: 01204 352 263

BASINGSTOKE, HobbyCral
RG22 6HN

Tel: 0B4S 051 6571

5050 9JA Tel: 02360 643 179
FAREHAM, Craft Crazy:
PO16 OFF Tel: 01329 265 571

FARNBOROUGH, Dark Star:
GU1S OEN Tel: 01252 545019

FLEET, Fleet Toys:
GU15 3BL Tel: 01252 613949
FORDINGBRIDGE, All The Cool Stuff:
SP6 1AX Tel: 01425 650 696
GOSPORT, TD Books and Wargames:
POIZ 1LR Tel: 07969 494855
HAVANT, HobbyCr.
P09 IND
LYMINGTON, HEF

5041 9AQ Tel: 002
MILFORD ON SEA, Mllfmd Modeis and Hobbies:
5041 00D Tel: 01590 642 112

NEW MILTON, Toys of New Milton:
BH25 6HY Tel: 61425 617 805
NORTHEND, Fun Toys and Games:
POZ 0LH Tel: 02392 696734
PETERSFIELD, Academy Arli & Craﬂs Centra
GU23 AHA Tel: 261
PETERSFIELD, Folly Models

GUIT 4AD Tel: 01730 267 932
PORTCHESTER, Wicor Models:

PO16 UL Tel: 02392 351 160
RINGWOOD, Toys of Ringwood:
BH24 1AT Tel: 01425 479 444
ROMSEY, Roundabout:

5051 8GD Tel: 01794512 145
SOUTHAMPTON, Bod & Sues Models:
5045 4T Tel: 02380 B44 550
SOUTHAMPTON, HobbyCraft:

5018 3HW Tel: 0B45 051 6521
SOUTHSEA, Solent Wargames:

PO4 Q)P Tel: 02392 363575
SOUTHSEA, Suuthsea Models:
POS 25G Tel: 02392 733 208

WINCHESTER, Chlléhnud 's Dreams Lid:
5023 90T Tel: 01962 861 953

HEREFORDSHIRE

* GW HEREFORD:

40 Eign Gate,

HR4 DAB Tel: 01432 355 040
facebook.com/GWHereford
HEREFORD, Weobley Bookshop:

HR4 BSA Tel: 01544 319292
LEDBURY, Little Shop of Wonders:
HRa 2AA Tel: 01531 632206

LEO\’IINSTER Marnn 's Models & Crafts:
01568 613 782

ROSS ON W\'E, Revululmns

HRY 7DY Tel: 01989 562 639

HERTFORDSHIRE

+ GW HEMEL HEMPSTEAD:

16 Bridge Street,

HP1 1EF Tek 0144 224 9752
facebook.com/GWHemelHempstead

* GW ST ALBANS:
18 Heritage Close,

AL3 4EB Tek:
facebook.com/GWStAIbans

* GW STEVENAGE:

5 Queensway,

5G1 1DA Tel: 01438 355044
facebook,com/GWSlevenage
BERKHAMSTEAD, Hamlins:

HP4 2AB Tol: D1442 864 642
BUNTINGFORD, Lost Ark Games:
5G9 SAD Teh 01763 448414
CHESHUNT, Creative Thinking:
ENS 9NU Tol: 01992622333
HITCHIN, Battle Worlds:

G5 1BY Tel: 01462 436588
HITCHIN, Mamly Models:

G5 1D8 Tel: 01462 422 204
LETCHWORTH GARDEN CITY, Cuthbert's Toys:
SG6 DA Tel: 01462 486030
LETCHWORTH, Rowells Toy Emporium:
5G6 3DN Tel: 01562 680 717

786 1193

SG1 3AW Tel: 01438 746 616
WELWYN GARDEN CITY Fm House Toy Store;
ALE 6HA 01707 391 319
WATFORD, Hubb aft:
WD17 25F Tel! 0845 057 6538

ISLE OF MAN

DOUGLAS, Model Tech:
IM1 2ER Telt 01624 666 045

ISLE OF WIGHT

TRADE OUTLETS

I

NEWPORT, Chear Thrills:
PO30 1JP 01983 530 570
NEWPORT, R P Games:
PO30 180 Tel: 01342 821 827
NEWPORT, Toy & Model
PO30 18O Tel: 01983 528 258
R\’DE The Spnru & Model Shop:

Tel: 01983 862 454
SHANKI.IN The Srmrti & Model Shop:
PQ37 TAE 01983 Bo6 824

KENT

GW BLUEWATE!
Unit 0528, Upper Th s Walk, Bluewater,
DAS 950, Tel: 0132 242 7880
facehook. com/GWBluewater

Gw CANTERBURY:

5. lron Bar Lans
IHN Tel: 0122 745 2880
facehook.com/GWCanterbury

G\.\ 1AID5TO\E

m/GWMaidstone
GW TUNBRIDGE WELLS:

36 Grosvenor Road

TNT 2AP Tel: 0189 252 5783
facebook.com/GWTunbridgeWells
ASHFORD, Kid's Stuff:

TNZ3 TAS Tel: 01233 610200
ASHFORD, XPRESS Games:
TNI4 BN Tek: 01233 621710
BEXLEY HEATH, Kit Krazv'

DAS 8DT Tel; 020
BROADSTAIRS, Time & Spate:
€110 1LP Tel: 01843 866 006

CANTERBURY Chromos:
01227 450 838

CANTERBURY Rn‘cf(el Hobbies:

CT1 3AA Tel: 080080 337 189
CHATHAM, Maynes:

MES 48P Tel: 01634 400 031
CRAYFORD, HobbyCrait:

DA1 41D Tel: 0843 051 6535
DEAL, John Roper:

CT14 6TE Tel: 01304 161404
DOVER, Iurners Models:

CTi7 05T el 01304 203 711
DOVER, XPRESS Games:

CT16 1BU Tel: 01304 449358
EDENBRIDGE, D&M News and Toys:
TNS 5AG Tel: 01732 B62 827
FOLKESTONE, Penkraft:

CT19 40P Tel: 01303 279292

FOLKESTONE, Xpress Game:
CT20 2AD Tel: 01303 488
GRAVESEND, Steve’s Collectables and Toys:
DA12 2EQ Tel: 01474 564 465
GRAVESEND, The Stamp Centre:
DAT1 DAY Tel: 01474 534 166
HILDENBOROUGH, Toy Time:

TNIT 9AQ Tel: 01732 B33 695
HYTHE, Apple Jax
ci21 5)U Tel: 01303 262 602

MAIDSTONE, HobbyCraft:
MET6 OSN Tel: 0845 D51 6539
MAIDSTONE, Model World:
ME14 5LH Tel: 01622 735855
MAIDSTONE, No Man s Land:
ME14 THP Tel;

ROCHESTER, Rnchesler Games:
MET 1T Tel: 07952230815
SEVENOAKS, JH Lorimer:

TN13 1R Tel: 01732 432 840
SEVENOAKS, Manklows

TN14 5AR Tel: 017:
SITTINGBOURNE, F1
MET0 3T8 Tel: 0845 2602622
SITTINGBOURNE, Nickel Books:
MET0 4PD Tel: 01795 429 346
THANET, HobbyCraft
CT10 2BF Tel: 0345 051 6364
TUNBRIDGE WELLS, HobbyCraft:
TN2 3UR Tel: 0845 051 6568

LANCASHIRE

* GW BLACKPOOL:

8 Birley Streel,

FY11DU Tek 0125 375 2056
facebook.com/GWBlackpool

hobby need.
PRODUCT RANGES

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

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!

IN THIS DIRECTORY

Middle East and Far East.

AROUND THE WORLD
If you're unsure where your nearest Trade Outlet is located,

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.

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

anywhere in the world, call Customer Services on:
+44 (0) 115 91 40000

u are an independent retailer and you think you could be our next Trade Outlet, then why nol give us a call?

FOR MORE INFORMATION, CALL: 08700 134411

www.games-workshop.com




€S
W@RWS HOP

www.facebook.com/G WMa:denhead
Continuing our ongoing series of store visits, this month we

114 WHITE DWARF

head to Maidenhead - the home of Rolf Harris, TV Dragon
Peter Jones and, of course, Games Workshop Maidenhead.

The Maidenhead Hobby Centre is a fantastic
store with a wide and varied community of
hobbyists of all skill levels and experience.
At the heart of this community are the two
in-store gaming clubs; the Jr. Reapers is there
for those hobbyists just beginning in the
hobby, while the Reapers is for those more
established hobbyists who enjoy coming
into the store to learn new painting tips and
take part in the many games and campaigns.
The Maidenhead Hobby Centre also
enjoys close ties with the local GCN gaming
club, The Maidenhead Reapers who meet
every Monday night at their own venue and
in the Hobby Centre on Thursday nights.
With so many talented and helpful
individuals in the community, there’s always
plenty going on, and with regular building,

YOUR LOCAL STORE

painting and gaming activities, there’s
always something for everyone.

The store is home to a vast wealth of
incredible painters and regularly features
monthly palntmg competitions. In fact many
of the competitors are Golden Demon or
Young Bloods entrants, and all are incredibly
helpful, happily sharing their top tips.

Don’t miss out! This summer, make sure
you pop into GW Maidenhead.

Games Workshop Leeds
1 Kingsway Chambers, King Street
Maidenhead, Berkshire
SL6 1EzE

Tel: 01628 631747




GW BOLTON:

Unit 14 (15t floor), Crompton Place,

BL1 1D Tel: 0720 436 2131

facebook.com/GWBellon

+ GW BURY:

16 Crompton Street,

BLS 0AD Tel: 0161 797 6540

facebovk.com/GWBury

GW PRESTON:

15 Miller Arcade,

PR1 2QY Tek 0177 282 1855

facehook.com/GamesWorkshapPreston

* GW WIGAN:

12 Crompton Stre

WNI 1YP

facebook,com/GWWi

ASHTON UNDER LYNE, Roundabout Toys:

OL6 6A] Tel: 01613 432 344

BLACKBURN, Batcave:

BB2 L Tel: 01254 667 450

BLACKBURN, Mercers Toys:

BB2 2BL Tel: 01254 pR1401

BLACKPOOL, lCu"ecIﬂblEs_

FY4 18W Tel: D1253 403839

BOLTON, Hubb Craﬂ

BL1 25L 345 051 6531

BOLTON, M| Racing:

BL5 254 Tel: 1942 386 790

BOLTON, Puﬂculhs Waq;ﬂmﬁ Empurrum

BLI AD 522

BURNLEY, Compendlum

#R12 DBO 57 060

CHORLEY, Rampsuns Tuys & Nursey World;

PR? 25Q Tel; 01257 'mswy

CL!THEROE Cowgills of Clitheroe Ltd:
Tef: 01200 423 367

COLNE West End Model Centre:

1942 B29121

BED 0BT Tel: 01282 867711
FLEETWOOD, The Model Exchange:
FY7 7PX Tel: 01253 874 247

LEIGH, Storktown Ltd:
W7 TAW Tel: 01942
ORMSKIRK, Taylors:

139 2AA Tel: 01695 573516
POULTON LE FLYDE, Padley Toys:
FYG 7AA Tuk: 08432 997 749
PRESTON, HobbyCraft:

PR BAF Teli 0845 051 6529
RAMSBOTTOM, Clark Crafts:

BLO AL Tel: 01706 826 479
THORNTON, Toys 2 Sar
FY5 4j2 Tel: 01253 B
WIGAN, Crazy Garne:.
WNA 9AU Tel: 01942 375 394
WIGAN, Omega Games:

WNT 1R Tel: 07582 147 309

LEICESTERSHIRE

GW LEICESTE!
Unit 2,16/20 Silver Streel,

LE1 SET Tek: 0116253 0510
facehook.com/GWLeicester

* GW LOUGHBOROUGH:

22 Biggin Street,

LELT TUA Tel: 0150 923 B107
facebook.com/GWLsughborough
ASHBY-DE-LA-ZOUCH, Shellbrook Toys:
LEBS TAF Tel: 01530 412 185
ASHBY-DE-LA-ZOUCH, Steve’s Models:

71116

905

LEGS THP Tel; 01530 416 827
COALVILLE, Crafty Corner:

LE6Z 3ED Tel: 01530 411175
KIRBY MUXLOE, Cherry Tree hop:
LB 210 Tel: 01162 307 461
lEICESTER Table Top Tyrant:

LE Tel: 01162 533 954

10UGHBOROUGH Wargames Inc:
LET1 1jA Tel: 01509 235505
LUTTERWORTH, Ace Connections:
LE17 4E) Tel: 01455 558335
MARKET HARBOROUGH, Chips:

LE16 7DS Tel: 01058 466 372
MARKET HARBOROUGH, Quinns:
LETH 7AF Tol: 01458 432 313
MELTON MOWBRAY, Cobwebs:
LET3 1XA Tel: 01664 500700

LINCOLNSHIRE AREA

* GW BOSTON:
45 Wide Bargate,
PEZ 6SH Tel: 01203 356396
facebook.com/GWBaston

* GW GRIMSBY:

9 West St Mary's Gate,

DN31 LB Tel: 0147.234.7757
facebook.com/GWGrimsby

* GW LINCOL
SUA, Saltergate, (outside of Waerside Centre),
N2 1DH Tek 0152 254 8027
facebook.com/GWLincoln

