GAMES WORKSHOP'S
MONTHLY MAGAZINE

WARHAMMER 40,000
WARHAMMER
CITADEL

THE HOBBIT: «
AN UNEXPECTED JOURNEY |

SEPTEMBER 2013

£6.50 / €870 ke / 60 dkr /2521 / 50 rmb / ¥10008
.-.-I"t‘ .—,9' "‘ ‘ ‘

'
(]

G L
v,

.'-".j@. ks . i

s et e R



WHITE
DWARF

SEPTEMBER 2013

Yaniel Harden
[.co.uk

: Glenn More
glenn@whitedwar

Digital Editor:
Bethan Beynon-Hughes
@whitedwarl co.uk

Lead Designer: Matthew Hutson
matt@whitedwarf co.uk

oodwin, Nick Ha,
Johnson, Phil Kell
Latham, lan M.

k.
Mark Wildman.

‘Eavy Metal and Studio Hobby
Team: 5i Adams
Ste

Perryman, Dunc.
Rodriguez Martin,

eftergren and
Tom Winstone.

Special thanks to:
Mick Cudworth, Ray Dra
lefferson, Mi

Finally, our heartfelt t}
best wishes go to
Beth Hughes, who is |

UK Team: Rik Turner,
Louise Wolstenholme

Games Wo

vop Limited
Willow

MEET THE

TEAM

A new month brings with it a host of fresh releases and news from the
Games Workshop hobby. The White Dwatf team is on hand to guide you
through what’s new and exciting once again.

Andrew Kenrick
Deputy Editor

Bethan Beynon-Hughes
Digital Editor

Adam Troke
Senior Staff Writer

0

Matthew Hutson
Lead Designer

Copyright & Games Workshop Limited 2013 excepting all materials
pertaining to the New Line theatrical productions: The Lord of the Rings:
The Fellowship of the Ring, The Lord of the Rings: The Two Tawers, The
Lord of the Ringé; The Retum of the King, and THE HOBBIT: AN
UNEXPECTED JOURNEY, which are & 2013 New Line Productions, Inc. All
rights reserved. The Lord of the Rings: The Fellowship of the Ring, The
Lord of the Rings: The Two Towers, The Lord of the Rings: The Return of
the King and the names of the characters, items, events and places therein
are trademarks of The Saul Zaentz Company d/bia Middie-earth
Enterprises under license to New Line Productions, Inc. @ Warner Bros,
Entertainment Inc. All rights reserved. THE HOBBIT: AN UNEXPECTED
JOURNEY and the names of the charscters, items, events and places
therein are trademarks of The Saul Zaentz Company dib/a Middle-earth
Enterprises under license ta New Line Productions, Inc. 1513}

All guotations from |.R.R. Tolkien's literary trilogy The Lord of the Rings
lincluding any of the volumes thereof) & The Tolkien Estate 1954-55, 1966,

Games Workshep, the Games Workshop logs, 'Eavy Metal, Citade! and the
Citadel device are elther @, TM and/or © Games Workshop Ltd 20002013,
variably registéred in the UK and other countries around the world. All
Rights Reserved:

Games Workshop, the Games Warkshop logo, GW, Citadel, the Citadel
device, Citadel Finecast, Warhammer, Warhammer logo, Warhammer
Ammies. The Game of Fantasy Battles, the twin-tailed comet device,

Warha 40,000, the Warl 40,000 logo, 40K, 40,000, the
double-headed eagle/Aquila design, White Dwarf and all associated
marks, logos, names, places, characters, creatures, races and race insignia,
illustrations and images from the Warl world and Warh

AB,000 universe are either R, TM and/or C Games Workshop Ltd 2000-2013
variably registered around the world. All Rights Reserved,

Submissions. All material submitted to us for publication is enly accepted
on the assumption that the copyright in it is, by the very act of submission,
unconditionally assigned by the author as beneficial owner and with full
title guaranteed to Games Workshop Limited. We alfso retain the right to
edit and/or amend all material as we see fit So, if vou do not wish to

Dan Harden
Staff Writer

Glenn More
Photo Editor

Kristian Shield
Designer

Erik Niemz
Photographer

assign copyright in this way, please do not send us your submission. Were
afraid we cannot work In any other way! Full details of our submissions
policy can be found on the legal section of our website at: http:/www,
games-workshop.com

C pondence. We welcome co about White Dwarf, Games
Workshop games and Citadel miniatures, All lettérs except subscriptions
and Mail Order should be addressed to: White Dwarf, Games Warkshop,
Willow Road, Lenton, Nottingham NG7 2WS.

Please mark your envelope clearly with the name of the game vou are
writing to us about. If you want a reply you must enclose a self-addressed
stamped envelope (overseas readers should include IRCs]. We receive an
enormous amount of mail, We do read every letter but it may take a little
time for us to reply to you, so please be patient!

Please be aware that Games Workshop products are usually sold
unpainted and unassembled and the contents of any products may vary
from those shown herein {for example, any banners shown may nat
necessarily be included). Pictures are used for llustrative purposes anly.
In accordance with national laws, Games Workshop is prohibited from
selling spray paints and bladed equipment to certain age groups. Further,
certain Citadel products may be dangerous if used incorrectly and Games
Waerkshop does not recommend them for use by children under the age of
18 without adult supervision, Whatever your age, be careful when using
glues, bladed equipment and sprays and make sure that you read and
follow the instructions on the packaging. Prices comect at time of going to
press. Customers are advised (o contact Games Workshop for current
availability and current Games Workshop prices, Prices quated are for
products sold by Games Workshop through its own stores, catalogue or
b tailers are responsible for determining their

Independent
own prices,

You can find Games Waorkshop on the Wordd Wide Web at the following
Internet address:

www.games-workshop.com

LW l_.]’:}IH CINEMA I




Jes Bickham
Editor

i OPENIN

This month is a very special occasion
indeed, as the most iconic faction in
Warhammer 40,000 gets reinforced with a
host of new miniatures and a brand-new
(and jaw-droppingly big) Codex. The
Space Marines go to war once more, and
now more than ever there is cause for the
heretic and alien alike to fear their
unstoppable wrath.

The excitement in the White Dwarf team
on seeing the new miniatures has been
palpable; Matt, our chief Space Marines
fanatic, almost fainted at the sight of the
terrific new Centurion warsuits (and you
can see just how deadly they are in the
Battle Report on page 56), while the new
Tactical squad kit ensnared the rest of the
team'’s hobby desire with its sheer amount
of options. It’s also completely compatible
with the new Sternguard and Vanguard
Veterans kits — themselves reason enough
to start collecting a Space Marine army —
and can be combined with existing kits
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and upgrade sprues to allow for an almost
infinite variety of different builds. The
ramifications for Space Marine collectors
are enormous, and we've started exploring
them with a Tactical squad-based Kit Bash
(page 104) that shows the versatility of the
kit. Andrew also explores the history of
power armour over on page 90 so you can
pinpoint exactly what all those different
bits of armour in the box are.

Along with two new dedicated anti-air
tanks in the Stalker and Hunter (debate
has raged in the office over preferences to
each), and some stunning new plastic
characters, September is nothing less than
a month of explosive hobby excitement.
For enemies of the Imperium, nothing will
ever be the same again. The Angels of
Death have returned; all hail the Emperor!
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Space Marines are the superhuman champions of Mankind, whose
very existence is devoted to destroying the endless hordes of aliens,
heretics and traitors who threaten the Imperium. This month there are
a swathe of new Space Marines miniatures along with a brand-new
Codex. Join us as we take a look at all the new releases this month, as
well as new models from Forge World and books from Black Library.

Space Marines of the
Ultramarines 2nd
Company stem the
tide of Hive Fleet
Behemoth's advance
with a wall of power
armour and bolt guns,




CENTURION
DEUASTATOR SQUAD

A Centurion Devastator Squad
combines thick ablative armour
with an arsenal of heavy
weapons. Any foe who earns
their ire must hope to withstand
a torrent of firepower able to
reduce battle tanks to slag.




GENTURION

DEVASTATOR SQUAD

There are certain missions that require
the Space Marines to bring exceptional
levels of firepower to bear, such as
besieging enemy fortifications or
bringing the destructive fury of a battle
tank into confined spaces. Such duties
require select battle-brothers from the
Devastator Company to don Centurion
warsuits and arm themselves with the
heaviest of weapons.

This kit contains three plastic
Centurions armed with either heavy
bolters, lascannons or a grav-cannon
attached to the underside of a pair of
mechanised gauntlets, while the chest
houses either a hurricane bolter or
missile launcher — a potent cocktail of
weaponry. The thick armour plates of
the warsuit that protect the Space
Marine pilot can absorb tremendous
levels of damage, while formidable
servos propel the warsuit forwards and
aim the heavy weapon systems with
ease. This makes the Centurions a
deadly combination of size, fortitude
and unstinting firepower. AT

P
|
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Within the chest armour of a Centurion
Devastator warsuit is a second weapon system
— either hurricane bolters or a missile launcher.
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GENTURION
ASSAULT SQUAD

Assembled from the ranks of the
Chapter’s foremost close combat
experts, Centurion Assault squads are
solely focused on closing with the
enemy and destroying them face-to-
face. Shrugging off storms of enemy fire,
the Centurions do not stop until they
can grind the enemy into mulch with
their siege drills, monstrous close
combat weapons capable of chewing
through bunker walls and xenos flesh
with horrifying ease. Additionally, each
siege drill has either a flamer or melta
gun attached to it for fire support, along
with a hurricane bolter or an ironclad
assault launcher built into the chest.

An interesting detail on the warsuits is
that it is possible to see the power
armoured legs of the Space Marine
piloting the suit if you look at the back.
Nestled within the cabling and servos
that power the warsuit there is an
‘ordinary’ suit of armour, and that helps
reinforce the story behind the suits —
that they are donned by specialists
when the mission requires them. AT

also boasts an underslung special weapon.



SPAGE MARINES

CENTURION
_ ASSAULT SQUAD

When an enemy stronghold must
be assaulted head on, a Space
Marine Chapter will turn to the

Centurion Assault squads,
whose siege drills can pulverise
rockcrete, steel and the flesh of

the foe with equal contempt.

WHITE DWARF
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The icon set on the left
shoulder plate is known
as the Centurion honour.

An Omniscope enables
the squad Sergeant to
target multiple foes.

Grav-cannons crush

heavy armour with ease.

7 The Sergeant is marked

out by his bionic eye.

8 An Assault Canturion

with frag launchers
mounted into its chest
armour.

This siege drill has a

meltagun mounted on it.

You can see the pilot's
lags, between the
servos and cables.

5 Heavy bolters are the

standard weapon of the
Centurion Devastators,

6 A grav-amp multiplies a

grav-cannon's power.

10 The powerplant bears
the machine cog of the
Adeptus Mechanicus.

11 There are three distinct
Centurion henour badges
n the kit.

12 The siege drills can be
fitted with flamers.
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SPACE MARINES

TACTICAL SQUAD

Tactical squads are the flexible
core of a Space Marine Chapter,
ten-man units of Space Marines
armed and trained to tackle every
battlefield situation. Where the
battle is fiercest, Tactical squads
advance, sweeping all before
them in a hail of bolter fire.




The Codex Astartes is a treatise on the
organisation, deployment and tactics of
the Space Marine Chapters. Penned by
Roboute Guilliman, Primarch of the
Ultramarines, the Codex Astartes governs
all aspects of a Space Marine Chapter. The
Space Marine Tactical squad is at the very
heart of this methodology of Adeptus
Astartes warfare: ten Space Marines —
comprising a Sergeant and nine battle
brothers — armed with a variety of weapons
that enable them to turn their hand to any
combat situation. For 10,000 years Tactical
squads have won countless victories for
the Imperium, triumphing over foes of
every stripe — often many times more
numerous — with discipline, precision and
tactical superiority.

This position as the mainstay of a Space
Marine army gives the Tactical squad a
unique position within the Space Marine
range - it's the single unit that Space
Marine collectors will spend the most time
assembling and painting. No Space Marine
collection is complete without at least a
few Tactical squads within it. That is a

The Tactical squad
contains 16 different
heads, including three
MkE Corvus helmets.

This head wears an
osmotic gill complete
with enhanced rebreather
for high-risk tasks such as
using a flamer.

The set also includes a
k8 Errant armour
chestplate. The wearer
can still be equipped with
a helmet as normal.

This Mk7 Aguila helmet
has a row of service
studs set into its brow.

The set contains a variety
of shoulder pads, several
of which have additional
sculpted details — the
transfer shown here is
also included in the kit.

This backpack has a small
relic recessed into it.

Tactical Marines hold a
breach against an
encroaching horde

of Genestealers.




TAGTICAL SQUAD

» weighty burden, but this new multi-part
plastic kit ably takes up the reins from its
noble forebear, providing more options
than ever before. It makes 10 Space
Marines, and with 180 components on the
frames, it gives you a dazzling amount of
customisation for your models, including
those you might expect, such as spare
grenades and purity seals, and also some
surprising ones such as eight weapon
options for the Sergeant and some really
interesting alternative hands (it may
sound funny to enthuse about them, but
the White Dwarf team were all really
impressed by the hand clutching the
bolter magazine that lets you make a
Space Marine in the process of reloading).

All this is very good news for the one box
set that Space Marine players need more
than any other. AT

Full details for this month's refeases are on page 42.

The Iron Hands form a
formidable battleline,
anchored upon their
Tactical squads

The kit contains several
spare optional hands,
such as this one clasping
a bolter magazine.

The Tactical squad
contains a missile
launcher, the most flexible
heavy weapon in the
Space Marine armoury.

Auspexes enatile Space
Marines to detect enemy
troops in hiding.

The missile launcher
comes with a self-loading
backpack, saving the
need for another Space
Marine to assist the
heavy weapon specialist,




There are a number of
different way to arm the
squad Sergeant,
including this power fist
and grav pistol. ..

...And this combi-
weapon, which can be
assembled as eithera
flamer, melta, grav or
plasma weapon.

The kit enables a wide
variety of poses, such as
this Space Marine
pointing out a target to
his brothers.

The grav-gun is a new
weapon added to the

Tactical squad for the

first time.,

This arm pose holds the
balter up at aim.

The banner has a
sculpted border, scroll
and a circle on which to
use a Chapter transfer.

The Tactical squad
contains four special
weapons, including this
plasma gun, a flamer, a
melta gun and grav gun.




STERNGUARD
UETERAN SQUAD

Even among Space Marines, the
Sternguard are an elite

brotherhood — veterans whose
experience battling against the
multifarious enemies of Mankind,
paired with their access to the
best weapons from the Chapter
armoury, means that few can ever
hope to survive their wrath.
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As members of a given Chapter’s 1st
Company, the Sternguard are kitted out
with their choice of weapons and wargear.
This new multi-part plastic kit replaces the
older Citadel Finecast models, and
enables you to build five Sternguard
veterans. The focus on these models is
certainly on versatility and the kit contains
a mind-boggling 108 parts — that's enough
bits to arm your models to the teeth and
still have a mountain of spares to use
elsewhere in your collection. An
exhaustive list of all the parts would be
very long, but the kit boasts 13 heads, five
custom bolters, eight combi weapons, a
power fist, a power sword... in short a
massive catalogue of guns, pouches, icons
and accessories.

Aside from the surfeit of weapons, what
sets these apart from other Space Marines
is the honour markings and iconography
they wear - Crux Terminatus badges
denote their 1st Company status while the
gilded bolt shells of the marksman'’s
honour or the Imperial laurel bear
testament to their combat prowess. AT

The elite Sternguard
Veterans unleash a

fusillade of firepower
against the Tyranids.

This arm resting on the
hilt of the power sword is
a favourite option in the
White Dwarf bunker.

The squad heavy flamer
is fuelled from this
backpack with an in-built
promethium canister.

Al of the shoulder pads
in the kit have honour
markings and heraldry
sculpted onto them.

There are 13 heads in the
Sternguard Veteran
squad, including five
different bare heads.

This backpack is marked
with a madified Imperial
laurel and Iron Skull — fike
all the backpacks in the
set, it is unique. There
are also plenty of optional
extras, like the ammo and
grenades strapped to this
maodel’s back.
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SPAGE MARINES

UANGUARD
UETERAN SQUAD

Vanguard Veterans are the elite
warriors from a Chapter’s 1st
Company that excel at close-
quarters fighting. On the
battlefield they launch daring
offensives into the heart of the
opposing force, cutting off the
head of the enemy army with a
single precision blow.
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The Vanguard Veterans’ trademark tactic
on the battlefield is to use their speed as
a weapon, arriving at the right place at the
right time right where the fighting is
thickest; something that is really
embodied in the sense of movement in
the miniatures. The Vanguard Veterans are
running forwards at full pelt, hurling
themselves into the enemy lines.

Each one of the five plastic miniatures in
this box can be assembled as a bespoke
hero in his own right, for the frame is
absolutely jammed with individualised
components, from five different designs of
jump pack to personal heraldry on the
armour, along with 16 unique shoulder
pads and eight heads. As a squad,
Vanguard Veterans can be armed with a
huge combination of close-combat
weapons, and the kit delivers in this
regard too, with four sets of lightning
claws, four pairs of thunder hammers and
storm shields, a grav pistol, a power axe
and a relic blade for the Sergeant. A

Full details for this month’s releases are on page 42.
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Each of the jump packs
is individually decorated,
the most elaborate of
which bears a huge
aquila — ideal for the
squad’s Sergeant.

Vanguard Veterans can
be armed with a huge
combination of
close-combat weapons,
and the kit really caters
for this customisability
with lightning claws,
thunder hammers, relic
blades and more.

One fantastic detail
found in the kit is that
the bolt pistols and
chainswords are
designed as pairs. Each
pair is elaborately
inscribed with matching
ornate designs so as to
make a set.

Raven Guard Vanguard
Veterans plunge
headlong into the heart
of the Red Corsair army.
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STALKER

The Stalker is a vital part of the
Space Marine’s armoury — a rapid-
firing anti-aircraft platform able to
track and destroy multiple aerial
targets at once. Unsubtle but
devastating, it fills the skies with
hundreds of rounds of ammunition
from its Icarus stormcannon array.




The Stalker is a heavily modified version
of the ubiquitous Rhino chassis. While this
multi-part plastic kit sits no lower than the
Rhino, it appears to hug the ground more
closely due to its wider, more heavily
armoured body, giving it the appearance
of a fortified bunker. The front glacis of the
tank has been reinforced to deflect
incoming fire, while the flanks have been
enhanced with additional armour and four
hydraulic stabilisers on each side to
anchor it to the ground when it fires its
main gun - the icarus stormcannon array.

The icarus stormcannon array is made up
of two independently traversing turrets
each containing a triple-barrelled cannon
and a nest of targeters. A large radar dish
sits in the middle, scanning the skies for
incoming aircraft, while behind it the
ammo feeds can be seen disappearing
into the body of the tank from where they
feed thousands of bullets into the
voracious gun batteries mounted atop the
Stalker's chassis. DH

Full details for this month's releases are on page 42

The lcarus stormcannon
array tracks multiple Eldar
aircraft at once.

An lcarus stormcannan.
One of the distinctive
features of the Icarus
stormeannon array is its
ability to track and fire at
two separate targets —
the weapons can be
swivelled and aimed
freely of one another.

The Stalker is equipped
with a powerful radar
detailed with an array of
aerials and antennae.




The name Hunter is perfectly apt for this
new Space Marine tank. Its low, wide
silhouette gives the impression that it is
hunkered down tracking its quarry, its
stabiliser legs giving it the look of a
crouched spider waiting to pounce on an
unsuspecting prey.

Because it comes from the same multi-part
plastic kit as the Stalker, the Hunter shares
many of the same chassis design features,
such as the extra armour panels, the
reinforced front plate and the stabiliser
petons along the flanks. Its main armament
is entirely different though as, instead of
the icarus stormcannon array, the Hunter

launcher - a huge piece of high-tech
military hardware. Its boxy, exhaust-riven
cowling plays host to a short, wide-maw
gun barrel, while beneath it a rack of
servitor-guided anti-aircraft warheads wait
to be loaded into it. A bank of sensors,
cogitators, targeters and antennae is
mounted next to the missile launcher from
where they can search the skies for
incoming enemy aircraft. BH
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The Hunter prepares to
launch a skyspear missile
at a swooping Heldrake.

Heavy-duty pistons are
fired into the ground to
provide maximum
stability when the Hunter
sets up to fire.

The skyspear missile
launcher is fully posable,
and can be elevated and
rotated at will. Note the
racks of missiles ready to
be loaded into the
launcher as it fires.




HUNTER

The Hunter is the sister tank to
the Stalker, a dedicated anti-
aircraft tank. It is designed to
engage enemy flyers at range
and smash them from the sky

with a salvo of warheads, each

one guided by the interred
remains of a Chapter serf.

WHITE DwaA




GAPTAIN

Space Marine Captains are the greatest
tacticians and warriors within the Chapter,
forged by the crucible of war into the most

battle-hardened and skilled fighters in the

Imperium. Each Captain commands a
Company of 100 Space Marines, which he
leads into battle from the front, setting an
example of valour and prowess for his
warriors to follow.

As the victors of countless battles, and the
lords of entire Battle Companies, Space
Marine Captains have access to the finest
wargear and armour — and this new plastic
model certainly shows that, with the high
gorget of a suit of rare Mk8 power armour
protecting his neck from attack, and the
combi-grav weapon clutched in his off
hand. There's a really strong sense of
direction to the model, with the wind
buffeting his cloak and banner in the same
direction as he is pointing his sword. AT

22 WHITE DWARF

The Captain's suit of
armour is covered in
all manner of ornate
details, as befits such
a great hero.

The Captain's torso is
replete with honaorifics,
from the braiding on his
chest to the scroll wark
on his combi-grav.

The Captain’s backpack is
decorated with the Crux
Terminatus symbol.

The miniature is mounted
on a scenic base, littered
with skulls and spent
amma casings.

The frame includes the
option of a bare head
with bionic eye or
helmeted head with a
transverse crest.



LIBRARIAN

Librarians are exceptional individuals,
able to channel the power of the warp into
devastating psychic abilities. Some can
pulverise a man with a simple gesture or
transform themselves into a whirlwind of
destruction, while others are subtler,
protecting their battle-brothers with force
fields or shrouding them in darkness.

This plastic Librarian miniature has been
sculpted as if midway through casting a
devastating psychic attack, his brow
furrowed in concentration and his force
staff thrust forward at the enemy. His
tabard billows forward too, dragging with it
purity seals, rolls of parchment and
bundles of keys — the trappings of a
veteran Librarian. A creepy bio-mechanical
cherub floats behind his shoulder - a grim
paradigm of humanity’s dark future. DH

Full details for this month’s releases are on page 42.
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The Librarian’s face is
fantastically expressive,
fixed in a determined
grimace beneath his
psychic hood.

The Librarian’s stave is
adorned with all manner
of tiny details, from
mundane grenades and
holsters to occult keys
and tomes.

The force stave is
topped with a hormed
skull and decorated with
lightning bolts — both
symbols of the
Librarians.

The horned skull device
is repeated across
the miniature.

The sinister-looking
cyber-cherub hovers
above the Librarian's
shoulder pad, cunningly
held aloft by the scrolls
affixed to its waist.
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SPACE MARINES

REGLUSIAM

Command squads are assigned to
protect members of the Chapter
hierarchy whose duty takes them
into the deadliest places. To spur
on their fellow Battle Brothers,
Chaplains fight at the very heart of
the action, and thus those chosen
as a Chaplain’s protectors must be
utterly steadfast.




The Reclusiam Command squad consists
of a Space Marine Chaplain, a five-man
Command Squad and a Razorback infantry
fighting vehicle, providing a great addition
to your Space Marine army. Chaplains are
the spiritual leaders of the Chapter; they
uphold the traditions of their Chapter and
are notorious for their fiery rhetoric, as well
as leading the Space Marines around them
in abjuration of the foe.

The Chaplain is a brand-new plastic
miniature, sculpted in such a way that he
succinctly captures the character of his
office. Small details, such as the curved
indents in his chestplate, resemble arches
and evoke the sepulchral imagery of the
Reclusiam, the innermost sanctum of a
Space Marine Chapter. Alongside this are
more visible reminders of his duty to
preside over his brethren — the model has
the traditional skull-faced helm that marks
him out as the embodiment of death and
the Emperor’s justice on the battlefield,
while the long-handled Crozius Arcanum is
his badge of office, held aloft to rally his
battle-brothers. AT

1 1 Space Marine Chaplains

1 bring the righteous fury of
the Emperor to the
battlefield, inspiring their
battle brothers in the
midst of combat.

2 The Chaplain's arched

i shoulder trim is detailed
, with an ossuary, its
bones shaped in a
winged skull.

The Chaplain's armour is
especially omnate, with
architectural flourishes,
such as the arches and
hanour markings, lending
to its gothic appearance.

4
w

L)

4 A Crozius Arcanum is
the Chaplain's symbol
of office.

5 The Chaplain also has the
option for this bare head
with bionic eye.

6 Note the reliquary
containing a sacred bone
hanging from the
Chaplain's backpack.
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SPACE MARINES

Codex: Space Marines is the
definitive guide to the Adeptus
Astartes, the super-human soldiers
that are the elite of the Imperium'’s
armies. This huge, 176-page
volume is packed with exciting
background, evocative art and
beautiful showcase photography
designed to inspire.




It's immediately obvious when you get 1 The book details both the 2 The bestiary is packed 4 The army list contains

; S physiology of a Space with background for all everything you need to
hold of Codex: Space Marines that this is Marine, and the the units in the army. use them in your games.
no ordinary Codex: at 176 pages, it's the constituent elements of
largest Codex we've ever done. It feels it his power armour. 3 The book has a glorious 5 The Ultramarines go to

i lutel ked with showcase of painted war bolstered with a
too, as it's absolute ¥ packed with page Space Marine heroes. Centurion Assault squad.

after page of glorious background, art and
photography devoted to the most iconic of
Warhammer 40,000 armies. It really is the
definitive guide to the Space Marines.

Each of the First Founding Codex Chapters
gets a (no pun intended) chapter of its
own, headed by a beautiful full-colour
illustration. Each of these sections details
the history of the Chapter, including a
timeline of recent battles fought and won.
There are some great additions to these
sections too, from a pictoral guide to the
various marks of armour employed by the
Iron Hands to the history of some of the
boltguns in the Salamanders’ armoury. The
most famous of the Successor Chapters —
the Crimson Fists and the Black Templars
— get their own sections too. | 2
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»I've been a fan of Space Marines for nearly
two decades now and like to think that |
have a fairly good grasp of their history,
yet the background section is more
exciting for me than ever before, full of
new stories and battles, as well as a fresh
take on existing background. Every
chapter held something new for me to
discover, from the Iron Council of the Iron
Hands to the fact that Vulkan continued to
lead the Salamanders for millennia after
the Horus Heresy.

One of my favourite parts of the Codex is
how this background permeates the whole
of the book, not just its own section,
Everything, from the showcase to the rules
in the bestiary to the design elements on
each of the pages manages to embody the
distinctiveness and individual character of
each of the Chapters — and their
successors —without making the book
seem disjointed. It all feels as though it
belongs as part of a coherent whole.

Perhaps the best place to illustrate what 1
mean is by way of the Space Marine’s
Chapter Tactics special rule, the exact
effects of which vary depending on your
Chapter. So, Imperial Fists can lay down a
curtain of withering firepower, whereas the
Iron Hands are super resilient thanks to
their predilection for bionics, for example.
So it is that the rules are inspired by the
background, as well as allowing you to
reflect how an army fights in the stories on
the battlefield.

I believe that Codex: Space Marines is not
only the best iteration of the Space Marine
Codex to date, it's the best Warhammer
40,000 Codex. The art is glorious (as you'll
see on page 148), the stories exciting and
every turn of the page offers something
new and inspiring wherever you look. It’s
got me wanting to paint more
Salamanders, that’s for sure. A

Full details for this month’s releases are on page 42.



1 Codex: Space Marines
contains page after page
of sumptuous
photagraphy showing
the Adeptus Astartes
at war,

2 This map details the
disposition of the Space
Marine Chapters across
the galaxy.

3 The background section
is replete with little
details, such as in-depth
histories of the
Salamanders’ prized
boltguns.

4 Each of the main
Chapters is featured in
the showcase section,
along with many
successor Chapters.

s Raymond Swanland's
fantastic cover.

4] “Everything, from the

' showcase to the rules
to the designs on each
page, embodies the
character of the
Chapters.”
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SPACE MARINES

A single Space Marine is worth many
ordinary men, so rather than fighting in
large numbers Space Marines operate as
swift strikeforces, dispatched on the most
dangerous of operations, against the
deadliest of foes. These strikeforces vary
in composition, assembled by a
commander to suit the mission.

The Space Marine Strikeforce is the ideal

way to start a new collection of Space

Marines. It contains a Space Marine

Commander, Command squad, two

Tactical squads, an Assault squad, a Scout

squad with sniper rifles, a Drop Pod, a

Venerable Dreadnought and a Razorback.

With the purchase of a Space Marine

Strikeforce a hobbyist has the makings of a

sizable army right from the offset. And

even if you have a Space Marine collection 1 The Strikeforce box

already, this box set will provide a contains two of the new
g ; Tactical squads and much

welcome supply drop for your army, Mere boiibs.

bolstering existing units and adding

reinforcements to your collection. A
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One of the Tactical
sguads can be mounted
in & Drop Pod, allowing it
to strike into the heart of
the enemny lines.




SPACE MARINES

LIMITED EDITION
GODEN

Seven distinct limited edition versions of
Codex: Space Marines are being released.
Six of them sport stunning art of First
Founding Chapters on their front covers
and these editions come inside a
transparent dust jacket that displays the
Codex: Space Marines logo. The seventh
limited edition is a celebration of
Successor Chapters and features art of the
Black Templars on the cover and a full-
colour dust jacket showcasing art of a
Crimson Fists Space Marine. There's only
500 copies of each of these limited

editions available and they all come with a

numbered endpaper. Don't delay! JB

~ 4
MARINES

COBEX

SPACE

1 lron Hands limited
edition cover art.

2 |mperial Fists limited
edition cover art.

3 Ultramarines limited
edition cover art.

4 Raven Guard limited
edition cover art.

5 Salamanders limited
edition cover art.

6  White Scars limited
edition cover art.

7 The dust jacket of the
Second Founding limited
edition Codex: Space
Marines.

& The cover of the Second
Founding limited edition
Codex: Space Marines.

WHITE DWARFE 21



32  WHITE DWARF

WARHAMMER 40,000 APOCALYPSE

WAR ZONE: DAMNOS

The original Damnos incident was
a catastrophic clash between the
ancient malice of the Necrons and
the Imperial might of the
Ultramarines. 25 years later,
Marneus Calgar himself seeks to
retake the planet; this Apocalypse
expansion details both of these
epic confrontations.
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The frozen mining world of Damnos was
held by humanity for ten thousand years,
until the legions of undying Necrons that
slept beneath its surface awakened and
slaughtered the vermin that had infested
their home.

War Zone: Damnos - the first expansion to
Warhammer 40,000: Apocalypse — tells the
story of the Necrons' rise to power and
their bitter clash with the Ultramarines on
not one but two separate occasions. With
rules for Damnos terrain, new Unnatural
Disasters, Strategic Assets, Missions and
Finest Hours (not to mention plenty of
new Datasheets including the Skyreign
Hunter Squadron and Doom Scythe
Deathbringer Flight), this full-colour
hardback book is an essential resource for
those wishing to re-create epic battles
from a fascinating chapter in the history of
the Warhammer 40,000 universe. JB

Full details for this month’s releases are on page 42.
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LINE BREAKER SQUADRO

The entire
background to both
Damnos conflicts is
laid bare in
fascinating detail.

There are 22 new
datasheets covering
new formations and
Super-heavy vehices.

The epic clashes
between the
Necrons and the
Ultramarines are
gorgeously
photographed using
Studio miniatures;
there's also a
pull-out gatefold
section.

The cover of War
Zone: Damnos.
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UULKAN LIVES

By Nick Kyme, hardback, 320 pages

iclk Kynie

AN LIVES

Linto the Anvil

elling novel series
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After Isstvan V, the Salamanders
are a shattered Legion, but hope
might not be lost.

I don’t think it's much of a spoiler to tell
you the premise of the main plot of Nick
Kyme's new Horus Heresy novel: after the
betrayal on Isstvan V, Vulkan is not slain
by Horus' forces but is instead captured
by Konrad Curze. As I've written in these
pages before, 'm a big fan of Kyme's
Warhammer 40,000 Tome of Fire series, so
1 was eagerly looking forward to reading
his first Horus Heresy novel.

There are several plotlines at work in
Vulkan Lives, and Kyme expertly
interweaves them together. I found myself
swiftly drawn into each separate narrative.
The first, that of Vulkan’s survival and

perhaps secondary to the main events,
concerns what happens to the Primarch
after his capture.

The second narative concerns Vulkan'’s
sons, scattered survivors that escaped the
massacre on Isstvan V, despairing at the
loss of their Primarch and hunted by the
Word Bearers on the planet of Traoris. This
story is really the meat of the novel, and
it's fantastic, thrilling stuff. Kyme has
created a great group of characters here
drawn from not just the Salamanders but
also the Raven Guard and Iron Hands too,
led by Pyre Captain Numeon, who still
believes his Primarch survives and resists
his brothers’ desire to throw their lives
away in pursuit of vengeance.

Finally, the third thread follows a team of
archaeologists as they excavate a relic
from a sinister ruin, a relic sought by both
sides that might change the course of the
Heresy. Although at first seemingly
unconnected to the novel’s other strands,
this plot provides some real thrills - no
matter how tough and hard-bitten your
team might be, when its Space Marines
hunting you down it's a terrifying prospect,
something Kyme really conveys.

Throughout the book we're treated to a
series of flashbacks as Vulkan dreams
during his captivity, remembering his
childhood, the uneasy — almost hostile

- alliance between the Salamanders and
the Night Lords during the Great Crusade,
the horrors unleashed upon Isstvan V
itself, and more besides. These flashbacks
serve the story well, complementing the
main events by providing contrast or
illumination; but they are not entirely
reliable, for Vulkan's dreams may not all
be his own...

Vulkan Lives is a triumph; an exciting,
long-awaited tale revealing what becomes
of Vulkan for the first time. A



SPACE MARINES: THE OMNIBUS

Edited by Christian Dunn, paperback, 880 pages

This enormous omnibus draws
together more than 30 tales about
Space Marines both fair and foul.

This massive doorstop of a book gathers
short stories from three separate
collections, uniting tales of Space Marines
and Chaos Space Marines in visceral
accounts of bloody combat and heroism.

With 32 tales, as well as the welcome
bonus of three comic strips at the back,
Space Marines: The Omnibus has a lot to take
in. Depending on what you look for in a
tale about the Space Marines, your
mileage may vary with this book, but part
of the charm is that there is such a broad
sweep of stories, themes and concepts
that, as long as you find well-written tales
about the superhuman defenders (or

enemies) of Mankind enjoyable, then
there will surely be something to suit your
palette in this jumbo-sized book.

‘One Hate’ stands out as one of my
favourites in the book, telling the story of
Crimson Fists in the wake of the Rynn’s
World disaster. A squad finds itself in a war
zone, where they must weigh the Chapter’s
flagging resources against the duty of a
Space Marine to fight the Emperor’s foes.
Aaron Dembski-Bowden, the author of this
one, does a fine job of capturing a
Chaplain who is clearly torn between duty
and honour, survival at all costs weighed
against protecting the Emperor’s subjects.
It's a good story, with a twist in the tail 1
never saw coming.

Andy Smillie’s story, ‘Torturer's Thirst’, is a
bloody affair depicting the awkward
relationship between the Flesh Tearers
and their Imperial Guard allies, and the
unshakeable resolve of a Chaplain who
leads the Death Company in battle.
Smillie writes very strong, believable fight
scenes, and this story draws on the full
spectrum of that talent, from artillery
bombardments in the midst of a pitched
battle to bare-knuckled strangulation. This
one is well worth a read.

‘The Skull Harvest’ by Graham McNeill
deals with Chaos Space Marines as two of
the most notorious villains in the Dark
Millennium meet. In this gritty tale, where
honour is non-existent and the strong must
stand alone, Honsou of the Iron Warriors
comes face to face with Huron Blackheart.
The staggering scale of Huron's power,
even in exile within the Maelstrom, is
beautifully described as Honsou seeks
reinforcements for his vendetta against the
Ultramarines from the Tyrant of Badab.

Weighing in at 880 pages, this represents
many happy hours of reading — the perfect
volume to keep on the bedside table. AT

These books and audio
dramas are available in
English language only.

ALSO AUAILABLE
ORION: TEARS OF
ISHA

By Darius Hinks, paperback,
416 pages

Gemmell Award-winning
author Darius Hinks returns
this manth with another tale
about Orion, the King in the
Woods. In Orion; Tears of Isha
the realm of Athel Loren is
menaced by the Daemons of
Chaos. The Wood Elves must
seek a new host for the
forest king to inhabit before
their realm is overrun.

FURTHER READING

If reading short stories is your
thing, Black Library have
plenty ta choose from,
Hammer and Bolter volumes |
and Il each compile swathes
of stories for both
Warhammer and Warhammer
40,000 in one place.

Also, Black Library release
new e-shorts every week
that can be read on your
preferred device (iPad, Kindle
and so on). Keep an eye on
their website for the latest
releases at: blacklibrary.com

AALITE MAIADDE o



ALSO AVAILABLE
PRIESTS OF MARS

By Graham McNeill,
paperback, 416 pages

ORIESTS OF

Priests of Mars is the first
book in Graham McNeill's
trilogy about an Adeptus
Mechanicus Explorator fleet
that has set out on a quest to
find lost knowledge beyond
the stars. Featuring Titans,
Space Marines and, of
course, the Skitani armies of
the Mechanicus, itis an
action-packed adventure
novel that sets the scene
perfectly for the second book
inthe series, Lords of Mars.
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LORDS OF MARS

By Graham McNeill, hardback, 320 pages
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Beyond the known galaxy the
Adeptus Mechanicus search for
the Breath of the Gods.

Graham McNeill continues his epic saga
about the Adeptus Mechanicus in Lords of
Mars, the direct sequel to Priests of Mars. It's
worth noting that if you haven't read Priests
of Mars then getting into this novel will be
difficult — there are a lot of characters and
trying to figure out who they are and what
their motivations are is virtually
impossible without it. That aside, the read
is incredible. The battle scenes are epic
and give you a real sense of violence and
destruction — especially when the Titans of
Legio Sirius get involved. In between the
scenes of warfare and total planetary
destruction you gain several valuable
insights into the Adeptus Mechanicus,
including a very poignant conversation
between Archmagos Kotov and his ‘ally’
Galatea, where they discuss what being
human really means. Graphic action,
intriguing philosophies and many
excellent characters — what more could
you ask for? BH

DEATH OF INTEGRITY
By Guy Haley, paperback, 416 pages

WARHMANMMER #
AD000
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| DEATH OF

INTEGRITY

!
| GUY HALEY
]

The Blood Drinkers and
Novamarines Chapters must unite
to destroy a deadly Space Hulk.

Death of Integrity is the Imperial designation
assigned to a gargantuan Space Hulk
drifting towards the Ultima Segmentum.
Aboard this monstrous conglomeration of
wrecked space battleships, asteroids and
space stations is a horde of Genestealers.
The denizens of the Death of Integrity have
wreaked havoc on the systems the Space
Hulk has passed through, and so the
Blood Drinkers and Novamarines Chapters
unite to eliminate the threat. All is not as it
first seems, however, and rivalries and
agendas manifest that will throw the whole
operation into jeopardy.

Haley's writing explores more than just
cleansing a space-borne abomination, as it
also focuses on the interactions between
two noble Chapters of Space Marines. In
this, the book really shines ~ the section
where their forces meet face to face for the
first time is a brilliant example of rich,
enticing storytelling. AT



DIGITAL PRODUCTS

Games Workshop has a constantly expanding range of digital content available on a variety

of devices. Below is just a selection of what's available; check out the Digital Products page
at www.games-workshop.com for more.

Available on the
D App Store

(mm | Available on the
[ Avai
L

) iBookstore

Digital products,
including White Dwarf,
are only available in
English. Some products
are only available in
the Apple Newsstand
and the iBookstore

— these are available in
the App Store.

WHITE DWARF
IPAD EDITION
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SPACE MARINES

o IS paper

nd more

. But you'll know
that if you're reading
this on your iPad, right?

MUNITORUM

If you've ever wanted to know more about
the weapons of the 41st Millennium, then
the Munitorum series is for you. Each one
describes a different piece of wargear,
including background and rules.

INDEK ASTARTES

Each Index Astartes article focuses on a
different aspect of the Space Marines,
from their units to their vehicles and more

besides, in greater detail than ever before.

WARLORDS OF THE DARK MILLENNIUM
Warhammer 40,000 is home to brave
heroes and dark villains, and each of the
Warlords of the Dark Millennium articles
describes the legends of one of them.

GODEN: SPACE MARINES

The new Space Marine Codex is released
in digital format this month, containing all
the fantastic background, art, photography
and rules as the print version, as well as
360° showcases, interactive galleries

and more.

WAR ZONE: DAMNOS

Alongside the print release, War Zone:
Damnos is also available as a digital
download this month too.

ALTAR OF WAR: SPAGCE MARINES Ii

Altar of War features new missions based
on the battlefield tactics of different
armies — this month sees the release of a
second set of missions for the Space
Marines. To find out more about Altar of
War, make sure you read Jervis’ column on
page 54.

And that's not all — far from it — for there are even
more digital products released every week. Check
the Games Workshop website to find out more.

WARHAMMER
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FORGE WORLD LATEST

Forge World makes highly detailed resin models, upgrade packs, large-scale kits and
books for Warhammer and Warhammer 40,000. Each month they have lots of exciting new
releases — here’s a look at some of their most recent additions.
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LEGION GLAIVE

Glaives are super-heavy battle tanks
designed to support the Space Marine
Legions in battle. Built upon the same
chassis as the Space Marine Fellblade, the
Legion Glaive replaces the accelerator
cannon of a Fellblade with a larger version
of the Martian volkite weapons, a volkite
carronade. This massive heat ray is
powered by the Glaive's on-board
atomantic reactor and a single shot from
the volkite carronade can lay waste to
whole swathes of enemy infantry, causing
them to burst into flames and piles of ash.

The Glaive boasts a pair of twin-linked
lascannons on each side and a twin-linked
heavy bolter nestled in an armoured
housing in the front. The centrepiece of
the tank, however, is clearly the main gun,
which has all the shared stylings of the
volkite calivers carried by Space Marine
Legionnaires. The large round turret is
detailed with all the power coils and
armoured cabling required to charge the
monstrous volkite carronade, which gives
the Glaive a very distinct appearance from
its sister tank, the Legion Fellblade. AT



IMPERIAL ARMOUR APOCALYPSE

Forge World is renowned for the massive
war machines that it makes, from Titans to
Tyranid Gargantuan Creatures or Super-
heavy battle tanks. Imperial Armour
Apocalypse is the definitive guide to using
all of these, and many more besides, in
your Apocalypse games. Containing more
than 75 updated unit profiles and 16
Warhammer 40,000 Apocalypse
Formations, this meaty hardback book
gives you a serious reload for your
Apocalypse games.

Imperial Armour Apocalypse also contains
War Zone: Vraks, which details the bloody
wars following the rogue Cardinal Xaphan's
conquest of Vraks. This War Zone contains
new background, Apocalypse missions and
a slew of material unique to this vicious
theatre of war. AT

) \FOR WARHAMMER 40,000
IMMER 40,000 APOCALYPSE

DAVINITE SERPENT LODGE PRIEST

1 Within Imperial Armour
Apocalypse you will find
swathes of updated unit
profiles, such as the rules
for using the Fellblade
Super-heavy tank in your
Apocalypse games.

Several of the Space Marine Legions are
known to have contained warrior lodges,
secret societies where mysticism and
rituals were practiced. The most famous of
these were found within the Sons of Horus
Legion, where the Priests of the Serpent
Lodge inducted many of their leaders into
their mysterious lore.

2 The cover of Imperial
Armaur Apocalypse
shows a force of
crimson-armoured Chaos
war machines advancing
through the blazing ruins

The Lodge Priest has a sinewy physique of an Imperial city.

that bears the hallmarks of mutation, with
horns sprouting from his head. There is a
serpentine quality to his long thin limbs,
and the teeth that jut from between his
lips. This model is an event exclusive
miniature and can only be purchased at
events that Forge World attend, such as
Games Days and Open Days. AT

3 The Davinite Serpent
Lodge Priest is armed
with an archaic flamer
and a cursed dagger,
known as an anathame.
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Fulgrim the llluminator
leaps gracefully across
the corpse-filled
battleground of Isstvan V,
with his feather trimmed
cloak flowing hehind him.
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FULGRIM THE ILLUMINATOR

This month Forge World unleashes the
latest model in their Horus Heresy
Character Series: Fulgrim the Illuminator.
As the Primarch of the Emperor’s Children,
Fulgrim was a shining example of
perfection throughout the Great Crusade,
and his Legion, alone among all the
Adeptus Astartes, was granted the right to
wear the Emperor's aquila upon their
armour and bear his title as their own.

This cherished status made Fulgrim's
subsequent betrayal especially bitter. He

was among the first to betray the Emperor,
corrupted by the whispered promises of
Slaanesh and the honeyed words of Horus.
At Isstvan V Fulgrim took to the field
against the loyalists sent by the Emperor
to quell Horus' rebellion, and there
matched his skills against those he once
called brother.

Fulgrim the [lluminator has been sculpted
with exacting attention to the character
described in the Horus Heresy novels —
especially the novel Fulgrim, by Graham




McNeill. In his raised fist he grasps the hilt
of the silver blade of Laer. This is a curious
weapon with shifting patterns on the
fullering of the blade that seem to have
the shape of a warping flame. A closer
inspection of the sword reveals that it is
subtly fashioned in the shape of the sigil
of the Dark Prince Slaanesh. The gems
embedded in the blade look altogether
too much like eyes.

The model depicts Fulgrim in battle on
the killing fields of Isstvan V. Dead Space
Marines are piled around him, and a
banner of the Emperor’s Children Legion
lies shattered on the rocks at his feet. The
model contains a thrilling sense of motion,
as the Phoenician is practically gliding

across the battlefield, skipping over the
broken rocks with balletic grace. This
sense of movement is continued with the
feather-trimmed cloak that billows behind
him as he moves, and echoed by the
streaming oath parchments and even his
mane of brilliant white hair.

Fulgrim the Illuminator comes with an
impressive scenic base that is piled high
with shattered rocks, broken wargear and
skulls, as well as the corpses of three dead
Space Marines. Nestled within the scenic
base is a smaller 40mm base that you can
detach to use when you play games,
making the model both an attractive
display model, and a practical miniature to
use in your Horus Heresy games. AT

2

Amid the elaborate
ornamentation of his suit
of armour, a pair of
sheathed knives serve as
a reminder that Fulgrim is
first and foremost a stone
cold killer

The large display base
has three dead Space
Marines heaped upon it,
as well as piles of lost
and broken wargear and
battlefield detritus.

Framed by the incredibly
detailed chestplate
{including the numerals of
his Legion) and the
shoulder guards of his
splendid armour, Fulgrim's
face is a work of art.
Simon Egan has managed
to make the lluminator’s
face both haughty and
noble. The furrowed brow
and the individually
identifiable teeth are
especially impressive.

Concealed within the
large display base is a
smaller gaming base that
you can remove and use
on the tabletop in your
Horus Heresy battles.
Even this functional
gaming piece is
amazingly detailed, with
a fallen bannar of the (Il
Legion beside the
Primarch’s feet.

Head on over to
www.forgeworld.co.uk
for prices, release dates
and details on how to
order all Forge World
products.
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FULL RELEASE LISTINGS

The products on these pages are available to pre-order now, and will be released on
Saturday 7th September unless otherwise noted. For more details visit:
www.games-workshop.com

-_WAR_H_A_ﬁMER : SPACE MARINE ST_IlLHEﬂ/HIIIITEIl
- 40,000, Sculpted by Dale Stringer and

Tom Walten

1 mode/

£40, €50, 400dkr; 480ske, 440nks, 200
USA $65, Can $80, 400rmb, ¥6500

. : SPAGE MARINE RECLUSIAM

A oo ER COMMAND SQUAD

Sculpted by Gavin Newton, Mark
Harrison, Dave Thomas and Jes Goodwin
7 madels

£55, £75, 560dkr, 670skr, 640nks, 27021
USA $80, Can $110. 540rmb, ¥10,000

GODEH. SPACE MARINES

By Robin Cruddace

176 pages

£35, €46, 350dki, 420skr, 390nkr, 1752, USA $58, Can
$70, 350rmb, ¥8000

CLIADLT

SPACE MARINE GAPTAIN
Sculpted by Darren Latham
1 model
£18, €25, 180dkr, 220skr; 200nkr, 9021,
USA $30, Can $35, 180rmb, ¥3000

SPAGE MARINE LIBRARIAK
APAFALVE i wWan Inne Sculpted by Martin Footitt
1 model
£18, €25, 180dkr, 220skr, 200nkr, 9024
WAR ZONE: DAMNOS USA $30, Can $35, 180rmb, ¥3000
By Phil Kelly
68 pages

£20, €26, 200dkr, 240skr, 220nks, 1002+ USA $33,
Can $40, 200rmb, ¥4500

Pictures for dlustrative purposes only Product contaits may vary. Froducts sold unpaited and unassembled. Certain Citadel products may be dangerous i used meomectly. Pricas cuﬂec{‘ar timme aigmgm press, please
42 WH!TE DWAHF contat us far curent availabiity and prices. Prices quted ate for produicts sold By Games Warkshop through its own staras; logue or websita. retailers are their awin prices.




Pictures for fhustrative purposes anly. Product contants may vary. Products sold unpainted and unassembied. Certain Citade! produc
contact us far current avantability and pnces Prices quoted are for products sald by Games Workshap through its own stoves, catalogue or wabsite

“WARHAMMER"

/40,000

CITADEL

SPAGE MARINE CENTURION
DEVASTATOR/ASSAULT SQUAD
Sculpted by Dave Thomas
3 models

£47.50, €62, 480ckr, 570ski; 520nkr,
238z, USA §78, Can $100, 480rmb,
¥8500

SPAGE MARINE TACTICAL SQUAD
Sculpted by Ed Cottrell and Nick Ho

10 models

£25, €35, 250k, 300skr. 280nks, 12524
USA $40, Can $50, 250rmb, ¥5500

SPAGE MARINE STERNGUARD
UETERANS
Sculpted by Darren Latham
5 models

£30, £40, 300dkr, 360skr, 330nks, 150z,
USA $50, Can 360, 300rmb, ¥6500

SPAGE MARINE UANGUARD
VETERANS
Sculpted by Mike Fores
5 models

£25, £35, 2500kr, 300skr, 280nks; 12524
USA $40. Can $50, 250emb, ¥5500

15 may be dangerous o used ncormecty. Prices carract at fime of going to press, please

SPACE MARINE STRIKEFORGE

39 models

£140, €185, 1400dkr, 1680sk;, 1640nkr, 6802 USA $225, Can $220,
1370rmb, ¥29,000

Also available this month:

GODEN: SPAGE MARINES LIMITED EDITIONS (Online Only)
By Robin Cruddace

176 pages, avaffable in 7 different editions

£70, €90, 700dkr; 8505k, 750nks, 3502, USA $115, Can §140,
700rmb, ¥16,000

UULKAN LIVES (GW EXCLUSIVE)
By Nick Kyme

Hardback novel

£20, €25, 200dkr, 240sks, 240nkr, 1002, USA $30, Can $35, 220rmb,
¥2600

SPAGE MARINE: THE OMHIBUS
Edited by Christian Dupn
Paperback omnibus

£15, €17.50, 175dkr, 145ske 175nk; 74.9521 USA $17.50, Can £20,
120rmb, ¥1750

LORDS OF MARS
By Graham Mcleilf
Hardback novel
£17.99, €25, 220dkr, 180skr, 220nks; 89.952 USA $24.99, Can $28.99,
170mmb, ¥2000

PRIESTS OF MARS
By Graham McNeil!
Paperback novel
£8.95, €12.50, 115dkr, 100sks, 115nk; 44 955 USA $14 Can $ 16,
8armb, ¥1750

ORION: TEARS OF ISHA
By Darius Hinks

Audio drama

£8.99, €12.50, 115dkr, 100sks, 115nky, 44.952¢ USA $14, Can $16,
8armb, ¥1150

DEATH OF INVEGRITY
By Guy Haley
Faperback novel
£8.95, €13.50, 125dk;, 110k, 125nkr, 49.9521, USA $16, Can $17.50,
95rmb, ¥1250
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WORKSHOP, ON““E

SEE THE ENTIRE CITADEL RANGE

Whatever your army of choice and no matter which Citadel miniature you need for your next project,
the entire Games Workshop range is available to order direct online. So whether you want a new
Super-heavy tank, a Realm of Battle Gameboard or even a Bitz pack to help you convert your models,
we have it all at games-workshop.com.

To plan your next purchase, get online and check out the full range of Citadel miniatures now.

© FAST DESPATCH

All orders are processed, packed and
despatched within 24 hours.

& FREE DELIVERY

All orders sent to a Games Workshop
Hobby Centre benefit from free postage.

FULL RANGE

Every Games Workshop product is available
on our website. Browse over 2500 products.



With all the new plastic Space Marines out this month, you might want to
see what else is available for the Adeptus Astartes. At games-workshop.com
you'll find everything in the Space Marine range, from the latest plastic kits to
classic Space Marine miniatures and a selection of Bitz packs.

THUNDERFIRE CANNON PEDRO KANTOR

LEGION OF THE DAMNED



Wﬂlilll Tllllll 2013

Games Day is a worldwide celebration of collecting Citadel miniatures, an opportunity for hobbyists to

come together to experience the full splendour of the Games Workshop hobby. This year the Games
Day World Tour is off to four different venues, two of which have already happened:

GAM'ES IIAY MEMI’IIIS FINISHED!

-_— GAMES‘ DAY ﬂ(llllﬂNE FINISHED!

== GAMES DAY BIRMINGHAM 20TH SEPTEMBER

National Indoor Arena, Birmingham, UK

B B GAMES DAY MODENA 20TH OCTOBER

Fiera di Modena, Viale Virgilio, 41123 Modena, Italy

Visit your local Hobby Centre or our website to keep up to date with the latest information:



GAMES DAY EXCLUSIVES

As well as the chance to meet the sculptors
and designers behind Citadel miniatures,
model makers from Forge World and authors
from Black Library and quiz them all about
their latest work, you'll also be able to get
your hands on exclusive products that are
only available to buy on the day, including
this year’s Games Day miniature, the famous
Estalian explorer Marco Columbo, and access
to the the complete range of Games
Workshop products.

The final of Armies on Parade takes place at
Games Day, providing beautifully painted
miniatures and scenery displayed on glorious
boards. Visitors are given the chance to vote on
their favourite display. But to be in with a
chance of displaying your own Armies on
Parade at Games Day, you'll need to win the
Parade Day at your local Hobby Centre first!

Jimmy Graham’s Armies on Parade winner from
Games Day UK 2012,

Golden Demon is the world’s biggest painting
competition, held at each of the Games Days
around the world and featuring some of the
world’s best painted miniatures. Taking part in
the contest is the highlight of many a painter’s
calendar, and the chance to view all the
entrants ensures that it’s a highlight of many a
hobbyist’s Games Day too. '

Karol Rudyk won the coveted Slayer Sword from
Golden Demon UK last year.




RIIY OF THE MONTH
WEN PATTEN'S CHAOS OGRES
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Army of the Month is our feature that showcases lovingly painted
armies, the kind of collections that have been assembled and
crafted through years of hard work and dedication. Marching to
war this month is this colourful Ogre army painted by Owen
Patten. Every miniature in Owen’s collection has been mutated by
the warping power of Chaos, from the lowliest Ogre to the
mightiest monster. You could (and we did) spend hours looking at
all the models, trying to figure out where all the parts come from.
Read on to find out what Owen has to say about his Chaos Ogres.

When he's not using
the power of Chaos to
mutate more Ogres for
his horde, Owen can be
found at the Gobstyks
Gaming Club in Lincoln,
where his army makes
for an impressive sight
on the battlefield.
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Owen: I've always liked the brutal look of
the Ogres, but I knew early on that I
wanted to do something different with
them. I love converting miniatures and the
idea of an Ogre army that had turned to
Chaos was very appealing — | could
indulge my love of converting as |
collected my new army.

Giving my Ogres a story really helped
bring my ideas together. I imagined that
they were once mercenaries fighting
alongside the Empire army of Ostermark
when a Chaos invasion swept down from
the north. Only a few men survived the
devastation and when they returned with
reinforcements they assumed that the
Ogres had either fled or perished in the
fighting. Far from it. Having seen the raw
power of Chaos, the Tyrant led his Ogres
north to see what the Chaos Gods had to
offer his warband.

Over time the Ogres mutated and the taint
of Chaos spread throughout the army. Each
of my main units has been ‘chosen’ by a
different Chaos God, which gave me the »

50 WHITE DWARF




The Firebelly, Zor'ead
Warpscorched,
represents the Chaos God
Tzeentch in Owen’s army.

The Slaaneshi Ogres
were converted using
Daemonette claws and
spines from the Chaos
Spawn kit.

The Tyrant, Terrog
Throatsplitter, is a Forge
World Chaos Ogre
miniature. He joins an
imposing unit of Ironguts
dedicated to Khorne.

“Each of my Mournfang
Cavalry is heavily
converted and represents
a different Chaos God,”
explains Owen. “The
Nurgle mount is made
from a Jabberslythe, the
Tzeentch one is a
Cockatrice and the
blood-covered Slaaneshi
one started life as a spare
taif from a Trygon. They
were great fun to convert
and paint.”




1 The Scraplauncher is
pulled into battle by one
of the mutants that
normally carries the
Chaos Warshrine. The
other mutant has been
turned into a Maneater
tainted by Murgle:

2 "l converted both of my
[ronblasters to make
them look significantly
different to each other.
One has the chassis of a
Plagueclaw Catapult,
while the other has been
converted to look as
though it has just fired.
The muzzle blast has
been made using clump
foliage with assorted
scrap rammed into it,
including a warhammer.”

3 "My two Thundertusks
are the centrepieces of
my army.” says Owen.

“| converted one of them
using the tusks that come
on the Ironblaster ta give
it an older, more
battle-worn feel.”

P opportunity to convert all the miniatures
to a unique theme. My Slaughtermaster,
Boregob the Bloated, is dedicated to
Nurgle and accompanies a plague-ridden
unit of Ogres into battle. The Battle
Standard Bearer, Gristleatt Smileslicer,
and his regiment have been chosen by
Slaanesh and many of them sport claws,
tentacles and, in the case of the unit
champion, a snake-like tail converted from
the Cockatrice. With a large number of
models built, [ decided to enter them into
last year's Armies on Parade competition,
and built a display board that featured
them smashing their way through an
Empire town. You can see some of the
defenders — men of Ostermark, their
former allies — hanging from banners
throughout my army.

I have continued to add new units to my
horde such as the Dragon Ogres (which I
use in Storm of Magic battles) and my new
favourite unit, my heavily mutated
Mournfang Cavalry. I'm thinking of
continuing the Chaos theme with my next
army too: Daemons of Chaos. OH
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JERUVIS JOHNSON
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In his column this month,
venerable games designer Jervis
Johnson sheds some light on how
he comes up with rules for new
Citadel miniatures that make them
fun and evocative to play with
during a game.

I've recently been doing quite a lot of work
on the Altar of War mission books that are
available for the iPad. For those of you
that haven’t come across these yet, they
are small sets of Warhammer 40,000
missions, themed around the way
particular armies fight. So Altar of War:
Space Marines has six missions that reflect
the type of battles that Space Marines are
often called upon to fight, such as being
used as an elite assault force to spearhead
an attack, or landing behind the enemy
front line to launch a surprise attack.

As long-time readers will know, I love this
kind of thing, much preferring to have a
wide variety of game scenarios to choose
from. [ find it makes games much more
varied and provides a greater challenge
because | have to try out new tactics in
order to win. However, that isn’t what this
month’s column is about. You see, one of

the things that every Altar of War mission
includes are some special rules to be used
with the mission, which reflects its unique
nature and background. For example, the
Space Marine surprise attack mission has
special rules representing the fact that the
Space Marines are landing from orbit, and
that their enemy is fighting on their home
ground. As I've been writing special rules
for new Altar of War missions, it's made me
think about what works as a rule and what
does not, and that in turn has made me
realise that, although what | do most days
is invent rules, I rarely talk about the
process in my columns. So, I thought I
would talk about how I come up with the
special rules in our Altar of War missions.

Before | get started proper on this, |
should explain one more thing, which is
that rules writing, like any other set of
skills, is an evolutionary thing; you learn
by doing, and seeing what works well.
Over time, the exact criteria I use when
writing my rules has grown and changed
slightly, and although the basic principles
remain much the same, | now place greater
importance of certain aspects than I might
have done in the past. So, what follows
represents a snapshot of my thinking on
the subject at the present time. With that
caveat out of the way, here are the three
things I consider when [ write a rule:

1. It needs to be evocative. By this I mean it
needs to reflect the background, not be
written as a rule for its own sake.

2. It needs to be fun. By this I mean it
needs to add to the enjoyment of the
game, not be something mundane.

3. It needs to be clear. And by this I mean
its mechanical effects need to be
straightforward to understand.

I'll drill into those three things a little more
below, but before I do, it's important to
point out that they can often be in conflict
with each other. It's easy to come up with a
clear rule, for example, but much harder to
create a clear rule that's fun and evocative.
On the other hand, it's easy to come up
with a rule that evokes the background,
but doing so in a way that's fun and clear



can be challenging. Over the years I've
placed more emphasis on one or other of
these aspects, but my feeling now is that
all three are equally important, and that
the trick is to balance them with each
other. This requires some compromises,
but for me at least, having to work within
constraints like this is what makes my job
so much fun: it's like a series of little
puzzles I have to solve, and I love puzzles!

“A rule needs to be
fun. By this I mean it
needs to add to the
enjoyment of the
game, not be
something mundane.”

The place that I start with any rules is the
background, or when writing rules for a
Citadel miniature, with the miniature itself.
Doing this will usually give me a little
shortlist of things that I would like any
associated rules to reflect — or, in other
words, things I can evoke, When I started
out, I would have stopped there and
written rules for all of the things on my
shortlist, but over time I have learnt that
doing so can create rules that lack clarity
and are not all that much fun to use, so
now | use my shortlist as a starting point.

So these days, my next step is to go
through my shortlist and pick out things
that will be fun to use in a game. This is
where things start getting interesting,
There are usually a few ideas that, while
being evocative, don't really pack enough
punch to warrant writing a rule for. For
example, while the fact that a model uses
bat-like sonar in order see things is
fascinating, it isn’t the kind of thing that
generates fun rules. This leads to my
second criteria, which is that it is better to
have a few really fun rules, than lots of
little minor ones. One other thing I have
learnt to watch for are what I call ‘gotcha’
rules; these are rules that stop your
opponent from doing something fun, like
denying them the use of a special ability
or a cool tactic. Although such things are

often justifiable in terms of the
background, they are the very antithesis of
fun in a game, as they tend to stop one
player doing something they have been
looking forward to. In such circumstances I
will first try to see if I can turn the rule on
its head, so that instead of stopping the
opponent doing something, it allows you
to do something as well.

At this stage my shortlist will have been
narrowed down to a handful of things I'd
like to write rules for. The next step is to
actually write the rule itself. Now, on the
face of it, it would seem that writing a clear
rule for something fun and evocative
should be quite easy, but years of
experience has taught me that it is
anything but. In a nutshell, something that
seems crystal clear to you can prove
annoyingly opaque when it gets out into
the real world. I have learnt to watch for
rules where the idea is a simple one, but
the rule required for it is very long, and if
the rule requires a long list of caveats at
the end. Overly long rules are almost
invariably a sign of a mechanic that does
not sit well with the core game mechanics,
so if a rule requires a lengthy explanation I
almost always end up going back to the
drawing board and see if | can achieve the
same effect in a different way. If a rule
requires more than one caveat 1 will look
at it askance, and see if I can come up with
something more straightforward. At the
end of this process, I should have
generated a small set of evocative and fun
rules that are clear and easy to use. Well,
that's the theory anyway!

And on that note I will leave you for this
month, as I am fast running out of space. I
will return to this subject again next
month, where I will show you how these
principles work in practise.

Jervis Johnson is a 30-year veteran of games
development and has had a hand in the design of
most of our classic games.
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BAITLE REPORT

AND THEY SHALL KNOW NO FEAR

Among the shattered ruins of Defence Bastion Seraphax, the Black Templars battle against
the Death Guard and their Chaos Daemon allies in a bid to recover the remains of a fallen
Imperial hero — will the body of Marshal Armante be delivered or defiled?




Adam: There’s no bigger fan of Space
Marines in the White Dwarf team than Matt
and he was only too eager to volunteer his
services for this month's battle report —
offering his Imperial Fists, Ultramarines
and Black Templars armies as potential
candidates. With so much choice on offer,
we let him pick, and he went straight for
his favourite of all Warhammer 40,000
armies: the Black Templars. For an
opponent we considered the multifarious
xenos armies around the office, but in the
end Andrew and I claimed the honours
with an unholy Chaos alliance.

Matt even has a fallen Black Templars
model in his collection, so we decided to
use it as the centrepiece in the Relic
scenario, and the beginnings of a story
began to form on the tabletop... The world
of Arthas has been overrun by the legions
of Nurgle, and but for the Black Templars it
would be lost already. A stubborn crusade
force remains, unwilling to yield the site of
a terrible battle to their foes until they
recover the remains of Marshal Armante.
As both forces converge upon the

L ]
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BURN THE WITCH

Matt is a veteran of

scores of battle reports,

almost all of which
have been fought using
a Space Marine force
of one stripe or another.

Matt’s Centurion Devastator
squad boasts the most
firepower in his army. He's
hoping they'll be able to blast
Andrew's army apart.
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The launch of new Space Marines kits is
always an exciting time for me and doubly
so when I get to add all the new stuff to the
collection of my favourite Chapter, the
Black Templars. If you've been following
This Month in White Dwarf over the past
few months you can't have failed to notice
that I've been slowly adding extra units
and tanks, which has culminated this
month with the addition of the new
Sternguard, Centurions and Hunter,

Over the 15 years I've been collecting
Black Templars the core of my army hasn'’t
really changed. My 15-strong Crusader
squad accompanied by the Emperor's
Champion and mounted in a Land Raider
Crusader has vanquished many a heretic
over the years.

Having played both Andrew and Adam's
Nurgle forces quite recently I know of their
lack of long-ranged firepower, so I plan to
create a firebase to hammer them from
afar. In the White Dwarf bunker there's
been quite a lot of discussion as to how
deadly the Centurion Devastators grav-
cannons are, given that they roll to Wound
against a target's armour save; this has led
to some impromptu practice dice rolling
(particularly from Jes) pitting them against
different types of units. It's time to put the
theory into practice, however, so I've

painted a unit of three. Alongside them
I've also got two Crusader squads armed
with bolters and heavy weapons as well
my fire support Dreadnought.

Andrew always takes his Heldrake so it
would be stupid of me not to take at least
one Stalker or Hunter. After a bit of
deliberation I've opted for the Hunter.
Even if you miss there’s a good chance
you'll hit your target in a subsequent turn
thanks to its homing missile. Plus the huge
launcher looks amazing.

Since Death from the Skies came out I've
been using a Stormraven in all my games,
usually deploying my Assault Terminators
and a Dreadnought into the heart of my
opponent’s lines. For this game I'm going
to try something a little different by
putting my freshly painted Sternguard in it
instead. I should be able to drop these off
where they are most needed, their special
ammunition enabling them to take on a
range of different targets. Of course the
risk is that I fluff my reserve rolls and they
turn up too late.

Lastly, I've taken my Assault Marines led
by a Chaplain to help out in any assaults
or to head off anything trying to get
through to my firebase.

The plan for the game is simple: shoot
anything that gets too close to the
objective and then hopefully snatch it
later on with one of my Crusader squads.

I'm very keen to see how the new grav
weapons get on; | figure they will be most
effective against anything in power armour
(or Terminator armour for that matter),
which means I'll just have to use my
plethora of flamers and the Sternguard’s
special ammunition against the Daemons.
As for what I'm most worried about, | know
1 will be up against at least one Daemon
Prince but I don’t have any really powerful
characters to take them on. I'm also afraid
of the Heldrake, as it'll get a turn to cause
havoc upon my Black Templars before 1
can deal with it.
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THE LASTRATI CRUSADE

TROOPS

ELITES HEAUY SUPPORT
Brather Horst, Crusader Squad Volkard Crusader Squad Oswin Sword Brethren Spear of Vengeance
The Emperor’s Champion 10 Initiates with 8 Initiates with bolters, 10 Sternguard Veterans with Hunter.
140 points chainswords, bolt pistals, plasma gun, plasma cannon heavy flamer, 2 combi-gravs 70 points
grav-gun, 5 Neophytes with and Sword Brother with and Castellan with
Chaplain Ferdinand bolt pistols and close combat power fist and combi-grav, grav-pistol, power sword and Squad Ignatius
Chaplain with plasma pistol, weapons and Sword Brother 192 points melta bomb. 3 Centurions with missile
melta bomb and jump pack. with power fist. 295 points launchers, grav-cannons and
125 points 240 points Fﬂsr Mmﬂﬂ grav-amps.
Squad Konrad Brother Laurenz 280 points
Ironstorm 10 Assault Marines with Dreadnought with assault
Land Raider Crusader with 2 fiamers and Sward Brother cannon and heavy flamer. Dern's Fury
mult-melta. with power fist. 130 points Stormraven Gunship with
260 points 215 points twin-linked multi meltas and
Brother Albrecht hurricane bolters.
Crusader Squad Friedrich Dreadnought with missile 230 points
8 Initiates with bolters, launcher and twin-linked
plasma gun, missile launcher lascannons.
with flakk missiles and Sword 135 points
Brother with power fist.
187 points TOTAL 2499 points




SUNMMONING THE TIDE OF FILTH

Andrew and Adam
have teamed up a few
times now — although
more often than not
they take a beating.

Andrew has nat only
harrowed Adam’s Chaos
Daemons as part of his allied
detachment, he's also
borrowed Adam to lead them
into battle.
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Andrew: It’s always a pleasure playing a
game against Matt — he’s probably my
most regular opponent, and we always
have a great game. He does usually beat
me, however; a state of affairs that I've
long ago reconciled myself to.

Whenever | muster my Death Guard, it's
always around the same reliable core:

a Daemon Prince, a unit of Terminators, a
unit of Possessed, at least one unit of
Plague Marines and a large unit of 14
Chaos Space Marines, all upgraded with
the Mark of Nurgle. The Daemon Prince,
Terminators and Possessed hit incredibly
hard so will make for the centre of Matt's
army, while the Plague Marines and Chaos
Space Marines form a fairly intractable fire
base to hold any objectives. As well as
being thematically appropriate to the
scions of decay, the Mark of Nurgle makes
everything that little bit tougher.

I'll almost always take a Daemon Prince in
a game (I have such fun rampaging around
the battlefield with the Fly Lord, it must
be said), but my second HQ choice is
always that little bit harder to make as |
love all the characters in my collection. In
the end | settled on my Chaos Lord, Malek
Vos. He’s fairly hard in a fight, especially
with the Murder Sword, which should give
him the edge against any of Matt's

characters — even the Emperor's
Champion. But the real reason he’s in the
army is that he makes all my Plague
Marines into Troops, and because of that
I'm throwing another unit of Plague
Marines in along with him.

One thing the army lacks is much in the
way of anti-tank weaponry, so I've added
in a Helbrute with a multi-melta, as well as
a scattering of meltaguns, power fists and
chainfists wherever I can squeeze them in
too. The Heldrake should help in this
regard too — his normal targets are big,
bunched-up units of power-armoured
troops, but he’s killed close to half a dozen
Dreadnoughts in his time too. I'm hoping
he’ll be able to repeat that trick again
against one of Matt's Dreadnoughts today.

Adam: It's always a joy to unleash my
Daemons, and Andrew and [ have had
quite a lot of fun teaming up recently with
my Nurgle Daemons and his Death Guard
army. I'm not saying we make for a super
effective combination, but it's a really
characterful alliance, and we reckon we can
give Matt a run for his money.

For my part in the force, I'll be taking a
pared-down version of my larger Chaos
Daemon army — with my Herald of Nurgle,
Festerguts, along with two units of
Plaguebearers. One of these will deploy
with Festerguts, who gives them the Feel
No Pain ability (making them very
durable) and the other will quietly wait in
the Warp along with the Slathertoads — my
unit of Beasts of Nurgle. Thanks to the
Plaguebearers’ Instrument of Chaos, if they
arrive by reserve, the Slathertoads will
immediately be available too. Finally, I'm
including Sourbile’s Flystrike, six Plague
Drones, which are the baddest killers in
my army. My plan with these is to get stuck
in quickly, while the rest of my army
advances on the objective.

If we can get to the objective first, I'm fairly
sure we can hold onto it with all our tough,
resilient troops. The question is whether

we'll be able to survive the counter-attack.



THE SCYTHE OF PURGATION

Ha
Lord Malek Vos
Chaos Lord with Mark of
Nurgle, Terminator armour,
Murder Sword and Gift of
Mutation (+1 Initiative).

150 points

The Fly Lord
Daemon Prince of Nurgle,
power armour, Mastery

Level 1. 185 points
ELITES

The Poxridden

5 Possessed with Mark

of Nurgle. 150 points

The Deathshroud

5 Chaos Terminators

wth Mark of Nurgle, Aspiring
Champion with power

fist and combi-flamer,
chainfist, combi-melta and
heavy flamer. 181 points

Pustulent Fury
Helbrute with multi-melta.
100 points

TROOPS

Purgatory Squad

7 Plague Marines with
meltagun and Champion with
power fist. 193 points

Perdition Squad

7 Plague Manines with,

plasma gun and Aspiring

Champion with power sword.
198 points

The Quarantined

14 Chaos Space Marines

with Mark of Nurgle,

flamer and Aspiring

Champion with power sword,
264 points

The Misbegotten
14 Chaos Cultists. 78 points

FAST ATTACK
Poxdrake
Heldrake with baleflamer.
170 points

ALLIES

Festerguts

Herald of Nurgle with Greater
Locus of Fecundity. 70 points

The Festering Brothers
15 Plaguebearers with Icon of
Chaos and Plagueridden.

150 points

The Maggot Kin

15 Plaguebearers with
Instrument of Chaos and
Plagueridden. 150 points

The Slathertoads
4 Beasts of Nurgle.
208 points.

Sourbile's Flystrike

& Plague Drones with

lcon of Chaas, Instrument of
Chaos, Plaguebringer and
death’s heads. 312 points.

TOTAL 2579 points




SGENARIO AND SET-UP

The corpse of Marshal
Armante is the primary
objective for the game.

Matt's reserves; the
Sternguard and
Dreadnought are both
deployed in the
Stormraven Gunship,

Adam: Since we knew we were playing the
Relic mission, we set about creating a
battlefield that would give us a fun and
challenging game. Matt and Andrew began
to create Defence Bastion Seraphax (A),
with a mixture of blasted and scarred
buildings and craters and the remnants of
an Imperial Defence Network. We placed
the shattered aquila from the Honoured
Imperium scenery kit, in the middle of the
board with Matt's fallen Black Templar
upon it (B) — with plenty of fortified terrain

around it. We rolled for deployment areas,
scoring Vanguard Strike, and Matt earned
the privilege of deploying first.

Matt centred his army around the
Skyshield landing pad at the north of the
battlefield (C), with two Crusader squads
and a Dreadnought holding it. The
Centurion Devastator squad and Hunter
held his right flank, while the Land Raider
and Assault squad guarded the other (D).
For our part, Andrew and I deployed our

.i _
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army as far forwards as possible, leaving
only a 24" dead zone between us and the
Black Templars. After a little squabbling,
we realised we should have put my
Daemons front and centre so they were
closer to the objective and able to absorb
firepower, but the mistake was ours, and
we had deployed in a big line-abreast
formation.

Whichever side had possession of the
slain Black Templar objective at the end of
the game would score 3 Victory Points,
with bonus points for First Blood,
Linebreaker and Slay the Warlord.




OPENING MOUES

Where the Black Templars unleash a storm of
firepower, into which the Chaos horde advances.

Matt: My plan of action was very much to
play the long game in this battle, so in my
first Movement phase, I only advanced
enough to improve my position and bring
my big guns to bear. This meant bringing
the Centurion Devastator squad into range
of Andrew’s nearest Plague Marine squad
and driving my Land Raider Crusader
forwards a little, providing some mobile
cover for my Assault squad.

The shooting from the Centurions was
everything I had hoped for, as they
scythed down six Plague Marines in a
single volley. My Land Raider whittled
away a few Chaos Cultists with its hurricane
bolters and, more importantly, lent its fire
to the Crusader squad with the missile
launcher and my Dreadnought to blow
Andrew's hulking Helbrute to kingdom
come. Not a bad opening salvo, all things
considered — Adam and Andrew were
certainly paying attention now.

Andrew: I've been listening to Matt
banging on about how good his Centurions
are all week now, but hadn’t really put
much stock in it up till now. But their
grav-cannons just chewed up a whole
squad in one volley — ouch! And if they're
that nasty against power armour, | dread to
think what they’re going to do when they
fire at my Chaos Terminators — To Wound
rolls on a 2+, with re-rolls thanks to the
grav-amps, is just going to wipe me out. As
aresult I kept my Terminators as far away
from the Centurions as possible, moving
through the ruins in an attempt to flank
Matt's force — or to prevent his Assault
Marines from doing the same to us.

Our eyes remained on the prize, however,
so we continued to plough forwards
towards the objective, hoping to provide
Matt with too many targets to choose from.
The Cultists even reached the aquila after
tunning, although I had little confidence
that they’d be there by the end of Matt’s
next turn. Various run moves across the
board kept our shooting to a minimum.
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Squad Ignatius advance
down the hill and open
fire on Purgatory Squad.
Their grav-cannons easily
crush six of the traitors
with the mass of their
oWn armour.

The Deathshroud advance
into the ruins with their
Lord, Malek Vos — hoping
to flank the Land Raider
and Assault Sguad.

The Misbegotten stream
forward and jubilantly
clamber onto the sullied
Imperial eagle, hoping to
lay claim to the corpse of
Marshal Armante.



The Festering Brothers
and Sourbile’s Flystrike
realise they probably
should have started
closer to the objective.
While the Festering
Brathers begin the long,
shameful shamble
towards it, the Flystrike
take a different route,
soaring over the \Wall of
Martyrs to approach the
Crusaders. Note also, the
sole survivor of Purgatory
Squad, wisely hiding
behind the rotting horde
of Plaguebearers.

At the end of the first
turn, the battlefield
shows the objective
within the grasp of the
Chaos Cultists. You can
also see Andrew's
Possessed and Chaos
Terminators hoping

to ambush Matt's
Black Templars if they
rush forwards.




» Matt: In their turn, Adam and Andrew only
managed to kill a single Assault Marine, so
even though my Stormraven, containing
the rest of my reserves, didn't arrive this
turn, I was still feeling buoyed up as |
launched my main offensive. Ironstorm
surged forwards and disgorged my
massive Crusader squad, complete with
the Emperor's Champion, while Chaplain
Ferdinand and the Assault squad leapt up
beside them. In a blistering salvo |
slaughtered all but two of the Cultists on
the objective, leaving the survivors to flee
like cowards while Ironstorm unleashed a
wall of bolter and assault cannon shells
into Andrew's 14-strong unit of Chaos
Space Marines, killing five. The Land
Raider Crusader was bolstered by the
Centurion Devastator squad, who once
again pulped five more heretics. Other
shots came in from my Dreadnought and
Crusader squads, nibbling away at the
Chaos Space Marines, but the main event
now was the charge as the Emperor's
Champion led Crusader squad Volkard
against the Possessed, wiping them out.

Andrew: After that turn 1 was left wincing
once more — Matt was picking my army
apart squad by squad. Luckily all of our
reserves arrived this turn.

[ had a counter-attack planned this turn,
opening up with the Chaos Terminators
against the tightly packed Crusader squad,
a combination of flamers and heavy
flamers killing five. The Chaos Lord,
Terminators and Daemon Prince then
charged the Crusader squad - possibly
overkill, but I needed them dead. The
Chaos Lord killed the Emperor's Champion
— the target of his Murder Sword — in a
challenge, but the Chaos Gods deemed it
an Unworthy Offering, while the Daemon
Prince killed six Black Templars and the
Terminators finished the unit off.