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

PELO 9NB Tel: 01778 420 409
GAINSBOROUGH, Mad About Trains:
DN21 THS Tel: 01427 811 040
GRANTHAM, A1 Hobbies Ltd:

NG31 9SE Tel: 01476 579393
GRIMSBY, Chalkus Lt
DN3ZOPA Tl 01

SBY, Ramsdens L

Bz Tek 01472 315 215
LDUTH Castaline:

LNT1 9ET Tel: 01507 602 149
MABLETHORPE, Belas Toymaster:
LN12 1AD Tel: 01507 473 328
SCUNTHORPE, Shermans Model Shop:
DN15 6LD Tel: 01724 642 439
SKEGNESS, The Model Shop:

PEZ5 ANY Tel: 01754 763 429
SKEGNESS, Warlords of the Coast:
PEZ5 1RY Tel: 01754 763886

SPALDING, Game Llllk‘ h
PEVT 2HQ, 0177572252
SPALDING, Mawn’s Mnde]s
PET1 1DQ Tel: 01775 722 456

STAMFORD, Stamford Models and Hobbies:
PEY 2A7 Tel: 01780 767934

LONDON

¢ GW ANGEL:

36-37 Myddleton Street, Angel Islington,
ECIR 1UA Tek: 0207 7130835
facebook.com/GWAngel

GW BROMLEY:

Unit 24, The Mall, Bromley,

BR1 17§ Tel: 0208 466 0670
facehook.com/GWilromley

GW CHISWICK:

6 Chiswick High Road

W ITH Tol: 0208 994 5978
facehook.com/GamesWarkshopChiswick
GW COVENT GARDEN:

Unil 33, The Market,

WC2E BBE Tel: 0207 240 5106
facehook.com/GWCoventGarden

GW CROYDON:

Unif 35, Centrale Shopping Centre, Keeley Road,
CRO1TF Tel: 0208 680 3600
facebook.com/GWCroydon

= GW EPSOM:

& High Strect,

K119 84 Tel: 01372 751881
facebook.com/GWEpsom

GW KENSINGTON;
Shop 7, Lancer Square
WH 4EH T
facebook.com/CWKensi

GW KINGSTON ON THAMES
13 File Road,

KT1 1SF Tel: 0208 549 5224
facebook.com/GWK
GW OXFORD §
F10, The Plaza Shopping Centre,
WID LT Tel: 0207 4360839
facebook.com/GWiandonPlaza

* GW MUSWELL HiILL:

117 Alexandra Park Road,

N10.2DP Tel: 0208 883 9901
facebook.com/GWMuswel IHill

GW ROMFORD:

12 Quadrant Arcade,

RMIT 3D Tek: 41708 742 140
facebook,com/GWRomfurd

* GW STAINES:

8 Clarence Strect,

TW18 45p Tel: 0178 446 0675
facebook, com/GWSlaines

GW SUTTON:

Unit 26, Times Square Shopping Centre,
SMI11LE Tel: 0208 770 9454
facebook. com/GamesWorkshopSutton
GW UXBRIDGE:
Unit 32, Chequers Mall,

ington Church Strcet,
37 7011

o Shoppirg Centre,

UBS TLN 1
facchook.com/GWUxhridge

GW WATFORD:

Unit Q, 1A Queen S Harlequin Centre,

WD17 2LH 1
facchook.com/GWW

1923 245388

N22 6BA Tel:
facebook.com/GWWaodGreen
BARNET, Tays Tays Toys:

ENS5 5XQ : 0208 449 0966
BATTERSEA, Comet niatures Market:
SW11 5RH Tel: 0207 924 1005

BECKENHAM, Beckenham Toys:

: (2086 505 355
BLACKHEATH End Impressions:
SE3 OTA Tel: 0208 852 6192
BRENT CROSS, Hobb Craft:
NW2 6LW Tul: 0845 057 6578
BROMLEY, Chmertun Toys:
HRZ 90 Tel: 02084643000
CHISWICK, Turnham Arts and Crafts:
W4 LS Tel: 0208 995

526872
CROYDON, HobbyCrait

CRO 4XU Tel: 0843 G651 6570
DULWICH, The Art Stationers:
SE21 7BN Tek 0208 693 5938

EAL]NC, Nnrlhrelds Models:
2Qu Tel: 0208 299 3444
EAST SHEEN, Pandemaonium:
SW14 BAE Tel: 0208 878 0866
ENFIELD, Pearson:
EN2 Tel: 0208 373 4200
HNCHLEY, lelsure Games
N32 0208 3

FUI.HAM Patricl s'l' 0ys:
SW6 75X Tel: 0207
GREENFORD, HobhyCrait:

UB6 0UW Tel: 0A45 051 6526
HAMPSTEAD, Ha ‘ppy Returns:
NW3 TNH Tol: 0207 435 2431
HARROW, Toy Galax

HA1 2RH Tel: 02 =nu 424 0300
HERNE HIL!., Just Williams:

SE24 9 Tel: 0207 733 9955
HORNCHURCH, Mndellers Wnrld
RM12 58X Tel: 01708

KINGSTON, The Print
Tel: 020 7221 §865
MUSWELL HILL, Art For Art’s Sake:
0] Tel: 020 6432 0512
LEYTON Engine Shed Model Railways:
E11 4 Tel: 0208 539 3950
lONDON 4D Maodelshop:
1 BEU Tel: 020 7264 1288
OR?INGTON Chips:
BRG OJR Tel: 01642 227348
ORP!NGTON HuhhyCraft
RS IRF

HAS
PUTNEY, Toystop:
SW15 1TW Tel: 0208 785 9955

RICHMOND, Planet Ace Ltd:
TW3 1RW Tel: 0208 948 8476
ROMFORD Hobby(_‘raﬂ'
Tel: 0845 051 6545
RUISLIP John Sanders:
HA4 818 Tel: 01895 634 848
SGUTH WOODFORD, South Woodford
Tel: 0200 708 9067
UFTON PARK, The Who Shop Ltd:
Tel: 0206 471 2456
VICTOR[A PARK, The Toybox:
E) 7HD Tel: 0200 533 2679
WATERLOO, Darl( Sphere Retail:
SE1 7N) : 0207 928 7220
WEST DRAYTON, m Aviation Hobby Shop:
UR7 BEA Tel: 01895 442123

MANCHESTER ARER

* GW ALTRINCHAM:

Unit 1, 19 Grafton Street,

WA14 1DU Tel 0161 929 9896
facebook.com/GW, Altrincham

GW MANCHESTER:

Unit R35, Marsden Way Sauth, Arndale Centre,
M4 3AT Tel: 0161 834 6871
facebook.com/GWManchéster
MANCHESTER, Fanhoy 3:

M1 1FZ Tel: 01422 378532
MANCHESTER, Golem Painting Studio:
M1 5QF Tel: 07894 315 911
MANCHESTER, Travelllng Man:
M1 W Tel: 01612 371 877

MERSEYSIDE AREA

GW LIVERPOOL:

i3k Central Shopping Centre, Rancleigh Street,

110F Tel: 0151 703 0963

facebook.com/GWiiverpool

* GW SOUTHPORT:

Unit 2, The Fdge, 7 Hoghtan St,

RO OTE Tel: 0170 450 1255

facehook.com/GWSouthport

BIRKENHEAD, M'nney Trading:

CH41 2YH : 01516 661 013

BRIMSTAGE, Wargameslure,

CHB3 6JA Tel: 01244 676139

LIVER?GOL, The Scy‘lhemd Gamer Cafe:
Tel: ;:muam 665

S'I' HELENS Scott Rock Hobbies:

WA 3IN Tel: 07512 096742

ST HELENS, Remm:s Arts and Craits:

WATO TNW. Tel: 01744 739660

UPTON PARK, War and Hobby:

WAT0 28Q Tel: 7846 316 044

¢ GW KINGS LYNN:

23 Norfolk Streed,

PEID 1IAN Tel: 01553 777 920
facebook.com/GWKingsLynn

GW NORWICH:

1214 Exchange Sireel,

NR2 1AT Tel: 0160 376 7656
facehook.com/GWNanwich

CROMER, Cromer Furniture:

NR27 9HT Tel: 01263 515153
DEREHAM, Starlings Toymaster:

NR19 1TR Tel: 01362 697 769

DISS, Toy Box Toys:

P22 4D Tel: 01379 640 003
GREAT YARMOUTH, Kerrisons;

NR10 INZ Tel: 01493 #53 897
GREAT YARMOUTH, Platform 1 Model Shop:
NR30 2NU Tel: 01493 643 258
HOLT, Starlings Toymaster:

NR25 6HN Tel: 01263 713101
HUNSTANTON, Pavilion Toymaster:
PES6 5AH Tel: 01485 533 108
NORWICH, HobbyCraft:
NR1 TWR Tel: 0845051 6573
NORWICH, Kerrisons:

NR3 ZRX Teli 01601 494 008
NORWICH, Langleys:

NR13 6LH Tel: 01603 621459
SHERINGHAM, Starlmgs Toymaster:
NR26 805 Tel: 01263 822368

NORTHAMPTONSHIRE

* GW KETTERING:

4 Lower Street,

NN16 BDH Tel: 01536 411114
facebook. com/GWKeltering

* GW NORTHAMPTON:

24 Alington Syuare,

NNT SAA Tel: 01604 636 687
facebook.con/GWNorthampton

BURTON LATIMER, Cocl(pi:snnic UK Lid:
NNIS SLA Tel: 01536 725 905

GREAT BILLING, Che!ry Tree Glft Shop:
NN SDA : 01162 387 461
NORTHAMPTON HobbyCraft:

NN5 SAF : 0B45 051 6523
NORTHAMPTON, Wargames ‘Workshop:
NN1 4AE Tel: 07931 775267

FETERBOROUGH HDbbyCrafl'

PEL 4YZ Tel: 0845 051 6563
RUSHDEN, Oshorne Sports & Toys:
NN1D 0P Tel: 01933 312 415
WELLINGBOROUGH, Software Seller:
NNE TBQ Tel: 01933 440 861

CORBRIDGE, The Village Square:

NEAS SAW Tel: 01434 634 056
MORPETH, TG Allan:
NEGT 1BA Tek: 01670 515136

NOTTINGHAMSHIRE

GW NOTTINGHAM (Central):

34a Friar Lane,

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

GW WARHAMMER WORLD:

Willow Road, Lenton,

NG7 2Ws Tel: 0115 916 8410
facehook com/GWWarhammerWarld
ARNOLD, W Boyes & Co Ltd:

NG5 7EB Tel: 01159 260 106
BEESTON, Chimera Leisure:

NG9 2LH Tel: 01159 229880
MANSFIELD, TC Painting Studios:
NGZ1 9DA Tel: 01623 400841
MANSFIELD, Eye of the Storm:

NGia 58U Tel: 01623 236919
MANSFIELD, The Games Emporium:
NG18 1NQ Tel: 01623 640 022
NEWARK, Access Models:

NG24 18E Tel: 01636 673 116
NEWTHORPE, Caliver Books:

NG16 20P Tel: 01159 382111
NOTTINGHAM, Foundry Miniatures:
NG3 1DE Tel 0115 5413000
NOTTINGHAM HubbyCraﬂ

NG2 3GZ Tel: 0B45 051 6249
NOTTINGHAM Vague Connections:
NG 5FP el 07816 $78848
RETFORD, Bmﬂrworm

DNZ2 6EA Tel: 01777
WEST BRIDCFORD, Ins
NG2 5GR Tel: 0115 982 1200

GW OXFORD:

1A Bush House, New Inn Hall Street,
OX1 2DH Tel: 01865 242 182
facebook.com/GWOxfard
BANBURY, Trinder Bros:

OX16 58N Tel: 01295 262 346

BICESTER, HobbyCrait;
OX25 INY Tel: 0445 051 6557
BICESTER, Toys and Nursery:
OX26 GIW Tek: 01869 323 946
CARTERTON, Glles Sports:
OX18 3L : 01993 842 396
DIDCOT, Tuys-UK
OX11 8K) Tel: 0123
GORING ON THAMES, G
RGH 9HG Tel: 01491 872420
OXFORD, Boswells Toymaster:
OX13AG Tel: 01863 241 244
WALLINGFORD, Kev’s Toyshap:
Tel:

OX10 0EW 01491 825136
WITNEY, Dentons:

OX28 GHW Tel: 01993 704 979
GW SHREWSBURY:

6 Markel Street,

SY1 1LE Tel: 0174 336 2007

facebook, com/GWShrewshiury

JACKFIELD, Robert Harrop Designs Ltd:
TFE 7L Tek 01952 884604
OSWESTRY, Totally Games:

SY11 252 Tol: 01691 688 994
DONNINGTON Sanda Games:

WELLINGTON QuesIln
TFLAPS

SOMERSET

GW BATH;
15 §1 James Parade,
BAT 1UL Tel: 0122 533 4044
facebaok.com/GWRath
BRIDGWATER, Insane Games:
TAG 3BW Tel: 01278 433554
BURNHAM ON SEA, GW Hurley:
TAS 1PA Tel: 01278 789 281
CI"IPPING SODBURY, Purplz Parrat:

AD Tel: 014 |4 323 33
ClEVEDON Insane Games:
BS21 6ND Tel 01275 871612
FROME The E“Enhray Press:

: 01373 462 139

FROME Frome ModeICenlre'
BAT1 1DA Teli 01373 455295
MIDSOMER NORTDN, Signals:
BA3 2DH Teli 01761 402484
PORTISHEAD, Careys Home and Garden:
BS20 GAF Tel; 91275 188 90
SOMERTON, Somerton Hobbi
TADT 6QQ Tel 01458 273755
STREET, Insane Games;
BATG OHP Tek: 01458 441443
TAUNTON Krackers:
TAI 4 Tel: 01823 335 857
TAUNTON, Hatcher & Son:
TAZ BRX Tel: 41823 27
WELLS, Insane Games:
BAS 2AW Tel: 01749 679911

WELLS, Kids Stufi:

BAS 2DP Tel: 01749 676 217
WESTON SUPER MARE, The Games Bunker:
BS23 1RH Tel: 01934 622141

WESTON SUPER MARE, MT Games Ltd:
BS23 1QQ Tel: 01934 429 959
YEOVIL, Atomic Cnm(c & Games:
FA20 1LH Tel: 01935 432 639
YEOVIL, Witch Engme

BAZ0 INB Tel: 01935 427077

STAFFORDSHIRE

* GW BURTON ON TRENT:

facebook.com/GWaurton

GW STOKE:

27 Stafford 81,

st U Tel: 0178 220 5287
facebaok.com/GWStoke

BURTON ON TRENT, Midco Toys:

DEI4 1JE Tel: 01283 515 810
FENTON, Guys That Game:
ST4 204 Tel: 02081 338048
HANLE\' The Game Place:

ST1 1EG Tel: 01782 28
LEEK, Old Skuul.