In the centre of the board the Heldrake hit
most of the Assault squad with its
baleflamer, killing seven but still leaving
three and the Chaplain alive. The Plague
Drones tried to take out the Hunter —
which had moved between them and the
Centurions — but could only take off a
single Hull Point.
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As the Land Raider
Crusader, Ironstorm,
disgorges Crusader
Squad Volkard, Chaplain
Ferdinand and his Assault
squad sweep the Cultists
from the objective.

Squad Volkard and the
Emperor’s Champion take
on the Poxridden as
Andrew’s Daemon Prince
looks on. The Emperor’s
Champion easily slays the
Possessed Champion
with a single sweep of
his Black Sword.

Much to the chagrin of
the Misbegotten, Assault
Squad Konrad has two
flamers, spelling their
certain doom.



Heldrake Inbound

4 Andrew’s Daemon
Engine, the Poxdrake,
arrives in Turn 2, soaring
anto the battlefield and
heading straight for
Assault Squad Konrad.

The baleflamer is duly
unleashed on the
Assault Marines,
scorching seven of their
number to death

6 With Matt using the
Hunter as mobile cover
for the Centurions,
Sourbile’s Flystrike attack
it instead — only causing
a single glancing hit.

Malek Vos faces off
against the Emperor's
Champion, slaying him
with the Murder Sword.

At the end of Turn 2, the
battlefield is looking far
messier. Note the
mischievous Slathertoads
clambering about on the
Skyshield Landing Pad.




Where the Black Templars press their attack, and fire
rains from the skies.

Matt: Well, the fight was really on now —
but thankfully my reinforcements had
arrived, with the Stormraven delivering the
Sternguard and Dreadnought. I pulled the
Hunter back up the hill now that the
Heldrake was in play, and unleashed a
skyspear missile at it. This shot answered
a lot of questions we had about how good
the Hunter was, as it blasted the Heldrake
to pieces in a single shot, bringing the
wreckage crashing down to kill two
Plaguebearers and a Plague Marine.

Elsewhere the bloody work continued, as
the Centurions wiped out all of Andrew's
Terminators. | also killed a couple of
Adam'’s Plague Drones with fire from the
Sternguard, Crusader squad and newly
arrived Dreadnought. Finally, my Assault
Marines took on the Plague Drones in
combat, which proved to be a mistake.
Though they took two Wounds, they wiped
out my Assault Marines, Chaplain and all.
The Dreadnought charged the
Slathertoads on the landing pad, at the
very least tying them down for the rest of
the game.

In their third turn, Adam and Andrew
finally dealt with my Centurions, killing
two with concentrated firepower, causing
the survivor to flee. The Plague Drones
still managed to charge him, killing him in
the fourth turn.

Andrew: So, we finally managed to deal
with the Centurions, although after three
turns of shooting Matt didn't really need a
fourth with them. In Turn 4 the Sternguard
picked up where the Centurions left off,
wiping out the Maggotkin. The Crusader
squads targeted the Festering Brothers,
and killed a few too.

Our own turn was less impressive. My
Daemon Prince merely stunned the Land
Raider with his Smash attack and (in a
show of poor dice rolling that was
frustratingly consistent) the Plague Drones
failed to charge the Sternguard.
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3

1 Dom's Fury soars onto

the battlefield to deliver
reinforcements to the
Black Templar's army.
Matt risks the Skies of
Fury to deploy his models
in the turn it arrives, but
he suffers no ill effects.

Once again the Centuarion
Devastator squad shaw
their mettle, this time
turning their ire towards
Andrew’s Terminator
squad. The sound of
armour compacting under
intense gravity heralds all
five of them being
crushed to death..



The Plague Drones hurl
death’s heads at the
Centurion squad which,
combined with bolter fire
from their allies, manages
to kill two. The remaining
Centurion fails his
Leadership test and flees.

The Flystrike catch up
with the last Centurion
beside the Skyshield
Landing Pad, and proceed
to beat him to death.

In Turn 3, Adam attempts
to charge the Sternguard
with the Maggotkin, but
falls woefully short on his
charge roll. As a result,
the Sternguard and
Dreadnought annihilate
the Maggotkin in a storm
of dragonfire rounds and
heawy flamers.

The sole survivor of the
Quarantined clambers
onto the shattered
Aquila, attempting to
claim the corpse of
Marshal Armante — but
Matt's Crusader squads
have ather ideas.

At the end of Turn 4 the

Black Templars remain
strong, with a firebase on
the Skyshield Landing Pad
and the counter-attack
force in the Stemguard
and Dreadnought by the
Wall of Martyrs,




Where the forces of Chaos make their final play for
the objective, and the battle is won and lost.

Matt: The game was drawing to a close,
and a quick tally of Victory points showed I
was behind - so I sent out Crusader Squad
Friedrich to try and get close enough to
the objective, although I had left it so late
that the game would need to run into six
orseven turns. The rest of my turn was
spent pouring fire into the Plaguebearers
(killing five), and wiping Andrew’s Aspiring
Champion off the objective. I also
wounded the Daemon Prince that was
battering my Land Raider.

Adam and Andrew’s turn was pretty short.
The Plague Drones and Chaos Lord
charged Squad Friedrich (so much for
them making it to the objective), and
Malek Vos not only won his challenge
against the Sword Brother, but ascended
to Daemonhood - recovering his lost
wounds and dooming my Crusader squad.

Andrew: That's the second game in a row
that I've rolled Dark Apotheosis on the
Chaos Boon table. Malek Vos — my Warlord
- had been one Wound away from handing
Matt a victory point, but I felt confident
that as a Daemon Prince he'd likely
survive to the end of the game.

At the start of Matt’s sixth turn, we were
winning 2-1, and Matt was faced with
something of a dilemma. His Sternguard
were a run move away from our
deployment zone, so could claim a victory
point for Linebreaker if they rolled well
enough, but my Plague Marines were
closing in on the objective, which really
would seal the victory for us. In the end he
opted to shoot everything — Sternguard
combi-gravs and all - at Perdition Squad,
but [ got lucky with my Feel No Pain rolls
and three survived.

Matt needn’t have worried about finishing
them off, however, as 1 rolled a 2 for their
difficult terrain roll, so they failed to reach
the objective anyway! The new Daemon
Prince finished off the Crusader squad,
and with that the game ended.
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Malek Vos thunders into
the Crusader Squad,
where he is challenged
by Sword Brother
Friedrich — the Chaos
Lord kills him in a gory
display of strength. ..

...And is rewarded by
the Dark Gods with his
ascension to
Daemonhood — as
Andrew rolls 65 on the
Chaos Boon Table, Malek
Vos becomes a mighty
Daemon Prince.

Turn after turn the
Sternguard hammer the
Chaos forces with their
specialised munitions,
using dragonfire bolts to
pepper the shrouded
Flaguebearers.



OBJECTIVE UNGLAI

After several rounds of
the Fly Lord ineffectually
swatting at the Land
Raider, Ironstorm mows
the Daemon Prince down
with a concentrated burst
from its hurricane bolters.

With his followers shot to
bits by the Sternguard,
Festerguts decides
enough is enough and
turns around to charge
them - ending up in a
massive brawl.

At the end of the game,
the objective lies
unclaimed, and both
sides are terribly
bloodied. \While the Black
Templars appear to hold
the field, have they won?




HIGHLIGHTS OF THE GAME

The battlefield is a wasteland of corpses and craters.
What were the highlights for our players?

Qur three participants have

had a chance to shake hands,

get a cup of tea and survey
the carnage from their game.
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Andrew: Well, I for one learned that you've
got to hit the Centurion Devastator squad
early in the game — they slaughtered one
of my units every turn until we got to grips
with them.

Matt: [ thought you might say that, which is
why next time 1 play, I'll be taking more of
them. [ want a unit of six, all with grav-
cannons and missile launchers. It's
possible that the Centurions were actually
too effective, in a way. I got so carried away
crushing all the Chaos Space Marines, |
didn't really advance on the objectives.
Imagine what a mess they will make of
other armies too: Crisis Battlesuits, a
Riptide or Eldar Wraithknight? The
possibilities are endless.

Adam: It was certainly interesting watching
them lay waste to everything in armour,
but [ didn’t have any armour, so | wasn't
unduly worried. My Dark Angels, on the
other hand, would be abjectly terrified of
them. But my Daemons suffered most from
the Sternguard and their various
ammunition types.

Andrew: I think, although they were
undeniably effective, Matt used the
Sternguard in the wrong place. If they had

gone for the centre of the battlefield
instead of the flank, you could have wiped
the Chaos Space Marines out completely.

Adam: It's easy for you to say that... they
killed all of my Plaguebearers. Nurgle isn’t
happy with them: there’s going to be a
reckoning some time soon.

Matt: | was worried about the Plague
Drones, and I think the Sternguard proved
to be an antidote to them.

Andrew: The Hunter proved its worth in
the game too — and before the game we
were really interested to see what it would
do. It's limited to one, very specific
function — and it carried it out really well,
killing my Heldrake with a single shot, but
once it had done that, it didn’t really have
much effect on the battle.

Matt: I agree. If I know my opponent is
taking a flyer as dangerous as a Heldrake
or Stormraven, taking a Hunter is logical.
But there are a lot of situations where it
would be preferable to have a Predator
Annihilator, which could have engaged
ground targets too.

Adam: What was interesting is that, even
though it was your first outing with the new
Space Marines, the game was a very close
run thing. What do you think was the
deciding factor, Matt?

Matt: My firebase, really. While it
completely prevented you guys from
getting to the objective, keeping it
stationary stopped me from seizing the
objective for myself. Looking back, I might
have been better off holding back the
Land Raider Crusader and Assault squad
until [ had worn down your force a little
more... but I hadn’t realised how much I
could have relied on the Centurion
Devastator squad. Knowing then what 1

know now, I'd have pummelled the Chaos

Space Marines for another turn and then
swept the centre clear on Turn 3 or 4. @



THE POST-BATTLE REVIEW

A trio of pundits comment on the game: Space Marine Codex
author Robin Cruddace, Chaos Space Marines author Phil Kelly and
White Dwarf Editor Jes Bickham.

Robin is not only the author
of Codex: Space Marines, but
also the owner of a rather
sizable army of Howling
Griffons Space Marines too.

As author of Codex: Chaos

Marines, Phil Kelly
knows a thing or two about
eternal damnation

Jes listened to much of the
combatant’s pre-game
banter and was eager to see
how things turned out. ..

When the bolter shells are flying, it's easy
to forget about the objective. I suspect
there was an element of this during the
game; Matt, busy blowing apart every
Chaos unit, seemed to forget to advance
towards the relic before it was too late.
While it's easy to put this down to an error
on Matt's part, I think Adam and Andrew
engineered the situation. By running up to
the relic on Turn 1, the Chaos players took
the initiative. Matt then constantly had to
eliminate whichever Chaos units were
about to secure the relic - a job he could
achieve best by standing still and scouring
the foe with obscene amounts of firepower,

The first time | faced Matt's Black Tem plars
was back in the year 2000, and we've
fought many times since. In typical Black
Templars style, Matt got a bit carried away
with all the killing and the maiming and it
ultimately cost him the game when he fell
short of his objective.

Still, the game was full of epic moments.
The Devastator Centurions crushed the
Chaos Terminators like spikey
cockroaches, the Chaos Lord was rewarded
with daemonhood, and the Hunter played
St. George to the Heldrake's dragon. Great

As Matt notes in his army introduction, we
did a lot of fun pre-game dice rolling to
theorise just how good some of the new
Space Marines are... and the Centurions
certainly didn't disappoint! They're
fantastic models, super-tough in the game,
and grav-cannons are a terrific bit of kit: in
short order they'll be rightly feared the
universe over by well-armoured troops.
They've certainly got all my Tyranid
Monstrous Creatures looking over their
shoulders in concern. Matt used them to
terrific effect, crumpling power-armoured
traitors left, right and centre.

By always positioning their units to
threaten the relic, the Chaos players did a
subtle job of pinning the Black Templars
until it was too late. I'm loathe to praise
any servant of the Dark Gods, but Andrew
and Adam played a clever game, leaving
Matt with a tough choice to make in the
last turn of the game: run with his
Sternguard and perhaps earn a draw, or
shoot at the Plague Marines who had a
chance of grabbing the relic and securing a
major victory. In the end Matt made an
all-or-nothing decision, a fitting choice for
any Space Marine, but alas the Dice Gods
cared not and the day belonged to Chaos.

stuff. | must admit I did cheer when | saw
the Emperor's Champion impaled on the
Murder Sword - a death fit for a Primarch!

A lot of the skill to Warhammer 40,000 is
ensuring that each of your units faces the
right foe. Grav-weapons are ace against
heavy infantry, for example, but not much
cop against hordes. Now more than ever,
the noble Space Marines have the tools to
deal with their traitorous brethren. I for
one am looking forward to another round
of the Long War. Time to unchain my
Daemon Engines, I think. ..

Beyond that, the game was a massacre for
both sides and victory was very nearly in
Matt's grasp; the only minatures left on the
table on the Chaos side at the end of the
game were three Plague Marines, a
Daemon Prince, three Plague Toads and
two Plague Drones. As Matt himself notes,
his firebase was at once his biggest asset
and most serious drawback. But no matter,
for this was a terrific battle to witness, and
proves that the Space Marines are a
mightier foe than ever to the enemies of
the Emperor. May heretics and aliens
everywhere quake in fear!
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WARHAMMER THRONE OF SKULLS

Back in April, Glenn and Erik attended the Warhammer Throne of Skulls
hobby event at Warhammer World, where they rounded up some of the
finest painted miniatures to show off in this special Parade Ground.
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The bones an lan
Matthewson's
Terrorgheist have been
painted a gleaming white.
The subtle blue shading
makes them stand out
strongly, and gives them
an eerie appearance.

Vampire Counts
Terrorgheist, painted by
lan Matthewson.

Forge Waorld Great
Unclean One, painted by
Colin Viall.

Vampire Counts Wight
Lord, painted by
Doug Cameran.

Vampire Counts
Necromancer, painted by
Doug Cameron.
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Forge World Nurgle Bile
Trolls regiment, painted
by Colin Viall.

Converted Daemons of
Chaos Herald of Nurgle,
painted by Colin Viall.

Orcs and Gablins Orc Big
Boss with Battle
Standard, painted by
Mark Wildman

Orcs and Goblins Savage
Orcs Mab, painted by
Gareth Hamilton.




Dark EIf Shades diorama,
painted by Dan Seymour,

Dark Eff Cold One Knights,
painted by Dan Seymour.

Converted Dark EIf
Chariots, painted by
Dan Seymour.

Converted Goblin Wolf
Chariot, painted by
Gareth Hamiiton.
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Waurrzag da Great Green
Prophet, painted by
Mark Wildman.

Doug Cameron.

Converted Vampire
Counts Hexwraiths,
painted by

lan Matthewson,

- Ores and Goblins Savage
Orc Boys, painted by
Mark Wildman.

Vampire Counts Skeleton

Warriors, painted by
lan Matthewson,

4
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BATTLEGROUND
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RESEARGH FACILITY ALPHA-IK

examines the snow-bound Adeptus
Mechanicus research facility made for Apocalypse War Zone:
Damnos. Chris Peach, the board’s creator, explains it all.

world locked in perpetual
winter. Thick sheets of ice coat its
sutface and frigid winds blow shifting
dunes of snow across the flat, lifeless
landscape. Chris Peach, one of the
Design Studio’s army painters,
volunteered to create this frozen
battlefield upon which the forces of the
Imperium and Necrons do battle,

“The story behind this board is that it is
an Adeptus Mechanicus research
station, abandoned when the Imperium
was ousted from Damnos 25 years
previously,” Chris says. “The idea of a
heavily industrialised facility, shattered
by war in the past, and then left alone in
the snow and ice for two and a half
decades was very appealing.”



“Beneath the ice-crust of Damnos is the surface of
an ancient Necron World. For the surface of it |

used Modular Movement Trays to create a ceramic
tile effect across low-lying areas,” says Chris. “The

i et patterns are painted by hand, based on the designs
e found on the Necron transfer sheet.”

“A raised walkway spans the
battlefield,” says Chris. “This is made o
from a Cities of Death building and "
struts from a Skyshield Landing Pad." ;




>“My first mission with this terrain set was
to detail and paint the Realm of Battle
Gameboards, which actually was fairly
simple once I decided on a method,” Chris
explains. “First I paved over the flat areas
with Modular Movement Trays to
represent the actual surface of Damnos.
Phil Kelly — the author of War Zone:
Damnos — and | had a fun conversation
about how beneath the millennia-thick
layers of snow and ice lies an ancient
Necron planet. The snow scheme on the
board was simply two coats of spray paint,
the first of Chaos Black and the second of
Skull White.

“The terrain is made from Citadel kits, with
an emphasis on the Manufactorum
buildings from the Cities of Death range,
giving everything a robust, industrial
appearance,” Chris says. “I wanted the
research station to look like a complete
unified complex, so I built plenty of
separate elements such as a watch tower, a
defence line and pumping station and
then tied them together by ensuring they
shared common elements and colours. >

This watch post was
made from pieces from
the Manufactorum
building, with elements of

Defence Line

enellations. The

antennae array is not
glued into place, but
instead can be removed
and swapped with any of
the other parts in the
scenery set with the
same fitting.

Chris made this pumping
station in reaction ta the
idea that the Adeptus
Mechanicus has bored
into the ancient core of
the world as a source of
power. "l like the idea
that, before it was
damaged, this pumping
station was bringing up
warm water, promethium
or perhaps something
stranger from beneath
the surface,” he
explained. "It was
probably exactly this kind
of foolish meddling that
awoke the Necrons in the
first place.”
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»“Because I wanted the whole board to look
really badly damaged by the first Damnos
war, | used a Hobby Saw and Plastic
Cutters on the various buildings, which |
then detailed using the off cuts as
wreckage, as well as spare bits and pieces
from the kits | had been using. That's what
gives the model the sense of detritus. The
mounds of dirt in the corners of the
building are made from Green Stuff
modelled into a messy pile and then
painted with Citadel Texture paints.

“On the subject of painting, | wanted the
buildings to stand out brightly on the
snow, and also connect to the traditional
red metal of the Adeptus Mechanicus,”
Chris says. “So I used a lot of Mephiston
Red and a Citadel Spray Gun to basecoat
all of the red areas at the same time. |
ended up doing a couple of coats for really
good coverage and then, when dry, | used
a big brush (like you would for walls or
doors) to drybrush it all with Leadbelcher
and then, weirdly, Pallid Wych Flesh, which
tied the red in really nicely with the stark
white snow.” AT
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“Damaged bunkers show
the wreckage from the
first war on Damnos 25
years ago,” says Chris.

“| cut into it with a Hobhy
Saw and used part of a
Moonscape crater to
cover over the gaps with
an earthy rockslide
effect.”

“l used mare Moonscape
craters to create
breaches in the Wall of
Martyrs,” says Chris.
“Having some really big
areas of battle damage
helps the scenery to tell a
strong story. | also
painted plenty of barrels
and crates from the
Battlefield Accessories
kit. These, along with lots
of detritus and offcuts
make the battlefield look
like it is @ real thing,
rather than merely a
lifeless surface.”

With their Commissar
spurring them on from
the roof of a bunker, the
Cadian Shock Troopers
face another wave of
Necron attackers.
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e Citade!l Hall of Fame is a collection of the finest
miniatures in the world. This month, White Dwarf’'s own
photographer, Glenn More, makes a nomination.

CITADE




ARACHNAROK SPIDER

Glenn: Since it was released back in March
2011, I have spent many, many hours using
the Arachnarok Spider in photographs,
both for White Dwarf and also books
published by the Studio. Almost everyone
is at least a little bit unnerved (if not
downright terrified) by spiders, and within
the context of Warhammer it doesn’t get
bigger than an Arachnarok. It's the
Warhammer take on a massive spider, so
as well as being absolutely horrific, it has a
comic charm to it too; old-school Forest
Goblins are grinning viciously down from
its wicker-work howdah.

White Dwarf’s Photo
Editor, Glenn has a keen
eye for great models,

and can talk about
them all day long.

Aly: I completely agree with Glenn. That
might sound arrogant considering | worked
on the model, but in my defence, | believe
it is the exceptional work put into the
model by Alex Hedstrém that makes it so
good. The original concept came from
Jeremy Vetock, who had somehow
purloined a huge prototype model of a
Spider Rider from the old Battle for Skull
Pass boxed game, and crewed it with Night
Goblins. (You can see it in the Introduction
section of the Warhammer rulebook.) That
madcap idea set our minds to wandering,
and eventually the Arachnarok was born.

SCULPTED BY ALEK HEDSTROM, ALY MORRISON &
GOLIN GRAYSON: NOMINATED BY GLENN MORE

Looking at the model from the point of
view of a photographer, there is plenty to
see — whatever angle you show it from,
there is always something going on. The
spider's underbelly is writhing with tiny
little spiders which appear to be crawling
out of crevices and cavities. | have to give
a nod to the Forest Goblins too, they are
really delightful models full of evil charm.
Their size gives the Arachnarok context, in
terms of its sheer bulk, and they
demonstrate the two key facets of goblins;
maliciousness and cheeriness. In my
opinion, this is a model for the ages.

1 "My favourite addition to
the model is the withered
remnant of the Dwarf
webbed up beneath the
howdah. This is a tribute
to Borri Graniteskin, a
Dragon Slayer | sculpted
for the Battle for Skull
Pass boxed game. It's
what happens when you
don't get rescued.”

— Aly Morrison

2 "The gnarled trees around
the Arachnarok's feet are
a good example of why |
like the model! so much.
Spider webs, a trapped
Goblin, skeletal remains,
tiny spiders and even
toadstools, Perfect
Warhammer madness.”
— Glenn More

Alex sculpted the Arachnarok Spider, and
made the basic shape and pose of all the
Forest Goblins too, while | designed the
howdah and then detailed the Goblin crew
Alex had made. It was a very enjoyable
collaboration process, and we were joined
by Colin Grayson, who did the detailing on
the Goblin Shaman. My favourite aspect of
the model is the malevolence of the
Spider's face. Just looking at the shape of
the eyes and mouth, it is immediately
arachnid in nature, but also strangely,
vulgarly, human too. Alex really did a
disgustingly good job. @

Aly is a wily old veteran
of the Design Studio,
and has sculpted more
models than we've had
hot dinners.



THROUGH THE

“They shall be of iron will
and steel sinew. In great
armour I shall clad them and
with the mightiest weapons
they will be armed.

“They are my bulwark against
the Terror. They are the
Defenders of Humanity. They
are my Space Marines and
they shall know no fear.”

— The Emperor
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POWER ARMOUR: A BRIEF HISTORY

Andrew Kenrick explores the history of the Space

Marines’ iconic armour,

Jes Goodwin has been
responsible for the
design of the Space
Marines over the past
three decades, while
Darren Latham, Nic Ho
and Ed Cottrell sculpted
many of the latest kits.
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The Space Marine is the most recognisable
image from Warhammer 40,000. It's such an
iconic figure that there's even a statue of
one standing outside the front of Games
Workshop's headquarters in Nottingham.
Much of this stature is down to the Space
Marine's distinctive silhouette, and it owes
this entirely to the look of its trademark
wargear — its suit of power armour.

To find out more about the origins and
design of power armour I sat down with Jes
Goodwin and his sketchbook. Jes is the
authority when it comes to Space Marines,
having designed more than anyone else.
“Whenever we've designed a new Space
Marine, we've always kept the same
design keys. One of these is that the
silhouette has to stay the same, so that
you can instantly recognise that it is a
Space Marine," says Jes when | sat down to
talk about the iconic look of their armour.

There is not just one type of power armour,
but eight distinct marks. “The first Space
Marine plastics — the RTBO1 kit, released
in 1988 — are what we now know as Mkés,
although of course they weren't called
Mkés back in those days; they were just
Space Marines,” says Jes. "I then drew a
bunch of designs for what would
eventually become the Mk7 armour, which
had a breastplate instead of exposed
tubes, knee pads instead of solid greaves,
and a new helmet based on a shortened
Mké helmet,” Jes explains.

“We decided that it would be cool if these
were one mark of armour, and the RTBO1s
were a previous mark, which led to me and
John Blanche designing some other marks
of armour too to explain why there was a
difference between Mké6 and Mk7,”
continues Jes. “Each mark of armour
developed its own little narrative. The
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ones with the fixed helmets — the Mk2
and 3 - became early marks, and we
characterised those as being used for
close combat and boarding actions
because of the fixed nature of them. |
remember the Mk5 was the one that
overheated a lot - hence all the external
cabling — while the MkI was an attempt to
do an ancestral suit of power armour. It has
such an odd helmet, but there are some
people who really love it. Finally I
sculpted the Mk8 with the high gorget,
which was my way of exploring where I'd
take power armour after the Mk7.”

Fast forward to 1997 and the release of
Warhammer 40,000 3rd edition and, along
with it, a new multi-part plastic Tactical
squad designed by Jes. “If you look at
those plastics, you'll see they're not all
Mk7s. There’s a mixture of Mk7 and Mké
legs, a couple of Mké6 helmets on there,”
says Jes. “For the first time there was a
mixture of different plastic components
available, because the idea was that you
could have a bit from here, and a bit from
there, and a bit from the next one, as it

were, and it makes the Space Marine a
little bit more interesting to build and
paint. And it means that if you want to
make your Space Marines all wearing one
type of armour, or a bit more eclectic,
you've got more choice. And it's about
giving people choice.”

Choice is definitely something that the
Space Marine range has in spades, even
more so with the release of a brand-new
plastic Tactical squad this month, along
with Sternguard Veterans and Vanguard
Veterans in plastic for the first time. |
caught up with Nic Ho, Ed Cottrell and
Darren Latham to find out more about how
they got to grips with sculpting miniatures
with such a long pedigree.

“The Tactical squad kit is the bedrock of
all our Space Marine ranges. We tried to
cover as many things as we could so it
offers something to both new collectors as
well as hobbyists with an existing Space
Marine collection. And with 179 parts on
the frame, you can create a huge amount
of configurations,” says Nic.

1 A Crimson Fists Combat
squad holds a bridge
against a mob of ferocious
Ork Nobz.

A White Scars Tactical
squad forms a bulwark
against the Necrans.
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Collecting Armour

The clas
older-m

> sculpts of

the Ages set. Many of
the new kits contain
different-marked
components too, from
the Mark 4 legs
included in the Tactical
squad to the Mark 6
backpacks in the
Stemguard Veterans
kit, all of which allow
hobbyists the chance to
add different marks to
their own collection.
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Master Artificers

decorated b

B “There are a load of options, as we're
giving people stuff they've never had
before, such as grav weaponry,” adds Ed.
“You've got different armour marks on the
kit too, including three different designs of
Mké helmet, and a Mké torso. We want to
cater for different people's tastes, but you
can also build the kit so they're all wearing
Mk?7 instead of Mké. There's even a Mk4
pair of legs in there, with the square knee
guards. It just adds to the flavour.”

“This kind of thing is really cool, it really
just enriches the flavour and background
of the Space Marines even more. So we
included them in the other kits too — with
the Sternguard and Vanguard frames, you
can make a complete Mk4 set of armour,”
says Darren. “All these marks of armour are
something that Space Marine collectors
really value.”

“It's part of what power armour is,”
continues Ed. “It's ancient, handed-down
armour, and you want to feel like the
Space Marines have been in battle for so
long that their armour gets added to and

TACTICAL DREADNOUGHT ARMOUR

No discussion of armour would be
complete without mention of the most
powerful form of Space Marine armour,
Tactical Dreadnought - or Terminator —
armour. Developed during the Great
Crusade alongside Mk2 power armour, it
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mixed up. So if you want to build that
really cool, varied squad, you need that
mixture of armour marks on the frame.”

Darren expands on this theme. “It was
important to get across the fact that each
Space Marine is a hero hundreds of years
old and a veteran of countless campaigns;
his armour has been handed down from a
Space Marine before him, so his armour's
not the same as his battle-brother next to
him. Some bits will be older than others;
the helmet might not match the torso,
which might not match the greaves, and so
on. It’s about each Space Marine being a
hero and looking different in his own right.
Even on the Tactical squad frame, you've
got ten separate guys.”

“Which is why there are ten completely
different helmets, ten completely different
torsos,” agrees Ed. “There's maybe one
backpack and one boltgun that are the
same. The rest are all different. It was
important to us to make sure they're all
different, each model unique - a character
in his own right.” QK

was employed by all the Legions by the
time of the Horus Heresy, but is a rare
and precious commeodity by the 415t
Millennium. It is only issued to a
Chapter's Veterans for use in the most
dangerous of battles.




POWER ARMOUR: TACTICAL SQUAD

The new Tactical squad kit has components taken
from several different marks of armour

This squad wears power
armour comprising
components from a
mixture of different
marks. From left to right:
this armour has Mk4
legs, a Mk7 torso and a
Mk6 helmet; this Space
Marine wears mostly
Mk7 armour, but he has

a studded Mk6 shoulder
pad; this Space Marine
i8 the opposite, wearing
a suit of Mk6B armour
with Mk7 shoulder pads;
this is a complete suit of
MKk7 power armour;
finally, this Space
Marine has a Mk8 torso
as part of his armour.

Space Marine Sergeants
often have older marks
incorparated into their
power armour, reflecting
their veteran status. This
Salamanders Sergeant
has a suit of armour
comprising a pair of MkB
legs (note the solid
greaves), and a Mk8

torso (as evidenced by
the raised gorget and
enclosed cabling). The
Space Marine to his
right also wears an older
mark of MkE armour,
albeit a suit that has
been coupled with a
Mk7 helmet and
shoulder pads.

This Raven Guard rather
aptly has a Mk6 Corvus
helmet —a commen
mark of armour
amongst the Chapter

— but a Mk4 set of legs
[note the distinctive
square knee pads) and
a Mk7 torso and
shoulder pads.




POWER ARMOUR: A GUIDE TO MARKS

There are eight distinct types of power armaur,
commonly referred to as marks.

An Armoured Legacy

paris ta
marks of power armour,
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MARK 1: THUNDER ARMOUR

Dubbed Thunder armour because of the
thunder and lightning emblem on its
chest, this precursor to power armour was
worn not by the Space Marines but by the
Thunder Warriors during the unification of
Terra. It's not truly power armour, as it's
neither fully enclosed nor airtight.

Mk3 power armour was a modified, heavier
version of Crusade armour, designed for
combat in the close confines of enemy
spaceships. It has rigid armour plates on
the torso and legs, making it significantly
more resilient, but was far too clumsy to
gain widespread use.

MARK 2: CRUSADE ARMOUR

The first true mark of power armour,
Crusade armour was constructed in the
factories of Mars to equip the new legions
of Space Marines for the Great Crusade.
Mk2 armour is fully enclosed, comprising
hoop-shaped plates to increase the
armour's flexibility.

Mk4 armour was meant to be a more
advanced replacement for the early marks
of armour, incorporating technical secrets
gleaned from newly conquered worlds. It
remains the pinnacle of power armour
design. One important innovation was the
helmet that moves with the wearer's head.



MARK 5: HERESY ARMOUR

The issue of Mk4 armour was only half
complete at the time of the Heresy, and so
Mk5 armour was designed as a stop-gap. It
used earlier power armour components
alongside a helmet that was a spin-off from
the Terminator program, and studded
plates to reinforce the armour.
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MARK 7: AQUILA ARMOUR

Mké6 armour, nicknamed Corvus armour for its distinctive beak-like
helmet, was a longer-term replacement for the MK5. It has a clean
appearance, with most of its power cables housed beneath
thicker, single-piece armour plates, most notably the solid, flared
greaves. The studded left pad provides additional protection
while a Space Marine fires his weapon, and became an honorific
associated with the Terran campaign.

Bt 0 - ; ’ % ; g
MARK 8: ERRANT ARMOUR

In the final days of the Horus Heresy, a new mark of armour The newest mark of armour, the Mark 8
entered production, fulfilling the Space Marines’ needs for a suit, only ever saw limited production
long-term, durable suit of power armour. The Mk7 has a stub- and remains exceptionally rare. It was
nosed helmet, rounded kneepads instead of solid greaves and a based on a modification of Mk7

large and a bulky chest plate to protect power cables. The fact armour, but included fully enclosed
that the Mk7 armour continues to be used by the Space Marines cabling and a raised gorget.

ten thousand years later is a testament to its design.
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ARMIES ON PARADE 2013

Jon Flindall has spent
sa long painting his
Nurgle Daemons that
he’s starting to see
rusty metal, brown
slime and weeping
sores in his sleep.

1 Jon did an impressive
job converting Festus
the Leechlord into a
Herald of Nurgle —
here's a look at the
unpainted model.

2z The massive Nurgle
Plague Hulk towers over
Jon's Herald of Nurgle.
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NURGLE'S ROT UNBOUND

Jon's time of painting pus is drawing to a close, but
he’s confident of a pestilent finish.

Jon seems very calm when you talk to him
about his Armies on Parade display right
now. After an industrious month, he has
painted his Plague Hulk and finished the
work on a pair of Heralds of Nurgle.

“I've had a pretty productive month
painting my Heralds of Nurgle,” Jon says.
“They are designed to match the rest of
my Plaguebearers, obviously, but I've
taken the level of detail in my painting up
a notch or two.”

It's the penultimate month for our
War Diary participants and they
have all been hard at work. With
time running out to complete their
displays for the Parade Day, we
check in to see how our hobbyists
are getting along.

“With all the units in my army done, my
next big hurdle is the display board itself,”
he says. “I've been spending quite a lot of
time working on the design of my board -
that's not to say | have completed it, far
from it (in truth I've barely started), but I
have some solid ideas of exactly what I
want to do with it. I actually spent a long
time this weekend experimenting with the
Warhammer Siege Tower, using all the
parts to work out how I can turn it into the
sails of a plague-ridden windmill.”




THE INSATIABLE MAW

Carl’s Ogres continue to multiply, with the arrival of
some man-gating mercenaries.

“Last month I didn't get everything I Maneaters. I've had a lot of fun painting
wanted to done,” says Carl, when he hands  them, they've fired up my motivation even
over a box of Ogres. “So this month I've more. Now, all that remains is to build the
caught up by finishing my regiment of display board - currently my garage is
Ogres, and also completing four Ogre covered in glue, sand and scenery kits.”

Carl Dafforn has come
back fighting, adding
plenty more Ogres to
his army and even
getting a head start on
his display board for
next month.

THE DANCE OF DEATH GOES ON

Eddie inches closer to completion, even as painting i
endless diamond patterns endangers his sanity. i \

This month Eddie has a new Wraithlord to 5 " AP '

show for his efforts. Another intricately x o m SR —— 4 B
painted ghost warrior is certainly a
welcome addition to his force. He was
keen to point out that he's almost finished
a squad of Dire Avengers too.
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Eddie Eccles has been
cavorting around the
globe to events with
the Black Library this
month (the real one).
It's amazing he got
anything done.

‘I've enjoyed converting and painting the
Wraithlords - their statuesque nature
makes them ideal sentries for the Black
Library,” Eddie says. “I've been working on
some Dire Avengers, who are very heavily
converted, but with one thing and another,
they are not quite finished. They have
parts from Dire Avengers, Dark Eldar
Hellions and Scourges to make some very
unusual models. Hopefully people will like
them. I've also been planning out my
display board. Currently it's a single tile
from the Realm of Battle Gameboard with
lots of marker pen on it. I've got lots of
plastic kits ready to go.”




Dan Harden is still
painting like a man
possessed, filling the
role of painter,
converter and, most

recently, town planner

for his display board.
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EVEN ‘MORR’ DEDICATION

Dan has been streaking ahead on his Armies on
Parade entry — we think he’ll be first to finish.

Something that is very obvious when you
talk to Dan about his Armies on Parade
display is that he’s given a lot of thought
not just to the models, but also to the
stories and background behind them.

“With Ostermark bordering Sylvania there
is a strong theme in my force of battling
against the undead,” Dan said. “With that
in mind, I have converted my own Altar of
Morr to bring the peace of true death to
the armies of the Vampire Counts. In my
mind this is pushed along by hordes of
dishevelled Flagellants known as the Bone

Sifters, whose sacred duty it is to separate
all the bones of the dead to prevent them
rising again as Skeletons. I've nearly
completed a regiment of 20 of these
models, and I'm really enjoying it.”

“I've also started work on my display
board,” Dan adds. “Having chosen where
all the units and buildings will go, I've
started painting everything. So far I've
done the outhouse and the smaller
building, and they took me an evening, so
it shouldn't take too long to complete. It
will require a lot of snow effects though.”




This converted War Altar
of Morr is made from a
Garden of Marr and
Screaming Bell, ridden by
a converted Arch-
Confessor Kyrinov.

Dan's Empire
(Greatswords. Each
regiment in the army has
a different pattern on its
uniform; these are
quartered, while the
Handgunners are halved
top and bottom and the
Pistoliers are halved
side-to-side.

Dan's Empire village and
display board — you can
just see where he has
marked out the locations
of the units and where
they will stand.
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SHADES OF DEATH

Painting new models for his collection has given
Chris the chance to paint some glistening gore.

“The most enjoyable thing I have done
this month was painting the Mourngul,”
Chris says, when we collected his models,
“It's a fantastic miniature full of gothic
horror, and painting it was really good fun.
Chris Bilewicz has been ~ The bloody drool hanging from his mouth
firing on all cylinders and claws was done by gluing bristles from
this month, paintingup @ toothbrush on with super glue. Once

lats of new models for they were dry, I built up layers of PVA glue

his undead horde. to make them look like stringy droplets,
There's no stopping and then painted them with Khorne Red,
him Tiow followed by Wazdakka Red and a shade of

Carroburg Crimson. The glistening effect is
a mix of Bloodletter and Gloss Varnish to
make it look really sticky and unpleasant.”

In addition to painting his Mourngul, Chris
has also added a new regiment of
Skeleton Warriors, a Wight King Battle
Standard Bearer and a Black Coach.
Although there’s no sign of his board yet,
it's hard to deny that Chris has painted a
heroic amount of Undead models so far.

1 Chris's Mourmngul
ravages a horse in an
effort to satiate its
desperate appetite.

2 The last couple of
months have yielded
S0Me impressive results -
for Chris's Vampire
Counts army — this isn't
even everything he’s
painted so far.
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THE WAY OF THE FIRE WARRIOR

The machinations of the Tau Empire roll forward, as
the Fire Caste gain still more reinforcements.

Dominic’s red and yellow Tau Empire army
continues to grow at a pleasing pace this
month, and he has added five new Fire
Warriors, a Crisis Battlesuit team and a
Piranha to its ranks. Unlike the rest of our

BLOOD RAVENS RISING

Nick took ane of his legendary hobby holidays this
month to spend some time on his display.

“With time running short, | devoted a
week’s holiday to getting some hardcore
hobby done,” said Nick when he handed
over his latest models. “I made sure to get
a couple of new units for my Blood Ravens

merry band in War Diary, Dominic already
had his display board assembled in the
first month, so all he has left to do is paint
it up. “No problem,” says Dominic. “I'm
hoping to add more models too.”

display finished — a Dreadnought and a
Predator tank. The sponsons and turret on
the Predator are glued into place, so that
when they are on the display, they will
always point in the right direction.”

Dominic Murray has
been hard at work on
his Tau Empire army,

pulling out all the stops
to complete no less
than three units for his
display this month.

<2

Nick Bayton spends his
days organising hobby
events in Warhammer
World — but that
doesn't diminish his
enthusiasm for painting
in the evenings at all.



Kit Bash is our feature where we
showcase models that have been
converted and customised to fire

nil BASH

HEROES OF THE IMPERIUM

TAGTICAL SQUAD CAIUS, THE FURY OF MACRAGGE

Gienn More

The new Space Marine kits presented
Glenn with a chance to experiment with
his Ultramarines army. Glenn is really keen
on customising each of his Tactical
Marines, using as many purity seals,
honour badges and so on as possible to
make each look like a distinct individual
with a strong gothic image. His Veteran
Sergeants are even more ornately
decorated, and in the past Glenn has
typically built them using parts salvaged
from the Space Marine Captain and
Command squad box sets — so he was
keen to plunder parts from the new
Vanguard, Sternguard and Tactical squad
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sets to make a new Veteran Sergeant that
looks like an elite warrior with unfettered
access to the very finest wargear.