ST13 5]W 1538 383 161
LICHFIELD, Dj;

W513 6DT

Tel: 07947 63779
LONGTON, AN Miniature Models:
ST3 INW Tel: 01782 321 790
LONGTON, The Game Place:
ST3 288 Tel: 01728 698 218
NEWCASTLE-UNDER-LYME, Chips:
ST5 24H Tel: 01782 660 343
NEWCASTLE»UNDfR LYME, Jollies Arts:
S 2AT Tel: Q1782 616 700
NORTON L-\NES. Dpnmum Models
WS11 30X 01543 272 77
STAFFORD, E‘lobbytra
Tek 0845 031 6369
STAFfORD Midlands Co- -0p Society:
01785 223431

T
STAFFORD, Too Fat Goblinz:
5716 2NQ Tel 01785 244 499
TAMWORTH, HobbyCraft:
B78 3HE Tel: 0845 051 6525

SUFFOLK

GW IPSWICH:

63 Westgafe Street

IP1 3DZ Tel: 01473 210 031
facebook.com/GWipswich

BECCLES, Toy Box:

NR34 GHE Tel: 01502 712 785
BURY ST. ED“UNDS, S|ar|lng§ Toymaster:
P33 10E 01284 761 646
FELIXSTOWE, Wllards Wurl(shap

P11 2AW Tel: 01394 277 233
LOWESTOFT, Annatar:
NR32 THB Tel: 01502 513477

NEWMARKET, Moons Toyland:
CB8 BUG Tel: 01638 663 137
STOWMARKET, D ] Collectables:
P14 TAH Tel: 01449 771 015
STOWMARKET, Simpson & Sons:
1P14 1HA Tel: 01349 612 914
SUDBURY, Tlnetly s Toys:

CO10 1)L 01787 372238

WOODBRIDCE, Toytown:
1P12 1DH Tel: 01394 383 170

SURREY

GW GUILDFORD:

Linit 1, 9712 Tunsgate,

GU13QT Tel:0148 345 1793
facebook.com/GWGuildiord

GW WOKING:

Unit 3, Cleary Court, 169 Church Strest Fast,
GU21 6H) Tek: D148 377 1675

facehook.com/GWWoking
ADDLESTONE, Addlestone Model Centre:
KT15 2BF Tel: 01932 845440

CAMBERLEV Hobby Tny Shup
B

Tel: 01932 867374
CROYDON, Gordons Toy and S!allanaxy
CRO GRD Tel: 0208 654
DORKING, Durhng Madelr

RH4 181 Tel: 01306 881 747
FARNHAM Enchanted Wund

GU9 7PB &
GODALMING, The (Iass}taf Game Shop:
GU7 1EH Tel: 01483 416 786
GODALMING, The Toy Box:

GUY 1NN Tel: 01483 424379
HASLEMERE, Enchanted Wood:

627 2HR Tel: 01428 648900
RHE 0QA Tel: 01883 715 305
REDHILL, Gamers Guil

RHI 18R Tek: 0173
REIGATE, The Toy Shop:
RHZ 9AF Tel: 01737 245 300
RICHMOND, Toy Station:

TWS 1EE Tek 0208 940 4896
SURBITON, Heroes and Legends Games:
KTb 7AB Tel: 0203 258 0054
SUTTON, The Games Shop:

SM3 9H) Tel: 02056 446 660
WOKING, HobbyCraft:
GUZ2 88D Tek: 0845

GW BRIGHT!
Unit 7, Nile Pavilions,

BN THW Tel: 0127 320 3333
facebook.com/GWErighton

* GW CRAWLEY:

11 Broadway

RHIB1DX Tek; 0129 355 2072

facebook,com/GameWorkshopCrawley

* GW EASTBOURNE:

33 Cornficld Road,

BN21 4QG Tel: 0132 364 1423

facehook. com/GWEasthourne

* GW WORTHING:

2 Bath Place, Worthing,

BN11 3BA Tel: 01903 213 930

facebook, com/GWWorthing

BILLINGHURST, Aurora Gaming:

Tel: 01403 701 991

BOGNOR REGIS, Squires Models and Craft Took:

POZ1 10D Tel: 01243 842 525

BOGNOR REGIS, Trains Models and Hobbies:

PO21 1EH Tel: 01247 864 727

BRIGHTON, Brighton Toy and Model Museum:
8N11AD Teli 01273 749494
BRIGHTON, Onslaught Games:

OX10 0EW Tel: 07927 963841
BURGESS HILL, Kid's Stuff:

RH15 9NP Tel: 01444 257 724

CHICHESTER, Kid's Stuff:

POT9.105 Tel: 01243 788055
CHICHESTER, Toywizz:
PO19 108 muu 788 055
CRAWLEY, Hubb raft:

RH11 75T Tel: 0845 051 6552

EAST GRINSTEAD, Martells of Sutton
RH19 1BE Tel: 01342321303

EAST WITTERING, Shell Toys and Gifts:

FO20 ABL Tel: 91243 672353

HASTINGS, Hastings Hobbies:

TN34 THL Tel: 01424 200021
HAYWARD'S HEATH, Clarkes:

RH16 4LL Tels 01444 457551
HORSHAM, Battlequest Games:
RH13 5AX Tek 01403 242003
HOVE, Kids Dreams:

BN3 5TD Tel: 01273 420 666
LEWES, Tashtori Arts and Crafts:
BNY 2DB Tel 01273 487670
SEAFORD, Toytow:
BN25 Tel: 01323 BY5 681

5T lEDNARDS ON SEA Sﬂvtllﬂll Models and Toys:
N3 01424 431 133

STEYNING, The Dollhouse Shop:

BN44 3RD Tel: 01903 B16812

UCKFIELD, Kid's Stuff:

TN22 500 Teli 01625 768 398

WISBOROUGH GREEN, Aurora Gaming:

RH14 OES Tel: 01403 701997

TYNE AND WEAR AREA

GW NEWCASTLE (Central):

Unit 6, Newgate Shopping Centre,

NEL 57Y Tel: 01971 232 2418
facebook com/GWNewcastle

GW METRO (Metro Centre):

Unit 2, First Floor, The Arcade

(near the Mediterrancan Village),

NET1 YL Tel: 0191 4610950
facebook.com/GWMelroCentre

= GW SUNDERLAND:

2538 High Street West, Sunderfand,

SR1 3DH Tel: 01915 100 434
facebook.com/GWSunderland

HOUGHTON LESPRING The Gamers Outpost:
DH4 4w : 0191 3835 2030
GATESHEAD: Hohbthaﬂ

NE{1 08D Tel: 0045 051 6347
NEWCASTLE UPON TYNE, Travelling Man:
NE1 5JE Tel: 01912 614 993
NORTH SHIELDS, SR Gladston & Son:
NE29 6Q) Tel: 01912 570 135
PELAW, Graham's Wuerkshopp:

NELD UHW Tel: 01914 690745

6556

www.games-workshop.com
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GAMES
WORKSHOP,

®

Stopping just short of the English Channel, we found ourselves

BRIGHTON

www.facebook.com/GWBrighton

in Brighton where we decided to pop into the local Hobby
Centre. And we were not disappointed...

Many of the shops in Brighton boast
glorious window displays and, not wanting
to be outdone, the staff at GW Brighton

are planning their own fabulous window
display, depicting an epic battle scene based
on a post apocalyptic Brighton Pier!

A project of this size and scope could
not be achieved easily without the help of
the hobby community, and the Brighton
Hobby Centre is lucky enough to host
three gaming clubs, all of whom have been
invited to lend a hand painting miniatures to
litter the battlefield.

As well as in-store clubs for beginners
and established hobbyists, GW Brighton’s
School League club is open to teams from
local schools to attend, providing the chance
for players to refine army lists and get in as

much practice, before attending the one of
many national School League events.

And that's not all. Together with the local
GCN club, the Brighton Warlords, you can
be sure you'll never be short of an opponent
to play with.

So, if you're looking for a partner for the
next Doubles Event or simply want help and
advice with your next hobby project, make
sure you visit Games Workshop Brighton.

Games Workshop Southport
Unit 7, Nile Pavilions, Nile Street
Brighton, East Sussex
BN1 1THW

Tel: 01273 203 333

OO0
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SUNDERLAND Tny and Computer Store:
Tel: 0191 565 5196

GW COVENTRY:
Unil 39, Upper Level, Cathedral Lanes Shopping Centre,
cvi 1 el: 0247 b22 7311
facebook,comi/GWCaventry

* GW LEAMINGTON SPA:

32 Regent Street,

CV32 5EG Tel: 01926 427030
facehook.com/GWLeamingtonSpa

* GW NUNEATON:

3 Bridge Street,

CVi1 4Dz Tel: 02476 325754
facebook com/GWNuneaton

« GW STRATFORD:

Unit 1, 27 Windsor Street,

CV37 6NL Tel: 61769 297 262
facebook.com/GWSlratford
ALCESTER, Our Place:
B49 50P Tel: 01709 7

BEDWORTH, fun Fancy Dress Ltd:
CVIZ BLP Tel: 02476313 111

COVENTRY, Antics Model Shop:
o1 1R Tek: 02476 551155

LEAMINGTON Si’A, Avon Toys:
€V32 4RR Tel: 01926339922
NUNEATON, Hearl of England Co-op:
CVIT 6IX Tel: 02476 362 331
RUGBY, Joto Railways & Models:
€22 5E) Tel: 562 372
SOLIHULL, HobhbyCr:
890 4LD Tel: 0845 051 6562
STRATFORD-UPON-AVON, Mu(h adn abaut toys:
CV37 6YW Tel: 017 5 650
WARWICK, Castle Trams
CV34 a5 Tek 01926 497 905
WOLVERHAMPTON, HobbyCraft:
WV11 187 Tel: 0845 051 6543

WILTSHIRE

GW SALISBURY:

18 Winchester Streot,

SP1 THE Tel: 0172 233 0955
facebook.com/GWSalisbury

GW SWINDON:

18 Brunel Plaza,

SN1 1LF Tek: 0179 343 6036
facebook.com/GWswindon
CHIPPENHAM, Thorntons Toymaster:

SN15 3WL Tel: 01249 463100
DEVIZES, Devizes Toys:
SN1D 1AG Tel: 01360 723 841

MARLBOROUGH, Duckl gsToys-

SN12 bLE Tel: 17225 700754
MELKSHAM, The Toyshoj

SN12 6LE Tek: 01225 703 2
SWINDON, The Battle Lounge:
§N2 7RD Tel: 01793 722 366
SWINDON, Cleopatra’s Palace:
SN26 7EA Tel: 01793 724526
SWINDON, HobbyCral

SN3 4E5 Tel: 0B:

TROWBRIDGE, The Toy Shop:
BAT4 BAS. : 01225 768 415
WARMINSTER, F:nk Planet:

BA12 9AG Tel: 01985 212 555
WESTBURY, The Gas Cupboard:
BA13 3PB Tel: 01373 825 825
WESTBURY, Trlple He!u:

BATI 4LS 013
WOOTON BASSE'I'I' Mark’s Models Ltd:
SN4 7AQ Tel: 01793 851 242

WORCESTERSHIRE

GW WORCESTER:

23 Lychgate Mall, Cathedral Plaza,
WRT 208 Tek: 0190 561 6707
facebook.com/GWWarcester

DROITWICH, HobbyCrait:

Wi 0DG Tel: G845 057 6348
DROITWICH; Look-rite Ltd T/A Toyworld:
WRS 8F) Tel: 01905 772 401
EVESHAM Total Wargamer-

W11 71 Tel: 01386 513 113
PERSHORE, Pplumz Ltd:

WR10 TEU Tel: 01386 555 002
REDDITCH, Hohby Huf

B97 4L) el: 01527 540 B40
STOURBRIDGE Invaston Games:
DYS 15 Tek: 01384 373536

YORKSHIRE

* GW BRADFORD:

4 Piccadilly, Bradiord,

BD1 3LW Tel: 0127 473 9430
facebook.com/GWBradford

* GW DONCASTER:

26 High Street, Doncaster,

DN1 1DW Tel: 0130 232 6535
facebook . com/GWDoncaster

« GW HARROGATE:

53 Station Parade,

HGIATT Tel: (142 356 4310
facebook.com/GWHarrogate

GW HULL:

30 E'JF\\);DD Street,

HUI 3ND Tel: 1148 258 9576
facebonk,com/GWHull

GW LEEDS:

155 Briggate,

LS1 6LY Tel: 0113 242 0834

facebook.com/GWLeeds
* GW SHEFFIELD (Central):

16 Fitzwilliam Gate,

51 4JH Tel: 0114 275 0114
facebovk.com/GWSheffield

GW SHEFFIELD (Meadowhall Centre):
Unit 918, High Sirect, Upper Mall

(next to entrance near Boots),

59 1EN Tel: 0114 256 9836
facebook.com/GWMeadowhall

GW WAKEFIELD:
96 Kirkgate, The Ri
WF1 118
facebook.com/G

s Centre,
0192 436 9431
‘Wakefield

GW YORK:

13A Leadal,

YO1 BAQ Tel: 0190 462 8014
facehook.com/GamesWorkshopYork
BARNSLEY, Janco Toys:

570 5AA Tel: 01226 208654
BEDALE, Golden Tortoise:

DHB 2AN Tel: 01677 423 233

BEVERLY, Beverly Model Shop:

HU17 BAA Teli 01482 864 223
BRIDLINGDON, W Boyes & Co Ltd:
YO15 20N Tel: 01262 609 111
BRIDLINGTON, T2 Internet Cafe:
YOU5 3AL Tel: 01262 604 654
DEWSBURY, Cosmic Toys and Collectables:

WFI3 1IF Tel: 01924 650348
DONCASTER, Zone Out:

DN1 2PW Tel: 01302 810285
DRIFFIELD, Sokmlls

Y025 6Ps : 01377 252100
FllEY Beachcomber.

YO14 9HU Tel: 01723 514 434
GOOLE, Hall's Music:

DN14 6BP Tel: 01405 764191

HALIFAX Halifax Mndellers World:
HXT 1 Tel: 01422 349157
HARROGATE Butlerfngers

Tel: 01423 507 575

H MSLEY, The Toy Shop Helmsley:
YO62 50W Tel: 01439 771 020
HUDDERSFIELD, Patriot Games:

HD1 1DU Tel: 01484 511019
HUDDERSFIELD, Something Wicked:
HO1 18T Tel: 01484 559 226

HULL, Archeron Game:
HU 3BA Tel: 0148
HULL, Heroes Hideout:
HUS5 45H 01482 844 631
HULL, Hobby Fortress:
HUT 3HG Tel: 07798 606 397
HULL HobhyCraﬂ‘

Tel: 0845 051 6366
ILKELY, W Boyes & Co Ltd:

221011

1529.8HQ Tel: 01943 601 344
LEEDS, HobbyCraft:
LS10 1EW Tel: 0845 051 6542

LEEDS, Leeds Wargaming Centre:
Tel: 07581 121617

LEEDS Millennium Models:

1527 BEB Tel: 0113 218 9286
LEEDS, Travelling Man:

LS1 6DE Tel: 01334 236 461
NORTﬂAI.LERTDN Chips Northalleton:
DL6 TNA Tel: 01609777612
NORTHALLERTON T & FM Grover Ltd:
DL7 BLW Tel: 01609 773 334

PICKERING, Plcker g Model Centre:
YOI 7, 62
PIGKEIIING Trq.li Illazer Ol.mioors. z
Tel: 01751 474 672
I’OCKL]NGTON Chyids Play:
Y042 2Q1 Tel: 01759 306 041
RICHMOND, Finklegate Tea Room:
DL10 40A Tel: 01745 826 501
RIPON, The Knowledge Magnet:

Tel: 01765 690110
SCARBDROUGH, Space, Myth and Magic:

YO11 1HQ Tel: 08456 441 113
SCARBOROUGH, W Euyei & Co Ltd:
YO11 1HS: Tel: 01723375

SCISSET, Springfield Hobbies:
Tel: 01484 B60 066
SHEFFIEED Antics Model Shop:
2AZ Tel: 01142 495 700
SHEFFIELD HnbbyCrafl
$9.2YZ Tel: 0845 D31 6526
SHEFFIElD, lmpart Ui
Tel: 01909 560 273
SHEFFIELD Outpusl Wargames Ltd:
01142 752 172
EHEFFIELD Warg;mes Emporium:

51 2FB Tel: 01142 754 826
SKIPTON, Craven Model Centre:
BD23 1)Z Tel: 01756 797414
THIRSK, The Artist's Pal;

YO7 1AA Tel: 01845 5
WETHERBY, Casllegale Toys Litd:
1522 6LR : 01937 562 816

WHITBY, John Anderson ‘onma.sler.
Y022 4BG ek ul‘)r 2z
WHITBY, W Boyes & C
YOoz1 10U Tel: m‘nr 604 403
HUTTON LE HOLE, The Craft Workshop:
YOb2 6UA Tel: 01751 417926
YORK, Travelling Man:

YO1 7LF Tel: 01904 628 7678
YORK, W Boyes & Co Ltd:

YO1 715 Tel: 01904 610 660

NORTHERN IRELAND

GW BELFAST:

20A Castle Court,

(towards the back of the centre)

BT1 10D Tel: 0289 0233604
facebook.com/GWHelfast
BALLYMENA, Camerons:

BT43 6EB Tel: 020 75648821
BANBRDGE, Roger's Toymaster:
BT32 3TL Tol: 018 206 5

BANGOR, Replay Games:
BT20 58D Tel: 028 91452210

BELFAST, Nerdtopia Coffee Ltd:

BT9 5FE Tel: 07955 016 570
BELFAST Serenily Games:

BT7 1 Tel: 028 9024 9578
CDLERAINE Netramedia:

BTA2 1IN Tel; 07813 905966
DERRY, Jungle King:

BT48 OLY Tel: 07846 316 044

ENNISKILLEN, Modellers Corner:
BT74 7EW Tel: 028 66322367
PORTADOWN, Creative Destruction:
RT60 1 TF Tel: 02837 352411

SCOTLAND

GW ABERDEEN;

Unit 1, 1214 Upper Kirkgale,

ABTO 1BA Tel: 0122 464 9779
faceboak.com/GWAberdean

rne Arcade, 115 High Street,
KAT 15B Tel: 01292 245 650
facehook.com/GWAyr

GW DUNDEE:

110 Commergial Strect,

D1 24] Tek: 0138 220 2382
facebook.com/GWDundee

GW EDINBURGH:

136 High Street,

EH1 108 Tel: 0131220 6340
facebook.com/GWEdinburgh

* GW FALKIRK:

12 Cow. Wynd,

FK1 1PL Tel: 0132 462 4553
facebook.com/ GWFalkirk

GW GLASGOW:

81 Union Street,

G13TA Tek: 0141 221 1673
facehook.com/GWGlasgow

* GW STIRLING:

45 Barnton Street,

FK8 1HF Tel: 01786 455009
facebook.com/GWstirling
ABERDEEN, HobbyCraft:

AB11 5PP Tel: 0845 031 6367
ABERFELDY, Cmssf‘re Hobby:
Tel: 01887 829

ANGUS, Haqs,

DD3 18P Tel: 01307 463263
ANGUS, Mac's Madel Rallrnadmg
DD 485 Tel: 01575572
ARBROATH, Hags:

DD11 THL Tel: 01241 872195
ARGYLL, Alba:

PA34 3AR Tel: 01631 563645
AYR, The Lost World:

KAT 1)X Tel: 01292 290 488
AYR, Toy Town:

KA7 1L Tel: 01292 282945
BANCHORY, Nano Toy Shop:
AB3T 57 Tel: 01330 824 545
DUMFRIES, Toytown:

DG1 18W Tel: 07487 264884
DUNDEE, Highlander Games:
DB SIH Vel 01382 666 315
DUNDEE, HobbyCraft:

DDA BRX Tel: 0845 051 6581

DUNFERMLIN£ Abbey Models:
Tel: 01383 731 116

DUNFERMLINE Walker’s Opticians:

KY11 9NH Tol: 01303 821 689
EDINBURGH, Hohhycrafl'

EH15 3RD 45 051 6561
EDINBURGH, Marlunvrlle Maodels:
EH12 81X Tel; 01313177 010
EDINBURGH, 'l'oys Galore (Mid Lomian):
EH4 1DR el: 013133 2819
EDINBURGH, Toys Galore (West lu(hnan)‘
EH10 40P Tel: 0131 447 1006
ELGIN, Junner’s Toymasler'

V30 1) Tel: 01343 542 492

FALKIRK Little Monster Toys:

ul Tel: 01324 670070
FORT WILLIAM, The Granite House:
PH33 6AD Tel: 01397 703 651
GLASGOW, Slalrr Games:

G15R] Tel; 0141 5529785
GLASGOW, HobbyCraft:
G34 9DL Tel; 0845 051 6555

GREENOCK, Arts, Crafts & Hobbies:

PA1S 1DE Tel: 01475 785 204
HAMILTON, Ink Spot:

ML 6BU Tel: 01698 201311
HELENSBURGH, Acorn Art:

GB4 BAW Tel: 0143 667 2132
INVERNESS, Heroes For Sale:

V1 1DR Tel: 01463 711717
INVERNESS, Inverness Modelshop
V1 1Py el: 01463 712448

INVERNESS junners Toymaster:
10A Tel: 01463 233 234

3XQ
ISI.E OF LEWIS, NT Gaming:
Tel: 07790 436 401

]OHNSTONE Quay Hobby Store'
Tel:

07847 092 77
KIRKCALDV, The Hope Ches(.

KY1 1ED I: 01592 260 116
KIRKCALDY, Kingdom of Adventure:
KY1 1XF Tel: 01592 326121
KIRKCUDBRIGHT, Solway Books:
DGH 4HZ Tel: 01557 330635
KIRKNEWTON, Potier Around:
EH27 8LR Tel: 01506 238 961
KIRKWALL, Cycle Orkney:

KW15 1AQ Tel: 01856 875777
LARGS, Bus Stap Toy Shop Ltd:
KA3D 8HR Tel: 01475 889892
LIVINGSTON, HobbyCraft:

EH54 6RO Tel: 0845 051 6577

LIVINGSTON, Worlds at War:
EH54 SED Tel: 01506 434013
NAIRN, Nairn Model Centre:
IVZ1 4AG Tel: 01667 451 480
PAISLEY, Pmsley Ml]dEl Shop:
PAT 375 : 0141 889 4227
PERTH, The Gamers Pad:
FH2 GEP Tel: 01730442 836
PERTH, Intrepidations:
PH2 BIT Tel: 0173 856 1900
PETERHEAD George Donald l.ld'
AB42 10T Tel:
PETERHEAD, Pelefhead Fuﬁ"ers'
AB42 1TE Tel: 01779 481102
ROTHESAY, Orange Banana:
PAZ0O DAP Tel: 07951 158 275
SHETLAND, Harrrs Dept Store:
ZET OLL : 01595 693 097
STEWARTDN Annic Arts:

Tek: 01360 484400
STONEHAVEN Toymaster Toyland:

AB19 2RS Tel: 01569 766333
STRANRAER, Discover:
DGY 7RS Tel: 01776 700069

THURSO, Durrans:
KW14 7AN Tel: 01847 893 169

WALES

GW CARDIFF:

a1 High Street,

CF10 1PU Tel: 0292 064 4917
facebook.com/GWCardiff

* GW CARMARTHEN:

19 Bridge Street

SAB 35 Tel; 01267 231209
facebook.com/GWCarmarthen

* GW CWMBRAN:
20 The Parade, Cwmbran, Gwent,

NPad 1T Tel: 01633 874 070
facehook.com/GWCwmbran

* GW NEWPORT:

11 Griffin Street,

NP20 1GL Tel: 0163 325 6295
facebook,com/GWNewport

GW SWANSEA:

53 Kingsway,

Tel: 0179 246 3969
m/GWSwansea
ABARHARGOED Valley Craft Ltd:
CFA1 9EP Tel: 01443 758 002
ABERYSTWYTH, Albatross:

§¥23 2IN Tel: 01970 617 B36
BARMOUTH, The Bargain Box:
LL42 1AD Tel: 07699 861 012
BRECDN ] Clark Toys & Gifts:

Tel: 01874 622 B63
CAERPHILLY Jet Models and Hobbies:

CFE3 1)5 Tel: 02920 BEOGOO
CAERNARFRON, Austins:

LL55 1RR Tel: 07724 BOT101
CARDIFF, Antics Model Shop:
CF10 1AW Tel: 02920 229 065
CARDIFF, Firestorm Games;
CF10 5DQ Tel: 02920227117

CHEPSTOW, Artists Corner:

NPTG SEW Tel: 01291 627 393

DOLGELLAU, Waterloo:
LL40 1AU kb4 w25 407

Te
FISHGUARD, The Cabin:

$A65 9AD Tek B134 R a7
HAVERFORDWEST, Emrys Art Supplies:

SA6T TNH Tek 01437 779 646
AMPETER, Lomax's:
SA48 THG Tel: 01570 422 539,

LLANDUDNO, Acme Game:
LL30 2TL Tel: 01248 354798
LLANTWIT MAJOR, Rainbow Plaza:
Chal IXZ Tel: 01446 794 118
NEATH Fish N Things:

SA10 6T Teh 01792 B12 199
NEWFDRT, HobbyCraft:

NP20 38A Tel: 0845 051 6540
NEWPORT, D-9 Models:

NP20 1DX Tel: 01633 222282
NEWTOWN, Crafts and Co:
Y16 2PQ Tel: 01686627800
OSWESTRY, Totally Games:
§Y1106 Tel: 01691 688994
PEMBROKE, Dragon Alley:

SAT1 4DA Tel: D16d6 b’l 456
PONTYPRIDD, Sugar and Spice:
CF37 2TH Tel: 07879 221.379
PORTHMADOG, Porthmadog Models:
1141 4DE Tel: 01766 830269
RHUDDLAN, | uhuddlan Mo:lels_

LL1g 270 ol 01745 590.048.
RHYL, Games Exchan i
LE1d 1TR 0 136644
SWANSEA, HohhrCraﬂ:

SAG 48A 0845 051 6585
WELSHPOOL, Frontline Games:
SY21 7|P Tel: 01938 590256

INTERNATIONAL
ACCOUNTS

ARGENTINA
BAHIA 3LANCA, Las Cuatro Plum:
Tek: 429 14 52 57 57

BUENOS AIRES, Warzone SA:;

Tel: 017 4710 00 40

BELGIUM | ]

GW ANTWERPEN:

Vieminckstraat 10, Antwerp, Antwerpen2000
Tel: 03485 8627
facehook.con/GWAntwerpen

GW GENT:

raat 17a/19, Geni 89000

Tel: 09223 9120

amesWorkshopGenl
AALST, Hermelijn:

Tel: 053 41 46 66

AALS Highborn

Tel: 0485 26 b4
AARSCHOT, Top1Tuys Ingelberts;
Tel: +32 16 56 62 2

ANTWERPEN, ThE Gamestore:
Tel: 0476 53 03 94

BRUGGE, Papyros:

Tel: 050 311715

BRUSSEL, lntertoys Anderlecht:
Tel: 025 23 B

GENT, Worlds End Comics:
Tel: 432 (09) 222 05 76

HALLE, Het Spelplezier:

Tel: 024 724 507 66

HALLE, Mishra’s Playground:
Tel: 023 61 56 53

HALLE, Top 1 Toys:

Tel: 023 56 03 03

HASSELT, Oberonn:

Tel: 011 351 358

HEIST-OP- DEN BERG, RCVulture:
Tel: +32 473 82 54 62

KONTICH, Janneke Maan:

Tel: 03 448 22 34

KORTRIJK, Albion:

Tel: 056 32 43 07

LEUVEN, Spelfanaat Leuven:
Tel: 016 84 36 3

MECHELEN, De Spelfanaat:

Tel: 015 34 59 07

OVERIJSE, Interl:oys Overijse:
Tel: 026 87 42 53

OOSTENDE, Klng Arthur:

Tel: 059 51 57 56

ROESELARE, Black Border:

Tek: 051 20 82 50

RONSE, Modeli)ouw Dekeyser:
Tel: 055 45 79

VILVOORD, Eoekcenter BVBA:
Tel: 432 (02) 25

WESTKERKE, What Ever:
Tek: +:2|n4ﬂ}7* 1641
WESTOUTER, Domino:
Tel: 057 445166

BOLIVIA =

COCHABAMBA, Last Trick:
Tel: 59 1 707 10235

LA PAZ, Kenosha:

Tel: 59 1775 03283

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

ORURO, Taurus:

Tel: 59 1 724 53814

SANTA CRUZ, Uroloki:

Tel: 59 1726 20510

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

CHILE

ANTOFAGASTA, Osamu Manga & Toys:
Tel: 56 9 90856762

LAS CONDES SANTIAGO, Mirax:

Tel: 56 22 46 34 60

PROV!BENCIA SANTIAGO Guild Dreams:
Tel: 5622 3

SANTIAGO, Caleudw Hobbies & Battle Games:
Tel: 56 73 35 61 03

GW SHANGHALI:

B138 XinTianDi Stybe, 245 MoDang Road;
LuWan District, Shanghai 200021

Tel: 337661
BEIJING, Beijing Book Building:

Tel: G086 10 66066504

BEIJING, Beijing Warhammer Club:
Tel: 0086 13601274736

BEIJING, |&C Wnnduhnd Warhammer Club:
Tel: N}H{- 10 5732673

BENING, QI-WAN Mmualures Wargame Club
Tel: 0086 13 681244512

BEIJING, Tong Yun Card Game:

Tel: 0086 13801324686

BEIJING, Wangfu]mg XinHua Bookstore:
Tel: 0086 10 6527778

BEIJING, Warhammer Elite Club:

Tel: 0086 13 601274736

BEIING, Warhammer Elite Club:

Tel: D086 10 62615654

BEIJING, Xinshi Hobby Xinjiekou Shop:
Tel: 0056 10 B2615654

BEIJING, Xinshi Hobby Zhangguancun Shop:
Tel: 0086 10 59063768

CHENGDU PROVINCE, Kid's Castle:
Tel: 0086 196061113 | 0086 2661812543
CHONGQING, XinShangYou Game:
Tel: 0086 13 638392310

FUZHOU CITY, Play&Show Warhammer Club:
Tel; 0086 391 83319562

KUNMING, Kunming EIile Warhammer Club:
Tel: 0086 11658813

KUNMING, \‘unnan Lanyu Model:

Tel: 0086 671 4112

QINGDAQ, ngdau Battle of Wits Club;
Tel: 0086 1196395001

SHANGHAI, Boucup Grand Gateway:
Tel: 0086 21 64480977

SHANGHAI, Buucup Jin Qiao:

Tel: 0086 21 50306879

SHANGHAL, Boucup Kerry Parkside;
Tel: 00B6 21 5020055

SHANGHAI, Good Knlghl Board Game Store:
Tel: 0086 21 35080850

SHANGHAL, You Lai, You Qu:

Tol: 0086 1391671967

SHANGHAI, Za
Tel: 0086 21 530
SHANTOU, Miniature Kingdom:

Tel: 0754 BBE10916

SHENYANG, Shenyang Warhammer Club:
Tel: 0086 13889197092

TIANJIN, Tianjin Waaagh! Gaming Club:
Tel: 00B6 13662199861

WUHAN, Sturmcaslie Warhammer Club:
Tel: 0086 1347609712

WUHAN, ZI Mudel.

Tel; 0086 27 82618761

XIAN, Xian Waaagh! Warhammer Club;
Tel: 0086 13488470106

IHENGZHOU, Zhengzhou Warhammer Front HQ:
Tel: 0086 13592517573

COLUMBIA s
CALI, Magic Columbia:

Tel: 072 371 46 26

MEDELLIN, ]uegn & Real:

Tek: 57 4 332 868

CROATIA ;|
ZAGREB, Carta Magica:
Tel: 00385 916130269

NICOSIA, Isengard Fantasy Shop:
Tel: 00 35 722680700
KATO PAFHOS Cyprus Crusade:

Tel: +357 976 490

BRNO, Cerny Rytir:

Tel: +420541214860

CESKE BUDEJOVICE, Chaotit:

Tol: +420602489158

HARADEC KRALOVE, Knihkupectvi Valhalla:
Tel: 5420495522009

KOPRIVNICE, Magic:

Tel: +420495522009

KOSTELEC, Certuv Pekelny Kotlik:
Tel: +420605584448

LIBEREC, Batile Games-Obchodni Pavilion:
Tel: +420777526154

OSTRAVA, Matrix (knihkupectvi):

Tel: +420774 404 024

PRAHA, Ogri Doupe:

Tel; +4202249348 11

PRAHA, Cerny Rytir:

Tel; +420222312461

VSETIN, Atlantis:

Tels +42057 1411697

www.games-workshop.com



DENMARK

GW K@BENHAVN:
Frederiksborggade ‘m 1360,
Tel: 0045 33 12 22
facebook.com/GWKobenhavn
AALBORG, 9K Painting:
Tel: 20 21 B8 19
AALBORG, Dragons Lair:
Tel: #4598 1216
ARHUS, Gunzune.
Tel: 3512 45 45
ARHUS C, Dragons Lair:
Tel +45 86 18 44 03
ASN/ES, Bog & Ide:
Tek 59 65 00 14
BORNHOLM Dorthes Hobbystue:
Tel: 56 95 94 4
ERSLEV, Asgaard Games:
Tel: 40 8194 68
[ESBJERG, Arnold Busck:
Tel: 75 12 13 77
ESPERGAERDE, Arnold Busck:
Tel: 49 13 19 46
GREVE, Greve Games:
Tel: 43 69 02 99
HELSINGE, Arnold Busck:
Tel: 48 79 40 01
HERLEV, Bog & Ide:
Tel: 44 913133
HERNING, Ferges Kaelder:
Tel: 3510 18 97
HlﬂRRING, Arnold Busck:
Tel: 95 92 80 40
HOBRO, @sterskov Efterskole:
Tel: 61 69 95 93
HOBAEK, Bog & Ide:
Tel: 59 45 13 00
HOBAEK, Hack ‘n’ Slash:
Tel: 61 66 29 12
HORSENS, Legekaden:
fol: 75 61 60 11
HORSHOLM, Bog & Ide:
Tel: 45 86.04 08
KOBENHAVN K, Fantask:
Tel: 33 93 B5 38
K@BENHAVN K, Faraos Cigarer:
Tek: +45 33 67 20 09
KElEENHAVN 5, Pipi Legetaj:
Tek: 3255 74
KGBENHAVN N, Wicked Workshop:
Tel: 60 64 69 74
KOLDING, Good Games:
Tek: 75 50 03 04
LYNGBY, Faros Cigarer:
Tok +45 3210 23 23
NASTVED, Guns and Games:
Tel: 31 20 20 04
ODDER, Legekaden:
Tel: 86 54 42 76
ODENSE C, Dragons Lair:
Tel: 445 63 11 12 19
RANDERS, Byrge Serensen Hobby:
Tel: 8642 58 14
RANDERS, Randers Hobby Import:
Tel: 86 43 39 23
RINGSTED, Andros:
Tel: 27 28 16 71
RGDOVRE, Arnold Busck:
Tel: 36 41 04 83
ROSENGARDSCENTRET, Arnold Busck:
Tel: 66 15 59 28
ROSKILDE, Fanatic Roskilde:
Teli +45 46 36 35 48
SLAGELSE, Uldtotten:
Tel: 58 53 50 35
SOLROD STRAND, Fantacia Games:
Tel: 43 69 02 99
ST HEDDINGE, Hobbystalden:
Tel; 56 50 86 10
STENL@SE, HH Hobby:
Tel: 23 46 39 61
SVENDBORG Farve & Hobby Hjernet:
ol 6221313
TAASTRUP, Genbrugshager’
Tel: 43 71 61 15

FINLAND L =
GW HELSINKI:

Simonkatu ., 00100,

Tel: 0975 15 45 25
facebook.com/GWHelsinki

AHTARI, Honkaniemen Kirjakauppa:
Tel: 06 553 0027

ALAND, Dillen AB:

Tel: 01815578

EKENAS, Kungsbokhandeln AB:
Tel: 0192461026

ESPOO, Tapmlan Pelikauppa:

Tel: 09 - 412 99

HELSINKI, Fan[aslapelll Helsinki:
Tel: (09) 650 803

HELSINKI, Sladln Pelikauppa:
Tol: 09 6980300

HYVINKAA, Virinappi:

Tel: 019 414 700

HAMEENLINNA, Pelihuone Enter:
“Tel: 044 508 1002

IMATRA, Kirja-Lahja Alex Ky:
Tel: 0543 19553

JOENSUU, Fantasiapelit Joensuu:
Tel: (013) 284 314

JYVASKYLA, Fantasiapelit Jyviskyld:
Tel:(014) 216 629

KARIS, Bl Ladan KD:

Tel: 019 234 94

KERAVA, Keravan Pelikauppa:
Tel: 019-42890813

KOTKA, Eagle Card OY:

Tel: 0038 5 214234

KOTKA, Fantasiapelit Kotka:

Tel: 044 500 0880

KOUVOLA, meu]an Puolenkuun Pelit:
Tel: (03) 222 52 0

KOUVOLA, Muowepox KY:

Tel: 053117955

antasiapelit Kuopio:
91

LAHTI Lahden Puolenkuun Pelit:
Tel: 037313151

I.APPEENRANTA, Fantasiapelit Lappeenranta:
Tel: (05) 541 1375

MIKKELI, Lastentarvike Muppela:
Tek: 015361611

MIKKELI, Mikkelin Pelikauppa:
Tel: 09-426890753

118 WHITE DWARF

ouLy, Fanlas:apellt Oulu:

Tel: (08) 574 90

PIEKSAMAKI, Sirkkis:

Tel: 015 348 370

PORI, Askartely-Pori:

Tel: 02 6326671

PORVOO, Porvoon Pelikauppa:
Tel: 019-53 48377

RAAHE, Raahen Astartelu ja Paperi:
Tel: 082236025

SEINAJOKI, Fantasialinna;

Tel: 040 5616336

SEINAJOKI, Pelikeidas:

Tel: 00350 6 4177880

TAMPERE, Fantasiapelit Tampere:
Tel: (03) 222 52 00

TAMPERE, Kirja Karkkainen:

Tel: 03 2251850

TAMPERE, Tuum Tatuoinnit:

Tel; 3 715 3905

TURKU, Fanlaslapell( Turku:

Tel: (02) 232 B4 1

VAASA, Pehm!es oy:

Tel: 06 312 5111

VANTAA, Myyrmien Pelikauppa;
Tel: 09 428 90813

GREECE

HALANDRI, Box of War:

Tel: 0030 6944832531

ATHENS, Fantasy Shop:

Tel: 0030 210 6231072

ATHENS, Fantasy Shop: Exarcheia:
Tek: 0030 210 3420877

ATHENS, Fantasy Shop: Kallithea:
Tel: 0030 210 959 2922

ATHENS, Hobby Planet:

Tel: 0930 210 6042816

ATHENS, Kaissa Amarousiou:
Tel: 0030 210 6141675

ATHENS, Kaissa Glyfadas:

Tel: 0030 2108982 057

ATHENS, Kaissa Halandriou:
Tel: 0030 270 6898485

ATHENS, Kaissa Kallidromiou:
Tel: 0030 210 366480

ATHENS, Kaissa Monokeros:
Tel: 0030 210 8813 990

ATHENS, Kaissa Pagratiou:
Tel: 00 30 210 7278 318

ATHENS, Strategy Hall:

Tel: 00 302104135757

CHANIA, Kaissa Chanion:

Tel: DU30 2821088996

CRETE IRAKLEION, Papercul:
Tel: 0030 2810346168
HALANDRI, Game Corps:

Tel: 0030 6947990764

HALKIDA, CD Corner:

Tel: D030 2221 087415
ILIOUPOLI, Kaissa llioupoleos:
Tel; 0030 2114049855
KALLITHEA, Kaissa Kallitheas:
Teli 0030 210 9559950

KERKYRA, Digital Fantasy:
Tel: 002261035279

LARISA, Kaissa Larisas:

Tel: 0030 2410 530555
LOANNINA, Kaissa Loannina;
Tel: 00 30 2651030890

LARISA, Kaissa Larisas:

Tel: 0030 2410 538555

NAFPLIO, Miniature Shop:
Tel: 00 30 2752024884

NEA SMYRNI, Games Vault:
Tel: 0030 213 0304722

PATRAS, Kaissa Patras:

Tel: 0030 2610623632
PERISTERIO, Kaissa Peristeriou:
Tel: 0030 2105786707
THESSALONIKI, Kaissa Kalamaria:
Tel: 0030 2310 449377
THESSALONIKI, Hobby Games;
Tel: 2310 252666

THESSALONIKI, Kaissa Thessalonikis:
Tel: 00 30 2310 257 497
THESSALONIKI, Underworld:
Tel: 6030 2310 2401 93

VOLOS, Fantasy Shop:

Tel: 0030 24210 287862

HONG KONG

HONG KONG ISLAND, Jumbo Arts Co:
Tel: 4052 68911 495

WANCHAI, Fun Atelier:

Tel: +852 2866 4470

HUNGARY o

BUDAPEST, Holdfeny Fantasy:
0036 1 3430730

BUDAPEST, Jatek Box:

0036 1 2393710

BUDAPEST, Madeil Hungaria:
0036 1 7691171

BUDAPEST, Sarkanytuz:

4036 70 3223093

BUDAPEST, Sas Military:

0036 1 2664393

BUDAPEST, Szikla-Fonix:

0036 20 5373303

BUDAPEST, Veg-Ye:

Tel: 0036 71 8661933

BUDAPEST, Zordkom_Game:
Tel: 0036 20 4281727
BUDAPEST, Wargammers:
0036 30 6467670

DUNAKESZI, Yellow Dreams:
Tel: 1036 70 6201860

GYOR, Airpnrl Maodels:

Tel: 0036 70 9442670
KECSKEMET, Sarkanytuz.
0036 76 329008

LETENYE, Zordkom-Game kit:
Tel: 0036 20 4261727

MISKOLC, Sarkanytuz:

0036 20 3962160

MISKOLC, Valhalla Paholy:
0036 30 9950364

PECS, Sarkanytuz:

0036 20 2962660

SZEGED, Sarkanytuz:

0036 70 3290245
SZEKESFEHERVAR, Holdfeny Fantasy:
0036 22 329793

YOUR LOCAL S

SZEKESFEHERVAR Sarkanytuz:
0036 20 2962790
SZEKESFEHERVAR, Fonix Csarnok:
0036 20 9179197

SZOLNOK, Sarkanytuz:

0036 20 3962050
SZOMBETHELY, Sarkanytuz:
0036 94 789208

VESZPREM, Sarkanytuz:

0036 20 3610015

ZALAEGERSZEG, Sarkanytuz:

0036 20 2962870

REYKJAVIK, Nexus:
Tel: 00354 332 9011

BANDUNG, Hobbyline:
Tel: 022 4218355
JAKARTA BARAT, Comics N Games:
Tel: 021 5696-3855

JAKARTA SELATAN, Fantasy N Games:
Tel: 031-600-50343

SURABAYA, Fantasy N Games:

Tel: 031-600-50343

SURABAYA, Fanaasy N Games:

Tel: 0317402475

IRELAND | I
GW DUBLIN:

Unit 3, Lower Lifiey Strect

Tol: 00353 16
facehaok,com/G!

BALINA, World of Wonder Balina:
Tel: 096 76676

CK, Arts and Hobby
Tel: 00353 12832394
COBETT COURT, Arts and Hobby
Tel: 01 874 5312
CORK, Murphy s Toymaster:
Tel:
CORK, Other Realms
Tel: 021 4279508
COUNTY DONEGAL, Tinnys Toys:
Tel: 074 9122374
COUNTY KILDARE, Gamers Hub:
Tel: 00353 86 0466 029
COUNTY LOUTH, Marley Model Mania:
Tel: 00353 419873741
COUNTY MEATH, Art and Hobby Navan:
Tel: 00353 14565306
COUNTY MEATH, Toys @ Fun Galaxy:
Tel: 00353 19 690 253
COUNTY OFFALY, Marty's Model Miniatures:
TS6 OLT Tel: 00353 579 341 827
COUNTY TIPPERARY, RB Models
Tel: 00353 526124608
COUNTY TIPPERARY, Tall Tales Bookshop
Tel: 00353 51 873 967
COUNTY WESTMEATH, Arts and Hobby Athlone
Tek: 01 862 4500
COUNTY WESTMEATH, Arts and Hobby Mullingar:
Tel: 003533449335247
COUNTY WEXFORD, Campbell’s
Tel: 00353 514 214 73
DOUGLAS, Arts and Hobby:
Tel: 021 436 3580
DROGHEDA, Arts and Hobby:
Tel: 041 987 3270
DUBLIN, Arts and Hobby Dundrum:
Tel: 00353 12062944
DUBLIN, Art and Hobby Liffey Valley:
Tel; 00353 14565300
DUBLIN, Banba Toymaster:
Tel: 016 727 100
DUBLIN, Gamers World:
Tel: 0879299392
DUN LAOGHAIRE, Toymaster Banba Dun Laoghaire:
Tel: 012 504 011
DUN LAOGHAIRE, Arts and Hobby:
Tel: 012805047
DUNGARVAN, Toymaster Murphys:
Tel: 058 41376
DROGHEDA, Arts and Hobhy
Tel: 00353 41 987 3270
ENNIS, Tir na Nog Toymaster:
Tel: 00353 b5 6842 388
GALWAY, Nobby’s Hobby's:
Tel: 00353 B68A70177
GALWAY CITY, Dungeons and Donuts:
Tel: 00353 018 76d13
GREYSTONES, Arts and Hobby
Tel: 00353 12873796
KERRY, Cabal’s Toymaster:
Tel: 00353 66 7121847
LIMERICK, Arts and Hobby:
Tel: 061 309757
LIMERICK, The Gathering:
Tel: 061 315133
MARKET CROSS, Arts and Hobby
Tel; 056 777 1904
NEW ROSS, Bridge Stores:
Tel: 051 422696
NEWBRIDGE, Arts and Hobby:
Tel: 045 450280
SANTRY, Arts and Hobby:
Tel: 01 862 4500
STILLORGAN, Toymaster Nimble Fingers:
Tel: 01 2880788
THURLES, Bookworm:
Tel: 0504 22257
WEXFORD, Gamers Paradise:
Tel: 00353 539121190
EXFORD, Readers Paradise:
Tel: 034 9124400
WICKLOW, The Hobby Shack:
Tel: 0035386107270
WICKLOW, Hup ns Toymaster:
Tel: 00353 46 722 25
YOUGHAL, Murphys Toymaster:
Tel: 00353 58 413 76

BANDUNG, Hobbyline:

Tel: (022) 4218555

JAKARTA BARAT, Comics N Games:
Tel: (U21) 56963855

JAKARTA SELATAN, Fantasy N Games:
Tel: (031) 6005 0343

SURABAYA, Fantasy N Games:

Tel: (031) 6005 0343

SURABAYA, Fantasy N Games:

Tel: (031) 7402

HAIFA, Kitaro:

Tel: 00972 38503232
HERZLIA, Frealx

Tel: 00972 99584
RAMAT HASHARON Tapuah:
Tel: 00972 35404713

TEL AVIV, Freak:

Tel: 00972 16961826

TEL AVIV, Kitaro:

Tel: 00972 36299320

IAPAN (@]

GW JINBOCHO:

ocha 1-7 1F, Chiyoda-Ku Kanda, Tokyo,
Tel: 03 3296 2713

facebook.con
GW NAKAN
Brosdheay Bidg, 22
Tel: 03 5380 4616
facebook.com/GW.Nakana

/ Jinbocho

ALMATY, Meloman Dostyk:
Tel: B (727) 291 5328
ALMATY, Meluman Grand:
Teli B (727) 2 333

ALMATY Melnman Mega:
Tel: 8 (7

ASTANA Meloman.

Tel: § (7172) 777 951

RIGA, Games Shop:
Tel: 0371 27700390

LITHUANIA

KAUNAS, Hobby D6 Games:
Tel: 00 370 6 5286997

VILINIUS, Hobhy D6 Games:
Tel: 00370 5 2133269

MACAU
MACAU, Game Fun Table Games Shop:
Tel: +853 66698427

BANDAR TANJONG TOKONG, Gamefarce:
Tek 0164349194 / 048900381

KOTA KINABALU, Just Wargame:
Tel: 6013 - B65 5269

KUALA LUMPUR, Comics Mart:

Tek 03 - 2287 0626

KUALA LUMPAR, Hobby Forge:

Tek 60 176126670

PENANAG, Game Forge:

Tel: 60 164701475 / b0 48900381
PETALING JAYA, Wolf’s Game Shop:

Tel: 012 2599952

MALTA, Forbidden Power:
Tel: 5621227999
MALTA, K Hobbies Ltd:
Tel: 00336 21 895423

AGUASCALIENTES AGS, Tienda Omega:
Tel: 449 915 39 26

CANCUN Q ROO, Gamer's Den:

Tel: 998 898 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 0651

CUERNAVACA, Darkland:

Tel: 777,137 71 5

GUADALA}ARA IAI.ISCO Miniguerras:
Tel: (33)36.45 32 9

MEXICO DF, Capllal 8

Tel: 55 55 84 76 5

MEXICO DF, Cnlet.cmnes Colibri:
9%

MEXICD DF, Kallisti:

Tel; 55 56 B0 03 73

MONTERREY NL, Imperial Fleet:
Tel: (81) 1170 81 87

MIXCOAC, Quest Hobbies & Games:

Tel: 55 98 9278

SATELITE EDO, Entretente Toys:

Tel: 55 46 33 04 3.

TOLUCA, War  Games:

Tel: 722 375277 11

GW ALKMAAR:

Laat bB, 1817 EK,

Tel: 072 512 2880

facehaok.com/GWATkmaar

GW AMERSFCIORT

20 Koestraa 1,

Tel: 033 46
facehook.com, Amersfoort
GW AMSTERDAM:
Rokin 36, 1012 KT,

Tel: 020 622 3863

facehook. com/GWAmsterdam
GW BREDA:

Torensiraal 21, 4811 XV,

Tel: 0765 229 277
facebook.com/GWreda
GW DEN HAA
Schoolstraat 128,
Tel: 070 392 7836
facebook.com/GWDenHaag

GW DORDRECHT:

Voorstraal 3860, 3311CX,

Tek 611 8040

B/ GWDordrecht
DHOVEN:

Kleine Berg 50, 5611 ]V,

Tel: 040 244 3448
facebook.com/GWEindhaven

GW GRONINGEN:

1 Grote Kromme Elieboog, 9712 B),
Tel: if1 0101
facebook.com/GW Groningen

GW ROTTERDAM:
Van Oldenbarneveldpla.
Tel: 010 200 0268
facebook.com/GWRotterdam

452, 3012 AP,

ALKMAAR, Bookers & Strippers:

Tel; 072 512 1916

ALMERE STAD, Ruan Creatief:

Tel: 036 5331377

ALPHEN AAN DEN RIJN, Hoge Ogen:
Tel: 0172473031

AMERSFOORI, Spellenwinckel:

Tel

32,

AMSTELVEE| He! Ganzenbord:

Tel: 020 641 2352

ARNHEM, Spelkwartier:

Tel: 026 370 2028

BARENDRECHT, Peter's Posttrein:
Tel: D180 619539

BERGEN OP ZOOM, BOZ Spellen:

Tel: 0164 249120

BERGEYK, Wouters Technohobby:
Tel: D49 755 0248

BEVERWIJK, BMM Games:

Tel: 025 1216568

BREDA, Spellenwmkel Breda:

Tel: 076 522 17
BUSSUM, 2 Brulhers RC:

Tel: +31 356 922 684
DELFT, Bazaar of Magic:
Tel: +31 15 737 0224
DELFT, Iduradm

Tel: 015

SCB, De Dobbelsteen:

Tek: 073 614 5530

DEVENTER, Knibbel Comics:

Tel: 057 061 6879

DOETINCHEM, Top! Tays de Speelgoedplaneet:

Tek: 0314 366368

DORDRECHT, Huhhy Modelbouw Dordrecht:
Tel: 078 631 2711

EDE, Tinnen Soldaat:

Tel 0318 65 3296

EINDHOVEN, Gameforce:

Tel: 040 2447030

EMMELOORD: Toys & Zo

Tel: 052 7620 090

EMMEN, Spirithoes:

Tel: 0591 645787

ENSCHEDE, Pijplines:

Tel: 053 430

GEMERT, Top 1 Toys Van de Goor:

Tel: 0492 36 5045

GRONINGEN, Purperen Draak:

Tel: 064 166 1972

GRONINGEN, Wirwar:

Tel: 050 314 8424

HAARLEM, Spellenhuis:

Tel; D23 5313 188

HEEMSKERK, Bob Hes:

Tel: 431 (0251) 24 19 99

HEERHU! OWMRD Huider Modeltreinen:
Tel: 0725714

HENGELO, De Dondersteen:

Tel: 074 2595030

HILVERSUM, Hilversumse Boekhandel:

Teli 035 62 33 131

HOODFDORP, Spellenwinkel Wahalla:

Tel; 023 5576092

HOORN, De Spellenhuurn

Tel: +31 (0229) 29

KERKRADE, Allo Alln Modelbouw:

Tel: +31 657 998 791

LEEUWARDEN, Spellekijn:

Tel: 056 213 1112

LEIDEN, Tolkienwinkel:

Tel 071 541 2324

LEIDEN, Vliegershop:

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 Shammck Modelbouw:

Tel: 431 43 361

MAASTRICHT Vheg-er-um

Tel: 043 325 1653

MIDDELBURG, De Burcht:

Tel: 011 8650048

NIJMEGEN, Moenen & Mariken:

Tel: 024 323 611%

OUDEGA, Nils Ester Modelbouw:

Tel: 431 512 37 0915

RIJSWIJK, Ted's RC Shop:

Tel: 431 704 159 014

ROERMOND, Bloemboetiek Hermien:

Tel: 047 531 6624

ROSMALEN, Brekelmans Modelbouw:

Tel: +31 73 5214 606

ROOSENDAAL, HOBBYTOYS Jadi

Tel: 0165 35 7964

ROTTERDAM, Gamers of the West:

Tel: 010 2709233

SCHIEDAM, Gamestart:

Tel: +31 10 42 63 993

SCHOONOORD, Scillas Winkel:
Tel: +31 6 202 37 014

SITTARD, Atomik:

Tel: 046 4515074

SLIEDRECHT, De Gruijter:

fol: 0184412744

SLUIS, Ed van de Vijver Top1Toys:
Tel: 0117 361393

TEGELEN, Extra Modelbouw:

Tek +31 773 738 009

TILBURG, De Dobbelsteen:

Tek 013 544 3700

UDEN, Go

Tel: 041 427 0662

UTRECHT, Labyrinth:

Tek: 030 287 7157

UTRECHT, Subcultures:

Tek 030 2411122

UTRECHT, Whoops:

Tel: 030 230 4123

WINTERSWI]K Top1Toys Winterswijk:
Tel: 054 35

ZEVENBERGEN Top1Toys Zevenbergen:

Tel; 0168 330455

ZOETERMEER, RC-Pitstop:

Tel: 079 316 0560

ZWOLLE, Games-N-Stuff:

Tel: 038 421 6385

5 =
NORWAY =
GW OS5LO:
Matllergata 7, 0179,

Tel: +47 22 33 29 90
facebouk.com/GWslo




ALESUND Brm Kremmerhuset Moa Syd:
Tel: 70

BERGEN Oulland

Tek: 447 55314822

DRAMMEN, Drammen Spillforening:
Tel: +47 93819757

FREDRIKSTAD, Norstar Leketorvet:
Tel: +47 69313630

KONGSBERG, Rolf Liane:

Tel: +47 98B19560

KRISTIANSAND Outland:

Tel: +47 3809942

MO | RANA, ngu Lekehjarnet Mo:
Tel: +47 751517

MOS)@EN, Hobbysenlere(:

Tel: +47 75170170

NARVIK, Rzngu Barnas Verden:

Tel: +47 7694650

SANDNES, Dsaeland Hobby:

Tel: +47 51661509

SIBVEGAN, Outpost:

Tek +47 95703245

SKIEN, Sokratis Hobby Garden:

Tel: +47 35528764

STAVANGER, Outland:

Tel: +47 51938080

STOKKE, Hobby Hagen:

Tel: +47 33335291

TROMS@, Tromsa Bruktbokhandel:
Tel: 447 77686974

TRONDI‘FEIM Outland:

Trﬂnderfrlm'

TﬂNSEERG Brm Bamse:
Tel: 447 333167

TQNSBERG Gledeshusﬂ.

Tel: +47 9225

PMIIHH
HATO PINTADO, Arkham & Hobbie Games:
Teli 507 395 60 11

AV ARENALES, Colores y Miniaturas:
Teli 51 14 71766 64

LAHUG CITY, Neutral Grounds:
Tel: (61916) 8305040

MAKATAI CITY, Neutral Grounds:
Tel: (632) 8195800

MUNTINLUPA, Neutral Grounds:
Tel: (632) 8502013

QUEZON CITY, Neutral Grounds:
Tel: (632) 6348982

SAN JAUN, Neutral Grounds;

Tel: (632) 7278583

TAGUIG, Hobbes and Landes:

Tel: (632) 850939

GW WARSAW:

Unit No. 215, Zlote Tarasy, ul. Zlota 39, 00120
Tel: 0048 22 2220133
facebook.com/GWWarsaw
BIELSKO-BIALA, Gnom:

Tel: 0048 33 5213432

BYDGOSZCZ, Wargamer:

Tel: G048 513799725

CZESTOCHOWA, Bard:

Tel: 0048 798937213

GDANSK, Rebel Centrum Gier:

Tel: 0048 58 3470204

GDANSK, Usmiech Naszego Dziecka:
Tel: 0048 58 3057045

GDYNIA, Futurex:

Tel: 0048 507563066

GLOGOW, Zielos
Tel: 0048 602337754
GOLUB-DOBRZYN, Excalibur;

Tel: 0048 781702499

GORA, Zielone Wzgérza Centrum Gier:
Tel: 602337754
GORZOW WIELKOPOLSKI, Przystan Gier:
Tel: (1048 790715110

KATOWICE, Bard:

Tel: 0048 32 2571817

KIELCE, Wargamer:

Tel: 0048 50 8067824

KOSZALIN, Tecza Zabawki:

Tel: 0043 04 342207

KRAKOW, AGTOM:

Tel: 0048 12 3563678

KRAKOW, Bard:

Tel: 0048 12 2596140

KRAKOW, Bard:

Tel: 0048 12 633 80 63

KRAKOW, Sklep Smok:

Tel: 0048 12 4330110

KRAKOW, Valkiria-skelp:

Tel: 0048 12 4115525

KRAKOW, Vanaheim:

Tel: 0048 12 4221137

LEGNICA, Skelp Feniks:

Tel: 0048 69 4606614

LODZ, Da-la:

Tel: 0048 42 6337263

LODZ, Model-Fan:

Tel: D048 42 6424024

LODZ, Gamelord:

Tel: 0048 42 6311161

LODZ, Stagraf Studio:

Tel: 603650752

LODZ, Strategia Centrum Gier:

Tel: 0048 796595539

NOWY SACZ, Graal Hobbit:

Tel: 0043 60 4133612

NYSA, Raptor Hobby:

Tel: 698096524

OPOLE, HMS Computers II:

Tel: 0048 77 4547413

OSTROW WIELKOPOLSKI, Centrum Gier Arena:
Tel: 0048 694877877

OSWIECIM, Skelp Modelarski Model-
Tel: 0048 602745

POZNAN, Bard.

Tel: 0048 61 8538277

POZNAN, Cube—Q Workshop Polanka:
Tel; 061 671241

POZNAN, Cube -Q-Workshop M1:
Tel: 061 6712415

POZNAN, Cube-Q-Workshop King Crass:
Tel: 0048 506079264

POZNAN, Cube-Q-Workshop Panorama:
Tol: 514812564

ne Wzgérza:

POZNAN, Cube-Q-Workshop Pestka:

Tel: 514612664

POZNAN, Wilczek:

Tel: 0048 503652845

PSZCZYNA, Red Scorpion:

Tel: 602656201

RADOM, Wargamer:

Tel: 0048 50582761

RZESZOW, Gamekeeper'

Tek: 0045 69 262925

RZESZOW, W&W Skelp Madelarski Hobby:
Tel: 017 85 28 10

SIEMIANOWICE Jaga PHU:

Tek: 0046 32 2290139

SZCZECIN, Fenix:

Tel: 0048 695934995

TARNOW, Salon Gier Jaskinie:

Tek 6732904053

TORUN, Sklep Papierniczy:

Tel: 0048 56 6522593

TORUN, Strefa Gier

Tel: 0048 60975

WARSZAWA, Afra Games World:

Tel: 0048 501946549

WARSZAWA, Cytadela:

Tel: 0048 22 #552700

WARSZAWA, Faber i Faber:

Teel 0048 22 R49T1265

WARSZAWA, Graal Blue City:

Tel: 0048 22 3117627

WARSZAWA, Graal CF Skorosze:

Tel: 0048 22 8827595

WARSZAWA, Graal Dworzec Centralny:
Tel; 0048 696501053

WARSZAWA, Graal Galeria Mokotow:
Teli 0048 22 5413318

WARSZAWA, Graal KEN Centre:

Teli 0048 22 2089090

WARSZAWA, Graal Rondo Wiatraczna:

Tel: 0048 224080031

WARSZAWA, Graal Sarmacka;

Tel: 0048 22 8427040

WARSZAWA, Hobbyt:

Tel; 0048 22 B340206

WARSZAWA, Morion Bielany:

Tel: 0047 22 4241062

WARSZAWA, Paradox:

Tel: 0048 22 6280781

WARSZAWA, Skiep Superserie:

Tel: 0048 515 434 444

WARSZAWA, Wargamer Centrala:
Tel: 0048 72457511

WARSZAWA, Wargamer CH Targowek:
Tel: 0048 72457513

WARSZAWA, Wargamer CH Wola Park:

Tel: 0044 22 6759086

WARSZAWA, Wargamer Wilcza:

Tel: D047 22 6224296

WROCLAW, Bard:

Tel: 0048 71 3417472

WROCLAW, Bolter:

Tel: 0048 502279953t

WROCLAW, Skelp Feniks:

Tel: 0048 68 4600618

WROCLAW, Wroclaw Model Centre:

Tel: 713419991

WROCLAW Planszoweczka:

ZABRZE U ly,'rafg.I
Tel: 510240581

ZIELONA GORA, Zielone Wzgorza:
Tel: 0048 602337754

PORTUGAL EA

ALCABIDECHE, CascaisPress:
3 530

CALDAS DA RAINHA, Magic Club Caldas:
Tel: +351 239 049

COIMBRA, Dwer:entru

Tel: +351 239 049 610

COIMB&A, Inforhobbies:

Tel: +351 239 781 466

LISBOA, Fnac;

Tel: +351 219 404 700

LISBOA, Homem Azul:

Tel: +351 213 629 382

LISBOA, Lojas Arena:

Tel: +351 213 155 580

LISBOA, Myrdlnn s Magic, Lda:

Tek: +351 213 032 258

PORTO, Lojas Arena.

Tel: +351 222 011 388

SINES, Galeria BT:

Tel: +351 269 632 511
TELHEIRAS, Tabak:

Tel: +351 217 165 574

PUERTO RICO B=
SAN JUAN, Maximum DC;
Tel 4787 766 9634

BARNAUL, Europa;

Tel: 8.(903) 072 0615
BLAGOVESHENSK, Igromir:
Tel: 8 (4160} 522 243

BOR, Karusel.