Something Glenn has really enjoyed about
the new kits, especially the Sternguard
box set, is that there are so many spares
that you can spread different weapons,
helmets and wargear across multiple
squads in the army without denuding the
original squad of weapons. This Tactical
squad, for example, has borrowed several
guns from the Sternguard kit (which
includes more than 20 guns to arm the five
Space Marines in the unit).

your imagination for projects of
your own. This month we put the
new Space Marine Kits through
their paces with amazing results.

Glenn's Tactical squad is
taken from the
Ultramarines 3rd
Company, ‘'the Scourge of
the Xenos'. Glenn takes
pride in making them look
like battle-scarred
warriors, Each of the
models has a base
littered with detritus,
including off-cuts of
Tanglewire and resin
scenic elements taken
from Citadel basing kits.



2 The Veteran Sergeant has
a halster an his belt. He
wears a Sternguard
backpack, complete with
a Crux Terminatus badge
hanging from the vent.

3 Glenn cut away the right
hand from a Stemguard
combi-grav to give the
weapan to his Sergeant,

Glenn used the parts in
the Tactical squad kit to
build this complete set of
Mkd armour.

This plasma cannon and
servo skull are spares
from the Space Marine
Devastator squad.

A spare holter from the
Sternguard set, paired
with plenty of purity seals
and amma pouches.

Glenn clips all of the
purity seals from his kits,
and uses them to detail
almost every model.

The relic on this model is

@ spare part from the

Grey Knights kit.

\NMUITE DWAMADE  Aanc



SONS OF ORAR

Keith Robertson

Keith has definitely used a light touch
when it has come to converting these two
squads of Space Marines. A close
inspection reveals that he has mixed parts
between the Tactical squad, Sternguard
and Vanguard Veteran squads, as well as a
few bits and pieces from his extensive
collection (including the Space Wolves
and Grey Knights ranges).

The real skill of conversions such as those
Keith demonstrates here is that it's
actually quite hard to spot what he has
changed on the models - a tribute both to
the interchangeability between the various
Space Marine kits, and Keith's ability to
make sympathetic poses and weapon
configurations. We especially liked the way
that he swapped out the head from a
Space Wolves frost axe to give one of his
Vanguard Veterans a meaty-looking
executioner's axe, and the use of
Sternguard shoulder pads to make his
Tactical squad look more ornate.
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1

Keith's Vanguard
Veterans, the Blades of
Orar, have a mixture of
Weapons given to them,
taken from the Space
Marine Assault squad,
Command squad, Space
Wolves Pack and even
the Grey Knights box set.

This veteran has a
two-handed power axe, a
conversion using the
arms and haft from the
Space Wolves Pack (the
ong holding the frost axe)
and the head from the
axe found in the
Vanguard Veterans set,

Keith has armed this
maodel with a chainsword
from the Space Marine
Assault squad and a
power fist from the
Space Wolves Pack.
Cunning posing, with
opposite arm and leg
thrown forwards, creates
a very natural sense of
forward motion.



The Tactical squad has a
subtle mix of weapons
and parts, primarily
taken from the
Sternguard kit.

This Tactical Marine has
a bolter and shoulder
pad taken from the
Sternguard kit —note
how Tactical squad arms
fit seamlessly across the
two sets.

Two more Sternguard
bolters added to Tactical
Marines — with its
wealth of spare
weapons, this is a
popular kit for sourcing
COnversion parts.

Keith didn't need to use
his heavy flamer for his
Sternguard squad, so he
happily gave it to this
Tactical squad instead
—note also the ornate
shoulder pad on the
Space Marine's right.
Conversions such as this
highlight the
interchangeability of the
new Space Marine kits.




ASTRAL CLAWS

Mark Bedford

As the owner of a large Astral Claws army,
Mark was really excited to get his paws on
the new Space Marine kits and try his hand
at some conversions. With a Tactical squad
and Vanguard squad in hand, and access
to parts from elsewhere in his Space
Marines collection, he set off to build two
new squads for his army.

These two squads demonstrate how only a
few subtle conversions, such as swapping
weapons, chest plates, heads and
accessories between kits, can garner
excellent results. In particular, Mark has
paid a great deal of attention to the poses
of these models, which can be clearly seen
in the way that wrists have been
connected to arms — subtle variations in
angle make for some really dynamic
poses, showing that you can get great
results without complicated conversions.
In particular the Vanguard Veteran driving
his thunder hammer down is a fine
example of this.
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Mark's new squad of
Vanguard Veterans, the
Tigers of Badab.

This Vanguard Veteran
has been posed to be
bringing his thunder
hammer crashing down
— Mark has used the
open hand from the
Tactical Squad kit to
create the sense that he
is offsetting his weight
with his left hand.

Mark’s Astral Claws
Tactical Squad, the
Tyrant's Hand.

The Tactical Squad
Sergeant has been given
the double-bladed power
axe from the Vanguard
Veterans kit.

This Tactical Marine is
reloading his bolter, with
the surplus magazine
clipped away from its
housing. Mounted on his
backpack there is a
skull-topped icon, from
the Imperial Bastion kit.
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Paint Splatter contains a wealth of
handy painting tips and ideas to
inspire your own hobby. From

n I “ T techniques we've been using this
month to the colour schemes used

s P L nTT E R on Studio miniatures seen
throughout the magazine, there’s
painting advice for everyone.

DRYBRUSHING SPACE MARINES

The Studio team tend to paint their Space
Marines with solid armour panels followed
by sharp edge highlights (see page 112).
This can be time consuming, though; the
technique known as drybrushing — while a
little tricky to initially get the hang of - is
capable of much quicker results, and the
entire Citadel Dry paints range has been
specially formulated for it. (Although Layer
paints can of course be used for
drybrushing too.)

We had a chat to hobby guru Dave
Andrews to find out how he drybrushed
his Space Marines. “Don't use too much
paint, never wash your brush and be as
quick as you can,” explains Dave. “I tend
to use a Large Drybrush - this is a rough
technique so you need a brush with tough
bristles to handle the job. I start by getting
a small amount of paint on the brush and
then wipe most of it off on a paper towel
so that the bristles are barely coated in
paint. [ never wash my brushes between
layers either — a brush needs to be bone
dry for drybrushing and washing it will
slow down the process.”
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DRYBRUSHING SPACE MARINE TANKS

Drybrushing is the perfect technique for fetching the large Scenery Painting Brush.
painting Space Marine tanks and, “It works just as well on tanks as it does on
unsurprisingly, Dave had some useful tips buildings and allows you to build up your
for painting them too. “The bigger the colours quickly and lightly as long as you
model, the bigger the brush,” says Dave, don't load it with too much paint.”

Tank Armour

Drybrush: Calgar Blue
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PAINTING GENTURIONS

Having seen Dave’s speedy drybrushing
technique, and curious to find more ways
to paint Space Marines, Dan had a chat
with the Studio Hobby Team to find out
more about the traditional way of painting
Space Marines - fine edge highlighting.

Duncan Rhodes, one of the Hobby Team’s
painters, had a few useful words of advice
concerning painting. “We all want to paint
like the "Eavy Metal team,” comments
Duncan, “but often skill, experience, time
and determination can stop us from
getting there. My advice is to stop at the
stage that you feel comfortable with rather
than trying to paint to a level that you're
not confident at.” Using Duncan's logic, we
came up with the following stages for
painting Space Marines using one of the
new Centurion miniatures. If you paint a
Space Marine's armour up to Stage 3, it will
look great on the tabletop. If you feel
confident, why not try edge highlighting
the armour panels to Stage 4, 5 or 67

On the subject of edge highlighting, use
the edge of the brush to highlight rather
than the tip (as seen in Stage 4). Gently
dragging the side of the brush across the
edge of the armour is much easier than
trying to paint a really straight line with the
point. And remember, always paint
towards yourself — it's much easier to drag
a paintbrush toward you than it is to push
one away.
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GENTURION DETAILS

The details on the Centurion were painted was attached to a small metal rod and

in the traditional colours of the painted separately, making it easier to
Ultramarines — gold, silver and black. paint the collar of the armour. Super glue
These colour schemes can be used to was then used to stick it in once the rest of

paint any Ultramarine miniature. The head the miniature was complete.

Gold ' Black . Silver . Skin

4 b‘ 4 i
..i .

Layer: Thunderhawk Blue - [MIIE efang Steel = M l.arer'llamﬂﬁeshwnn ‘_!r;’
Fine h

- e

-

p 4 .4"
Ele!
- ‘4,, Y A guide to our
techniques
Throughout Paint

Splatter we refer to six
different techniques:
Basecoat, Wash. Layer,
Drybrush, Glaze and
Basing. You can find
more information about
using these techniques
in How to Paint Citadel
Miniatures, along with
many more helpful
painting tips and tricks.
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SPACE MARINES MARKINGS AND DETAILS (as seen on pages 10-13)

Space Marines are replete with markings feel confident enough, but if you're up for
and symbols, from Chapter iconography to a challenge and you really want to make
company colours and squad markings. As your Space Marines stand out then why
Duncan mentioned on page 112, you don’t not try adding a few of these markings to
have to apply these details if you don’t your miniatures.

Codex Company Markings

Basecoat: Ulthuan Grey
Layer: White Scar

Layer: Moot Green

Mast Space Marines
wear their Company
markings on the trim
of their shoulder pads.
A green trim, for
Basecoat: Troll Stayer Urange-h at: Xer Yrple i G ; : exa mpie, IBDTBSEHTS
lww_ﬁ_re Dragon&nght ay gstealsr Purple g Stane aver: the 4th CUIT’IDHH\I’.

Squad icons,
campaign markings
and heimets

A red helmet denotes
that a Space Marine
has achieved the rank
of sergeant, while a
white one represents a
veteran. In this example
we painted the Tactical
squad arrow onto the
shoulder pad, though a
transfer would be just
as easy to apply.

Layer: White Scar
F sh

Campaign honours are !
normally worn on the st
left knee. 1
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While we were painting the Ultramarines
for this month’s issue we decided to try
out a little battle damage and weathering
on them - it adds to the realism of the
miniatures and ties the models to their

bases. These stages were all painted after
all the other details on the miniatures
were finished, with the weathering on the
legs being painted at the same time (and
in the same colours) as the bases.

Muzzie Burn

Eve Lenses Battie Damage

| Weathering

Layer: Calgar Blue

Drybrush: Balthasar Gold i

u

»:

Ardeoat

A

It's all In the eyes
Dan: When | was
younger | noticed that |
could paint the right
eye or helmet lens of a
model, but the left one
often looked messy.
Because I'm right-
handed (and therefore
painted from left to
right), | could paint the
right eye but found the
left a little tricky. The
solution was to turn the
model upside down to
paint the left eye —a
simple but useful tip.
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MATT HUTSON'S BLAGK TEMPLARS

Matt has been painting Black Templars for
over a decade and dedicated White Dwarf
readers will remember seeing his first
black and white army in White Dwarf 248.
Matt has since painted a new Black

Black Armour

PR

White Detall
1
i
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(as seen on pages 56-73)

Templars army, the colour scheme for
which you can find here. Matt's colour
scheme could also be used for Iron Hands,
Raven Guard or any other army that uses
black and white as their main colours.

=

Shouider Pads

Layer: \White Scar



OTHER SPAGE MARINES CHAPTERS

There are a thousand Space Marine painting four of the most famous Chapters.
Chapters fighting throughout the galaxy, A useful tip when painting bright colours
each with their own colours and heraldry. (especially yellow) is to use a white

With the help of the Studio Hobby Team, undercoat and apply two thin layers of

we came up with stage-by-stage guides for paint to get a smooth basecoat.

White Scars

14

Salamanders | Grimson Fists | Imperial Fists

S
Con ¥

n Grey

More about
Painting Space
Marines

If you're looking for
more tips on painting
Space Marines then
check out the Hobby
Team's Digital painting
guides. There are two
available to download
for your iPad, one for
Ultramarines and the
other for White Scars
and Iron Hands. How to
Paint Citadel Miniatures
also features a 10-page
guide on painting the
Aurora Chapter, plus a
very useful guide to
applying transfers.

Layer: Hoeth Blue

. 1 Rt
el e
Layer: Dorn Yellow
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JEREMY UETOGK
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This month Jeremy talks about
what he thinks makes a great
Warhammer 40,000 gamer. And if
it convinces one win-at-all-costs
guy to lighten up, or inspires one
laggard to finish basecoating his
army, he'll declare it a victory.

At a recent event | was asked if I had any
advice on how a person could get better at
Warhammer 40,000. This is not an
uncommon query: it comes up in shops, at
club events, tournaments and Games
Days. | once proposed a booth that said
‘Gaming Advice — Beat Any Opponent
Guaranteed' for such events, imagining it
would be pretty popular, but no one
listens to my ideas. Perhaps this is
because I also suggested a booth where
we challenged all comers to space hopper
races (those outside the UK will probably
have to look up ‘space hopper’ to envision
the nature of the proposed carnage).

Most people that ask this question are
after tactical tips, such as concentrate your
firepower upon a single target or use your
deployment to set up units to mutually
suppott each other. By asking the
questioner about his own army and whom

he plays against, the advice can be further
improved. For instance, if someone can't
beat their friend's Orks, they'll want
greenskin-busting tips, like try counter-
attacking big mobs with flamers to slow
them down. However, on this particular
day | answered the question he actually
asked, not the one he probably meant to
ask. To me, getting better at Warhammer
40,000 is lots of things, certainly not just
about beating an opponent. In my opinion,
here is what I think anyone needs to do to
get better at Warhammer 40,000:

First off, I am a terrain nut. I really can’t say
it often enough, but great battlefields
make for great battles. So, you want to get
better at 40K: create a killer gaming table
for me to play on! I want new and
evocative terrain, scenery that captures
the spirit of the war-torn future and places
it on the tabletop. To truly excite, the
scenery has to beckon to be played on.
What [ mean by this is a gut feeling when
you see the terrain; you can imagine your
models moving over it, taking cover
behind it, and battling amongst it. You
immediately espy areas that can give your
troops an advantage — | can place my tank
there for clear firing lanes, or move my
jump troops over here to surprise the foe.
Likewise you see danger spots, like clear
zones or dense patches of cover where
enemies will gravitate. I think battlefield
set up is probably similar to how a film
director plans sets for action scenes.
Climactic fights just look better when they
take place somewhere dramatic — foes
dueling on high-spanning gantries or an
epic showdown on the edge of a waterfall.

Getting better at Warhammer 40,000
means your army has to be pretty
inspiring. For me, facing a well-painted
force is a huge part of an enjoyable game.
It would be great if everyone could paint
with the skill of ‘Eavy Metal, but that is an
impossible dream — like me using all my
super glue before it dries out. However,
just because my brushwork is achievable
by mortals doesn’t mean my armies don’t
look great on the battlefield. From across
the tabletop, a neat basecoat and painted
bases will serve anyone admirably. Simple
shading and highlighting techniques can



take you much further. But seriously, if you
want to impress your opponent as a good
40K player, paint your army! Extra touches
like characterful conversion will only make
your force more inspiring to play against.
I'll play games against half-finished
models, but there is something egregious
about being shot by models that haven't
got their arms glued on. And facing
elements of the Ultramarines fabled 3rd
Company is much cooler than squaring off
against the plastic legion!

“To me, getting better
at Warhammer 40,000
is lots of things,
certainly not just about
beating an opponent.”

Thus far becoming better at Warhammer
40,000 sounds like it's all about aesthetics,
but I assure you that's only the beginning,
I'm a huge proponent of scenarios. I like to
try out new missions, or fine-tune existing
ones to better fit my terrain and models.
That's my preference, but a game takes
place between two sides, so I always try to
find out what my opponent likes to do. For
those that also like to make up rules on
the fly, then trying something new is ideal.
However, when short of time to
experiment, or if my foe is more
comfortable using missions straight from
the rulebook, that's fine too. I still like
‘generic’ missions to fit the story of our
clashing armies and the terrain we are
using. It is more fun to recover the relic or
hold an objective when it is a sacred
servo-skull or downed pilot. And this isn’t
just about what I can bring to the table —
playing an opponent with cool objectives
and thematic ideas on how to make the
game seem more embedded in the 41st
Millennium is just what I'm after. I love it
when the tabletop action inspires new
rules or follow up battles.

Also, just because I like a good story
doesn’t mean I'm not competitive. The
best games are where I find both my
opponent and his army a bit daunting.

What I mean is that sense of trepidation
about some element in their force’s
makeup, or perhaps my enemy
commander’s own cagey mastery of tactics.
A great 40K player brings a challenge and
plays a battle that goes down to the last
dice roll - under such circumstances, who
cares who wins?

I'd be remiss if I didn't talk about what is,
to me, the most important part of being a
great Warhammer 40,000 player. The
oft-unspoken rule is simply this: you have
to be fun to play against. This sounds
simple and, to most, it comes naturally. |
find those who can graciously laugh at
their own bad luck and who aim for an
enjoyable experience for both sides are
always going to come out winners, no
matter the actual game outcome. A
concept as personal as ‘fun’ will be
different for all, but for my part I enjoy
some back and forth banter and a
willingness to take a few game breaks.
These are primarily for consuming
beverages, but also discussing tactics and
remarks about what we can do next battle.
To me, a great Warhammer 40,000 player is
one who offers new challenges, provides
hobby and background inspiration and
makes the battle enjoyable. At the end of
the game I want to be itching for a rematch
or eager to try some new variation of army,
terrain or mission type.

When I talked my concepts through with
the young man who questioned me about
‘getting better at Warhammer 40,000’ 1 was
not confined to a word count. It was my
intent to inspire him about the whole
marvels of the hobby, to have him
understand that a great gaming experience
was beyond winning and losing. He
seemed happy with the answer, although
perhaps he was just being polite.

Which reminds me: none of this would
have happened if we'd been space
hopper racing.

Jeremy is a long-time hobbyist and author of many
army books, including Codex: Dark Angels, Codex:
Tau Empire and Warhammer: Lizardmen.
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WHAT'S ON AND

On the following pages you'll find local news and a complete guide to all the Games
Workshop Hobby Centres and independent stockists in your area.

OUR HOBBY CENTRES PROVIDE:
Range of Products

Each Hobby Centre has an extensive range
of Warhammer, Warhammer 40,000 and
The Lord of the Rings models, along with
Black Library novels and hobby supplies.

In-store Order Point

For any items not in stock, you can use the
in-store order point to choose from the
entire Games Workshop range. Orders
sent to the Hobby Centre are delivered
post free.

Free Painting and Modelling Advice

Our staff are all accomplished hobbyists
who will be glad to pass on tips and advice
from their own experience.

Free Gaming and Tactics Advice
Need some tactical tips or rules clarifying?

Our staff are very knowledgeable and glad
to help.

Free Beginners Programme

. Our beginners programme will teach you
how to play - to start your own hobby
journey, all you need to do is come along.

OPENING TIMES

Our stores are global and appear in
locations such as on high streets and in
shopping centres. Many of them
operate on different opening hours;
check our website for more info.

120 WHITE DWARF



WHERE TO BUY

FINDING YOUR LOCAL GAMES WORKSHOP

GaMES
WORKSHOP

JOUER
* PEINDRE
COLLECTIONNER

UNITED KINGDOM ==

Games Workshop Aberdeen

12-14 Upper Kirkgate, Aberdeen, AB10 1BA.
Tel: 01224 649779. Facebook: GWAberdeen
Games Workshop Altrincham

Unit 1, 19 Grafton Street, Altrincham, WA14
10U. Tel: 0161 9209896.

Facebook: GWAItrincham

Games Workshop Angel

36/37a Myddleton Street, Angel Islington,
London, EC1R TUA. Tel: 0207 7130835,
Facebook: G\WaAngel

Games Workshop Aylesbury
6 Market Street, Aylesbury, HP20 2PN.
Tel: 01296 429703. Facebook: GWAylesbury

Games Workshop Ayr

Unit 2 Lome Arcade, 115 High Street, Ayr, KA7
1SB. Tel: 01292 285650.

Facebook: G\WAyr

Games Workshop Barnstaple

8 Queens House, Queen Street, Bamnstaple,
EX32 8HJ. Tel: 01271 859115,

Facebook: GWBarnstaple

Games Workshop Basingstoke

3 Potters Walk, Basingstoke, RG21 760,
Tel: 01256 466050,

Facebook: GWBasingstoke

Games Workshop Bath

15 St James parade, Bath, BA1 1UL.

Tel: 01225 334044, Facebook: GWRath
Games Workshop Bedford

10 Greyfriars, Bedford, MK40 1HP

Tel: 01234 273663. Facebook: GWEBedford
Games Workshop Belfast

20A Castle Court, Belfast.

Tel: 02890 233684. Facebook: GWBelfast

Games Workshop Birmingham

36 Priory Queensway, Birmingham, B4 7LA.
Tel: 0121 2334840. Facebook: GWBirmingham
Games Workshop Blackpool

8 Birley Street, Blackpool, FY1 1DU.

Tel: 01253 752056. Facebook: GWBlackpool
Games Workshop Bluewater

U052B Upper Thames Walk, Bluewater
Shopping Centre, Greenhithe, Kent, DAS 950,
Tel: 01322 427880. Facebook: GWRBIuewater
Games Workshop Bolton

Unit 14, The Gates, Cromptan Place, Bolton,
BL1 1DF. Tel: 01204 362131. Facebook:
GWBalton

Games Workshop Boston

45 Wide Bargate, Boston, Lincolnshire, PE21
BSH. Tel: 01205 356596.

Facebook: G\WBoston

Games Workshop Bournemouth

85 Commercial Road, Bournemouth, BHZ SRT.
Tel: 01202 319292. Facebook:
GWBournemouth

Games Workshop Bradford

4 Picadilly, Bradfard, BD1 3LW.

Tel: 01274 739430, Facebook: GWBradford
Games Workshop Brighton

Unit 7, Nile Pavilions, Nile Street, Brighton,
BNT THW, Tel: 01273 203333.

Facebook: GWErighton

Games Workshop Bristol

33b Wine Street, Bristol, BS1 280

Tel: 0117 9251533. Facebook: GWBristal
Games Workshop Bromley

Unit 24, The Mall, Bromley, BR1 1TS.

0208 4660678, Faceboak: GWEBromley

Games Workshop Burton

Unit B, Union Court, Union Street,
Burton-upon-Trent, Staffordshire, DE14 1AA
Tel: 01283 535865, Facebook: GWBurtan
Games Workshop Bury

16 Crompton Street, Bury, BL9 DAD.

Tel: 0161 7976540. Facebook: GWBury
Games Workshop Cambridge

54 Regent Street, Cambridge, CB2 10P
Tel: 01223 313350. Facebook:
GamesWorkshopCambridge

Games Workshop Canterbury

Unit 5, Iron Bar Lane, Canterbury, CT1 2HMN,
Tel: 01227 452880. Facebook: GWCanterbury
Games Workshop Cardiff

31 High Street, Cardiff, Glamorgan, CF10 1PU.
02920 644317, Facebook: GWCardiff

Games Workshop Carlisle
Unit 2, Earls Lane, Carlisle, CA1 1DP
Tel: 01228 538216. Facebook: GWCarlisle

Games Workshop Carmarthen
19 Bridge Street, Carmarthen, SA31 3JS.
Tel: 01267 231209. Facebook: GWCarmarthen

Games Workshop Chelmsford

Unit 4C, Phase 2, The Meadows Centre,
Chelmsford, CM2 6FD. Tel: 01245 430048,
Facebook: GWChelmsford

Games Workshop Cheltenham
16 Pittville Street, Cheltenham, GL52 2LJ.
Tel: 01242 228419. Facebook: GWCheltenham

Games Workshop Chester
57 Watergate Street, CH1 2LB.
Tel: 01244 311 967. Facebook: GWChester

Games Workshop Chesterfield
21 Knifesmithgate, Chesterfield, $40 1RL.
Tel: 01246 271118. Facebook: GWChesterfield

Games Workshop Chiswick

6 Chiswick High Road, Chiswick, London, W4
1TH. Tel: 0208 9945978, Facebook:
GamesWarkshopChiswick

Games Workshop Colchester
2 Short Wyre Street, Colchester, CO1 TLN.
Tel: 01206 767279. Facebook: GWColchester

Games Workshop Covent Garden

Unit 33 The Market, Covent Garden, WC2E
8BE. Tel: 0207 2405106. Facebook:
GWCoventGarden

Games Workshop Coventry

Unit 39, Upper Level, Cathedral Lanes
Shopping Ctr, Coventry, CV1 1LL. Tel: 02476
227311,

Facebook: GWCoventry

Games Workshop Crawley

11 Broadway, Crawley, RH10 1DX.

Tel: 01293 552072. Facebook: GWCrawley
Games Workshop Crewe

8 Market Street, Crewe, CW1 2EG.

Tel: 01270 216903. Facebook: GWCrewe
Games Workshop Cribbs Causeway

Unit 129, Upper Level, The Mall At Cribbs
Causeway, Bristol, BS34 5UP

Tel: 0117 9582520. Facebaok:
GWCribbsCauseway

Games Workshop Croydon

Unit 2, Norfolk House, Wellesley Road, CRO 1LH
Tel: 0208 680 4600. Facebook: GWCroydon
Games Workshop Cwmbran

30 The Parade, Cwmbran, Gwent, NP44 1PT,
Tel: 01633 874070, Facebook: GWCwmbran
Games Workshop Darlington

78 Skinnergate, Darlington, DL3 7LX.

Tel: 01325 382463 Facebook: GWDarlington
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Games Workshop Derby
42 Sadler Gate, Derby, DE1 3NR.
Tel: 01332 371657. Facebook: GWDerhy

Games Workshop Doncaster

26 High Street, Doncaster, DNT 10W.

Tel: 01302 320535. Facehook: GWDoncaster
Games Workshop Dudley

Unit 36, Merry Hill Centre, Brierley Hill,
Dudley, DY5 15P Tel: 01384 481818,
Facebook: GWDudley

Games Workshop Dundee

110 Commercial Street, Dundee, DO1 2AJ.
Tel: 01382 202382, Facebook: GW0undee
Games Workshop Durham

4 North Road, Durham, DH1 450,

Tel: 01913 741062. Facebook: GWDurham
Games Workshop Easthourne

33 Comnfield Road, Eastbourne, BN21 406.
Tel: 01323 641423. Facebook: G\WEastbourne
Games Workshop Edinburgh

136 High Street, Edinburgh, EH1 105.

Tel: 01312 206540. Facebook: GWEdinburgh
Games Workshop Enfield

65 Windmill Hill, Enfield, EN2 TAF.

Games Workshop Epsom

8 High Street, Epsom. KT198AD

Tel: 01372 751881. Facehook: G\WEpsom
Games Workshop Exeter

31a Sidwell Street, Exeter, EX4 BNN.

Tel: 01392 450305. Facebook: G\WExeter
Games Workshop Falkirk

12 Cow Wynd, Falkirk, FK1 1PL.

Tel: 01324 624553, Facebook: G\WFalkirk
Games Workshop Glasgow

81 Union Street, Glasgow, G1 3TA.

Tel: 01412 211673. Facebook: GWGlasgow
Games Workshop Gloucester

35 Clarence Street, Gloucester, GL1 1EA.
Tel: 01452 505033. Facebook: GWGloucester
Games Workshop Grimsby

9 West St Mary’s Gate, Grimshy, DN31 1LB.
Tel: 01472 347757. Facebook: GWGrimsby
Games Workshop Guildford

Unit 1, 9/12 Tunsgate, Guildford, GU1 30T,
Tel: 01483 451793. Facebook: GWGuildford
Games Workshop Stoke

27 Stafford Street, Hanley. ST1 1JU.

Tel: 01782 205287. Facebook: GWStoke

Games Workshop Harrogate
53 Station Parade, Harrogate, HG1 1TT.
Tel: 01423 564310. Facebaok: G\WHarrogate

Games Workshop Heme! Hempstead

117 Marlowes, Hemel Hempstead, HP1 1BB,
Tel: 01442 249752, Facebook:
GWHemelHempstead

Games Workshop Herefard

40 Eign Gate, Hereford, HR4 0AB.

Tel: 01432 355 040. Facebook: GWHereford
Games Workshop High Wycombe

Mo 55 Eden Walk Gallery, Eden, High
Wycombe, HP11 2HT. Tel: 01484 531494,
Facebook: GWHighWycombe

Games Workshop Hull

30 Paragon Street, Hull. HU1 3ND.

Tel: 01482 589576. Facebook: GWHull
Games Workshop Ipswich

63 Westgate Street, Ipswich, IP1 3DZ.

Tel: 01473 210 031. Facehook: GWIpswich
Games Workshop Kendal

Units 4 & 5 Blackhall Yard, Kendal, LAS 4LU.
Tek: 01539 722211. Facebook: GWKendal
Games Workshop Kensington

Shap 7, Lancer Square, Kensington Church
Street, London, W8 4EH. Tel: 0207 9377011,
Facebook: GWKensington

Games Warkshop Kettering

4 Lower Street, Kettering, NN16 8DH.

Tel: 01536 411114, Facebook: GWHiettering
Games Workshop Kings Lynn

23 Norfolk Street, King's Lynn, Norfolk, PE30
TAN. Tel: 01553 777920,

Facebook: GWKingsLynn

Games Workshop Kingston

33 Fife Road, Kingston, KT1 1SF

Tel: 0208 5495224, Facebook: GWKingston
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Games Workshop Leamington Spa

32 Regent Street, Leamington Spa, CV32 5EG.
Tel: 01926 435771,

Facebook: GWLeamingtonSpa

Games Workshop Leeds
155 Briggate, Leeds, LS1 6LY.
Tel: 0113 2420834 Facebook: GW\.eeds

Games Workshop Leicester

Unit 2, 16/20 Silver Street, Leicester. LET 5ET,
Tel: 0116 2530510. Facebook: G\WLeicester
Games Workshop Lincoln

Unit SUA, Waterside Centre, Lincoln,

LNZ 10H. Tel: 01522 548027.

Facebook: GWlLincoln

Games Workshop Liverpool

13b Central Shopping Centre, Ranelagh Street,

Liverpeol, L1 10E. Tel: 0151 7030963,
Facebook: GWLiverpool

Games Workshop Loughborough

22 Biggin Street, Loughborough,
Leicestershire, LE11 1UA. Tel: 01509 238107,
Facebook: GWLoughborough

Games Workshop Macclesfield

31 Church Street, Macclesfield, SK11 6LB.
Tel: 01625 613020. Facebook:
GWhMacclesfield

Games Workshop Maidenhead

1 Kingsway Chambers, King Street,
Maidenhead, SL& 1EE. Tel: 01628 631747,
Facebook: G\WMaidenhead

Games Workshop Maidstone
7a Pudding Lane, Maidstone, ME14 1PA.
Tel: 01622 677435. Facebook: GWhaidstone

Games Workshop Manchester

Unit R35, Marsden Way South, Arndale
Centre, Manchester, M4 3AT, Tel: 0161
8346871, Facebook: GWManchester

Games Workshop Metro Centre

2 The Arcade, Metro Centre, Gateshead, NE11
9YL. Tel: 0197 4610950. Facebook:
GWhMetroCentre

Games Workshop Middlesbrough

Unit 33, 39 Dundas Street, Middlesbrough,
TS1 1HR. Tel: 01642 254091,

Facebook: GWMiddlesbrough

Games Workshap Milton Keynes

Unit 2, 502 Silbury Boulevard, Milton Keynes,
MK 2AD. Tel: 01908 630477. Facebook:
GWMiltonKeynes

Games Workshop Muswell Hill

117 Alexandra Park Road, Muswell Hill,
London, N10 2DP. Tel: 0208 8839907,
Facebook: GWhMusweliHill

Games Workshop Newbury

114 Bartholomew Street, Newbury,
RG14 50T. Tek: 0163 540348,
Facebook: GWNewbury

Games Workshop Newcastle

Unit & Newgate Shopping Centre, Newcastle,
NE1 5PY. Tel: 0191 2322418,

Facebook: GWNewcastle

Games Workshop Newport
11 Griffin Street, Newport. NP20 1GL
Tel: 01633 256295, Facebook: GWNewport

Games Workshop Northampton

24 - 26 Abington Street, Northampton, NN1
4AA. Tel: 01604 636687,

Facebook: GWNorthampton

Games Workshop Norwich
12/14 Exchange Street, Norwich, NR2 1AT,
Tel: 01603 767656. Facebook: GWNorwich

Games Workshop Nottingham

344 Friar Lane, Nottingham, NG1 600,
Tel: 0115 9480651,

Facebook: GWhottingham

Games Workshop Nuneaten
3 Bridge Street, Nuneaton, CV/17 402,
Tel: 02476 325754. Facebook: GWNuneaton

Games Workshop Oxford

1A Bush House, New Inn Hall Street, Oxford,
0X1 2DH. Tel: 01865 242182,

Facebook: GWOxford

Games Workshop Peterhorough

3 Wentworth Street; Peterborough, PET 1DH.
Tel: 01733 830052,

Facebook: GWPeterborough

Games Workshop Plaza

Unit F10, The Plaza on Oxford Street, 116/128
Oxford Street, London, W1D 1LT.

Tel: 0207 4360839, Facebook:
GWLondonPlaza.

Games Workshop Plymouth

84 Cornwall Street, Plymouth, PLT 1LR,

Tel: 01752 254121, Facebook: GWPlymouth
Games Workshop Poole

Unit 12, Towngate Centre, High Street, Poole,
BH15 1ER. Tel: 01202 685634.

Facebook: GWPanle'

Games Workshop Portsmouth

34 Arundel Street, Portsmouth, PO1 1NL.

Tel: 02392 876266. Facebook: GWPortsmouth
Games Workshop Preston

15 Miller Arcade, Preston, PR1 20Y.

Tel: 01772 821855, .

Facebook: GamesWorkshopPreston

Games Workshop Putney

195 Upper Richmond Road, Putney, SW15
656, Tel: 020 8780 3202,

Facebook: GWPutney

Games Workshop Reading

29 Oxford Road, Reading, RG1 70A.

Tel: 0118 9598693, Facebook: GWReading
Games Workshop Romford

12 Quadrant Arcade, Romford, RM1 3ED.
Tel: 01708 742140. Facebook: GWRomford
Games Workshop Rotherham

17 Old Town Hall, Rotherham, SB0 10X,

Tel: 01709 374520

G Workshop S ¥

1B Winchester Street, Salisbury, SP1 1HB,
Tel: 01722 330955. Facebook: G\WSalisbury
Games Workshop Sheffield

16 Fitzwilliam Gate, Sheffield, S1 4JH.

Tel: 01142 750114, Facehook: G\WSheffield
Games Workshop Shrewsbury

6 Market Street, Shrewsbury, Y1 1LE,

Tel: 01743 362007. Facebook: GWShrewsbury
Games Workshop Solibull

690 Warwick Road, Solihull, B91 3DX.

Tel: 0121 7057997, Facebook: GWSolihull
Games Workshop Southampton

23 East Street, Southampton, 8014 3HG.
Tel: 02380 331962. Facebook:
GWSouthampton

Games Workshop Southend

12 Southchurch Road, Southend, $81 ZNE.
Tek: 01702 461251, Facebook: GWSouthend
Games Workshop Southport

Unit 2, The Edge, 7 Hoghton Street, Southport,
PRY OTE. Tel: 01704 501255,

Facebook: GWSouthport

Games Workshop South Shields

17 Denmark Centre, South Shields,

NE33 ZLR.

Games Workshop St Albans

18 Heritage Close, Off High Street, St Albans,
AL3 4EB. Tel: 01727 861193,

Facebook: GWStAlbans

Games Workshop Staines

8 Clarence Street, Staines, TW18 4SP.

Tel: 01784 460675, Facebook: GWStaines
Games Workshop Stevenage

5 Queensway, Stevenage, SG1 1DA.

Tel: 01438 355044. Facebook: GWStevenage
Games Workshop Stirling

45 Bamton Street, Stirling, FKB 1HF.

Tel: 01786 459009 Facebook: GWStirling
Games Workshop Steckport

32 Mersey Square, Stockport, SK1 TRA.
Tel: 0161 4741443, Facebook: G\WStockpart
Games Workshop Stratford

Unit 1, 27 Windsor Street, Stratford Upan
Avon, CV37 6NL. Tel: 01789 297262,
Facebook: GWStratford

Games Workshop Sunderland

253B High Street West, Sunderland,

SR1 30H. _

Tel: 0191 5100434, Facebook: GWSunderland
Games Workshop Sutton

Unit 26, Times Square Shopping Centre;
Sutton, SM1 1LF. Tel: 0208 7709454,
Facebook: GamesWorkshopSutton

Games Workshop Sutton Coldfield

36 Birmingham Road, Sutton Coldfield, B72
10Q. Tel: 0121 3543174, Facebook:
GWSuttonColdfield

Games Workshop Swansea
53 Kingsway, Swansea, SA1 5HF.
Tel: 01792 463969. Facebook: GWSwansea

Games Workshop Swindon

18 Brunel Plaza, Swindon, SN1 1LF.

Tel: 01793 436036. Facebook: GWSwindon
Games Workshop Thurrock

Unit 4158, Upper Level, Lakeside Shopping
Centre, Thurrock, RM20 22J.

Tel: 01708 867133. Facebook: GWThurrock

Games Workshop Torquay

12 Market Street, Torquay. 3AQ, TO1 3A0.
Tel: 01803 201036. Facebook: GWTarquay
Games Workshop Truro

Unit 1 Bridge House, New Bridge Street,
Trura, TR1 2AA, Tel: 01872 320047,
Facebook: GWTruro

Games Workshop Tunbridge Walls

31 Grosvenor Road, Tunbridge Wells, Kent,
TNT 2AP. Tel: 01892 525783,

Facebook: GWTunbridgeWells

Games Workshop Uxbridge

Unit 32, Chequers Mall, The Pavilions
Shopping Centre, Uxbridge, UBS 1LN.

Tel: 01895 252 800. Facebook: GWUxbridge
Games Workshop Wakefield

96 Kirkgate, The Ridings Centre, Wakefield,
WF1 1TB. Tel: 01924 369431.

Facebook: GWWiakefield

Games Workshop Walsall

Unit 28, Old Square Shopping Centre, Walsall,
WSE1 10F Tel: 01922 725207,

Facebook: G\W\Walsall

Games Workshop Warhammer World
Warhammer World, Willow Road, Lenton,
Notts, NG7 2WS. Tel: 0115 9168410.
Facebook: G\WWarhammerWorld

Games Workshop Warrington

Unit 20, Time Square, Warrington, WA1 2AP
Tel: 01925 651984. Facebook: GWWarrington
Games Workshop Watford

Unit @, 1A Queen Street, Harlequin Centre,
Watford, WD17 2LH. Tel: 01923 245388,
Facebook: GWWiatford

Games Workshop Wigan

12 Crompton Street, Wigan, WN1 1YP

Tel: 01942 828121. Facebook: GWWigan
Games Workshop Winchester

35 Jewry Street, Winchester, 5023 8RY.

Tel: 01962 860199. Facebook: GWWinchester
Games Workshop Windsor

Unit3, 6 George V Place, Thames Avenug,
Windsor, 514 10P Tel: 01753 861087,
Facebook: GWWindsor

Games Workshop Woking

Unit 3, Cleary Court, 168 Church Street East,
Woking, GU21 6HJ. Tel: 01483 771675,
Facebook: GW\Woking

Games Workshop Welverhampton

9 King Street, Wolverhampton, WY1 15T,
Tel: 01902 310466.

Facebook: GWWaolverhampton

Games Workshop Worcester

23 Lychgate Mall, Cathedral Plaza, Worcester,
WR1 205. Tek: 01905 616707. Facebook:
GWWorcester

Games Workshop Worthing

2 Bath Place, Worthing, BN11 3BA. )
Tel: 01903 213930. Facebook: GWWorthing
Games Workshop York

13a Lendal, York, YO1 BAQ. Tel: 01904
628014,

Facehook: GamesWorkshopYork

AUSTRALIA

Games Workshop Tuggeranong

Unit 8, 306 Anketell Street Tuggeranong
Square, Tuggeranong, ACT, 2900, Tel: (02)
6293 9668. Facebook: GWTuggeranong
Games Workshop Woden

Shap Lg6Bc Westfield Shappingtown, Keltie
Street, Woden, ACT, 2606. Tel: (02} 6232
5231.

Facebook: GWWoden




Games Workshop Bondi

91 Bronte Road, Bondi Junction, NSW, 2022,
Tel: (02) 9387 3347,

Facebook: GWBandi

Games Workshop Camphelitown

138 Queen Street, Campbelitown, NSW,
2560. Tel: (0Z) 4625 6774

Facebook: GWCampbelltown

Games Workshop Castle Mall

Shop 226 Castle Mall, 4-16 Terminus Street,
Castle Hill, NSW, 2154,

Tel: (02) 9894 8284

Facebook: GW(CastleHill

Games Workshop Chatswood

Shop 2, 282 Victoria Avenue, Chatswood,
NSW, 2067. Tel: (02) 9415 3968.
Facebook: GWChatswood

Games Workshop Hurstville

4 Cross Street, Hurstville, NSW, 2220.
Tel: (02) 9585 8908.

Facebook: GamesWorkshopHurstville

Games Workshop Liverpool

Shop 3, 170 George Street, Liverpaol, NSW,
2170,

Tel: (02) 9734 9030

Facebook: GWLiverpoolNSW

Games Workshop Miranda

Shaop 1, 589-591 The Kingsway, Miranda,
NSW, 2228. Tel: (02) 9526 1966. Facebook:
GWMiranda

Games Workshop Newcastle

187 Hunter Street, Newcastle, NSW, 2300.
Tel: (02} 4926 2311.
Facebook: GWN|
Games Workshop Parramatta

Shop 24 {Cnr Horwood Pl & Macquarie St
222 Church Street, Parramatta, NSW, 2150,
Tel: {(02) 9689 1638,

Facebook: GWParramatta

Games Workshop Sydney City

SR
Ll

222 Clarence Street, Sydney, NSW, 2000 Tel:

(02} 9267 6020.
Facebook: GamesWorkshopSydney

Games Workshop Wollongong

Shaop 2 (Globe Lane), 201 Crown Street,
Wollengong, NSW, 2500.

Tel: (02) 4225 B0G4.

Facebook: GWWoallongong

Games Warkshop Ascot Vale

99 Union Rd, Ascot Vale, VIC, 3032,

Tel: {03) 9370 9882. Facehook: GWAscotVale
Games Workshop Camberwell

752 Burke Road, Camberwell, VIC, 3124. Tel:
(03) 9813 3302,

Facebook: GWCamberwell

Games Workshop Melhourne

Shap E9 Southern Cross Lane, Little Colling
Street, Melbourne, VIC, 3000.

Tel: {03) 9654 7086.

Facebook: GWMelbourne

Games Workshop Preston

519 High Street, Preston, VIC, 3072, Tel: (03)
9478 0540

Facebook: GWNorthland

Games Workshop Ringwood

Shap 14, 86 Maroondah Hwy, Ringwaod, VIC,

3134,

Tel: (03) 9870 2239,

Facebook: GWRingwood

Games Workshop Southland

Shop 1133 Westfield Shoppingtown, 1239
Nepean Hwy, Southland, VIC, 3192. Tel: {03)
9583 9822,

Facebook: GWSouthland

Games Workshop Joondalup

80 Grand Boulevard, Joondalup, WA, 6027.
Tel: (08) 9300 9773.

Facebook: GW.Joondalup

Games Workshop Maroochydore

Shap 7, 2 Ocean Street, Maroochydore, 4558.

Tel: (07) 5443 2882

Facebook: GWSunshine

Games Workshop Morley

Shop 2.138 Centro Galleria, Old Collier Road,
Morley, WA, 6062.

Tel: {08) 9375 6294.

Facebook: GamesWorkshopMorley

Games Workshop Perth

Shop M18a Carillon City, 207 Murray St,
Perth, WA, 6000.Tel: (08} 9322 3895,
Facebook: G\WPerth

Games Workshop Fremantie

17 Point Street, Fremantle, WA, 6160.
Tel: (08) 9336 7392,

Facebook: GWFremantle

Games Workshop Brishane

Shop 9&10 Ground Floor, Queen Adelaide
Building, 90-112 Queen Street Mall, Brisbane,
(LD, 4000. Tel: {07) 3831 3566,

Facebook: GWErisbane

Games Workshop Broadbeach

Unit 3, 2717 Gold Coast Highway,
Broadbeach, (LD, 4218.

Tel: (07) 5538 9992,

Facebook: GWBroadbeach

Games Workshop Cairns

Shop 5 Oceana Walk, 55 Lake Street, Cairns,
LD, 4870. Tel: {07) 4041 2359,

Facebook: GamesWorkshopCairns

Games Workshop Chermside

Shop 230 Westfield Shoppingtown, Cnr
Gyrnpie & Hamilton Roads, Chermside, QLD,
4032. Tel: (07) 3350 5896. Facebook:
GWChermside

Games Workshop Mt. Gravatt

Office 8 Palmdale Shopping Centre, 2120
Logan Road, Mt. Gravatt,

QLD, 4122, Tel: (07) 3343 1864,

Facebook: GWMtGravatt

Games Workshop Adelaide

Shop 25 Citi Centre Arcade, 145 Rundle Mall,
Adelaide, SA, 5000. Tel: (08) 8232 7611,
Facebook: GWAdelaide

Games Workshop Tea Tree Plaza

Shop 2 Westfield Shoppingtawn, 976 North
East Road, Modbury, SA, 5092.

Tel: (08) 8265 4680

Facebook: GWTeaTreePlaza

Games Workshop Warradale

241 Diagonal Road, Warradale, SA, 5046, Tel:
(08) 8298. Facebook: GWWiarradale

Games Workshop Wien 1
LaStafa-Europacenter Mariahilfstrafe 120,
Wien, 1060, +43. Tel: (1) 5223178.
Facebook: GWWien1

Games Workshop Wien 2
Gasometer-City, Turm A; A30, Guglgasse §,
Wien, 1110, -+-43. Tel; (1) 7431038,
Facebook: GWWien2

BELGIUM

Games Workshop Antwerpen
Vieminckstraat 10, Antwerpen, 2000

Tel: 034 858627. Facebook: GWAntwerpen

Games Workshop Bruxelles

10 Rue du Lombard, B1000, Bruxelles. Tel: 00
322 223 06 61. Facebook: GWBruxelles
Games Workshop Gent

St. Niklaasstraat 17a/19, Gent, 9000. Tel: 092
238120. Facebook: GamesWorkshopGent
Games Workshop Liege

23E Rue de la Régence, B400D, Liege. Tel: 00
324 223 32 93. Facebook: GWiiege

Games Workshop Namur

34 Rue de Fer, B5000, Namur.

Tel: 0032 81 65 98 65. Facebook: GWNamur

CANADA i+l

Games Workshop Chinook Centre

6455 Macleod Trail SW, Unit 0191, Calgary,
AB, T2H OK9. Tel: (403) 319-0064.
Facebook: GWChinook

Games Warksheop Durham Centre 1

135 Harwood Avenue N, Unit B204, Ajax, ON,
L1Z 1E9. Tel: {288) 372-3042.

Facebook: GWDurhamCentre

Games Workshop Halifax

Shopping Centre

6950 Mumford Road, Unit 304, Halifax, NS,
B3L 4W1. Tel: {902) 442-0297,

Facebook: GWHalifax

Games Workshop Highgate Village

7155 Kingsway, Suite 201, Burnaby, BC, V/SE
2V1. Tel: (604) 629-1064. Facebook:
GWHighgateVillage

Games Workshop Kingsway Garden Mall
109 Frincess Elizabeth Avenue, Unit 738,
Edmonton, AB, T5G 3A6. Tel:(780) 474-7166.
Facebook: GWKingsway

Games Workshop Langstaff Square

8401 Weston Rd, Suite |, Vaughan, ON, L4L
1AB. Tel: {905) 850-0935. Facebook:
GWLangstaffSquare

Games Workshop Montreal-EC

705 Ste-Catherine Ouest, Unit 4121, Montreal,
QC, H3B 4G5. Tel: (514) 844-3622.

Facebook: GWMontrealEC

Games Workshop Square One

100 City Centre Drive, Unit 1-854,
Mississauga, ON, L58 2C9, Tel: (305)
281-8695. Facebook: GWSguareOne

Games Workshop Victoria

625 Johnson Street, Victoria, BC, VAW 1M5.
Tel: {250} 361-1489. Facebook: G\WVictoria
Games Workshop West Edmonton

8882 170th Street, Unit 1782, Edmonton, AB,
TST 442, Tel: (780) 486-3332.

Facebook: GWWestEdmonton

Games Workshop White Oaks Mall

1105 Wellington Road, Unit 411, London, ON,
NBE 1V4. Tel: (518) 668-3713, Facebook:
GWWhiteDaksMall

Games Workshop Winnipeg

200 Meadowood Drive, Unit 14, Winnipeg,
MEB, RZM 5G3, Tel: (204) 254-4864,
Facebook: GWWinnipeq

Games Workshep Yonge and Lawrence
3251 Yonge Street, Toronto, ON, M4N 2L5,
Tel: (647} 428-71122. Facebook:
GWYongeAndLawrence

Games Workshop Huangpu

Number 153-155 Xujiahui Road, Huangpu
Area, Shanghai, 200021,

Games Workshop Pudong

Unit KJ025, MS City, Shanghai Science

and Technology Museum Subway

Station, Pudong.

Games Workshop Kebenhavn
Frederikshorggade 5 kid, 1360

Tel: 3312 22 17. Facebook: GWKobenhavn
Games Workshop Helsinki

Simonkatu 9, 00100, Helsinki.

Tel: 09 7515 4525. Facebook: GWHelsinki
Games Workshop Aix en Pr

33 Rue de la Couronne, 13100, Aix en
Provence. Tel: 04 42 26 83 66. Facebook:
GWAix

Games Workshop Amiens

8 place de I'hotel de ville, 80000, Amiens,
Tel: 03 22 91 01 85. Facebook: GWAmiens
Games Workshop Avignon

6 rue portail MathCron, 84000, Avignon.

Tel: 04 90 84 00 07. Facebook: GWAvignan
Games Workshop Bordeaux

11 Rue Georges Bonnac, 33000, Bordeaux.
Tel: 05 56 44 50 56, Facebook: GWBordeaux
Games Workshop Caen

22 bis Rue Froide, 14000, Caen.

Tel: 02 31 50 30 97, Facebook: GW(Caen
Games Workshop Clermont Ferrand

38 Avenue des Etats Unis, 63001, Clermaont
Ferrand. Tel: 04 73 19 20 76.

Facebook: GWClermontferrand

Games Workshop Dijon

48 Rue Berbisey, 21000, Dijon. Tel: 03 80 49
87 66. Facebook: GWDijon

Games Workshop Grenoble

54 cours Berriat, 38000, Grenoble.
Tel: 04 76 86 40 30. Facehook: GWGrenable

Games Workshop Le Havre

44 Rue du MarCchal Gallieni, 76600, Le Havre,
Tel: 02 35 41 51 50. Facebook: GWLehavre
Games Workshop Lille

78 rue nationale, 59800, Lille. Tel: 03 20 31 69
89. Facebook: GWLille

Games Workshop Limoges

3 Rue Othon Peconnet, 87000, Limoges.

Tel: 05 55 10 38 41. Facebook: GWLimoges

Games Workshop Lyon 1

10 Rue Joseph Serlin, 69001, Lyon 1.
Tel: 047829 9712
Facebook:GamesWorkshopLyon

Games Workshop Lyon 2

56 Boulevard des Brotteaux, 69008, Lyon 2.
Tel: 04 78 26 26 77. Facebook: GWLyon2
Games Werkshop Marseille

148 Rue de Rome, 13006, Marseille.

Tel: 04 91 57 01 45, Facebook: GWMarseille

Games Workshop Metz

52 En Fournirue, 57000, Metz. Tel: 03 87 74
66 20. Facebook: GWMetz

Games Workshop Montpellier

2 rue draperie st firmin, 34000, Montpellier,
Tel: 04 67 58 68 90. Facebook: GWNontpellier
Games Workshop Mulhouse

5 Rue des tanneurs, 68100, Mulhouse.

Tel: 03 89 66 26 21. Facebook: GWMulhouse
Games Workshop Nancy

10 Rue St Dizier, 54000, Nancy.

Tel: 03 83 30 62 56. Facebook: GWNancy

Games Workshop Mantes
9 Rue du Moulin, 44000, Nantes.
Tel: 02 40 89 10 45. Facebook: GWNantes

Games Workshop Nice

13 Rue LCpante, 6000, Nice. Tel: 04 93 92 52
22, Facebook: GWNice

Games Workshop Nimes

3 rue des Fourbisseurs, 30000, Names,
Tel: 04 66 21 37 09. Facebook: G\WNimes
Games Workshop OriGans

12 rue des Carmes, 45000, OrlCans.

Tel: 02 38 62 80 12. Facebook: GWOrleans
Games Workshop Paris 06

10 Rue Hautefeuille, 75008, PARIS 06.

Tel: 01 46 33 20 01. Facebook: GWParis06

Games Workshop Paris 08

1 Rue IntGrieure, 75008, PARIS 08,

Tel: 01 44 70 00 60. Facebook: G\WParis08
Games Workshop Paris 12

38 Avenue Daumesnil, 75012, PARIS 12
Tel: 01 53 44 71 82, Facebook: GWParis12

Games Workshop Paris 14

13 Rue Poirier de Narday, 75014, PARIS 14.
Tel: 01 45 45 72 03. Facebook: GWParis14
Games Workshop Paris 15

161 rue Lecourbe, 75015, PARIS 15,

Tel: 01 48 56 23 98. Facebook: GWParis15
Games Workshop Pau

6 rue Bordenave d'Abare, 64000, Pau,

Tel: 05 59 05 22 85. Facehook: GWPau

Games Workshop Perpignan

8 quai sadi carnot, 66000, Perpignan.

Tel: 04 68 34 23 43. Facebook: GWPerpignan
Games Workshop Reims

10 avenue Jean Jaures, 51100, Reims.

Tel: 03 26 35 57 67. Facebook: GWReims
Games Workshop Rennes

3 Rue du Vau St Germain, 35000, Rennes.
Tel: 02 99 79 11 80. Facebook: G\WRennes
Games Workshop Rouen

23/25 Rue Alsace Lorraine, 76000, Rouen,
Tel: 02 35 70 12 08. Facebook: GWRouen
Games Workshop Strashourg

5 Rue des FiCres, 67000, Strasbourg,

Tel: 03 88 32 08 06. Faceboak: GWStrashourg
Games Workshop Toulouse

13 Rue TemponiGres, 31000, Toulouse.

Tel: 05 61 22 52 57. Facebook: GWToulouse
Games Workshop Tours

19 Rue NCricault Destouches, 37000, Tours.
Tel: 0Z 47 61 37 B5. Facebook:
GamesWorkshopTours

Games Workshop Versailles
10 Avenue du Gal de Gaulle, 78000, Versailles.
Tel: 01 39 20 92 81. Facebook: G\WVersailles
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Games Workshop Aachen

Kapuzinergraben 16, Aachen, 52062.

Tel: (0241) 4353920. Facebook: GWhAachen
Games Workshop Augshurg
Schaezierstrafie 2, Augsburg, 88150,

Tel: (0821) 5439507, Facebook: GWAugshurg
Games Workshop Berlin 1

Europacenter, Laden 30, Berlin, 10789.

Tel: (030) 88683691, Facebook: G\WBerlin1

Games Workshop Berlin 2
Frankfurter Allee 96, Berlin, 10247.
Tel: {030} 29049390. Facebook: G\WBerlin 2

Games Workshop Berlin (Spandau)
Breite Str. 42, Berlin (Spandau}, 13597.
Tel: (030} 53674909. Facehook: G\WSpandau

Games Workshop Bielefeld

Obernstrasse 43, Bielefeld, 33602,

Tel: (0521) 7853709. Facebook: GWBielefeld
Games Workshop Bochum

City Passage, Laden 5; Hans Bickler Str.
12-16, Bochurm, 44787, Tel: (0234) 7927045,
Facebook: GWBochum

Games Workshop Bonn

KasemenstraBe 8-10, Bonn, 53111,

Tel: (0228) 9610901, Facehook: GWBonn

Games Workshop Braunschweig
Miinzstr. 10, Braunschweig, 38100.
Tel: (0531) 2083123. Facebook:
GWBraunschweig

Games Workshop Bremen )
Am Wall 113, Bremen, 28195. Tel: (0421)
1680000. Facebook: GWBremen

Games Workshop Darmstadt
Wilhelminenpassage; Laden 2, Darmstadt,
64283. Tel: (06151) 158845. Facebook:
GWDarmstadt

Games Workshop Dortmund
HansastraSe 95, Dortmund, 44137,
Tel: (0231) 141001. Facebook: GWDortmund

Games Workshop Diisseldorf (Drakenburg)
Tonhallenstr. 14-15, Diisseldorf, 40211,

Tel: (0211) 5402350. Facebaok:
G\WDrakenburg

Games Workshop Dresden
Schweriner Str. 23, Dresden, 01067
Tel: (0351) 2069715, Facebook: GWDresden

Games Workshop Duishurg
Sonnenwall 39, Duisburg, 47051,
Tel: (0203} 9410673. Facebook: GWDuisburg

Games Workshop Erfurt
Weitergasse 3, Erfurt, 99084, Tel: (0361)
60128495. Facebook: GWErfurt

Games Workshop Essen

Kettwiger Strae 45, Essen, 45127.

Tel: (0201) 2698920, Facebook: GWEssen
Games Workshop Frankfurt

GroBe Friedberger Str. 30, Frankfurt, 60313,
Tel: (069 26010466. Facebook: GWFrankfurt

Games Workshop Freiburg
Konviktstr. 10a/b (Oberlindenpassage),
Freiburg, 79098. Tel: (0761) 3844527,
Facebook: G\WFreiburg

Games Workshop Halle

GroBe Ulrichstralle 35, Halle, 06108,

Tel: (0345} 29989953, Facebook: GWHalle
Games Workshop Hamburg 1
Gansemarktpassage, Colonnaden 15,
Hamburg, 20354, Tel:(D40)357113164.
Facebook:G\WHamburg1

Games Workshop Hamburg 2

Heegbarg 4, Hamburg, 22381, Tel: (040)
18989247. Facebook: GWHamburg2
Games Workshop Hannover

Lange Laube 1/1a, Hannover, 30158,

Tel: (0511} 1613808. Facebook: GWHannover
Games Workshop Karlsruhe

Karlstrasse 13, Karlsruhe, 76133.

Tel: {0721) 1203949, Facebook: G\WKarlsruhe
Games Workshop Kassel

Wilhelmstr. 31, Kassel, 34117. Tl
(0561)2021570. Facebook: GWKassel
Games Workshop Kiel

Kehdenstr. 24, Kiel, 24103. Tel: (0431)
88786947, Facebook: GWKiell
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Games Werkshop Koln 1

CacilienstraBe 42-44, Kéln, 50667,

Tel: (0221) 2577707. Facehook: GWKaIn1
Games Workshop Kiln 2

Koln-Arcaden, Einheit 1-26; Hauptstr. 55, Kéln,
51103, Tel: (0221) 3592532, Facebook:
GWHKdlInZ

Games Workshop Krefeld
Ostwall 113, Krefeld, 47798, Tel: (02151)
1679046, Facebook: G\WKrefald

Games Workshop Leipzig

Burgplatz 2, Leipzig, 04109. Tel: (0341)
2618924, Facebook: GWleipzig

Games Workshop Libeck

Konigstr. 113-119, Liibeck, 23552,

Tel: (0451) 9892206. Facebook: GWLueheck
Games Workshop Mannheim

03.4; Plankengalerie, Laden 20, Mannheim,
68159, Tel: (0621) 4053390. Facebook:
GWhannheim

Games Workshop Manchengladbach
Bismarckstralie 15, Ménchengladbach,
410861,

Tel: (02161) 302577. Facebook: GWGladbach
Games Workshop Miilheim

Leineweber Str. 41-43, Miilheim, 45458,

Tel: (0208) 65634018, Facebook: GWMiilheim
Games Workshop Miinchen

Rumfordstrae 9, Laden 3, Minchen, 80469,
Tel: (089) 22801980. Facebook: GWMiinchen
Games Workshop Niirnberg

JakobstraBie 26, Nimberg, 90402,

Tel: (0911) 20045086, Facebook: GWNuernberg

Games Workshop Dberhausen
CentrD, Bunte Gasse, Einheit FO5,
Oberhausen, 46047 Tel: (0208) 202180,
Facebook:GWO0Oberhausen

Games Workshop Oldenburg
Markt 2-3, Oldenburg, 26122,
Tel: (0441) 20099318, Facebook:
GW0ldenburg

Games Workshop Paderbern
Marienstrafie 5, Paderborn, 33098,
Tel: (0525)15069999. Facebook:
GWPaderborn

Games Workshop Pforzheim
Goethestrate 31, Pforzheim, 75173.

Tel: (07231) 9385753. Facebook:
GWPforzheim

Games Workshop Potsdam
Friedrich-Ebert-Str. 114a, Potsdam, 14467,
Tel: {0331) 2902950. Facebook: GWPotsdam

Games Workshop Solingen

Ufergarten 33, Solingen, 42651,

Tel: {0212) 22662154, Facebook: GWSalingen
Games Workshop Stuttgart

Konigstralie 49, Stuttgart, 70173.

Tel: {0711) 2294860. Facebook: GWStuttgart
Games Workshop Trier

Maselstrale 6, Tner, 54200, Tel: {0651}
46372276. Facebook: GWTrier

Games Workshop Ulm

Frauenstr. 25, Ulm, 83073. Tel: (0731}
37855695, Facebook: GWUIm

Games Workshop Wiesbaden
FriedrichstraBe 34-36, Wiesbaden, 65185,
Tel: (0611} 4458852, Facebook:
G\WWiesbaden

Games Workshop Wuppertal

Morianstralie 3, Wuppertal, 42103.

Tel: (0202} 5141777, Facebook: GWWuppertal

Games Workshop Dublin

Unit 3, Lower Liffey Street, Dublin 1.

Tel: 00353 1872 5791, Facebook: GWDublin
Games Waorkshop Milana

Via Toring, 68, 20123, Milano, Lombardia
Tel: 02 B6458490. Facebook: gwmilano
Games Workshop Torino

Via S Dalmazzo, 3, 10122, Torino, Piemonte:
Tel: 011 5628472, Facebook: gwtorino
Games Workshop Bologna

Piazza Roosevelt, 4, 40121, Bologna, Emilia

Romagna, Tel: 051 6569825, Facebook:
gwhologna

Games Workshop Roma

Via Etruria, 3/5/7, 00183, Roma, Lazio

Tel: 06 7017609, Facehook: gwroma
Games Workshap Fraseati

Via Cavour, 34, 00044, Frascati (RM), Lazio.
Tel: 06 9422296, Facebook: gwirascati
Games Workshop Modena

Via F.Selmi, 60, 41100, Modena, Emilia
Romagna. Tel: 058 237680, Facebook:
gwmodena

Games Workshop Brescia

Via Cavallotti, 28, 25121, Brescia, Lombardia.
Tel: 030 2808715, Facebook: gwbrescia
Games Workshop Monza

Via Giuliani, 10/4, 20052, Monza, Lombardia.
Tel: 038 3902534, Facebook: gwmonza
Games Workshop Padova

Via del Santo, 67, 35123, Padova, Yeneto.
Tel: 048 8751651, Facebook: gwpadova
Games Workshop Roma

Via Nemorense, 41/A, 00198, Roma, Lazio.
Tel: 06 8549821. Facebook: gwroma3:

Games Workshop Geneva

Piazza della Meridiana angolo Salita S. Maria
degli Angeli, 16124, Genova, Liguria. Tel: 010
2530472 Facebook: gwgenova

Games Workshop Firenze

Borgo San Frediano, 24/R, 50124, Firenze,
Toscana. Tel: 055 210638. Facebook:
gwiirenze

Games Workshop Verona

Largo San Nazaro 2, 37126, Verona, Veneto.
Tel: 045 BO13661. Facebook: gwverona
Games Workshop Ferrara

Via Contrari 31, 44121, Ferrara, Emilia
Romagna. Tel: 0532 243061, Facebook:

gwferrara
JAPAN (@]
Jinbocha 1-1 1F, Chiyoda-Ku Kanda, Tokyo.

Games Workshop Jinbocho

Tel: D3 3296 2733. Facebook: G\W.Jinbocho
Games Workshop Nakano

Broadway Bidg. 223-2, Nakano-Ku Nakano

5-52-15, Tokyo. Tel: 03 5380 4636. Facebook;
GW.Nakana

NORWAY

Games Workshop Oslo
Mollergata 5/9, 179, Oslo. Tel: 22 33 29 90
Facebook: GWOslo

NETHERLANDS =5

Games Workshop Alkmaar

Laat 68, 1811EK. Tel: 072 5122880.
Facebook: GWAIkmaar

Games Workshop Amersfoort .

20 Koestraat, 3811. Tel: 033 465 4423,
Facebook: GWAmersfoort

Games Workshop Amsterdam

Rokin 36, 1012 KT. Tel: 020 6223863,
Facebook: G\WAmsterdam

Games Workshop Breda

Torenstraat 21, 4811 ¥V, Tel: 076 5229277,
Facebook: GWBreda

Games Workshop Den Haag

Schoolstraat 128, 2511 AX. Tal:

070 3927836, Facebook: GWDenHaag
Games Workshop Dordrecht

Voarstraat 386G, 3311CX. Tel: 078 6119040,
Facebook: G\WDordrecht

Games Workshop Eindhoven

Kleine Berg 50, 5611JV. Tel:040 2443448,
Facebook: GWEindhoven

Games Workshop Groningen

1 Grote Kromme Elleboog, 5712 B,

Tel: 050 3110101, Facebook: GWGroningen
Games Workshop Rotterdam

452 Van Oldenbarneveltplaats 3012 AP Tel:
010 2800268. Facebook: G\WRotterdam

NEW ZEALAND

Games Workshop Auckland

Level 1, 108-110 Queen St, Auckland Central,
North Island, Tel: 649 307 2262

Facebook: Games-Workshop-Auckland

==
™

Games Workshop Lower Hutt

Shop 10, Queens Arcade, 65-71 Queens Drive,
Lower Hutt, North Island, 5045. Tel: 644 576
0588. Facebook: GWLowerHutt

Games Workshop St. Lukes

Shop §208 Westfield Shoppingtown, St Luke's
Square, St Luke's Rd, St Luke's, North [sland,
1025. Tel: 649 815 3547. Facebook:
GWStLukes

Games Workshop Wellington

Shop TSb Courtenay Central, 80 Courtenay
Place, Wellington, North Island, 6011, Tel: 644

382 9532. Facebook:

GamesWorkshopWellington

POLAND

Games Workshop Warsaw

Unit 215, Ziote Tarasy, ul. Zlota 59
00-120, Warsaw. Tel: 022 222 0133
Facebook: GWWarsaw

Games Workshop Roger de Liiria

Roger de Lldria, 53 (entre Aragé y Consell de
Cent), Barcelona, 08010. Tel: 93 272 69 76.
Facebook: GWRogerdeLluria

Games Workshop Badalona

C/ Sant joaquim, 40, Badalona, Barcelona,
08311, Tel: 93 464 24 00. Facebook:
GWBadalona

Games Workshop Den | Mata

Deu i Mata, 96 (esquina Prat d_en Rull),
Barcelons, 08029, Tel: 93 410 75 21,
Facebook: GWDeuiMata

Games Workshep Gaudi

Avda, Gaudi 74 (frente al Hospital de Sant
Pau), Barcelona, 08036. Tel: 83 436 87 82.
Facebook: GWGaudi

Games Workshop Bilbao

Pérez Galdds 6, Bilbo, Bizkaia, 48010,

Tel: 94 444 31 08, Facebook: GWBilbao
Games Workshop Girona

G/ Sant Joan Bautista de La Salle, 39,
Girona, 17004, Tel: 97 222 73 18. Facebook:
GWGirona

Games Workshop Arguelles

Andrés Mellado, 3 (esquina Alberto Aguilera),
Madrid, 28015, Tel: 91 544 22 92. Facebook:
GWArguedlas

Games Workshop Don Ramén

Don Ramon de la Cruz 31, Madrid, 28001, 91
577 21 87. Facebook: GWDonRamon
Games Workshop Rafael Salgado

Rafael Salgado 3, Madrid, 28036,

Tel: 81 457 83 81. Facebook: GWSalgado
Games Workshop Tres Aguas

Centro Comercial Tres Aguas, Av. de América
7-8, local 2568, Alcorcdn, Madrid, 28925,
Tel: 91 610 16 50. Facebook: GWTresAguas

Games Workshop Palma
C/ Sant Joan de la Salle, 2, Palma de
Mallorca, 07003. Tel: 871 75 84 79

Games Workshop Pamplona

Avenida Fio XII 6, Pamplona-ruiia, Navarra,
31008. Tel: 948 25 92 74, Facebook:
GWPamplona

Games Workshop Sevilla

Delgado 4 (esquina Amor de Dios), Sevilla,
41002. Tel: 95 450 06 24. Facebook:
GWSevilla

Games Workshop Valéncia

Roger de Lauria 11, Valéncia, 46002,

Tek: 96 351 57 27. Facebook: GWValencia
Games Workshop Valladolid

Plaza Portugalete 4, Valladolid, 47002,

Tel: 983 30 12 81, Facebook: G\WValladolid
Games Workshop Zaragoza

Francisco de Vitoria 14 (esquina Ledn XII),
Zaragoza, S0008. Tel: 976 21 57 42,
Facebook: G\WZaragoza

Games Workshap Malaga

C/ Don Cristian, 16, Mélaga, 29007.

Tel: 952 42 96 48, Facebook: GWMalaga

SWEDEN

Games Workshop Gateborg
Drottninggatan 52, 41107, Gotebarg.
Tel: 031-133958. Facebook: GWGoteborg



Games Workshop Stockholm
Master Samulesgatan 67, 11121, Stockhalm.
Tel: 08-21 38 40. Facehook: GWStockholm

usa =

Games Workshop 8th St: Greenwich Village
54 East 8th Street, New York, NY, 10003,
Tel: (212} 982-6314.

Facebook: GW8thStreetGreenwichVillage

Games Workshaop Appleby Village

491 Appleby Line, Unit #8, Burlington, ON,
L7L 2Y4. Tel: 905-634-4584.

Facebook: GWApplebyVillage

Games Workshop Bayshore

Shopping Centre

100 Bayshore Drive, Unit T-59, Nepean, ON,
K2B 8C1. Tel: 613-721-9604

Facebook: GWBayshore

Games Workshop Blue Ridge Crossing
4279 Sterling Ave, Kansas City, MO, 64133
Tel: (816) 313-6492.

Facebook: GWBIueRidgeCrossing

Games Workshop Blue Diamond Crossing
4270 Blue Diamond Rd, Suite #104, Las
Vegas,

NV, 89139, Tel: 702-432-3008.

Facebook: GWBIueDiamond

Games Workshop Bowie Bunker
6820 Race Track Rd, Bowie, MD, 20715 Tel:
(301) 464-4651, Facebook: GWRBowie

Games Workshop Buena Vista

1187 Huntington Drive, Duarte, CA, 81010,
Tel: (626) 303-1199. Facebook:
GWBuenalfista

Games Workshop Capella Centre Il
8653 Sancus Blvd, Columbus, OH, 43240,
Tel: (614) 846-2270, Facebook;
GW(CapellaCentre

Games Workshop Central Avenue

919 8. Central Avenue, Unit A, Glendale, CA,
91204, Tel: (818) 241-0068.

Facebook: GWCentralA

Games Workshop Chesterfield Crossing
1639 Clarkson Rd., Chesterfield, M0, 63017
Tel: (636) 536-6937. Facebook:
GW(ChesterfieldCrossing

Games Workshop Chicago Bunker
1524-A Butterfield Road, Downers Grove, IL,
B0515. Tel: (630) 426-0120.

Facebook: GWChicagoBunker

Games Workshop City Walk

221 Sandy Springs Place, Suite #108, Sandy
Springs, GA, 30328. Tel: (404) 256-6439.
Facebook: GWCityWalk

Games Workshop Coles Cressing

24120 Northwest Fwy, Cypress, TX, 77428.
Tel: (281) 256-9266. Facebook:
GWColesCrossing

Games Workshop Columbia Palace
8775 Centre Park Drive, Suite 9, Columbia,
MD, 21045, Tel: (410) 772-3988.
Facebook: GWColumbiaPalace

Games Workshop Cool Springs Village
1945 Mallory Lane, Suite #155, Franklin, TN,
37067, Tel: 615 778-3280

Facebook: GWCoolSprings

Games Workshop Copperwood Village
6807 Highway 6 North, Houston, TX, 77084
Tel: (281) 858-0085. Faceboak:
GW_Copperwood

Games Workshop Cottman Avenue

2141 Cottrnan Avenue, Suite B, Philadelphia,
PA, 19149, Tel: (215} 722-6187. Facebaok:
GWCottman

Games Workshop Deer Grove

605 East Dundee Road, Palatine, IL, 60074,
Tel: (847) 963-1434. Facebook: GWDeerGrove
Games Workshop Deerwood Village
9978-3A Old Baymeadows Road,
Jacksonville, FL, 32256.Tel: 904-656-9241
Facebook: GWDeerwoodVillage

Games Workshop Denton Town Crossing
1931 § Loop 288, #120, Denton, TX, 76205.
Tel: (940} 484-5400.

Facebook: GWDentonTownCrossing

Games Workshop Eastport Plaza

4104 SE 82nd Ave, Suite 350, Portland, OR,
97266. Tel: 503-788-7643

Facebook: GWEastportPlaza

Games Workshop Empire

Shopping Center

5867-0 Lone Tree Way, Antioch, CA, 94531,
Tel: (925) 706-7310.

Facebook: GWEmpireShoppingCenter

Games Workshop Entrada De Oro
7925 North Oracle Road, Suite 101, Oro
Valley, AZ, 85704,

Tel: (520} 742-7320
www.facebook.com/GWEntradaDeOro

Games Workshop Fair Daks Mall
11935-U Fair Oaks Mall, Fairfax, VA, 22033.
Tel: (703) 218-1881. Facebook: GWFairOaks

Games Workshop Farmington Center
1994 Exeter, Germantown, TN, 38138. Tel:
901-754-6194,

Facebook: GWFarmingtonCenter

Games Workshop Forest Park
4711 Forest Dr, Suite #20, Suite #20,
Columbia, SC, 29206.

Games Workshop Forest Plaza

6219 E. State Street, #B-08, Rockford, IL,
61108, Tel: {815) 397-0234. Facebook:
GWForestPlaza

Games Workshop Freeway V

20101 44th Avenue West, Suite D, Lynnwood,
WA, 98036. Tel: (425) 775-0107.

Facebook: GWFreewayV

Games Workshop Fountain Place

12557 Castlemoor Drive, Eden Prairie, MN,
55344, Facebook: GWFountainPlace

Games Workshop Geneva Commons

1052 Commons Drive, Geneva, IL, 60134 Tel:
(630) 232-2929. Facebook:
GWeenevaCommons

Games Workshop Gig Harbor

4641 Point Fosdick Drive, Suite 400, Gig
Harbor, WA, 98335 Tel: (253) 858-2477.
Facebook: GWGigHarbor

Games Workshop Governor's Square

901A Governors Place, Bear, DE, 19701,

Tel: (302) 832-1229.

Facebook:G WorkshopG rsSquare
Games Workshop Hampton Village
2929 S Rochester Road, Suite 112301,
Rochester Hills, MI, 48307, Tel: (248)
844-2627,

Facebook: GWHamptonVillage

Games Workshop Hill Country Plaza

4079 N Loop 1604 W, #104, San Antonio,
TX, 78257, Tel: (210) 764-2200.

Facebook: GWHIllCauntryPlaza

Games Workshop Hilitop East Shopping
Center

1564 Laskin Rd. Unit 172, Virginia Beach, VA,
23451, Tel: 757-962-5259

Facebook: GWHilltopEast

Games Workshop Hyde Park Plaza

3870 Paxton Avenue, Suite B, Cincinnati, OH,
45209. Tel: (513) 321-1104.

Facebook: GWHydeParkPlaza

Games Workshop Kent Station
438 Ramsey Way, Suite 111, Kent, WA,
98032

Tel: (253} 850-6062. Facebook:
GWientStation

Games Workshop Lake Crest Village
1042 Florin Road, Sacramento, CA, 95831,
Tel: 916-392-1495, Facebook:
GWeakeCrestVillage

Games Workshop Lake Shore
4155 Mountain Road, Pasadena, MD, 21122.
Tel: (410) 255-0596. Facebook: GWLakeShore

Games Workshop Larwin Square
650 East 1st Street, Tustin, CA, 92780,
Tel: (714) 731-3304. Facebook:
GWLarwinSquare

Games Workshop Layton Plaza

7497 West Layton Avenue, Greenfield, W,
53220. Tel: (414) 325-2990. Facebook:
GWLaytonPlaza

Games Workshop Man 0 War Place
115 North Locust Hill Drive, Suite 108,
Lexington, KY, 40509, Tel: 859-266-0245
Facebook: GWManoWar

Games Workshop Morningside Plaza
1018 East Bastanchury Road, Fullerton, CA,
92835. Tel: (714) 255-9801.

Facebook: GWMorningsidePlaza

Games Workshop Northern Heights Plaza
8272 Old Troy Pike, Huber Heights, OH,
45424, Tel: 937-237-2280.

Facebook: GWNorthernHeightsPlaza

Games Workshop Dak Park

1000-C Lake Street, Oak Park, IL, 60301,
Tel: (708) 660-0095. Facebook: GW0akPark
Games Warkshop Dakbrook Plaza

1724 E. Avenida de los Arbales, Unit D,
Thausand Daks, CA, 91360. Tel: {805)
492-8800.

Facebook: GW0akbrookPlaza

Games Workshop Oakridge Mall

925 Blossom Hill Road, Space 1025, San
Jose, CA, 95123, Tel: {408) 227-0025.
Facebook: GWO0akridge

Games Workshop Olney Village

18157 Village Center Drive, Olney, MD, 20832
Tel: {301) 774-3361. Facebook:
GWoineyVillage

Games Workshop Park Plaza

1385 West Park Western Drive, San Pedro,
CA, 90732. Tel: {310) 547-3400.

Facebook: GWParkPlaza

Games Workshop Pinecrest Pointe

9101 Leesville Rd, Suite #118, Raleigh, NC,
27613 Tel: (919) 848-2958. Facebook:
GWPinecrestPointe

Games Workshop

Plaza Rancho Penasguitos

9995 Carmel Mountain Boad, Suite B-5,
San Diego, CA, 92129, Tel: 858-484-3074
Facebook: GWPlazaPenasquitos

Games Workshop Portola Plaza

27676 Santa Margarita Parkway, Mission
Viejo, CA, 92691. Tel; {348) 457-1664.
Facebook: GWPartolaPlaza

Games Workshop Prairie Ridge

9740 76th Street, Space 108, Pleasant
Prairie, W1, 53158, Tel: {262)697-0471.
Facebook: GWPrairieRidge

Games Workshop Preston Ridge

3231 Preston Road, Suite #14, Frisco, TX,
75034, Tel: {(214) 618-9788. Facebook:
GWPrestonRidge

Games Workshop Riverchase Promenade
1705-1735 Montgomery Hwy, Unit 19,
Birmingham, AL, 35244. Facebook:
GWhRiverchase

Games Workshop Quail Spring Village
13801 N. Penn, Suite F, Oklahoma City, DK,
73134. Tel: (405) 286-0033
www.facebook.com/GWQuailSpring

Games Warkshop Red Top Plaza

1314 8 Milwaukee Ave, Libertyville, IL, 60048,

Tel: {847) 573-1547. Facebook:
GWRedTopPlaza

Games Workshop Renaissance Center
303 East Altamonte Springs Drive, #1060,
Altamonte Springs, FL, 32701. Tel: (407)
830-0101.