Tek §(83159) 65 297
CHELYABINSK, Hnbby Store:
Tel: 8 (912) 320 7006

CHEREPOVEC, Galakhka'

Tel: 8 (921) 253 634

EKATERINBURG Magicportal.ru:
Tel: 8/(343) 310 39

EKATERINBURG Mosigra:

Tel: 8 (343) 372 3446

EKATERINBURG, World of Models:
Tel: 8 (343) 381 0076

IRKUTSK, Kra vaya Igra:

Tel: 8 (3952) 722 47,

KALININGRAD, Fangorn.

Tel: 8 (4012) 521 524

KALUGA, Naslulmy Grad:

Tel: B (4842)795 911

KAZAN, Urz

Tel: 8 19143247 7918

KHABAROVSK, Karton:

Tel: 6 (924) 1019 100

KRASNODAR, Hobhy Land:

Tel: B (905) 477 0025

KRASNODAR Aslronomllcnn'

Tel: B (905) 47

KRAENDVARK, Rudmk:

Tel: 8 (9331 572 3043

KRASNOYARK, Mosigra:

Tel: 6 (391) 293 7158
KRASNOYARD, Stek CD-DVD:
Tel: B (391) 265 2571

LUKINO, Aisherg:

Tel: B {908) 759 4906
MAGNITOGORSK, Gostinniy Dvor:
Tel: § (3519) 260 496

MOSCOW, Algeri
Tel: B (495) 628 33
MOSCOW, Algeris:
Tel: B (495) 137 5068

MOSCOW, Algeris:

Tel: B (495) 261 5075

MOSCOW, (.‘ardplace ru:

Tel: B (495) 636 5

MOSCOW, Edlnurog.

Tel: 8.(906) 085 B907

MOSCOW, Mosigra:

Tel: # (495) 641 B331

MOSCOW, NeoToy:

Tel: § (495) 621 8379

MOSCOW, Paladin:

Tek: 8 (926) 777 1777

MOSCOW, Portal:

Tel: B (495) 633 1078

MOSCOW, Triominos.ru:

Tel: 8 (495) 951 5405

MOSCOW, IP Kopeykin:

Tel: 8 (905) 079 7505

NIZHNIY NOVGOROD, Fishka:
Tek: 8 (a31)
NIZHNIY VGOROD HobhyDay:
Tel: 8 (831) 423 0240
NOVOMOSKQOVSK, World of Models:
Tel: 8 (915} 789 b404

NOVOSIBIRSK, Clever Games:

Tel: 8 (923) 155 0535

NOVOSIBIRSK, C]E\fﬂr Games:

Tel: 8 (913) 923 358

OREL, Hobbit Sturn

Tel; B (980) 161 7957

PENZA, Blockbuster:

Tel: 8 (962} 474 3886

PERM, Petropavlovsky:

Tel: B (912) 769 5412

ROSTOV NA DONU, Samolety, Tanki, Korahli:
Tel: 8 (863) 263 BI53

SARATOV, Alien-Logic:

Tel: § (302) 710 1415

SARATOV, Martel:

Tel: 8 (917) 307 9476

ST PETERSBURG, Art Miniatures:
Tel: 8 (812) 613 3395

ST PETERSBURG, Hobbit:

fel: 8 (812) 315 7763

ST PETERSBURG, Mosigra:

Tel: # (812) 920 5106

ST PETERSBURG, Sargona:

Teli 8 (812) 445 1054

TOMSK, Parad:

Tel: 8 (3622) 514 461

TULA, Okinava:

Tel:  (920) 747 5862

TVER, Armada:

Tel: 6 (910) 531 7659

TYUMEN, Perekrestok Mirov:

Tel: 8 (912) 923 9977

TYUMEN, Labirint Mirov:

Tel: B (904) 494 1786

ULAN-UDE, BMV;

Tel: B (902) 1674 758

VOLOGDA, Mozgolom:

Tel: 8 (8172) 701 530

VORONEZH, Edinorog:

Tal: 8 (903) 856 1839

VORONEZH, llya Muromets:

Tel: B (4732) 918 721

VORONEZH, Krokodil:

Tel: B (4732) 564 488

YAKUTSK, Artefakt:

Tel: 8 (914) 290 0840

YOSHIKAR OLA, Kenga:

Tel: 8 (6362} 460 112

FUNAN CENTRE, Battle Bunker:

Tel: 65 93840450

IUSIONOPO!.IS, Paradigm Infinitum:
Tel: 65 67343856

IONS ORCHARD, Prologue Bookstore:
Tel: 65 64651477

MIDPOINT ORCHARD, Paradigm Infinitum Pte Ltd:
Tel: b5 67343858

PLAZA SINGAPURA, Comics Connection PTE Ltd:
Tel: 65 63178300

SEREN CENTRE, Toy Station:

Tel: 65 64683054

SUOMERSET, Harris Planerds:

Tel: 65 146555

SLOVAKIA S
BRATISLAVA, Madmaxon:
Tel: 421 2 524 927 87

SLOVENIA Fmy
LJUBLIJANA, Crna Luknja:

Tel: 00386 55031220

LJUBLIJANA, Direndaj Citypark:
00366 45760030

BELVILLE, The Boys and Mens Hohhv Shnp'
Tel: 0027 21 914 4648

BLOEMFONTEIN, The Games Dungeon:
Tel: 0027 72 851 9971

CAPE TOWN, Pashmes Retail:

Tel: 0027 21 421 1191

CAPE TOWN, Wizards Books and Games:
Tel: 0027 21 6143 0360

CRAIGHALL, OIhErWurld Games:
Tel: 011 326 0790

DORINGKLOOF Baltle Planet:

Tel; 00 27 8245 9.

DURBAN, The Hobhy Specialists:

Tel: 0027 31 566 4806

EAST LONDON, Slaters Toy Magic:
Tel: +27 43 7263762

EDENVALE, Plastiks:

Tel: 0027 82 783 1489

HANNESBURG, The Underground:
Tel: +27 11 795 3946
JOHANNESBURG, Esswex Retail:
Tel: 0027 11 BA33A19

JOHANNESBURG, Outer Limits Johannesburg:
Tel: 0027 11 482 3771

JOHANNESBURG, Outer Limits Pretoria:
Tel: 0027 12 342 4360

JOHANNESBURG, Wizards Book and Games:
Tel: 0027 11 890 5253
JOHANNESBURG, Warfair:

Tel: 0027 02 431 2242

JOHANNESBURG SOUTH, Dragons Den:
Tel: 0027 11 432 3996

MENLYN, Top CD:

Tel: 0027 12 361 3122
PIETERMARITZBURG, Games Direct:
Tel: +27 33 342 9978

RUSTENBURG, Warcry:

Tel: 0027 72 910 2608

UMHLANGA, The Hobby Specialists:
Tel: 0027 31 566 4806

SOUTH KOREA (el
SEOUL, Orctown:
Tel: 02 6402 5946

SWWEDEN

GW GOTEBORG:
Drotininggaten 52, 411 07,

Tel: 031-133958

facehook com/GWGoatebarg

GW STOCKHOLM:

Master Samuelsgatan 67, 111 21,
Tel: 05-21 36 40
faceboak.com/GWStockhalm
BORLANGE, Hobhy Drake:
Tel: 076-1888 040

ESKILSTUNA, Lasses Leksaker:
Tel: 0161-303 35

FRITSLA, Fritsla Hobby:

Tel; 0320-70166

GAVLE, Hobhyshopen:

Tel: 026-18 62 99

GOTEBORG, Toys Leksaker & Hobby:
Tel: 131-459401

GOTEBORG, Wizard Games:
Tel: 031-51 4150

HALMSTAD, Lekcvn‘lcr

Tel; 035:15 91

HUDDINGE Humlan Lek & Hobby:
Tel. 08-689 B85

KALMAR, Lek & Hobby:

Tel: 0460-24717

KARLSKRONA, Leksakshuset:
Tel: 0455-24062

KARLSTAD, Spel & Fantasi:
Tel: 054-15 10 70
KATRINEHOLM, Narren Spel:
Tel: 0150-12032

KIRUNA, Lekhuset Lekia:

Tel: 0980-825 65
KUNGSBACKA, Lek & Hohby:
Tel: 0300-14116

KUNGALY, Friknarna Bus:
Tel: 0303-139 40

LAHOLM, Lekia:

Tel: 0430-10069

LANDSKRONA Leksakshuset:
Tel: 0418-107

LIDKOFING, Game Maniacs:
Tel: 0510-25320

LINKOPING, Sagoland:

Tel: 0131-22290

LJUNGBY , Lekman:

Tel: 0372-13401

LULEA, Barnens Hus:

Tel: 0920220095

LULEA, locus:

Tel: 092069954

LUND, Piayuteke( Center:

Tel: 0461-27810

LUND, Unispel:

Tel: 046-285 9112

MALMO, Playoteket Center:
Tol: 040-185530

MALMO, Playoteket Entre:
Tel: 030.185530
NORRKOPING, Hobbyharnan:
Tel: 011162120

NORRKOPING, Lekhuset:

Tel: 011287070

NORRTALJE, Lekplaneten:

Tel: 017612358

NYKOPING, Laka TV-spel:
Tel: 0155-281000

ORMINGE, Happies:

Tel: 08-7152501

SALA, Elons Leksaker:

Tel: 022-41 03 14

SKELLEFTEA, Legend:

Tel: 091-01 35 02

STOCKHOLM, Arcane pa Hagagatan:
Tel: 08-22 25 22

STOCKHOLM, Hogdalens Leksaker:
Tel: 0B-749 1146

STOCKHOLM, Dragons Lair:
Tel: 08-634 60 50

STOCKHOLM, Hobbyisterna:
Tel: 08-403 90500

STOCKHOLM, Science Fiction Bokhandeln:
Tel: 08-21 50 52

SUNDBORN, Giranssons Farg:
Tel: 023-621 55 (2)

SUNDSVALL, Orions Spel & Biicker:
Tel: 060-155 947
TROLLHATTAN, Hobbyhérnan:
Tel: 0520-13363

UMEA, Fantasia:

Tel: 090-77 03 68

UMEA, Incrade:

Tel: 090-196 580

UDDEVALLA, Olles Leksaker:
Tel: 0522-58520

UPPSALA, Fantasia:

Tel: G18-100150

UPPSALA, Prisfyndet:

Tel: 018-10 66 07

VARBERG, Fyndmagasinet:
Tel: 0340-678990

VIMMERBY, Lnlua.

Tel: 0492-3118

VISBY, Skuggspel

Tel: 0498.21 10 8

VASTERAS, Zeuerlunus-

Tel: 021-10 44 9

VASTERVIK, Leﬁs(ugan.

Tal: $490-36171

VAX]O, Helges Hila:

Tel: 047-02 18 60

YSTAD, Tv-Spelshérnan:

Tol: 0411-66680

ANGELHOLM, Leksaksmagazinel:
!l‘l! 0431-82350

OREBRO, Batalj:

Tel: 01918 46 00

OSTERSUND, Hobbyboden:

Tek 063513310

TRIWAN ]

CHANGHUA, Lian Xin:

Tel: +866 4 8870420

GANGSHAN, Toys Cat:
+886 7 6214940

HSINCHU Mml Shoppa:

Tel: #1863

HSINCHU Slyle Toy House:

Tel: +886 3 561249

KAOHSIUNG, Dwarf’s Goldmine:

Tel: +886 7 2299467

KAOHSIUNG, Longmen.

Tel: +886 7 3118867

KAOHSIUNG, Toys Cat:

Tel: +886 7 6214940

PINTUNG, Texas TV Game Shops:

Tel: +886 8 7212720

TAICHUNG, Fantasy House:

Tel: +886 4 23143720

TAINAN, Star Toy Castle:

Tel: +886 6 2370927

TAIPEI, Akmigames:

Tel: +886 2 27419964

TAIPEI, Cacacity:

Tel: +886 2 23099579

TAIPEI, MPK Hobby Shop:

Tel: +886 2 28161466

XINBEI, Table Games:

Tel: +886 2 29035898

BANGKOK, A Framing:

Tel: +66 8414 64313

BANGKOK, Battlefeld Bangkok:
Tel: +66 2747 971

BANGKOK, Sllce and Dice:
Tel: +66 8149 87593

BANGKOK, Thinx Hobby:
Tel: +66 B999 31129

CHIANG MAI, Hobo Books:
Tel: +66 8156 25741
CHONBURI, Pattaya Players:
Tel: +66 8909 29523

UKRRAINE -

DNEPROPETROVSK, Toy House:
Tel: 0038 056 747 9213
DONETSK, Toy House:
Tel: 0038 062 387 5203
KHARKIV, Aladdin:
Tel: 0038 057 715 6210
KYIV, Convercor:

Tel: 0038 067 417 2442
KY1IV, Hobby Games:
Tel: 0038 096 108 3064
KY1V, Nastolki:

Tel: 0038 044 360 1917
KYIV, Nastolki:

Tel: 0038 044 360 1997
KYIV, Toy House:

Tek: 0036 044 377 7122
KY1V, Toy House:

Tel: 0038 tua 3777198
KYIV, Toy Hause:

Tel: 0030 044 177 7128
KY1V, Toy House:

Tel: 0038 044 377 7131
KYIV, Yakaboo:

Tel: 0038 044 503 7069
LEVOV, Hobhy World:
Tel: 0038 066 764 2261
ODESSA, Avanguard:
Tel: 0038 050 562 2277

ishops Trading:
m ucmn 559487670

www.games-workshop.com
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