Facebook: GWRenaissanceCentre

Games Workshop River Pointe

203 S Randall Road, Algonquin, IL, 60102,
Tel: (B47) 658-2943. Facebook:
GWRiverPointe

Games Workshop Riverchase Promenade
1705-1735 Montgomery Hwy, Unit 19,
Birmingham, AL, 35244,

Games Workshop Royal Daks

11803 Westheimer Road, Suite 700, Houston,
TX, 77077 Tel:(281)556-5542 Facebook:
GWRoyalOaks

Games Workshop Scottsdale Towne
Center

15678 N Frank Lioyd Wright Bivd, Suite C-2,
Scottsdale, AZ, 85260. Tel: (480) 767-2078.
Facebook: GWScottsdaleTowneCenter

Games Workshop Seattle Bunker

3540 Factoria Blvd,, Bellevue, WA, 98006,
Tel: {425) 562-2300. Facebook:
GWSeattleBunker

Games Workshop Silas Creek Crossing
3290 Silas Creek Parkway, Unit 54, Winston
Salem, NC, 27103,

Tel: (336) 765-5476
wwiw.facebook.com/GWSilasCreek

Games Workshop Square One Denver
1112 South Colorado Bivd, Glendale, CO,
80246

Tel:(303)759-5400, Facebook:
GWSquareOneDenver

Games Workshop St. Thomas

9902 Reisterstown Road, Owings Mills, MD,
21117, Tel: (410) 998-9223. Facebook:
GWStThomas

Games Workshop Stoneridge Mall

1466 Stoneridge Mall Road, Pleasanton, CA,
94588 Tel: (925) 463-1481. Facebook;
GWStoneridgeMall

Games Workshop Stony Brook East

91504 Taylorsville Road, Louisville, KY, 40299,
Tel: 502-499-8120

Facebook: GWStonyBrookEast

Games Workshop Sugarland Crossing
47100 Community Plaza, Suite 110, Sterling,
VA, 20164 Tel: (703) 421-5560.

Facebook: GWSugarland

Games Workshop Sunrise Village

10228 156th Street E., Suite 108, Puyallup,
WA, 98374 Tel: {253) 848-5670.

Facebook: G\WSunriseVillage

Games Workshop Supermali

1202 Supermall Way, Unit 104, Auburn, WA,
98001 Tel: {253) 2B8-7630. Facebook:
GWSupermall

Games Workshop Tacoma Place

1909 S. 72nd Street, Suite A7, Tacoma, WA,
98408 Tel: {253) 471-5359. Facebook:
GWTacomaPlace

Games Workshop The Gateway at Sawgrass
117 NW 136th Ave., Sunrise, FL, 33325,
Tel: (954} B46-9415.

Facebook: GWGatewayAtSawgrass

Games Workshop Tomball Crossing
22503 Tomball Parkway, Suite 100, Houston,
TX, 77070, Tel: (281) 251-0031.

Facebook: GWTomballCrossing

Games Workshop Tower Center
6810 Bland 5t., Springfield, VA, 22150.
Telk: 703 644-4532. Facebook: GWTowerCenter

Games Workshop Union Landing
30977 Courthouse Drive, Union City, CA,
94587, Tel: (510) 429-1759. Facebook:
GWUnionLanding

Games Workshop Ventura Village

5722 Telephone Road, Suite 14-B, Ventura,
CA, 93003. Tel: (805) 339-9580,
Facebook: GWWenturaVillage

Games Workshap Village Center

23730 Westheimer Pkwy, Suite P, Katy, TX,
77494, Tel: 281-347-0400. Facebook:
GW\illageCenter

Games Warkshop Westminster Center
6735 Westminster Blvd, Westminster, CA,
92683, Tel: 714-892-2973.

Facebook: GWWestminsterCtr

Games Workshop Westwood Plaza
2808 § 123rd Ct., Omaha, NE, 68144,
Tel: 402-330-4958,

Facebook: GWWestminsterCtr

Games Warkshop Willow Lake East
2502 Lake Circle Dr, Indianapolis, IN, 46268.
Tel: {317) 228-9578. Facebook:
GWWillowLake

Games Workshop Woodfield Mall

5 Wouodfield Mall, D323, Schaumburg, IL,
60173, Tel: (847) 330-1187. Facebook:
GWWoodfield

Games Workshop World of Battle

6211 East Holmes Road, Suite 101, Memphis,
TN, 38141. Tel: (901) 541-7700.

Facebook: GWWorldOfBattle
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The School League Championship is a brilliant
, Way to enjoy painting, playing and collecting

" Citadel miniatures with your friends.

You represent your schoql club as a team,
showcasing a range of hobby sk1lls to win both
glory and trophles

The School League guidelines use the core
i3 rules for your chosen system but are set at a
_ points value that will allow you to play games

As schools across the countr ﬁe K - ﬁmkh your collections that last amund 40-45
y “minutes. This means that you get to playand

we celebrate 10 years of t hooI Lea ue and ~ % “work on your painting and modellin all
& R painting 8
S I
look at why school gammwu'bs are so great" s, d“rmg o e

LEAG.

The School League Championship is broken
. down into three sets of events — the Regional
Heats that are held in Games Workshop

Hobby Centres across the country, the Semi-
finals, which are held at Warhammer World
in Nottingham, and the National Final, which
is also held at Warhammer World. For more
information on when and where the Regional
Heats are taking place, visit the (&mmumty
Loordmator Facebook page.

- 10 Years of the Sé'ﬁﬁol League

 the School League and th’e highe

 the hob‘oy

In add itiogﬁo th-i

" toadd fo the cinematic feel of the gamm U

- award. For more details on these awards and

the School League Championship, please

contact Bek Hawkby for a copy of the School

League rules pack. Bek’s contact details are on
. the page opposite. :

o~

126 WHITE DWARF

Beinga ﬁ'e’at sporting player is a vital part of

play, there is the ‘Best Objective Markers' * . X :



Joining the School League Championship
offers you the chance to be part of a club that
meets on a regular basis and is great fun,
plus, what could be better than having time
to do hobby during school? As you will have
members in the elub from all year groups
you will be ablé to learn new hobby skills
from each other as well as your local Games

Workshop store and battle agains{ a wide range

of armies. It could even lead to you and your
-team spending a day at Warhammer World
representing your school!"

3. .
Your, Local GW Hobby Centre
- Developing your personal hobby skills
alongside your team’s hobby skills is key to
keeping any club going and getting the most
from your School League journey. A great way
. to do this is to visit your local Hobby Centre
L 1nd1v1dually and as a team gnd access the staffs’_
-+ wealth of knowledge and the support that they
have readily available, whilst always being

.. . welcoming to new club members!

+ L

At your local Hobby Centre, talking to staff
about which area of the hobby you would like
help with will make it really easy for you to get
‘personalized support and make great progress
in your School League journey. For examplé
you could book a painting session. These
skill sessions range from learning how to use
the Citadel painting systemato learning more

: advanced tecBniques. The Citadel painting
‘system is a fantastic way of ‘getting great results

* in no time at all and could be the first step on .

your quest for the ‘Best Painted Army award,

You could ask for help with your tactics - these

sessions can help you make the most of your

army arid learn the rules. This is great as then

* . you can take this knowledge back into your
club and play lots of games there, honing

your battle skills and enabling you to meet all
challenges with confidence.

If you have your heart set on securing one

of the ‘Best Objective Markers  awards then
asking for help modeling and painting them
is just the thing! These sessions cover how to
make fantastic themed objective markers that
will add to your army.

Talking to the staff at your local store about

* your School League goal will no doubt uncover

some fantastic new tips and tricks fot you all to
use in and out of club and gives évery new club
member the chance to experience the hobby

for- themselves

Every I_—Iobby Centre will have a range of
different dctivities running so it is really useful
to maintain a regular contact with your store to
find out if there any activities running that you

~ Or your team want to attend in the near future.

And you never know, there may even be some
School League activities running to help clubs
in your area practice for the School League
Championship!

EsSentially,'w}iéte)_rér question you or any of
your club membeérs may have about the hobby,
a brilliant source of knowledge will always be

. at yourJocal Games Workshop store. N

: .
Getting Your Club Started

Don't despair if yout school does not have -

a club just yet; getting a club set up in your -
school really is quite simple. Here are the tap
tips on how to start up a club.

« Find a teacher or member of staff to help you

out. 2

« Once you have found a member of staff to
help you, next task is finding other students
to join your club — there will be lots of other

hobbyjsts in your school, all you have to do is :

find them!

» Get your teacher to call Bek Hawkby and
register the club.

» You are now ready to enjoy your collections
of miniaturés, play games and paint!

With all of this arrang'éd,"yeur ¢lub is ready!

_To'join the School League, all you need to do is

get your teacher to book in the club with Bek
Hawkby; our Community Coordinator.

Bek Hawkby
Community Coordinator

If you are a teacher or
librarian interested in starting
a club, or you already have
one and want to know more
about the School League, it
couldn't be easier to find out
mare. Give Bek a call and she
will be able to answer all your
guestions.

Contact Bek

Email:
bek.hawkby@gwple.com

Phone:
0115 8900:4821 or
07826 911 555

Facebook:
/BexHawkbyCommunityCoardinator

o LT
1. De Lisle Cellede
school clibin
Loughborough during
one of'thew lunch

time g_%etmgs,

2. The King's Scheol
Grantham schoal
club at ane of
after school

" meetings.

e’

3. Guilsborough School
hold their weekly
d®ming club after
school.
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The fate of the Vidar sector was laid down

by the Thousand Sons Lord known as The
Herald of Fate. He came to the system with
conquest in his mind and destruction at his
hands. His armies brought the message that
Vidar is doomed. Although his prophecy was
woefully lacking in specifics regarding the
doomed sector, the Herald rampaged across
the Darkfall system nonetheless, burning

and killing all who would not join his cause.
Following his victory the Herald transcended
to Daemonhood, leaving the population of
Darkfall scattered and lost. The ruling family
~ The Calcearious Family - fled to Praedis
Zeta following the destruction of their home
system but all was not well. Hundreds of years
later the family degenerated into Genestealer-
worshipping slaves. Help us forge the final
story in this exciting saga by joining in the
Vidar’s Fate: Carnac Campaign Weekend, and
find out if the Herald of Fate’s message was the
truth or yet another of Tzeentchs lies...

128 WHITE DVWARF

Campaign Weekends give
you the opporturity to
see some mighty war
engines, such as this
Warhotnd Titan, go to.
battle against each other.
I you've always wanted
to use those big Forge
World models in a
Warharmmer Worid event,
this is your chance!

You'll get to see some
incredible miniatures as
hobbyists pull out all the
stops o win the painting
awards.

The \Winners of the
Darkfall Campaign
Weekend in April, The
Chaos Faction, celebrate
in style having seoured
Victory over two
hard-fought days.
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OPERATION: MAXIMUS
Sometimes it is suicide to attack fortified
positions with hundreds of thousands of
men and tanks. In these situations small
elite teams of specialists are all that stands

between glorious victory and crushing
defeat.

Operation: Maximus is your opportunity
to create and take control of a unique team
of crack specialists and sow destruction
through the heart of the enemy.

14™ DECEMBER

PLAN YOUR VISIT

e=mail: whworldevents@gwplc com

Grab this opportunity to take your hobby
to the next level as we bring ‘Eavy Metal to
the class room. Our painting experts will
show you some of the techniques they use
to paint Citadel miniatures, such as you've
seen on the website, in White Dwarf and
on the packaging of our products. The
Masterclasses include demonstrations, one
to one assistance and we provide everything
you need on the day. This event is
recommended for experienced miniatures
painters, and you need to be 16+ to attend.

30™ NOVEMBER &
15T DECEMBER

BROT%EE&S

Battle Brothers is here once again! This is
your opportunity to join forces with your
ally and carve a path of destruction across
the Warhammer 40,000 universe. Unleash
your combined army against those of your
enemies and reap the rewards that go with
such bloodshed.

Carnage, victory and a great weekend
are all yours for the taking at this Battle
Brothers event.

7TH-8TH DECEMBER

To find out more about Warhammer World, log into the Games Workshop website and click
the Warhammer World button under the Warhammer 40 ;000 tab. You can contact us to find
out more about an event, reserve a gaming table, or any other information.

Call us on 0115 900 4994 or e-mail whworldevents@gwplc.com.
Twitter@GW_WHWorld

Facebook.com/GW WarhammerWorld

4" September
2013

‘Eavy Metal
Masterclass:
November 2013 &
December 2013
Event Date:

Sat 30/11/13 &

Sun 01/12/13

Warhammer 40,000
Battle Brothers:
December 2013
Event Date:

Sat 07/12/13 -

Sun 08/12/13

Warhammer 40,000
Kill Team: Operation:
Maximus

December 2013
Event Date;

Sat 14/12/13

2" October
2013

Warhammer Campaign
Weekend

Event Date;

Sat 11/01/14 - \
Sun 12/01/14

Warhammer 40,000:
Throne of Skulls
Event Date:

Sat 18/01/14 —

Sun 18/01/14

Warhammer 40,000
Battle Brothers
Event Date:

Sat 25/01/14 -

Sun 26/01/14
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GAMES WORKSHOP INDEPENDENT STOCKISTS

BERKSHIRE

Stough, Warlord Warkséiop
815 Yeovill Road, SL1 446G,
Tel: 01753 634171

Warfield, Promethean Games

Unit 9 Moss End Garden Village, Moss End,

RGAZ BEJ.
Tel: 07862 214508

Windsor, W. J. Daniets store
120125 Peascod Street, SL4 1DR.
Tel: 01753 862106

BIRMINGHAM

Mikes Mudels
3-5 Brockwell Road, B44 9PF,
Tel: 01213 804 521

BRISTOL

Bishopstan, Area 51
230 Gloucester Road, BST BBA.
Tel: 0117 9244655

Hutwells, Vangeard Gaming Ltd
188 Hotwell Road, BS8 4RP
Tet: 07515 856901

BUCKINGHAMSHIRE

HAmersham, The Record Shop Lud
3T Hill Avenue, HPB SBX.
Tel: 01494 433 311

Gerards Cross, Howard Marshall
5 Station Road, SLY 8ES.
Tel: 01753 882552

Hazelmere, Childs Toys
36 Park Parade, HP15 TAA.
Tel: 01484 711425

Mikten Keynes, Wargames Workshop (HK)
Unit 18 - 19 Kingston (usarter, Kingston,
MK10 0BA.

GAMBRIDBESHIRE
Cambridge, Cambridge Toy Shap
15 Sussex Street, CB1 1PA.
Tel: 01223 309010

By, City Cycle Centre

7 Market Streat, CBY 4PB.
Tel: 01353 66313

Humtingdan, Niche Comies
147 High Street, PE29 3TF.
Tel: 01480 352307

Peterborough, The Bilt
22 Rivergate Centre, PE1 1EL.
Tel: 01733 341007

Wishech, Prams and Toys
20-26 Hill Street, PE13 1BA.
Tel: 01945 5B4142

GHESHIRE

Altrincham, The Gaming Crypt
3 Fax Grove, WATG BBD,
Tol: 07770 952075

Ellesmere Port, 0 & A Models
7 Enfield Road, CHES 8DA.
Tel: 01513 557849

Warple, Goslings Toymaster
3 Hollins Lane, SK& GAW.
Tel: 01614 272099

Hantwitch, Bliss IT Lud
16A Pepper Streat, W5 5AB,
Tel: 01270 624 380

Morthwich, The Model Shop

167 Witton Street, CW3 SEA.
Tel: 01606 47740

Peaheth, Fenketh Model Center
97-89 Maple Crescent, WAS 200,
Tel: 01925 488 595

Widnes, Widness Model and Craft Centre
48-51 Widnes Road, WAB 6AZ
Tel: 07860 313130

GLEVELAND

Widdleshorough, Meta Games Ltd
10 Princess Road, TS1 4BA.
Tel: 0164 2913039

Wiiddleshorough, Wangh Games
South Teens Business Centre, TS6 6TL,
Tel: 01642 282732

Normanhy, PC Tech
33 Cleveland Street, TSE OLT.
Tel: 01642 460704

Redcar, PC Tech Lid
110a High Street, TS10 301,
Tel: (1642 461010

CORNUWALL
Budmin, Bricknells
3 Bell Lane, PL1 2L,
Tel: 01202 77088
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Bude, Upheat Sepavizion

1 Grenville Gardens, Belle Vue, EX23 8JL.
01288 252 261

Caflington, BMS @ Smiphee's

16 Chureh Street, PL17 7AN.

Tel: 579 383900

Hayle, Blewetts of Hayle

19 Penpol Terrace, THZT 4B0.

Tel: 01736 753012

Heksto, Creations Art Amd Craft

Fore Streat, Porthleven, TR13 SHL.
Tel: 01326 555 777

Liskeard, Lisheand Raitway Models -
Station Road, PL14 48X,
Tel: 01579 349 950

Liskeand, Trago Mills
Twowaters Foot, PL14 6HY,
Tel: 01579 348877

Newyuay, Thie Baok Shop
26 East Straet, TRT 18H,
Tel: 01637 873469

Penzance, Nowdyn Post Bffice
The Strand, Newlyn, TR18 SHL,
Tel: 01736 364592

Paol, Bambadingas and Skulldugyery
Highburrow Lane, Off Wilson Way,

TR15 38U,
Tel 07200 219555
Bedrut, Barbs Ll Shap

89 Fore Street, TR15 28L
Tel: 07939 5686934

St Anstell, Mad far Minjatures
Unit 20 The Market House, Markst Hil,

PLZ5 508,
Tef: EH'.‘ZE 72258
Stlves,

ws Hoand
7 Tre Fol Pen, Street An Pol, TR2G 205.
Tel: 01736 798484

Truro, Mallett & Son Lid
67 Victoria Square, TRT 2RT.
Tel: 01872 274 441

‘Wadebridge, Brickwells Toy & Nursery
11 Moleswaorth, PLZ7 700,
Tel: 01208 812615

COUNTY DURHAM

Bishep Auckland, Chips Bishep Auckland
137 Newgate Street, DL14 TEN.

Tel: 01388 606046

Consett, Chigs Consert

2 John Street, DHE SLA.

Tel: 01642 227348

Darlington, W Boyes Darfington
Blackwellgate, DL1 5PW.

Tel: 01325 460 951

Hartieposl, Coinote Internatianal Ll
74 Elwick Rioad, T326 9AP
Tel: 01429 890 834

Sealiam, Games of War

Station Road, SR7 DAA.

Tel: 0191 5817118
Stockton-on-Teis, Chips Stockton
26 Silver Street, TS16 15X
Tel: 01642 618 256

CUMBRIA

Bamow In Furness, Heaths
TG Datton Road, LAT4 1JE.
Tel: 01229 820435

Bowness-On-Hindermere, Ernest Atkinson &
Sons L

Promenade Shop, Lake Road, LAZ3 3AP.
Tel- 01539 443047

Brampton, Hadrian's Hobbies
1 Market Place, CAB TNW.
Tek: 079462 177904

Cockermauth, The Toy Shap
72 Migin Sweet, CAT3 LU
Tel: 01900 825855

Comiston, The Green Househeeper Cale
16 Yew Dale foad, LAZ1 BOU.
Tek: 01539 441 925

Penrith, Harpers Cycles
1/2 Middlegate, CAT1 7PG,
Tel: 01768 BG447TS

Whitehaven, This Could Be Massive
79 King Street, CAZ8 LE.
Tel: 01546 695262

DERBVSHIRE

Belper, Children's Chaice
14 Bridge Street, DES6 1AX.
Tel: 01773 825365

Burton On Trent, Portal Wargaming
Unit 7-8 Greenling Business Park,
Wallington Street, DE14 2AS.
Tek 07754 441 418

Buxton, Koowles Toys b Madels Ll
5 Market Streat, SK17 6.JY.
Tel: 01298 24203

Iikeston, Malcs Models
1 Narthgate Street, DE7 8FR.
Tel: 6778 689 6807

Matlsck, Shawes Ld
B Bank Aoad, DES 3A0.

Tel: 01629 582482

Exmouth, Collett’s Models Of Exmouth
BB Albion Street, EXB 1JL.
Tel: 01395224608

liewton Kbbot, Bekra Models
91 Queen Street, TO1Z ZBG.
Tel: 01626 349884

Cullompton, Neana's Tay Chest
62 Fore Street, EX15 TLB.
Tel: 01884 833317

Dartmowth, W.6. Pillar and Ca.
1 Lower Straat, TOG BAN,
Ted: 01803 832139

Evater, Khaos Bames Lud
172 Sidwell Street, EX4 6RH.
Tel: 01392 680 2397

IHracombe, Nudos BMX Ltd
9%9a High Street, EX34 9NH.
Tel: 01271 862 472

Hingsbridge, The Trading Post
31 Fore Street, TO7 1PG
Tel: 01548 852923

Newton Abbot, Traga Mills
Liverton, TQ12 60
Tel- 01626 821111

Ditery St. Mary, Moving Fictures
3A Sibver Street, EX11 108.
Tel: 01404 812774

Paigmton, Paigaton Model Shop
60 Hyde Road, T4 5BY.
Tet: 0803 555842

Plymosth, Giants Lair

46-49 Faraday Mill Business Park, Faraday
foad, PLY OST.

Tek: 01752 220075

Plymosth, Antics Model Shop
30 Royal Paradle, PL1 10U,
Tel: 01752 221851

Plymouth, Kimrif Models
28 Ridgeway, FLT ZAL.
Tek 01752 511999

Tavistock, Games and Computers
23 Merket Street, PL1S DHR.
Tek: 0182 2664 6288

Tavistock, Raleidoscope
37 Brook Street, PL19 OHE,
Tek: 01822 615236

Teignmouoth, Jackmans Toybox
94 Teign Street, TO14 BEA.
Tel: G1626 TAAT55

Tiverton, Banburys Dept Stores
1, 3 &5 Gold Street, EX16 600
Tel: 01884 252027

Tatnes, Toyday Toyshop Lud
71 The High Street, TQ3 5PB.
Tel: 01803 840503

DORSET

Bridport, Frosts Taymaster
34 West Street, DTG 30F
Tel: 01308 422271

Christcharch, Simple Miniatura Game
Unit 3 Rear of 60 Bridge Street, BH23 166,
Tel: 01202 489721

Dorchester Durchester Toys
South Street, D71 1BY.
Tel: 01305 780601

Gitlingham, Met Play
School Lang, SPB 40N,
Tel: 01747 228 287

Iytehett Minster, Things 2 Do Toys And Pules
Unit 1-+2 The House, The Courtyard Craft
Centre, BH16 GBA_ Tel; 0120 2520943

Reybeigh, Bamerz Nens

Sthaftsbury, The Toy Box Dorset Lid
59-61 High Street, SP7 BJE.

Tel: 01747 850877

Swanage, Nigel Wells Design Servicos Lul
15-17 Institute Road, BH19 18T,
Tel: 01928 426046

Wareham, Vartex Wargames
46 Hofton Fload, BH1G BLT.
Tel: 01202 580 474

Weymonth, Howleys Toymaster
5 Frederick Place, 074 8HO.
Tel: 01305 779255

ESSEN

Braintree, Blast Miusic

B4A High Stret, CM7 1JP
Tel: 01376 050 807

Bumbam on Crouch, FlairRai
Unit & & 7 Springfield Mursery Estate,

CMO BTA.
Tel: 01621 786198
Clactsn On Sea, Clacton At & Craft Contre

43 Jackson Foad, CO15 1A,
Tel: 01255 436346

Clacten Ou Sea, Chaos
108 Station Road, CO15 1TW.

Calchestes, 4TK Gaming
20 Davy Close.
Tel: 01206 BG1 549

Calchester, Mankim Wodels
213 Shrub End Road, CO3 48N,
Tel: 01206 574 929

Harlow, Marquee Madels
Unit 71, The Harvey Centre, CM20.1X5,
Tel: 01279 423334

Honitan, The Horiton Toy Skiop
B85-87 High Streat, EX14 1PG.
Tel: G140 443 741

Horncherch, Tole Haven

30 Roneo Comer, RM12 4TN,
Tel: 07708 475051

Iiford, Miniature Empire

347 Eastem Avenue, [GZ SNE,
Tel: 0207 996 3008

Rayleigh, Gamers Nexus
12a Station Road, 556 THL.
Tel: 07875 957506

Saffron Walden, Game On
30 High Street, CB10 18X,
Tel: 01799 506022

Southend, K & M Art Supplies Ltd
1 Queens Road, $S11LT.
Tel: 01702 435 196

GLOUCESTERSHIRE

Chettenham, Dodwells Ltd
168 Bath Road, GLS3 TNF.
Tel: 01242 210 633

Chipping Sodbury, Purple Parrat
51 Broad Straet, B537 BAD.
Tel: 01454 323332

Cirencester; Brandywine Books X
4 Svan Yard, West Market Place, GL7
ZHH

Tel: (11285 658 197

Bourton On The Water, Bowrton Model Raitway
Box Bush, High Straet, GL5A ZAN.
Tel: 01451 B20686

Straud, Antics Model Shop
49 High Street, GL5 1AM,
Tel: 01453 765 920

Stroud, Pink Planet Games Exchange
22 Merrywalks Shopping Centre, GLS 1RR
Tel: 01453 755 555

HAMPSHIRE

Aldershot, The Games Shop
G Wallington Street, GU11 102
Tel: 01252311443

Altan, Kiton Mede Centre
Ta Mormandy Straet, GLI34 100,
Tel: 01420 542244

Amdover, Andaver Toys
20 Chantry Cantra SP10 LK,
Tel: 01264 362263

Feet, Fleet Toys
195 Fleet Road, GU15 3BL.
Tel: 01252 613939

Fardingbride, All The Coul Stuf
64 High Street, SPE 1AX.
Tel: 01425 650695

Easport, .0 Boshs and Wargamas
111 Stoke Road, PD12 1LR.
Tek: 07968 454855

Havant, The Bunkor Games
37 Market Parade, POS 1FY.

Lymiagtos, Toys of New Mifton
71 Station Read, BH25 GHY.
Tel: 01425 617805

Thrills
Unit 3 Central Market, Scarrats Lane, -
PO30 1R
Tel: 01963 530570

Petershield, Acattemy Arts and Crafts Centre
2 Winton Road, GU3Z 3HA.
Tel: 01730 261 G42

Ringwaiod, Toys of Ringwood
B, Tha Furlong, BHZ4 14T,
Tel: 01425 479444

Bomsey, Renndatinat

17 The Hundred, $051 8G0.
Tel: 01794 512145

Ryde. The Sports & Model Shop
9 Union Street, P03 207
Tel: 01983 563636

Shanidin, The Sparts and Model Shop

68 - 71 Riegent Street, PO37 TAE,
Tel: 01983 866824

Southampton, Beb and Sue's Models
2 Beaulieu Road, Dibden Pulieu, $045 4PT,
Tel: 02380 844550

Southsea, Southsea Models
69 Albert Road, POS 256,
Tet: 02392 733208

Watedoaville, Debbins News.
144 Park Avenue, Purbrook, PO7 GHF.
Tel: 02392 251 780

HEREFORDSHIRE

Hereford, Hereford Model Shop
4 Commarcial Road, HR1 ZBB,
Tel: 01432 352 809

Ledbary, Little Shop of Wanders
44 Bye Streat, HRE 2AA.
Tel: 01531 632206

HERTFORDSHIRE

Berkhamsted, Hamlins of Berkhamstead
33 Lower Kings Road, HP4 2AB,
Te: 01442 864642

ord, Lost Ark Games
37 High Street, G2 SAD.
Tel: 01763 448414

Cheshant, Creative Thinking
10 Newharm Parade, Calege Road, ENB

BNU.
Tel: 01992 622333

Harpenden, Loma's
4a Piggotshifl Lane, ALS 1LH.
Tel: 01582 769204

Hatfield, Cuthborts Toys
55 The Galleria, Comet Way, ALT0 DXR.
Tel: 01707 273 228

Letchworth Barden City, A + M Motorcycles Ltd
1 Diamond Industrial Centre, Warks Road,
SGE TLW. Tel: 01462 483 211

Letchworth Garden iy, Cuthbiert’s Tops
713 Easteheap, 565 3DA.
Tel: 01452 3BE030

HENT

Broadstairs, Expressions of Broadstairs
B5-87 High Street, CT10 1JL
Tel: 01843 601620

Ashbonl. Kids Stuff
114 Cnuntv Square Shopping Centre,
TNZ3E 1AB

Tel: 01 233 610200

Ashiord, Xpress Games
2 Chapel Mews, North Street, TN24 BJN,
Tel: 01233 621710

Del, Jaha Roper
kY Hm Street, CT14 6TE. Tel: 01304
36140

Duver, Xpress Game:
37 Biggin Street, [‘.TIE 1BU.
Tek: 01304 449358

Falkestene, Xpress Games
Uit 2 Town Walk, CT20 2AD.
Tel: 01303 488474

Falkestanz, Penkraft (Rent)
304 Cheriton Road, CT19 4D
Tel: 01303 279292

Gravesend, Stamps and Hoblies
A5 High Street; DA11 DAY,
Tel: 01474 534166

Hythe, Apple-Jax
156b Hagh Street, CT21 SJU,
Tel: 01303 262602

Maidztane, No Man's Land
Unit 3 Com Exchiange, MET4 1HR

Margate, Phoenix Fantasy
206 Morthdown Road, CT9 200,

Ramsgate, Groovy Frog
AL York Street, CT11 808,
Tel: 0184 359 5177

Rochestes, Rochester Games & Models
123 High Street, MET 1JT.
Tel: 07952 230918

Savenoaks, Manklows
44 Seal Road, TN14 5AR.
Tel: 01732 454352

Sevesoaks, J H Lorimer (Sevensaks)
Tda High Street, TN13 1JR.
Tel: 01732 452840

Sittingbourne, Nickel Boaks

22a High Street, ME10 4PD.
Tel: 01795 428546

LANCASHIRE

Ashiton-Under-Lyne, Rewind Collectables and
Games

10 Wallington Street, OLE A,
Tel: 01613 356 116

Lancaster, Warmaonger Miniansres

The Assembly Rooms, King Street, LAT
TJN.

Tek: 07585 667666



Blackburn, Batcave
48 Northgate, BRZ 1L,
Tel: 254 GET48E

Blackburn, Mercers Toys
47 Oarwen Street, BB2 2BL
Tel: 01254 681407

Blackpool, | Callectables
BE-70 Bond Strest, FY4 1BW.
Tel; 01253 403839

Bolton, 8.J Racing
21 Daisy Hall Drive, BLS 254,
Tel: 01942 386790

Buitan, The Portcullis Wargames Emporium
8 White Lion Brow, BL1 4AD.
Tel: 01204 772522

Burnley, Battlezone One
Unit 1 Halls Street, BB11 10
Tel: 01282 416 161

Buraley, Compendium

First Chaice, Unit 2, Cavour Streat,
BB12 0BQ.

Tel: 01282 457060

Burnley, Games Arema Lid
§ 8t James Street, BE11 10L,
Tek: 01282 416 161

Clitheroe, Cowigills of Clitheroe Lid
4 - 6 Market Place, BE7 204,
Tel: 01200 423587

Calne, West End Moded Ceatre
113 Mlbert Road, BES 0BT,
Tel: 01282 867711

Fleetwood, The Mode! Exchange
1 Woad Street, FY7 7PX.
Tel: 01253 874247

Leigh, Storktown Limited
35 Silk Street, WNT 1AW,
Tel: 01942 671116

Ormekirk, Taylors of Ormskirk
21-25 Moor Street, L35 204,
Tel: 01695673516

Preston, Warthy Wargaming Limited

58 Lancaster Road, PR1 10D,
Rumsbottom, Clark Erafts

Empire Works Railway Station, 5L0 9AL.
Tel: 01706 826479

LEICESTERSHIRE

Ashby-De-La-Touch, Shellbraok Tays
Ta Market Street, LESS 1AF
Tel: 01530 412185

Ashby-De-La-Zouch, Steve’s Models
Bullens Court Yard, Mill Lane Mews,
LEBS THP: Tel: 01530 416 B27

Coalville, Mad 4 Callectables
113 Belvoir Road, LEGT 5BS,
Tel: 01153 0588 033

Hinckley, Game World
18 The Borough, LE10 1NL.
Tel: 01455 617 600

Leiceste, Table Top Tyrant
B6b Bedford Streat South, LET 3R,
Tel: 0116 2533954

Market Harborouyh, Quinss
3 Crowns Yard, High Street, LE16 TAF,
Tel: 01858 432313

LINCOLHSHIRE

Bourne, Paint A Fot Place
31 West Straet, PE10 9NB.
Tel: 01778 420409

Gainshorough, D L Gilts
10 North Street, DNZ1 2ZHP.
Tel: 01427 238 263

Erantham, A1 Hobbies Ltd
INGE1 OSE.Tel: 01476 579393

Grantham, W Boyes & Co. Ltd Grantham
12 High Street, NG31 6PN,
Tel: 01723 582 181

Grimshy, W Boyes & co. Grimshy
221 - 229 Freeman Street, DNZ3 90W.
Tel: 01472 358 568

Herncastle, Toy Castle
11 North Street, LNS 5ER,
Tel: 01507 523 572

Scunthorge, f A Models

182 Ashby High Street, Ashby, ON16 2J8,

Skegness, Warlords of the Coast
171 Roman Bank, PE25 1RY.
Tel: 01754 763886

Skegness, The Model Shap
15a High Street, PE25 30y,
Tel: 01754 763429

Spalding, Mazans Models
20 New Road, PE11 100,
Ted: 01775 722456

LONDON

Barnett, Toys Toys Toys
134 High Street, EN5 5X0.
Tel: 0208 4490356

East Sheen, Pandemonivm
125 Sheen Lane, SW14 BAE.
Tel: 0208 8780866

Finchley, Loisure Games
100 Ballards Lane, N3 20N,
Tel: 0208 346 2327

Harrow, Toy Galaxy
178-180 Station Road, HAT ZRH.
Tel: 0208 4240300

Lomdon, Dark Sphere
57 York Road, SE1 7M.
Tel: 0207 9287220

Pinnes, Eds Party Pieces Lul
17 Love Lane, HAS 3EE,
Tel: 208 8660328

Ruisfip, John Sanders Stare No 385
77-79 High Street, HA4 8J8,
Tel: 01895 634848

Staines Upon Thames, The Missing Goek
1Z Church Street, TW1B 4EP
Tel: 01724 557 007

Surbitom, Heroes and Legends Gamers [nd
289 Ewell Road, KT TAB.
Tel: 0203 2580054

MANCHESTER

Manchester, Fanhoy Three Lid
17 Newton Straet, M1 1FZ,
Tel: 01422 378532

MERSEVSIDE

Brimstage, Wargame Stors
Brimstage Hall Courtyard, CHEZ §JA.
Tek: 0151 3421233

Liverpool, The Scythe and Tea Cup Gamer Cafe
G1a Kempston Street, GU3 7PB.
Tel: 01512 981665

5t Helens, War and Hobby
22 Cooper Street, WA10 280,

St Helens, Scot Rock Hobhies
Unit 7 Junction Lane, Suttan, WAS 3.
Tel: 07512 098742

HORFOLH

Dereham, Stadings Toymaster
10 Wrights Walk, NR19 1TR.
Tel: 01262 697769

Gorlestan, Boundless Realms
7 Baker Streat, Great Yarmouth, NR31 60T,
Tel: 07786 727 490

Great Yamauth, Platfarm 1 Model Shog
73 Victaria Arcade, NR3D 2N,
Tel: 01493 843258

Great Yarmouth, Kerrisons
21 King Strest, MR30 2NZ
Tel: 01493 853 891

Holt. Sterfings-Toymaster
12 High Street, NRZS SN,
Tel: 01263 11310

Hantztantan, The Pavillian Taymaster
17 The Green, PE36 SAH.
Tel: 01485 533108

Horwich, Langleys
Wendover Road, Rackheath Ind Est,
NE13 BLH. Tel: 01603 621959

Worwich, Kerisons
353 Aylesham Road, NR3 2RX.
Tel: 01603 434008

Sheringham, Starfings Toymaster
31-33 High Street, NRZE 803,
Tel: 01263 822368

HORTHANIPTONSHIRE

Horthampton, Wargames Workshop
3a Abington Square, NN 4AE,
Tel: 07931 775263

Rushden, Osherna Sparts & Toys
118 High Streat, NN10 OPE.
Tel: 01833 312415

Wellinghorongh, Software Seller
17 Sibver Street, NN 180,
Tel: 01933 440861

NOTTINGHAMSHIRE

Arneld, W Boyes & Co Ltd
61-63 Front Street, NG5 7EB.
Tel: 01158 260106

Wlansfield, The Games Emporium
Handley Arcade, NG18 1NO,
Tel: 01623 640022

Mansfield, Dreamlike Gaming Ltd
Unit 45 Black 7, Did Mill Lane Industrial
Estate, NG19 9BG. Tel: 0162 361 1112

Newark, Access Models
43-45 Castle Gate, NG24 18E,
Tel: 01636 673116

Retford, Bookwarm
1 Spa Lane, ON22 GEA,
Tel: 01777 869224

Shirebraok, Prints Charm-ing
2 Patchwork Raw, NG20 BAL.
Tel: 01623 744 935

West Bridgford, Inspirations
18 Central Avenue, NG2 5GR.
Tel: 0115 9821200

OKFORDSHIRE

Banbury, Trinder Bros Lud
2-4 Broad Street, 0X16 5BN.
Tel: 01295 262546

Bicester, Bicester Toys and Mursery
B6 - 68 Sheep Street, OXZ6 BJW,
Tel: 01869 323946

Carterton, Giles Sporis, Toys & Cycles
1 Alvescot Road, OX18 3L,
Tel: 01993 842396

Chipping Norten, Harpers
{Home and Garden) Lid

29 - 30 High Street, 0X7 540,
Tel: 01608 642 832

Dxford, Boswells Toymaster
1-4 Broad Streat, DX1 346,
Tel: 01865 241249

Witney, Dentons
1 High Strast, 0328 GHW.
Tal: 01993 704979

SHROPSHIRE

Domnington, Sanda Games
4 Albert Place, TF2 8AF
Tel: 01952 676722

lewport, Choicebuster
71 High Street, TF10 74U,
Tel: 01952 814354

Dswestry, Marcher Toys and Hobbies
7-9 Lag Street, SY11 2ML,
Tel: 01691 654535

Shrewshury, Totally Games Lid
26 Clairmont Street, SY1 106,
Tel; 01691 688994

Wellington, Duesting Knight Games
6 Old Bakery Row, The Parade, TF1 1PS,
Tel: 01952 817747

SOMERSET

Bridgwater, Insane Games
7 East Quay, TAG A7,
Ted: 01278 433554

Burnham On Sea, 6., Hurley
27-29 High Street, TAR 1PA.
Tel: 01278 789281

Clevedon, Insane Cames
15 DId Street, BSZ1 6ND.
Tel 1275 871612

Frome, Frome Maodel Centra
2 Catherine Street, BAT1 10A.
Tel: 01373 465285

Midsomer Norton, Signals
Unit 8, Holly Court, High Street, BA3 208,
Tal: 01761 402484

Minehead, Daisy Chain
10 Park Street, TAZ4 SNOL
Tel: 01643 706 578

Portishead, Careys Home and Garden
17 High Street, BSZ0 BAE.
Tel: 01275 398930

Somerton, Sumertan Hobbies
Unit 4, Half Moon Park, TAT1 600,
Tel: 01458 273755

Street, lnsanz Games
Unit 8 Crispin Centre, BA16 OHP
Ted: 01458 441443

Taunton, Hatcher & Sons Ltd,

Unit 35, Tha Monarch Centre, Off Venture
Way, Priorswood, TAZ 8RX.

Tel: 01934 622141

Taunton, Krachers
5 Bath Place, TA1 4ER,
Tel: (1823 335057

Wells, Insane Games
2 5t. Cuthbert Street, BAS 2AW,
Tel: 01748 679911

Weston-Super-Mare, T Games Limited
21-23 Meadow Street, 8523 100
Tel: 01934 429959

Yeovil, Aomic Comics & Games
Unit 1, Glovars Walk, BA20 T1LH,
Tek 01935 432 639

STAFFORDSHIRE

Burton On Trent, Mideo Teys {Tay Planet)
169 High Street, DE14 1JE.
Tel: 01332 247734

Cannock, Cooks Newsagent
54 Market Street, WS12 1AG.
Tel: 0154 3472 647

Fenton, Guys That Game
301-303 City Road, ST4 204,
Tel: (2081338048

Leek, Did Skoal

Unit 10, Smithfield Centra, $T13 500,
Tek 01538 383 161 (07536106627}
Lichfiedd, Digital Dragons

15 Lombard Strest, WS13 607,

Tel: 07941 637793

Lichfield, Titan Games Ltd
5 Bore Street, W513 6LJ.

Longton, & N Minkature Models

#1 Commerce Street, Longton, $T3 TN,
Tel: 01762 321 790

Newcastle Under Lyme, Tha Games Pad
3 York Place, $T5 2AH.
Tel: 01782 660 343

Rugley, A.E Wargaming
Unit 16 A/, 14-16 Brawery Street,
W515 Z0Y,

Stafford, Stafiond Games
Unit L, Tolgate Drive, ST16 2HS,
Tel: 01785 255577

Stafford, Too Fat Goblins.

Unit 3, The Colonade, East Gate Street,
ST16 2NQ.

Ted: 01785 244499

Stoke on Treat, Big Bayz Toyx
Station Roed, Barlaston, ST12 90H,
Tel: 01782 372 M4

Wombowrne, Maypole Toys Lid
4 Maypale Street, WVE 38,
Tel: 01802 895 770

SUFFOLK

Beccles, Toy Box
32 New Market, NR34 9HE,
Tel: 01502 712785

Bury St Edmunds, Starfings Teymaster
B2 Cornhill, IP33 1BE.
Tel: 01284 761546

Falixstowe, Wizards Warkshop
14 Undercliff Road West, IP11 2AW.
Tel: 01394 277233

Leiston, Acecem Salutions
14 Sizewell Road, IP15 4AB.
Tel: 01728 830 630

Lowestaft, Annatar
152 London Road North, NA3Z THB.
Tel: 11502 513477

Newmarket, Moons Topland
85 High Street, CBE BUG.
Tel: 01638 663147

Stowmarket, D). Collectables
37 Ipswich Street, IP14 1AH,
Tel: 01448 771015

Sudbury, Tinetty's Tays
23 Gaol Lane, COT0 1JL.
Tel: 01787 372 238

Woodbridge, Taytown
8 Church Street, IP12 10H,
Tel: 01394 383170

SURREY

Camberley, HabbyToyShap

32 Obelisk Way, GU15 356
Tel: 01276 682473

Cabbam, Funtasia

3 Oakdene Parade, KT11 2LR.
Tel: 01932 867374

Cranlzigh, Enchanted Wood,

Unit 8, Building 19 Dunsfold Park, GUS 8T8,

Tel: 01252 722222

Croyden, Gordons Tey amd Stationary
255a Lower Addiscambe Road, CRO §RD.
Tel; 0208 6543389

Creydon, Heroes and Legends Gamers Ltd
25-27 5t Gearges Walk, CRO 1¥H.
Tel: 0208 686 6086

Famham, Games Pod Computer Games
10 Downing Street, GUS 7PB,
Tel: 01252 727563

Godalming, The Classical Game Shop
10 Church Street, GUT 1EH.
Tel: 01483 416786

Euildford, 15t Class Compaters Ltd
61 Faitlands Avenue, GU3 3NB.
Tel: 01483 511 551

Oxted, JH. Lorimer L1d. (Oxted)
128-131 Station Road East, AHE DDA,
Tel: 01883 715305

Sutten, The Games Shop
51 Stonecot Hill, SM3 9HJ,
Tel: 02035 446660

SUSSER

Brighton, Daslaught Games
1 Hove Park Villas, 0X10 DEW.
Tel: 07927 963841

Burgess Hill, Kid's Stuft
16 Market Place, RH15 GNP
Tel: 01444 257724

Burgess Rill, Woaty's Mudels & Collectables
Unit 20 Market Place, RH15 GNP
Tel: 07796 842 422

Bagnor Regis, Wicor Models
4 The Pracinct, PD21 588,
Tel: 01243 837941

Chichester, its Stoff
53 South Street, P09 105,
Tel: 01243 738055

Chichester, Shefl Toys & Gilts
High Street, East Withering, POZ0 881
Tel: 01243 672353

East Brinstead, Martells of Sutton
Queans Road, RH19 1BE.
Tel: 01342 312303

Hastings, Hastings Habhies
19 Robertson Street, TN34 THL,
Tel: 01424 200021

Haywards Heath, Clarke's
106-108 South Road, AH1G 411
Tel: 01444 457551

Horsham, Battloquest Cames
28 Carfax, RH12 1EE,
Tel: (1403 242003

St. Leonards-On-Sea, Silverhill Models & Toys
383 London Road, TN37 GPA.
Tel: 01424 431133

Uckfield, Kid's Stuff
2 Bell Walk, TN2Z SD0L
Tel: 01825 768393

TYNE AND WEAR

Gateshead, Graham's Wuerkshoppe
Unit a16 Stonehills Business, Complex,
Pelaw, NETD OHW. Tel: 01914 650745

Huughton Le $pring, The Bamers Dutpast
Enterpise House, Philadelphia Lana,
DHE 8JW. Tel: 0191 3852030

MNeweastle Upen Tyne, Travelling Man
43 Grainger Street, NE1 SJE.
Tel: 01912 614993

liorth Shiefds, .. Gladsten and Son Ltd
99 Bedford Street, NE29 60.J.
Tel: 01812 570335

Sunderland, Cologseumren
21A Derwent Street, SRT 3NU,

WARWICKSHIRE

Alcester, Dur Place
4 Swan Street, B49 50P
Tel: 01789 766755

Bedwarth, Fun Fancy Dress Lid
7 - 8 All Saints Square, CV12 8LP
Tel: 02476 313111

Leamington Spa, Avon Toys
T7-79 Warwick Street, CV32 4RR.
Tel: 01926 339 920

Muneaton, Heart of England Ceop Society
22 Abbey Streat, Nuneaton, CV11 5BU.
Tel: 02476 382331

Rughy, Joto Raflways and Models
T Lawrence Sherifi Street, CV22 GE,
Tel: 01748 562372

Rughy, Shadow Games Ltd
66 Church Street, CV21 3PT,
Tel: 07788 794 3151

Warwick, Shakespeares News
26 Shakespeare Avenue, CV34 BJR.
Tel: 01926 491 259

WEST MIDLANDS

Coventry, Amties Model Shop
1A City Arcade, CV1 3HX,
Tel: 0247 6551155

Coventry, Escape Games Lid
4 City Arcade, CV1 3HW.
Tel: 02476 559 079

WILTSHIRE

Chippenham, Tharntans at Signature
Borough Parade Shopping Cantre, 72
Borough Parade, SN15 WL

Ted: 01249 463100

Devizes, Devizes Toys
29-30 Maryport Street, SN10 1AG.
Tel: 01380 723841

Melksham, Gamingalore
Ta Bank Street, Mefksham, SN12 6LE.
Tel: 01225 700754

Melksham, The Toyshop
11 Bank Streat, SN12 6LE.
Tel: 01225 703204

Swindon, Spat On Models & Games
49 Fleet Street, SN1 1RE.
Tel: 01793 617 302

Trowbridge, The Toy Shop Trawhridge
Castle Strest, BA14 8AS.
Tel: 01225 768415

Warminster, Piak Pranet
31 High Street, BAIZ 3AG.
Tel: 01985 212555

Westbury, Triple Helix Wargames
3 Commerce Business Centre, Commerce
Close, BAT3 4LS. Tel: 01373 B55380

WORCESTERSHIRE

Blackminster, Evesham, Total Wargamer
Cadbury Courtyard, Blackminster Business
Park, WR11 7RE,

Tel: 01386 513013

Droitwich, Toywarld
21-23 High Street, WRA BEJ.
Tel: 01905 772403

Headless Cross, Hobhy Hat
100 Rectory Road, B97 4LJ.
Tel: 01527 540840

Pershore, Plumz Ltd
38 High Street, WR10 1EL.,
Tel: 01386 555002

VANLUITE NMAAIACRIE amsa



Worcestes, Worcester Wargames Ltd
2 Hopmarket, WR1 10L
Tel: 07816 058 640

VORKSHIRE

Barnsley, Janco Toys
51 Park Road, Worsbrough Bridge, 570

SAN.
Tet: 011226 208654
Bedale, Goldea Tortise

1 Sussex Street, Bedale, DHE 2AN,
Tel: 01677 423233

Bridlingtan, Darkstar Gaming
35A Quay Rozd, YO15 2AR.
Tel: 07845 656 504

Bridiington, W Beyes & Co Ltd Bridlingtan
29 King Street, Y015 20N,
Tel: 01262 609 111

Cleckheaton, The Craft Shop
12 Northgate, BD19 5AA.
Tel: 01274 874 899

Denbry Dale, Springfield Hobbies
367 Wakefield Road, Huddersfield, HD®
BRE

Tel; 01484 B60 085

Driffiedd, Sokefls
52-53 Midelle Street Sauth, Y025 EPS.
Tel 01377 262101

Filey. Beachcomher
35 Belle Vue Streer, Filey, Y014 SHU.
Tel: 01723 514434

Goale, Hall's Music
21 Pasture Road, D14 6BF.
Tel: 01405 764191

Halifax, Halifax Modellers Worid
55 The Arcade, HX1 1RE.
Tel: 01422 349157

Huddersfield, Something Wicked
1 Waad Street, HO1 18T
Tel: 01484 550226

Hall, Archeron Games
35 George Streat, HUT 3BA,
Tel: 01482 221011

MHeighley, Sabre

Wargames
The Trading Post, 25 Kirk Gate, B020 0AJ.

Tel: 07794 010 760

IBkety, W Boyes & Co Lud Iikley
3 Raitway Road, 1529 8HO.
Tel: 01343 601344

Leeds, Millensiom Models
67 Queen Street, Morley, LS27 BEB.
Tel: 0113 2189285

Leeds, Patriol Games Leads
Unit 4 Citispace, 11 Regent Street, LS2
70

Te: 01132 433 352

Leeds, Travedling Man
32 Central Road, L51 6DE
Tel: 01132 436 461

Northallerton, Chips Northallerton
Zotiand Street, LG THA.
Tol: 01609 777612

Pickering, Trafl Blazer Dutdoors
17 Market Place, YO1B 7AE.
Tal: 01737 474672

Richmond, Fisklagate Tea Rosm
5a Finkle Street, DL10 404,
Tel: 01745 826801

Scarbaroagh, W Boyes & Co Lid Scarborough
(hween Streat, Y011 1HS.
Tel: 01723 375331

Scarboreugh, Space Myth and Magic
38 Eastborough, YO11 THIL
Tel: 01723 501821

Shefficld, Wargames Emporium
Workshep 8 Orchard Sguare, 51 2FB,
Tel: 0114 2754826

Sheffeld, Outpost Wargames Lni
30 Fumival Gate, S1 40P
Tel: 01142 752172

Sheffield, Impact UK
63 Laughtan Road, Dinnington, $25 2PN,
Ted: 01908 560273

Sidptan, Craven Medel Centre
Unit 3 Maount Pleasant, High Street,

D23 102,
Tel: 01756 794819
Whithy, W Boyes & Co Ll Whithy

Station Square, Y021 10U,
Tel- 01947 604403

Whithy, John Anderson — Toymaster
4 Bridge Street, Y022 486,
Tel: 01947 602213

York, Travelling Man

54 Goodram Gate, Y01 TLF
Tal: 01334 236 461

Tark, W Bayes & Go Ld York
35 Goodramgate, Y01 718,
Ted: 01904 610680

ISLE OF MAN

Port Erin, The Rowan

3 Balmoral Buildings, The Promenade,
M3 GAG. .

Tel: 01624 §34 686

132 WHITE DWARF

THE CHANMNEL ISLANDS

Guemsey, Carousel . .
36 Commerciel Arcade, St Peters Port,
GY11LB. Tel: 01481 721721

Saint Sampson, Aladdia's Cave
Le Canus Road, Capelles.
GY2 4LLL Tel: 01481 728 469

St Helier, Bambala Toymaster
6 The Parade, JE2 30P
Tel: 01534 722 489

NORTHERH IRELAND
Ballymena, Camerons

23 Broughshane Street, 8T43 8EB.
Tel: 02825648821

Banbridge, Reger's Toymaster
7 Bridge Street, Banbridge, BT32 3TL.
Tel: 016206 22225

Bangar, Replay Games
97 High Street, Bangor, Dawn, BT20 580,
Tel: 02891 452210

Belfast, Modelshop Belfast

Unit 20 Boucher Retail Park, Boucher
Crascent, BT12 6HU,

Tel: 02850 260 853

Belfast, Nerdtopia Caffes Limited
86 Stranmillis Road, BT9 SAD.
Tel: 07955 016570

Caleraine, Tahletop Craft
ZZA New Row, Co. Londonderry, BT52 1AF.
Tel: 0784 041 3823

Derry, Comics and Collectables
Level 2 Richmand Centre, Shipguay Strest,
ET48 6PE.

Enniskeillen, Modeklers Corner
22 Darling Street, Enniskillen, BTT4 TEW.
Tel: DZRES 322367

Larne, The Black Kmight Gaming Centre Ltd
Unit 31 Ledeom Industrial Estate, BT40

Hewcastle, Smyths Newsagen
12 Railway Streat, Co. Ouwn, BT33 DAL
Tel: 02843 722 Ta2

Wewtownards, Korth Down Wargaming Centre
Ground Floor, Unit 2, Jubilee Road, Ca.
Down, BTZ3 4 YH. Tel: 07934 396 B85

Portadewn, Rogers Toymastar
& Mandeville Sireet, Co. Armagh, BTE2

3N,
Tel: 02638 350 858
SCOTLAND

Aheyne, George Strachens Lud
Main Road, AB34 5HT.
Tel: 01339 886 0RO

Angus, Mac's Model Railroating
4-8 Reform Street, DDB 4BS.
Tel: 01575 572397

Baltach, Loch Lomond Hews Lid
Unit 341 Loch Lomond Shores, Alexandria,
GBS BOL. Tel: 01389 756 566

Banchary, Nano Toy Shap
Shop 2, 77 High Strect, AB31 5TJ.
Tel: 01330 824545

Callander, James Bayne Fishing Tackle Shop
76 Main Streat, FK17 BED.
Tel: 01877 330218

Bunbar, Lothian Computers
98 High Street, EHIZ 1.J.
Tek: 01368 864 500

Dunfermiine, Abbey Wotels
2 May Gate, Dunfermiing, KY12 TNH.
Tek 01383 731116

Dusfermiine, Walkers Opticians

Maray Way MNorth, Dalgaty Bay, KY11 9NH,
Tek 01383 821688

Edinburgh, Marionvilie Models
42 Turn Hause Road, EHT2 BLX.
Tel: 0131 3177010

Edinburgh, Toys Galare
193 Morningside Road, EH10 40P
Tel: 01314 471008

Edinturgh, s To Hit
101 Laiistan Place, EH3 948
Tel: 0131237 2310

Falkirk, The Wishing Well Fatkirk
10.Lint Riggs, FKi 106,
Tel: 01324 534 547

Galaskiels, Border Computing
94 Oyerhaugh Steet, TD1 10P,
Tel: 0195 750 536

Glasgow, A Tays

Unit 154, Braehead Shogping Cenatre, Kings
Inch Road, G51 48N,

Tel: 01418 852 200

Glasgow, A1 Toys

Unit A4, Silverburn Shuppmq Centre,
Bsrhead Road, G53 6OR

Tel: 01416 812 262

Prestwick, A + H Philips
170 Main Stree, KAS 1PG.
Tel: 01292 477 693

Elasgow, Spellbisund Games
82 Bowman Street, G42 BLE
Tel: 01414 332 872

Glasgow, Static Games
31-35 Parnie Street, G1 5RJ.
Tel: 0141 5529785

Hamilton, Ink Spet
23-31 Castle Street, ML3 6BU
Tel: 01698 201311

Hedenburgh, Acorn Art

43 West Clyda Streat, GB4 SAW,
Tel: 01436 672132

Inverurie, Models Unlimited

2 Morth Street, ABS1 3X0.

Tel: 01467 672277

Jubnstana, Quay Hobby Stare
Unit 14 Vulean Works, Fioor Street, PAS

BPE.
Ted 07847 092772

Wirkcadbbright, Sohway Bosks
14 5t Cuthbert Street, DGE 4HZ,
Tel: 01557 330635

Wirke:aldy, MinMAX Games
55 Alison Street, Fife, KYT 17T,
Tel: 07952 443 753.

Kirkmewton, Potter Around
Overton Farm, Midlothian, EHZ7 0D,
Tel: 01506 238961

Largs, Bus Stop Tay Shap Ltd
23 Irvine Road, KA30 BHR.
Tel: 01475 689832

Mumey Erampian, Junners Toymaster
57-615outh Street, Elgin, V30 142
Tel; 01343 542492

Dban, Alba
& Albany Street, PA34 4AR,
Tel: 01631 563645

Orkney, Cycle Orkney
Tenkamess Lane, KW15 1AQ,
Tel: 01856 875777

Paisley, Puislay Model Ceatre
80-82 Arulesten Road, Paisley, PAT 3TS.
Tel: 01413 894221

Perth, The Gamers Pad
1 York Place, PHZ BEP.
Tel: 01738 442836

Rothesay, Bute Bargains
65-67 Mantague Street, PAZ0 981,
Tek: 01700 505 656

Shethand, Harrys Dept Store
Esplanade, ZE1 OLL,
Tel: 01585 633097

Stanchaven, Toacan Teys
19 Allardice Strest, AB39 2B5.
Tel: 01569766333

Thursa, Dumans.
2 Sir Johns Square, KW14 TAN,
Tel: 01847 893169

WALES

Abarbargoed, ¥alley Craft Lid

Unit 21 Bowen Industrial Estate, Mid
Glamargan, CFE1 SER

Tel: 01443 758002

The Alhatross
29 Pier Street, SY23 2LN
Tel: 01970 6178236

Barmowth, Robby, Modol & Game Shop
2 The Arches, King Edwards Straet,
Gwynedd, LL4Z 1AD.

Tel: 07898 861012

Cardiff, M Mac's Magical Emporium Lid

Unit 7 Codas House, 52-60 Mesthyr Road,

Whitchurch, CF14 10
Ted: 02920 020251

Cardiff, Firestorm Games
8 Trade Streat, Penarth Road, CF10 500,
Tel: 02820 2271117

(Canfigan, Awen Teifi
23 High Street, Cardigan, SA43 1JG.
Tel: 01239 621 373

Camarthen, Zapi Comix
2 Albion Arcade, Blue Street, SA31 348,
Tel: 01267 220 709

Delgelian, Waterion
Studio 1, Bridge Street, LLAD 1AL,
Tel: 01341 423 018

Fishguard, The Card Cabin
42 West Street, SAGS 9AD.
Tel: 01346 75227

Haverfordwast, Emrys Ari Supplies
£ Market Street, Sir Benfro, SAB1 1NH.
Tel; 11437 179646

Lampeter, Lomax's.
8 Bridge Street, SA4E THG.
Tel: 01570 422539

Upadudno, Acme Games
25 Madac Street, LL30 2TL
Tel: 01492 872 707

Uanedii, JO Games
2 Vaughn Street, SA15 3TV
Tek: 01554 776 567

Uamtwit Major. Plaza Toymaster
Unit 12, Pound Plaza, CF81 10L.
Tel: 01446 794118

Caerphilly, Jot Models and Hobbies
27 Bartlatt Street, Caerphilly, CF83 1J5.
Tel: 92920 880600

Neath, Fish N Things
138 Denvor Road, Skewen, SA10 6TE.
Tal: 01792 812193

Rewport, 1-8 Models

Unit E6 New Port Indoor Market, Upper
Dock Street, NP20 100,

Tef: 01633 222287

Hewpart, Western Valley Models
1 Cresent Road, Risca, MP11 5GB.
Tek 01633 615445

Pembroke, Dragon Alley
B3 Main Street, SATt 4DA.
Tel- 01646 621456

Pembroks Dock, Crystal
18 Diamond Street, SAT2 GAH.
Tel: D146 686 037

Pencoed, Ricko Craft
3 Penybont Road, Mid Glamorgan, CF35

5PY.
Tek: 02320 022 725

Poatypridd, Sugar and Spice
The Arcade, Church Street, CF37 2TH.
Tel: 07879 221379

Porthcawl R + R Hobibies
70 New Aoad, Mid Glamorgan, CF36 DG,
Tel: 01656 854 033

Porthmadag, Parthmadog Models
6 Bank Place, Manor Road, LL48 9AA.
Tel: 01766 830268

Rhuddlon, Rhuddian Models
Brynawe! High Street, LL18 27U,
Tel: 01745 590048

Riuyl. The: Games Exchange Ltd
131 High Street, LL18 1TR.
Tel: 01745 336644

Teaby, Clarice Toys
4 Ugpper Frog Street, SA73 7.J0,
Tel: 01834 843 453

Wielshpood, Frantline Games
18a High Street, 5Y21 7JR
Tel: 01538 590256

Wrexham, &th Planet Games
7 Trinity Street, LL11 1NH,
Tel: 01878 357 713

IRELAND N
Ashheurse, Toys & Fen Galary

Unit 21 Ashbourne Retail Park, Ballybin
Foad. Tel: 00 353 196 907 53

Cavan, Clarkes Toymaster
Unit 3 Lakefands Retail Park,
Ted: 00 353 454 372 222

Clonimel, B.8 Models
2Eb Queen Straet. Tel: 00 353 526 124 808

Dublin, Centrepaint Stores Lid
Unit 69 Dopaghmede, Dubdin 13.
Tel: 00353 1847 5309

Cark, Other Realms
Paul Street Shopping Centre.
Tel: 00 353 214 223 234

Dihlin, Gamers Warld
1 Jervis Street, Dublin 1.
Tel: OO 353 018 044 540

Dubin, Nimble Fingers
1 Dublin Read, Stilorgan,
Tel: 00 353 128 807 B8

Dublin, Tom Stanleys
Unit L1, Resemant Bus Park, Finglas,
Dublin 11.

Bundalk. Carralls Baoks
77 Park Street, Co. Louth.
Tal: G035 3428 334359

Dun Laoghaire, The War chest
Unit Z, Royal Marine Hotel:
Tel: D0353 8778 25886

Galway City, Dungeons and Benuts
The Bridge Mill, Lower Dominick Street.
Tel: 00353 915 679 30

Latterkenny, Tinoey Toys
Leck Road, Drumatios.
Tel: 00 353 745 122 314

Limerick, The Gathesing
43 Lower Gerald Griffin Street.
Tel: 00 353613 151 33

Mayneoth, Gamers Huls
Unit 1 — Geraldine Court, Doctors Lane.
Tel: B0 353 B0 466 029

Sligo, Conways Slige Bookshop
45 OConnedl Streat
Tel: 00 353 719 140 660

Thurles, Boakworm
I Pamalf Stroet: Tek: 00 353 504 22257

Tratee, Caball Toymaster
Bridge Streat, Traloe.
Tel: 00353 66 712 1847

Wicklaw, The Hoblry Hit
Unit 1 Fitz William Court, Wicklow Town.

Tel: 00 353 BB 072 706
petgiom W W

Aalst, Hermedijn
Minlenstraat 35, 9300,
Tel: +32(0)53 41 48 66

HAarschot, Top1Toys lngelbarts
rdenstraat 19, 3200,
Tel: +32 (0716 56 67 23

Eiermarkt 31a, 2000.
Tel: 4323232 66 22

MAntwerpen, Ballien Modelbowweenter
Tumhautsebaan 340, 2140,
Tel: +32 32 35 57 0B

Brugge, Papryros
Sint Pisterskerklaan 50, 8000,
Tel: +32 (050 3 1715

Brugge, Verbrugghe Modelbomy
Baron Ruzettelaan 274, 8310,
Tel: +32 (0150 32 38 72

[Deinze, What Ever
Kortrijkse Steanweg 376, 3800,
Tel: +32 (0}43 74 37 646

{ent, Het Spelgezel
Franklin Rooseveltaan 140, 8000
Tel: +-32 {0)48 5503 416

Gent, Warlds End Comics
Overpoortstraat 110, 2000,
Tel: +32 |0j92 22 05 76

Halle, Hot Spelglezior
Kiinkaert 7, 1500
Tal: +32 [0)23 56 03 07

Hallo; Mishra's Playgronad
Ninaofse Steenweg 104, 1500,
Tek: +32 (023 61 58 53

Halle, Tap1Toys Halle
Basiliexstraat 66, 1500.
Tk +32 (0]23 56 04 03

Hasselt, Dherann
Kempische Steenweg 27, 3500.
Tel: +37 {0473 67 96 90

Heist ap den Berg, RE Yulture
Industriepark B 4, 2220,
Tel: +32 |0j47 38 25 462

Hortrijk, Albion
Dooriksestraat 52, 8500,
Tel: +32 (056 32 43 07

Rraainem, UAtelier de Gegetio
Rue d'Argile 72, 1950
Tet: 021661 30 17

La Halpe, L'Atelier de Gepetin
Centre La Mszering, 1310
Ted: 02 6613015

Lewven, Speffanaat Leaven
Sint-Huberusstraat 3, 3000,
Tel: +32 {0486 73 83 24

Mechelen, Spelfanaat Mechelen
Keizarstraat 14, 2400
Tel: +32 (0152017 45

Merksem — Antwerpen, The Gamestore
Ridder van Parijs Straat 7, 2170,
Tel +32 (D133 2555 35

Dostende, King Arthar
Alfons Pigtersiaan 96, 8400,
Tel: 432 (0159 51 57 56

Reime, fhat Ever
Kortrijkse Steenweq 376, 3800,
Tel: +32 {0)49 74 37 646
Roeselare, Black Border
MNoorstraat 206, 8300,

Tel: +32 {0151 20 82 50

Vilvoorde, Boekcenter
Leuvensestraat 147, 1800
Tek: +32 [0)22 51. 20 05

Wiatermael-Boisfort, UAtelier de Gepetto
Rue Middelbourg 58, 1170
Ted: 02 661 30 11

Wolwwe Saint Lambert, L'Atelier de Gepetty
Avenue Georgas Henrl 286, 1200
Tel: 02 661 30 13

Teleate, Tog1Toys Teliate
Kerkstraat 55/101, 9060,
Tel: +32 {0}93 45 93 41

BoLiviA

Eochabamba, Last Trick
Tel: D059°1 707 10235
La Paz, Kenasha

Tel: D059 1 775 (3283

La Pax, Las Dos Torres
Tek: 00591 720 07931
Drure, Taurus

Tek: D059 1 724 53814

Santa Cruz. Uroloki
Ted: 0055 1 726 20 510
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BRAZIL

Campinas, Legends do Brasil
Tel: 00 55 18 3734 3343

CHILE

Antofagasta, Gsamu Manga & Toys
Tel: 0056 99 08 56 762

Iquigue, Zoma Hobby
Vivar 718, Local 408,
Tel: 0056 65 95 B6 67

Las Condes, Santiage, Mirax
Tel: 0056 22 46 34 60

Providencia, Santiago, Guild Dreams
Tel: 0056 22 31 71 37

Santiago, Calewche Hobbies & Battle Games

Tel: 0056 73 3361 03
CHINA e

Baifing, Juvenile & Children Heading Experience
Wanderland Warhammer Club

Bao Steel Tower,C124#, Jianguomen Wai
St.Chaoyang District, Beijing, 100022,
PR.Chin. Tel: 0086 10 57525737

Beijing, 18Th Arsesal

Raam 1301, Building 22, No.1 Arca,
Kingheyuan, Gongyi Xi Giao, Fengtai
District, Beijing, Tel: 0086 15601219717
Beijing, Beijing Boak Bailding

Tel: D086 10 66066504

Beijing, Beijing Warhammer Club

Tel: Q0BG 10 64037589

Bejing, Juin Us

Z27A, Deshengmen Mei Street, Xicheng
District, Beijing227a, Deshengmen Nei
Straet, Xicheng, District, Beijing2273,
Deshengmen Nei Street, Xicheng District,
Beijing. Tal- 0086 13910425106

Beijing, 0i-Wan Miniatures Wargama Club
Tel: GOBG 13681244512

Beijing, Tangxin Zhengguancun

No.1004, Level 10, Building A, Haidian
Culture & Arts Building, Zhongguancun
Streat Jia No.28, Haidian District, Beifing,
Tel: 0086 13661366789

Beijing, Mangtujing Xinhua Bookstore
Tel: 0DB6 10 65277787

Beijing, Warkammer Efite Cluk
Tel: 00BG 10 82615654

Beijing, Warhammer Elite Club

Tel: 0086 13601274736

Beijing, Xinshi Hobby Yiajiekou Shop

Tek: 0086 10 82615654

Beijing, Kinshi Hobhy Zhomgguancun Shop
Tel: DOBE 10 59863768

Chengdu, Kid's Castls

floom 2-2-1603, Beautiful City, No.75,
Jialing Foad, Hongpailou, Wuhau District,
Chengdu.

Tel: 0036 18260631113

Changging. Xinshangyan Game
Tel: 0086 13638392310

Fuzhoa City, Play&Show Warhammer Cluk
Tel: 0086 597 83335562

Henmsing, Henming Hlite Warammer Club
Tel: 0086 136583813689

Ruaming, Kumming Star Torch Chess Club
Qingywen Street, Yunnan City, Kunming
Pravince Willow Lane No. 3.

Tel: 0086 18669052068

Hunming, Magic Factory
Shap 1-1, Alley Toufu Factary, Beijing Road.
Tek: D086 15925134784

Qingdan, Ningdao Batile O Wits Cluh
Tel- 0086 13953950012

Shanghai, Boocup Graad
5F.1 Hong Qiao Road, Shanghai, China,
Tel: 00BG 21 64480977

Shanghai, Boscep Jin Qian

C4, Green Sports & Leisure Canter, No.500,
Len Tian Road, Shanghai, China.

Tel: D026 21 50306879

Shanghai, Beocup Kerry Parkside

L20E, Kerry Parkside, 1378 Hua Mu Road,
Shanghai, China

Tel: 0086 21 50200551

Shanghal, Good Knight Soard Game Store
Tek: 0086 21 35080880

Shanghai, Yoo Lai You Ou

Room 212, Bai Mi Xiang Xie, No.229
Iiddle Znejiang Rd., Huangpu District,
Shanghai,

Tel: 0086 13916719676

Shanghai, Zark

AF-HOZ, 3Rd Floor, Xinsang Digital
Plaza, No.99, Huzihai Road, Huangpu
District, Shanghai,China,

Tel: 0086 21 53017710

Shantou, Miniatare Kingdom

Shop No.105, Building 31 South Area DF
Longxi Gardon Langhu District, Shantou
City Guangdong Provines Cn

Tel: 0086 15989742225

Shenyany, Shenyang Warhammer Elite Club
Xinchengda 1828, Heping Sanhan Streat,
Shenyang

Tel: D086 13889197092

Shenzhen, DG Mariel Shop

MNo,152, Middla OF 15t Waimao

Street, Shekou, Haiyun Jia Yuan,Nanshan
District, Shenzhen,

Tel: 0086 13632502582

Tiaa Jin, Tianjin Wazagh? Gaming Clab
Tel: D086 13662199861

Wuhan, Stormcastle Warhammer Chub
Tel: 0086 13476097121

Wuhan, Zhi-Li Modet

Tel: 0086 27 82818761

Xian, Xizn Waaagh Warhammer Chub
Tel: 008G 13488470106

Theagrhou, Zhengzhou Warhammer Fromt Hg,

Tel: 0086 13592517573
COLOMBIA ==

Cali, Magic Colombia
Tel: 0057 072 371 4626

Medelfn, Joega & Real
Tel: D087 4 332 8685

GROATIA

, -

Trgovacki centar Borangaj, KreSigevs 32,
10000.
Tel: 00385 123 338 28

Targreh, Carta Magica
Frankopanska 24, 10000,
Tel: 00 385 14 845 038

CYPRUS [£]

Hato Paghes, Cyprus Crasade
Tel: 00 35 7976 49072

Larnaca, Tapped Dut
Shop B, 33 Grigori Afxentiou Avenug, 6021,
Tal: 00 35 7246 22878

Nicosia, Isengand Fantasy Shop
42 Diagoras Avenue, 1087,
Tel: 00 35 7226 80700

GZECH
REPUBLIC

Bron, Cermy Rytir
Tal: 470541214860

Cesko Badejovice, Chastit
Tel: 420607489158

Haradec Kralove, Knihkepectyi Vathalla
Tek: 420485522009

Kogrivnice, Magic

Tal: 420495522009

Hostelec, Certwy Pekelny Kotlik
Tel: 420605564448

Liberee, Battle Games-Ohchadnl Pavilion
Tel: 420777526154

Dstrava, Matrix (Knikkupectv)
Tel: 420774404024

Prague 1, Ogri Doupe
Zitna 45, 110 00,
Tel: 00 420 222 210 090

Frague 8, Cerny Rytir
Za poricskau branou 21, 186 00.
Tal: D0 420 733 517 617

Prague 5, Mephit
Arbesov namesti 14, 150 00,
Tel: 00 420 606 021 771

Hiradee Kralove, Valhalla
Manesova 20, 500 02.
Tel: 00 420 495 522 008

Liberec, Svet Jatunheim
Fugnerova 667, 46001,
Tel: 00 420 777 562 154
Vestin, Atlantis

Prikra 42, 755 02,

Tel: 00 420 772 771 988

Aalbiorg, Dragans Lair
Algade 53, 5000,

Tel: 3812 16 18

Halborg, 8K Painting
Vestertro 30 st tv, 9000,
Tel: 20 21 88 19

Aarhus, Benzens

Kystvejen 27 st, th, 8000.
Tal: 8761 11 12

|

Harhus T, Dragons Lair
Amaliegade 21, 4000,
Tel: B6 19 00 63

Ersley, Asgaard Games
Vendbjerave] 5, Galtrup, 7950,
Tal: 42 16 81 16

Esbijerg, Armold Busck
Kongensgade 33, 6700,

Tel: 75121177

Eshjerg, Bunkern
Baggesens ABe 125, 6700.
Tel: 23317523

Gorlew, Gorlev Legetsj
Algade 23, 4281,
Tel: 58 8551 11

Grenag, Lesehesten
Staregade 7, 8500,
Tel: BG 32 56 06

Helsingar, Arnald Busck
Helsingar Bycenter 101, 3000,
Tel: 4921 56 00

Herning, Farges Kelder
Smallegade 12, 7400,
Tel: 35101897

Hjorving, Araald Basck
Metropal, Bstergade 30, 9800,
Tel: 98 52 B0 40

Holbazk, Battleground
Tidernansvej 16, 4300,
Tel: 24 24 49 50

Holbizh, Hack N Slash

Vestergade 2, 4300,
Teh: 5190 02 34

Hobenhavn 0, Fanatic Kebenhawn
Classansgade 25, 2100,
Tel: 35 43 65 35

Kobenhawn K, Faraos Cigarer
Skindergade 27, 1157,
Tel: 332221 1

Habenbavn 5, Pipi Legetnj
Amagerbragade 201, 2300,
Tel: 32 5574 47

Rolding. Geod Games
Lishygade 13, 6000,
Tel: 75 50 03 04

Lymyby, Faraos Cigarer
Jernbanepladsen 63, 2860.
Tel: 32102323

Meestvad, Buns n Games
Ramsherred 21, 4700.
Tel: 3120 20 04

liyborg. Beggodshen
Korsgade 17, 5800.
Tel: 65 31 02 09

Ddense T, Dragons Lair
Gribradrepassagen 9, 5000.
Tel: 65 9197 1

Ringsted, Andros
Tinpgade 12, 4100,
Tel: 35103175

Rodoure, Armald Besck
Redovre Centrum 116, 2610.
Tel: 36 41 04 85

Odense, Arnold Busck
Rosengardscentret, 5220,
Ted: 6 1599 28

Rantlers, Leseheston
e 7, B300.
Tel: 86 40 41 50

Raoskilde, Fanatic
Grennegade 2, 4000,
Tel: 45 46 36 35 48

Svendborg, Farve og Hobbyhjornet
Klosterplads 4, 5700,
Tel: 6221 3131

Taastrup, Genbrugsboger
Taastrup Hovedgada 95, 2630,
Tel: 27 28 35 26

FINLAND

Aland, Dillen AB
Torggatan 7, 22100.
Tel: +358 18 15578

Espan, Tapiolnn Pelikauppa
Kaupparnishentie 1, 02100,
Tel; +358 9 412 9941

Hamaenfinna, Pefibuone Enter
Palokunnankatu 14, 13100,
Tel- +358 44 508 1007

Heinala, Heinolan Talous-Muovi ja Lely
Kauppakatu 19, 18100.

Tel: 43563 715 3805

Helsinki, Fantasiapelit Helsinki
Vilhankatu b AfLarikaty 16, K

=

Metroasemal, 00100,
Tel: +-358 9 650803
Helsinkd, Paramagia
Kellosilta 10, 00520.
Tel: 4356 46 909 9547

Helsinki, Stadin Pelikauppa

Kaisaniemankatu 1, Sisapiha, 00100,
Tel: +358 9 698 0300

Jonnsun, Fantasiapelit Joensua
Suvantokstu 8, 80100,
Tel: +358 13 284 314

Jyrskyld, Fantastapelit Jyviskyl
Kauppakat 29, 40100,
Tek: +358 14 216 629

Kouvola, Reuvslan Puolenkuun Pefit
Kouvolankatu 14, 45100,

Tal: +358 3 222 5200

Kuogi, Fantasiapelit Nsapia
Tuellipartinkatu 27, 70100,

Tel: +358 50517 3915

Lahti, Puslenkuun Pefit
Rautatienkatu 18, 15110,
Tel: 4358 3 751 5151

1 E : 1

Kauppakatu 61, 53100,
Tel: +358 5541 1375

Mikkeli, Mikkekin Pelikaugpa
Vuorikstu 8 L1, 50100,
Tel: +358 9 428 90753

Drivesi, Black Sikver
Ensintie 3, 35100.
Tel: +358 41 777 5166

Dulu, Fantasiapelit Dulu
Rautatienkatu 10, $0100.
Tel: +358 8 374 906
Pori, Askarteiu-Pori:
Yrjankatu 7, 28100,

Tel: +358 2 632 66T1

Pari, Parin Pelikauppa
Satakunnankatu 73 B, 28130,
Tal: +358 2 629 8726

Raahe, Raahen Askartety
Sovienkatu 11, 92100.
Tel: +358 8 223 6825
Seinajoki, Fantasialinna
Paltosenkatu 3, 50320,
Tel: +358 40 561 5338
Seindjok], Pelikeidas
Tyavaenkatu 1, 60100.
Tel: +-358 6 417 7380

Tampere, Fantasiapefit Tampera
Kuninkeankatu 5, 33210,
Tel: +358 3 222 5200

Tampara, Kirja Rarkhiinen
Kaskikeskus, Hatanpaanvaitatie 1, 33100,
Tel: +358 3 225 1850

Tampere, Punlenkuun Pelit Tampere
Hameenkatu 17, 33200,
Tel: +358 3 4518 0550

Tarku, Fantasiapelit Torky
Humalistonkatu 8, 20100.
Tel: +358 22328413
Vaasa, Pefimies DY
HS-Center, Alator], 65100.
Tel: +358 6 3125111

GREEGE =]

Athens, Fantasy Shop Central - Victaria
3rd Septemvriau 65, PL Victorias, 104 33,
Tal: 00 30 210 8231072

Athens, Fantasy Shop Exarcheia
Themistokieous 43-45, Exarchaja, 106 83,
Tel: 00 30 210 3828877

Athens, Fantasy Shop Amarousion
Nikolaou Plastira 16, Marousi, 151 24,
Tel: 00 30 210 5234561

Hthens, Fantasy Shap Hallithea
Iraklzaus 1104, Kallithea, 176 72.
Tel: 0D 30 210 9592822

Athens, Fantasy Shop Elyfada
Aggelou Metaxa 21, Glyfada, 166 75.
Tel: 00 30 210 8983880

fithens, Hobyplaset
Leontariou 78, Pallini, 153 51.
Tel: 00 30 210 6042816

MAthens, Kaissa llioupalis
Agisilaou 58, llioupaki, 163 45.
Tel: 00 30211 4049855

Athens, Kaissa
Kaflidromiou 8, |ppokrataus, 117 42,
Tel: 00 30 210 3506488

Athens, Kaissa
Tritis Septemvriou 118, 104 34,
Tel: 00 30 210 8813990

Athens, Leanhooks
Lykaurgou 132, Kallithea,
Tel: 00 30 210 95685757

Ehania, Kaissa
Kidonias 108, 731 00.
Tel: 00 30 28210 88896

Elefsina, Hobbyplanet
Ermou 75 & Tsoka, 18200,
Tel: 0030 211 4040514

Glyfada, Athens
Kaissa, Harikon 4, 166 74.
Tel: 00 30 210 8382057

Halandri, Athens
Kaisss, Doukisis Plakentias 18, 152 36,
Tel: 00 30 210 6898485

Inansina, Kaissa
MNepoleontos Zerva 11, 453 32.
Tel: 00 30 2651 30890

Kalamsaria, Thessalaniki

Kaissa, Konstantinoupoleos 27, 651 33.
Tel- 0030 2310 448377

Nariyra, Digital Fantasy

M. Margariti 13-15, 49100

Tel: 00 30 26610 35279

Larisa, Kaissa

Koumoundourou 22, 412 22,

Tel: 00 30 2410 538555

Marousi, Athens, Kaissa
Kondili 7, 151 22
Tel: 00 30 210 6141675

Hea Erythrea , Athens, Kaissa
Hearilaou Trkoupi 141, 146 71,
Tel: 00 30 210 6205222

Peristeri, Athens, Haissa

Ethnikis Antistasens 854, 121 34.
Tel: 00 30 210 5722291

Piragus, Warzne

Alkiviadou 138

Tel: 00 30 217 1014144
Thessaleniki, Hobby Games
Theahari 4, Thassaloniki Centre
Thessalonikd, Underword Games
Kostantinou Palealogou 18, & Egnatia 109,
54635, Tei: 00 30 2310 240193
Volos, Fantasy Shep Volos
Glavani 98-100, Valos, 382 21.
Tel: 00 30 24210 28782

Hong Kong Island, Junsho Arts Ca,
Tel: +852 68911 495

Wanchai, Fun Atelier

Tel: +852 2866 4870

HUNGARY

Budapest, Wodell Hungaria

Fay Utca 4, H1139.

Tel: 0036 1 7691171

Budapest, Sas Military

Sas Utoa 1

Tel: 0036 1 2664393
Budapest, Szilda-Fanix

34 Aurora Street, 1084,

Tel: 0036 20 5373303
Budapest, Wargamers
Kiralyhago U. 60, 1213.

Tel: 0036 30 6467670
Budapest, Veg-Ye

167-168 Szentmihatyi Road, 1152,
Tel: D036 70 8661993
Budapest, Thamaspoint

Letenye Maros Utca 15, 8858,
Tel: 0036 20 4281727

Banzkeszi, Yellew DreamsAuchan Wall
Tel: 0036 70 6201360

Gyor, Airpart Models
Tel: 0036 70 9442670

Szekesfehervar, Fanix Csarnok
Sarlg STH. 7., 8000.
Tel: 0036 20 9179187

ICELAND

Reykjavik, Nexws
Hverfisgata 103, Fo Box 5085, 125,

Tel: 00354 552 9011
INDONESIA ™

Bandung. Hobbyline
Tel: {022) 4218555

dpkarta Barat, Comics N Games
Tel: (021) 56963855

Jakarta Selatan, Famtasy N Games
Tel: {031} 6005 0343

Surabaya, Fantasy N Games
Tel: {031) 6005 0343

Surabaya, Fantasy N Games
Tel: {031) 7402 475

ISRAEL =

3 Ha'sshiag St. Tel: 00972 48402777
Teszlia, Freak

28 Sokolov St. Tel: 00972 99580077
Miar Saba, Lance

3 Netiv Heavat. Tel: 00872 97486070
Wodiin, PC Games

2 Arar St, Tel: 00972 86891012

Rishoa Lezian, Nexus

26 Rothshield St. Tek: 00972 39500339

Tel Awiv, Freak
14 Weirmann St. Tal: 00972 36961826

=
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Ekimag cho 3-5, Dita, 874-0935.
FHR AT AL

it RATETS — 5

Ted; 0977-75-8488

Chikia, Hobby Shop Arrows

‘Waei Bidg.3F, Inege Kenakadai 2-8-20,
263-0043;

FESG RE—g9d FO-X

B, AEEIL3R, B vPa, 2-8-20;
T, 263-0043, Tel: 043-239-5523

Chiba, Yellow Submarine Chiba Game Shop
Tsukamoto Bldg 3F, Chuals Hushimi 2-3-1,
Chiba, 2B0-0015.

ﬂis& ALO—FFTULTFES —bis

T—;&ﬁﬂhﬁ? MER2-3-1
Tel: 043-227-5388

Kashiwa, Holiby Space MeField

Hirgshima Kensetu Ekimag Bldg, 3%
Kashiwa 1-1-10, Chiba, 277-0005.
FERME—2a97 ZAFY-To—ILE
il #1-1-10 LESRBERMEILIR
Tek: 04-1138-6213

Nagoya, Toy's Marchen

Midarikis Horagai 2-1, Aichi, 458-0013,
WM FLEeDA Ly

EEEH BHIESHZ-T

Tel: 052-877-080%

Nageya, Yelluw Submarine Nagoya GAME SHOP
0A Bldg 6F, Makaku Osu 3-11-9, Ajchi,
463-0011.

THE ATO—-HFTUAERGA
MESHOP

AEEREEARIT-S

Ted; 052-238-3012

Osaka, Brain Gameshop Higgachi
Higashisumiyoshi Kitatanahe £-3-2,
546-0044,

KIERF LA 2T —LT3vy UH5
AR W E R AHNG-3-2

Tal: 06-B622-T022

Dsaka, leonoclasm

Space Nanba 401, Naniwaku Nanbanaka
242, 556-0011,

KEH PO HSKL

K REEE R ERRZ-4-2 AN,
401, Tal: 06-4981-3003

Sappora Shi, Makeiya

1 Jo & Chame 2-8 Masda Taine Ku,
Hokkaido, 006-0811.

FlLomds, MEE

B, FREMH] 6T E2- B kit
006-087171. Tel: 011-213-9456

Tokyo, Biant Hobby

Kumeno Bldg ZF, Suginami Ku Koenji
Miama 4-7-13, 166-0003,

WEED S P i —

B M EERA-T-1 3 AR 2R
Tel: 03-5913-8911

Takys, Yolow Submarine Akikabara PG Shop
Kogure Bidg. 7F, Chivodaku Sotokanda
1-11-6, 101-0021,

WA ATO—YI YUy R
FREAEASE1-11-6 MESLTRE
Tel: 03-5297-5402

Yoldaichi, Mao No Mori

Suwa Sakae Machi 22-3, Mie, 510-0086.
SER BE0s

EENT mERmZz-3

Tel: D90-8338-5691

YTushino Gan, MokeiShop R

Yasuragi Bldg 1F, Ohaza Simobuchi 63-4,
Mara, G38-0821.

FRR BRI TR

EFFER AGRET T MGE-4 EEF UL IR

Tel: 0747-52-9592
LATUIA o]

Riga, Games Shop
Puces str, 47-3B.
Tel: 0371 27700390

LITHUANIA

Waunas, Hobby DG Games
Ted: 00 370 6 5286997

Vilinius, Hebly D6 Games
. Tumo-Veizgantog, 7
Tel: 00 370 5 2133269

Macau, Game Fan Tahle Games Shog
Tel; +B53 666BO4ZT

MALAYSIA

Geargetown, Gameforge

93-3-Z#, Prima Tanjung Business Center,
Penang, 11200,

Tel: 04 E900831

Fota Damansara, Petaling Jaya, Hobly Forge
MNW-02-29 Cova Square, Jafan Teknologi,
Selangar, 47810,

Tel: 017 6126670

134 \WHITE DWARF

Hota Ninabaly, Just Wargame

No.26-1, Block F, 1st Fioor, Ruang Pokok
Kayu Manis 1, Damai Plaza Phase 4,
Sahah, BEO0D,

Tel: 010 8510187

Wuala Lumpur, Borders Mid Valley

3rd Floor, The Gerdens Mall, Mid Valley
City, WP, 58200.

Tel: 03 22874530

Huala Lumpus, Berders Mont Kiara
Lavel 2, 1 Mant Kiara, Mont Kiara, WR

Huala Lumpar, Consics Mart

rd Floor, Mid Valley Magamall, Mid Vallay
City, WP 59200,

Tel: 03 22870628

Ruala Lumpur, Times Bangsar

2nd Floor, Bangsar Shopping Center
Jatan Maarof, Bangsar, WP-56000.
Tel: 03 20053500

Huaka Lampus, Times Pavillion

Level &, Pavilion KL, Jalan Bukit Bintang,
W 55100,

Tel: 03 21488813

Huala Lumpar, Warp Space Games
10, Faber Plaza, Jalan Desa Jaya, WP

58200,
Tel: 012 2016600
Putaling Jays, The Games Circle

Salangor, 47400,
Tel: 016 4510940

Petaling Jaya, Toybox
434, Jalan 20016, Selangor, 47300,

Tel: 03 7ETT9805
il

Matta, Forkidden Power

83, Misrah i-Barrier, Msida, MSD 1108,
Tel: 0035 6212 27938

Halta, K Hobbies Lid

Hompesch Road, Fgura, PLA 13,

Tel: 00 35 6218 95423
MEKICO B

Aguascalientes Ags, Tienda Omegs
Tel: 0052 445 515 39 26

Cancun 0 Roa, Gamer's Den
Tel: 0052 998 898 08 03

Eelaya GT0, Zoma Otakn
Tel: 0052 461-206-0851

Edo. de Mexice, Dark Dragon’s Lair
Au. Lomas Verdes #640 Logal 31,
Shopping Plaza Lorvas Verdas.
Tel: 0052 55 53 43 54 59

Merida, Yocatan, Animegames
Calle 59 No. 56 Local 15, Col. Centro.

Wexico D.F, NP Comics
Tel: 0052 55 5658 2312

Mesico D.F, Kallisti
Tel: 0052 55 56 80 03 73

Mexica D.F, Minas Tirith
Tenarios #36 Local 16, Cof. Ex Haclenda
Coapa. Tel: 00521 55 4390 6246

Mexico D.F. Colecciones Colibri
Tel: 0052 55 50 19 89 60

WMixegac, Quest Hobbies & Games

Tel; 55 55 98 92 78

Montemey, NL Imperial Fleet

Tet: 0052 81 11 7081 87

Puebla, Warlords

Circuito del Sof Sur No. 2812-0, Col.
Amanacer.

Tel: ¥052 22232321 79

Satelite Edo. De Mex, Entretente Toys
Tal: 005755 46 33 (4 32

Toluca, Mex.. War Games
Ted: 0052 722 37 5277 11

NETHERLANDS e

Almere, Ruan Creatisf
Brauwerstraat 16-22, 1315 B
Tel: +31 (0j365 33 1377

Amstendam, Boekhandel Mak & Holt
Tussen Meer 46, 1068 GC.
Tel; +31(0}206 19 31 63

Arnhem, Spelkwartier
‘Steenstraat 4, G826 L.
Tel: 431 {0)263 51 76 62

Barendrecht, Pesttrein
Dorpsstraat 123, 28592 BO.
Tel: +31 (01180 61 95 39
Bergeijk, Top 1 Toys Wosters
Pankenstraat 31, 5571 CF
Tel: +31 (0497 55 02 48
Bergen Op Zoom, BOZ Spetlen
Kremerstraat 23, 4611 TR
Tel: +31 [0}16¢ 24 91 20

Bevirwijk, BMM Games
Begijnenstraat 3b, 1941 BR.
Tel: +31 (0)251 21 65 68

Bussum, 2 Brothers KC
Learderweg 38-41, 1402 BC,
Tel: +31 (01356 82 26 84

Delit, Speldarado
Hippolytusbuurt 21-25, 2611 KM,
Tel: 431 {0}152 13 45 16

Den Besch, De Dobbelsteen Den Basch
Hinthammarstraat 80, 5251 M.
Tel: +31 (0)736 14 55 30

Den Haag, Gameshop - Loosduinen
Lonsduinse Hoofdstraat 256, 2552 AM.
Tel: +31 (017039 78 030

Den Haag, Gameshop - Schoolstraat
Schoatstraat 31, 2611 AW
Tel: +31 {0)70 36 56 523

Dordrecht, Hebby Modelbomw Dordrecht
Vioorstraat 360, 3311 CX.
Tel: +31 (786312711

Edo, Tinnen Saldaat
Soemballaan 12, 6712 AL,
Tal: +31 (07318 65 32 86

Eindhoven, Gameforce
Visserstraat 18a, 5612 BT
Tel: +31 (073613 58 26

Emmen, Gameshep Play-it Emmes
Marktplein 110, 7811 BA.
Tel: +3% {0)591 52 75 52

Groningen, Purperen Draak
Nieuwe Ebbingestreat 83, 9712 NG
Tel: +37 (01502 30 09 59

Hengelo, De Dendersteen
Wemenstraat 18, 7661 EX.
Tet: +31 {0)742 58 50 30

Hoom, Spelieahonrm
Wisselstraat 2, 1621 CT.
Tel: +31 (0)229 28 55 65

Leeumarden, Speliekijn
Peperstraat 12, 8411 JA,
Tek: +37 (0)562 1311 12

Leidea, Viegorshop
Turfmarkt 2, 2312 CO.
Tel: +31 (0)7115 132783

Leiden, Tafelridder

Oude Herengracht 11 & 2312 LN.
Tel: +31 {0j71 52 22 724
Mazstricht, Vlieg-er-uit
Brusselsastraat 70, 6211 PG.
Tek: +31 (0)433 2516 53

Middelburg, De Barcht
Plein 1940, Nr 5, 4331 LG,
Tel: +-31 {00118 6500 48

Nigmegen. Moenen and Mariken
Van Welderenstraat 70, 6511 MP
Tel:+31 (00243 23 6118

Dudega, Nils Ester Modelbouw
Fabrykswel 25, 9216 WH,
Tel: +31 (01512370915

Dudentosch, Top 1 Toys Howwenhovea
Rooseveltstraat 37, 4731 KG.
Tel; +31 (0)765 37 36 43

Rijswijle, Ted"s RC Shop
Kerklazn 58h, 2287 CE,
Tel: +31 (0704 1550 14

Boermond, Bloembactick Hermien
Massaustraat 66, 6043 ED.
Ted +31 (0475 31 68 24

Rottesdam, Gansers of the West
oJonker Fransstraat 122-a, 3031 AX.
Tel: +31{0)10°27 09 233

Rotterdam, Bagic Dnited
Bergweg 414, 3037 EA.
Tel: +37 (0110 46 64 40 47
Schiedam, Gamestart
Hoogstraat %2, 3111 HB.
Tel: +31{0y10 42 63993

Schoonoord, Scillas Winkel
Slenerweg 37, 7848 AD,
Tel: +31 (06 28 23 7014

Sligdrecht, Do Gruijter Sliedrecht

Burgemeester Winklerplein 10, 3362 AA.

Tel: +31 (0164 41 27 44

Stadskanaal, Gameshop Play-1t Stadskanaal
Ghandiplein 14, 9501 DE.
Tel: +31 {0)599 65 56 00

Tegelen, Extra Madelbomw
Spoorstraat 28, 5931 PT.
Tel: +31 [0)773 13 8009

Tilburg, Be Dobbelsteen Tilburg
Schouwburgring 155, 5838 TW.
Tel: +31 (01135 44 37 00

Iden, Goblin
Julianastraat §, 5401 HO.
Tel: +31 {0)413 27 06 62

Utrecht, Labyrinth Fastasy
Oudagracht 207, 3511 NH.
Tel: +31 (0)302 81 71 57

Htrecht, Subcaltures
Oudé Gracht 134 (Kelder), 3511 NR.
Ted: +37 {0302 31 11 22

rechi, Whoops
Springweq 1, 3511 VH.
Tel: +31 {0)302 30 41 23

ealn, Intertoys Langes-Driessen
Vieasstraat 514, 5911 40,
Tel: +31(0)77 35 136 762

Waddinzveen, Van des Wall Speelgoed
Passage 23, 2741 HE.
Tel: +21(0)18263 18 32

Wageningen, Movie Max 'Nagudnqnn
Bargstraat 18, 8701 AD
Tet +31(0)317 42 39 1

Winterswijk, Top 1 Toys Wintesswijk
Misterstraat B0, 7107 EX.
Tel: +31 {543 51 28 27

Wormerveer, Masic & More
Zaamweq 101, 1521 OR
Tel: +31 (017562 17 862
) -

NORWAY = =

Hiesund, Brin Kremmerhuset Maa Syd
Langelandveien 25, 6022.
Tel: 070143770

Besgen, Dutland
Fortunen 4, 5013.
Tel: 055314822

Fredrikstad, Morstar Leketorvet
Tef: +47 69315630

Hirkegata, Dutland
Kirkeg. 23, 0153.
Tel: 038093420

Kangsbera, Rall Lisne

Tel: +47 9BB19560

Kristiansand, Bamezone .

Dranningens Gate 12, 4506,

Tel: 38178391

Kristiansand, Outland

Markensgate 41, 4612, Tel: +47 33088420
Lampeland, Spilljefen

Sentrum, 3623

Wa | Rana, Ringo Lekehjornet Mo
Tel: +47 75151717

sjoen,
Tel: +47 75170170

Marvik, Ringo Barnas Verden
Tel: +47 TE346505

Osla, Dutland Kirkegata
Kirkegata 23, 0153,
Tel: 098313560

Osto, Mallergata 7, 0178
Tel: +47 22 33 28 80

Sandnes, Osztand Hoblry
Langgatan 44, 4306,
Tet: 051661508

Sjavegan, Dutpast
Tel: +47 95703245

Skien, Sohratis Holby Garden
Tel: +47 35528764

Stavanger, Dutland
Seregate 19, 4006,
Tel: 051438080

Stokke. Hahby Hagen

Ted: +47 33335292
Tensherg, Gledeshesel
avre Langgate 47, 3110,
Tal: 082251707
Tansherg, Briv Bamse

Tel: +47 33316790
Tromsa, Tromsn Brultbokhandal
Kirkegata B, 30086,

Tek; 077686974
Trandheim, Outiznd
Munkegata 58, 7011,
Tel: 073520545
Trondheim, Tronderfrim

$t Olavs Gete 11, 7012,
Tel: 073520840

Hate Pintade, Aricham f Hoblie Games

Tel; G0 507 39586011
PERU iR

Rv. Arenales, Calores y Miniaturas
Tel: D051 14 71 66 64

PHILIPPINES [ =9

Binan, Zuran Gaming Center
Tel: 4768883

Eebu City. Mewtral Grosnds Cebu
Tak: 63916 8305040

Makati City, Newtral Groands Glorietia
Tel: 819 5800

Mandaluyong City, Newtral Grounds Megamatl
Tel: 425 0275

Muntintupa City, Neutral Grounds Alabang
Town Center
Tel: B50 2033

[Owezan City, Newtral Groands Galleria
Tel: (63216348862

Ouezsn City, Newtral Grownds Trinoma
Tel: 916 5078

San Juan, Newstral Grosnds Vmall
Tel: 727 BRA3

Taguiiy City, Hobbes & Landes: The Fort

Tel: (637} 850939
POLAND (o

Biakystok, Grylan
UL Lipawa B, 1 Fietro, 15-427,
Tel: 0048 78 4914710

Bielskn Binla, Foanet - Strefa Bry
Ui, Gazowmicza 21 A, 43-300.
Ted: 0048 33 8106787

Bielskn-Biala, Grom
Ul. Sikolna 15, 43-300.
Tel: 0048 33 6213432

Bydgosace, Pegar Centrum Gier
Pod Blankarmi 6/1a, 85-034.
Tel- 0048 085 38174

Chesoym, Jaskinia Tralla
UL Micheidy 18, 43-800,
Tel: 0048 503020568

(Cestochowa, Bard M1 Czestochowa
Centrum Handlawe M1, L. Kisielewskiego
B/16, 42-200.

Tel: 004879 B3T3

Gdansk, Medelmania
UL Politechniczna 7, BO-238,
Tel: 003 58 7418712

Edansk, Rebel Cemtrum Bier
UL Matejki 6, BD-232Z,
Telk: D048 58 3470204

Gyuia, Fiturax
U, Waleriana Szefki 20/B8, 81-572.
Tol: 0048 50 1563066

Gilynia, Shaga
UL Morska 173, Bi-222.
Tel: 0048 GOSBTIE01

Edynia, Yademecum — Rsiegamia
Ul Sgietojanska 5-7, B1-364.
Tek: D048 58 6611541

THogow, Tietone Wrgar
Ul Kazimierza W’!kagn 2-4, 67-200,
Tel: 048 784 498 775

Gorzow Wiatkopolsk, Preystan Gier
UL Chrobrego 334, BE-400,
Tel: O0#8 790719110

danki, Graal Janki

Cantrum Handlowe Janki, Ul
Mszczonowska 3, lokal AGZ, 05-090,
Tel: 0048 022 7113148

Hatowice, Bard Katowice

Ll Kosciuszki 8, 40-048.
Tel: 0048 32 2571817
Katovice, Batiletable

Ui, Panewnicka 24, 20-709.
Tet: D048 32 4944904

Krakow, Agtom
UL Wiadystawa Jagielly, 31-711,
Tel: 004812 3565678

Krakow, Bard rakow
Ul Batorego 20, 31-135.
Tel: 0048 12 6336063

Krakow, Bard M1 Nrakew

Centrum Handlowe M1, Al Pakoju £7,
31-580.

Tek: 0048 12 2596140

Hrahow, Dragonus

UI. Pawia b, Galeria Krakowska, Paziom -1,
31-154.

Tel: 0043 535723073

Krakow, Vanaheim .
UL Lubicz 34/8, 31-512.
Teh 004812 4221137

Lodz, DATA
Al Tadeusza Kosciuszki 29, 90-418,
Tal: 048 42 6337263

Lodz, Gamelord
UL Piotrowska 101, 80-425.
Tel: D048 42 6311161

Ledz, Mode Fan o
U, Gen. J. Dabrowskiego 280, 93-137.
Ted: 0045 42 5424028

Lodz, !
Ul. Marutowicza 42, 80-135.
Tel: 0048 502015658

Lodr, Stagraf Studia
UL Plantowa 1, 91-104,
Tel- 0048 605650752

Lodz, Strategia Centrum Gier

Centrum Handlowe Retkinia, UL
Maratonska 24/32, Lokal 42, 34-102.
Tel: 0046 78 6595539

Lod, Twaja Ksiazka
Ul Aleksandrowska 151, §1-155.
Tel: 0048 42 6321326

Luin, Fantarja — Zabawki Firmawe

Al Spoldrielcansei Pracy 32, Galeria Olimp
— | Pigtro, IV czese, 20-147.

Tel: 0048 507123160



Nowy Sacz, Graal Hobbit
Ul Jagiellonska 50a, 33-300.
Tel: 0048 18 4435000

Bisetyn, Crazy Dwarf

Centrum Handlows Manhattan, Plac
FPulaskiego 7, lokal 70, 10-515.

Ted: 0048 60B0G2E19

Opole, BMS Computers 11
UL Krakowska 26/14, 45-075.
Tel: 0048 77 4547413

DOpale, Platypus Lounge
Ul Sosnkowskiege 40-47, 45-254.
Tel: 0048 77 4422055, 77 4579050

Poznan, Bard Pocnan
Ul Sw. Marcina 24, Galeria MM, 61-B05.
Tel: 0048 61 8538277

Paznan, Cube Katowicka
UL Katowskicka 810, 61-131.
Tel: 0048 61 6712415

Poznan, Cube King Cross
UL Bukawska 1586, CH King Cross Marcelin,
60-196. Tel; 0048 50 6079264

Ponan, Cube M1
LI, Szwajcarska 14, Centrum Handlowe
M1, 61-285, Tel: 0048 61 6712415

Poznan, Cube Pestks
Al. Solidamasci 47, Centrum Handlowe
Pestka, 61-696, Tel: D048 797763373

Poman, Cube Stary Browar
UL Polwigjska 32, Poziom 2, Lokal 213,
61-8B8. Tek: 0048 508458375

Poanan, Dataland
UI. Walynska 38, 60-637.
Tel: 0048 61 8425171

Radom, White Tree

UL 25 Caerwea 36A, 26-010.

Tel: 0048 530289911

Ry, Gobiia

UL, Powstancow Staskich 6, 44-200.
Tal: 0048 793344413

Rteszow, Gameheeper
Ul Krzyzanowskiego 6 B, 35-328,
Tel: 0048 178536060

Ragszaw, W& Sidep Modularski Hably
UL Bernardynska 5, 35-069,

Tel: 0048 17 8528101

Siemianowice Slaskie, Jaga

Ul. Powstancow 15, 41-103,

Tel: 0048 32 7290139

Seeczecin, Fenix

UL Whojska Polskiege 7, 70-470.

Tel: 0044 69 5934895

Szcrecin, Safari

LIl. Bohaterdw Warszawy 40, 70-342.
Tel: 0048 9143451586

Torun, Grajfor

Ul Mostowa 19, §7-100,

Tek: 0048 609752755

Warszawa, AWTE
ul. Pachnaca 83, Lokal E, 62-790.
Tel: 0048 507894091

Warszawa, Faber i Faher
Ul Putawska 11, 02-515.
Ted: 0048 27 8491265

Wars:awa, Graal Blne City
Al Jerozolimskie 179, Pawilon 57, 02-322.
Tel: D048 22 3117627

Warszaws, Graal Dworzec Ceatralny
Al. Jevozalimskie 54, 00-024.
Tel: 0048 636501053

Warszawa, Graal KEN Centre
Ul Ciszewskiega 15, 02-777,
Tel: 0048 22 2089090

Warszawa, Morian
AL Wiadyslawa Reymata 12, Lokal 8,
01-842. Tel: 0048 602276219

Warszawa, Paradox Cake
Ui, Anielewicza 2, 00-157.
Tel: D048 785179938

Warszawa, Rivendell
AL Jana Pawla Il, 433, loka! 24b, 01-008.
Tel: 0048 22 5354805

Warszawa, SuperSede
Al Gen. Chrusciela 79, 04-414.
Tel: 0048 22 6110374

Wioclawek, Wszystho Bla Uemia
ul. Fromienna 18, £7-800.
Tel: 0048 54 237 93 45

Wraclaw, Bard Wroclaw
UL Szewska 31, 50-1389.
Tel: 0048 71 3417472

Wraclaw, Bolter
UL Sokolnicza 717, Pawilon 32, 53-676.
Tel: 0048 502279964

Wraclaw, Feniks
UI. Szewwska 95/97, SDH Feniks, 4 pistro,
50-121. Tel: 0048 694606618

Wroclaw, Planszoweezka

DH Astra, stoisks nr 144, Ul
Horbaczewskego 4-6, 54-130,
Tel: 0048 792301796

PORTUGAL

Sintra, Hoblykit

Fashion Spot Shopping

Loja B-09, Quinta da Beloura, 2710-000.
Tel: +351 214 850 801

Caldas Da Rainha, Magic Clsh caldas
R.DA Praca De Tousas , 32, 2500167,
Tal: +351 058 057 421

Eoimbra, Diverceatro

R.0 Padro Cristo NO 53 Sala C, 3030-394,
Tel: +351 239 043 610

Coimbra, Laja Biver

Rua Vale das Flores, 19, 1° 0, 3030-486.
Tel: +351 961 935 228

Viseu, ool Games

Rua Eng. Beirdo do Carmo lote 110,
3500445,

Tel: 4351 232 286 045

Lishea, lukt Games
Rua Pinheiro Chagas, N°78 C, 1050180,
Tel: +351 213 555 499

Bameira, Player's Spot
Centro Comercial Piramides, Loja 12,
2830-365. Tel: +351 211 823 432

Almada, Player's Spot
Centro Comercial M. Bica,pisa 0 loja 6,
2800-000. Tel: +351 211 823 433

Matazinhes, FANC Mar Shopping
AV. DR, Dscar Lopes, Loja 1.43, 4450,
Tel: 4351 229 991 709

Lishoa, FANC Colombo

C.C. Colomba, Piso 1, Loje A-103,
1500-382,

Tel: +351 217 114 200

Lishoa, FANC

Rua do Carmo 2 Ammazéns do Chiado,
1200-094.

Tel: +-351 213 22 883

Lishoa, Lejas Arena

Rua Visconda Seabre 64, 1700-370.
Tel: 4351 213 155 580

Lishoa, Myndinn's Magic, Lia

Tel: +351 213 032 258

Lishoa, Homem Anl

Rua Gil Vicants 408, 1300-285.

Tel: +-351 213 629 382

Lishoa, Tabak
C.C. Carmefour Telheiras, Loja 23, 1600-000.
Tel: +351 217 165574

PUERTO RICO ==

ey

Tel: +787 766 9634

Ekaterinburg, World of Models
4 Marta st., 14.

Tel: B (343) 381 0076
Nrasmoyark, Reduik
Baumana st,, 26.

Tel: 8 (913} 573 3843

Moscow, Meqris
Myasnitckaya st., 20, m. Lubyanka.
Tel: B (495) 629 3337

Moscow, Alegris

Dimitriva Ukyanova, 4¢1, m.
Akademicheskaya,

Tel: 8 {499) 137 5868

Meoscow, Mlegris
Frideikha Engelsa, 3/5, m. Baumanskaya.
Tel: B {499) 261 5075

Moscow, Alugris
Volokolamskoye shosse, 3, m, Sokal.
Tel: 8 {499) 158-1753

Perm, Petrapaviovskiy

Kuybisheva st., 36, Petropaviavskiy
shopping mall, 614000,

Tel: B{912) 789 8412

5t Petershung, At Miniatures
Goncharnaya St., 18, 191036,
Tel: 8 {812) 633 3395

Tver, Armada
Gor'kogo st., 124,
Tel: 8 {910) 531 7659

SINGAPORE

Funan Cestre, Battle Bunker

Unit 05-42, Funan Digitalife Mall, 109
North Bridge Road. Tek: +65 6338 5778
Fusionopelis, Faradigm Infinitam

Unit 02-05/06, 1 Fusionopolis Way,
Connexis Tower. Tel: +65 G466 6771
10N Grehard, Prologue Boskstare

Unit 04-16, ION Orchard, 2 Orchard Turm,
Tel: 465 6465 1477

Midpuint Orchand, Paradigm lnfinitum Pte Lid
Unit 83-01, Midpoint Orchard, 220 Orchard
Road, Tel: +65 6734 3858

Plaza Singapura, Camics Connection Pe L1
Unit DB-04, Plaze Singapura, 68 Orchard
Road, Tel: +65 6337 4300

Seren Centre, Toy Station
Unit 02-08/10411, Serene Cantre,
10 Jalan Serene, Tel: +65 64683054

SLOVAKIA s
pisy

Tel: 421 2 524 927 87

SLOVENIA

Ljublijana, Crua Lukeja
Poljanska 19, 1000,

Tek: 00386 58031220
Ljmbfjana, Direndaj Citypark
Smartinska £.152 G, 1000,
Tel: 00386 45768030

SOUTH AFRICA 255

Belville, The Battle Bunker

Mega Gaming Store, Tyger Vallay Shopping
Centre, Tel: 27 219149121

Blouberg Strand, The Battle Bunker

Shap C7A, Leonardo Park, Parklands, 7441.
Tel: 27 215562425

Clarement, Wizards Books & Games
Stadium On Main, Main Road, 7700.
Tel: 27 216830360

Durbian, Destiny Books + Games
Shop L18, Windemere Cantre, 4001,
Tel: 27 313128271

Durban, The Unseen Shoppe
Westville. Tel: 27 832806227

Durbanville, The Battie Bunker

Shop 4, Murray Louw Building

Main Road, 7550. Tel: 27 219790506
Johanseshurg, The Grot Shep

35 Langerman Drive, Kensington, 2101,
Tel: 27 824589899

Johanneshury, The Undergronnd
171 Market Street, Northriding, 2138,
Tel: 27 117953946

Johannessbury, Essex Hobhies
Shop 71, Northeliffe Shopping Centre,
2028,

Tel: 27 118883619

Menilworth, The Battie Bunker

Shop 5, Saratoga Court, Car Kenibworth &
Main Roads, 7700.

Tel: 27 217672811

Pretoria, Duter Limites Pretoria

1115 Burnett Street, Hatfield Square,
Harfield, 83,

Tel: 27 123625497

Somerset West, The Battle Bunker

Shap 4, Libri Business Centra, Libri Road,
7129, Tel; 27 218514883

Standerton, Hall 0f Storms

11 Caledon Street, 2430,

Tel: 27 B28561144

SOUTH [le%]
KOREA

Seonl, Grotown
Tel: 02 6402 5946

Bards, Hobbia | Knallerian
Bergslenagatan 47, 506 30.
Tek: 070-51 701 66

Batehory, Science Fiction Bekhandein Giteborg
Kungspatan 19, 411 18,
Tel: 331130670

MHalmar, Lek & Hobly
Stidra Linggatan 32, 392 32,
Tel: 0480-24717

Rarlshrona, Leksakshuset
Lalerstedisgt.5, 371 54,
Tal: 0455-24082

MNarlstad, Spel & Fantasi
Kungsgatan §, 652 24.
Tek: 0541510 70

Katrinehslm, Narrens Spel & Tillbehar
Kykogatan 20-22, 641 46.

Tel: 0150-12032

Kungshicka, Lek & Hobiy

Sidra Torgatan &, 434 30.

Tel: 0300-14136

Lidkping, Game Mastacs
Fiskaregatan 46, 531 91.

Tel: 0705-190274

Linkging, Sagoland

Svedengatan 18, 582 73.

Tel: 0131-22290

Luled, loeus

Storgatan 74, 972 38. Tel: 0920-69954

Lund, Playoteket Center

Taisan, Star Toy Castle
Clemanstorget 6, 222 21,

Tel: +886 6 2570027

Tel: 0461-27810 i, scmm ;
Tel: 2

Land, Uispel Bstrn 's_l +8B6 2 23039573
aipei, Mpk Hobby Shap

Martensgatan 148, 223 61, Tel: +BB6 2 26161466

Tel: 046-285 9112 2 2

i Taipei, Almigames

Malma, Playoteket Comter .

Diknegatan 2, 711 35, Tel: +885 2 23099579

Tel: 040-185530 Wik, Table Game

Tel: +B86 2 29035398

Norrkiging, Hobbyhirnan
Drottninggatan 18, 602 24,
Tel; 0111-62120 E
it THAILAND
Storgatan 11, 703 61. Banglek, Stice And Dice
Tel: D19-18 45 00 Tel: +66 8149 753
Ostersund, Hobbyhoden Bangkok. A Framing
Képmangatan 31, 831 30, Tek: +66 8414 64313
Tel: 0635-13310 Bsngkak, Thi Hobby
Sala, Elans Loksaker Tel: -+66 8999 31129
Radhusgatan 10, 733 30. Feld Ba
Tek: 0224103 14 Tl: +66 2747 9719
Shellettan, Logcad Chiang M, Hobo Baoks
Kapmangatan 7A, 931 31. Tel: 58
Tel: 05101 35 02 :' :’:i i 2::“
oal Mﬂl yers
Sblveshar, Silve Tel: +66 8908 29573
(stra Storgatan 52, 204 31,
Tel: 0456 10490

-

Stuckbolm, Science Fiction Bokbandeln

‘stertinggatan 48, 111 27, X

Tel: 0B:21 50 52 Ao T M o
ndriya Malyshka St., 3.
Stackholm, Arcane Tel: 0038 04 377 7122
Hagagatan 6, 11348, ;
Tel: 08-22 25 22 o, posid B B
. . ions ky1 ave., 18, Dream Town
Sunisvall, Drioas Spel & Backer Shopping Mall. Tel: 0038 044 377 7198
Kipmangatan 23, 852 32 3
Tok: 060-155 847 Ky, Toy Homse
; Heraiv Stafinhradu ave., 10.

Trullhitisn, Beginners Tel: 0038 044 377 7128

Overby Képeentrum Etage, 461 70,
Tel: 0520-37040

Uned, Fantasin
Sagagalierian, Gotgatan 1, 503 27,
Tel: 090-77 03 60

Uppsala, Fantasia

Ostra Agatan 9, 763 22.

Tel: 018-100150

Varhery, Fyudmagasinet

Birger Svenssons Vag 73, 432 40,
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THIS MONTH IN

There's always something exciting going on around Games Workshop HQ, whether it's the
latest developments in the Studio, the miniatures designers stopping by for a chat or Forge
World’s most recent creations. We take a peek behind the curtain.

White Dwarf: It's not all work in the White Dwarf The Design Studio: We speak to the designers of the

bunker - this month we've been painting Space new Space Marine kits to get the lowdown on the
Marines and playing games in our hobby room. Space Marine Stalker and Hunter and the Centurions.

..' ; » & '.ff.
\5:-'-‘ ¥ - | 8y

The Design Studio: We get to grips with the brand-new Forge World: in Forge World's glorious resin mines
Codex: Space Marines, looking at what's in the book wonders are afoot, with new Horus Heresy characters,
and ogling at the fantastic new artwork. a tank and a mighty new tome nearing completion.
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THIS MONTH IN

Space Marines have definitely
been the flavour of the month in
the White Dwarf bunker this issue,
and there is plenty of power
armour on show as the
possibilities of the new Tactical
squad came clear. We also
enjoyed some great games.

Beth Beynon-Hughes

September has been a sad
month for us as Beth is
leaving the hallowed halls of
\White Dwarf for pastures
new; there's been a lot of
manfully wiping away tears -
and muttering "I've just got
something in my eye” from
the rest of the team. Beth
assures us she'll be staying in
touch and keeping up with
her hobhy though, sowe
expect to see regular pictures
of Lizardmen in the inhox.
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Jes Bickham

Taking a break from Tyranids,
Jes has just been finishing up
his Tau Kill Team, which he's
expanding to 750 points so
he and Dan can enter a Battle
Brothers event together, and
bring the joyous news of the
Greater Good to one and all.
After that, he's itching to get
his hands on the new Space
Marine Tactical squad, but he
needs to decide on a Chapter.
“I'm so indecisive,” he said,
indecisively.

Dan Harden

It's reckoned that Dan's
fascination with Empire
moustaches is because he
can't grow ane himself — an
insuit that he loudly refutes,
However, when he's not
growing his own mution
chops, he's painting the last
20 Empire Spearmen for his
entry into this year's Armies:
on Parade. After that he plans
to have a snopze and possibly
paint some Orks for the

Matt Hutson

A new Space Marine release
month for Mr Matthew
Hutson is like four
Christmases and seven
birthdays coming at once.
“But not my fourteenth
birthday,” he says, “as
Johnny Boggs and | had a-
fight aver which Space:
Marine Chapter was the best.
It's the Imperial Fists, of
caurse,” he added, waving -
his fists threateningly in case
of disagreement.

Andrew Kenrick

Mr Kenrick's work continues
apace on the Death Guard
warband of Malek Vos, who
had a good showing in this
month's Battle Report. He
also had a good showing in
the game above against
Adam, rolling not two, not
four, but an'unbelievable
three Dark Apotheosis results
for his Gift of Mutation —
which of course he had to
discard. “Life is so unfair
sometimes,” he mooned.



1 During the battle report
Andrew and Adam set
aside the simmering
rivalries of all Chaos
worshippers to battle the
scions of the Imperium.

2 But the next day war
broke out as they vied for
supremacy — Malek Vos
was pulled down by a
horde of Khorne
Bloodletters. ..

3 ... And Pustulent Fury
was torn to shreds by a
shoal of warp-niding
Screamers of Tzeentch.

Glenn More

In a rare month off from
spending all his spare time at
gaming events, Glenn has
instead focussed his efforts
on adding some new
Ultramarines to his collection.
“Evenyone knows that the
Ultramarines are the best,”
he says. “All the other Space
‘Marines cry themselves to
sleep at night, wishing they
were half as good as the
sons of Macragge.” That's
fighting talk right there.

Erik Niemz

Smitten and bitten by the
Space Marines bug, Frik's put

“his Orks on hold to paint up

some Iran Hands, revealing a
hitherto unsuspected
penchant for robotic limbs.
All of this explains why we
found him carefully painting
one of his arms.with a pot of
Leadbelcher and a Large
Drybrush early one morming in
the White Dwarf hobby room.
“The flesh is weak,” he trilled
unconvincingly.

Kris Shield

Not satisfied with only having
two hobby projects on the go
at once, Kris has been
painting a Skink High Priest
alongside his Ogres and
Chaos Space Marines this
month. "It's the fill of
feathers that drew me to the
model,” said Kris, waving the
diminutive Lizardman for
emphasis. "The decorative
Jewellery lures you in, but the
smooth scaly skin is what
brings you back for more.”

BATTLES IN THE BUNKER

Our hobby room was the site of several
explosive games over the course of the
month, as Jes took on all comers with
the Tau Kill Team that he painted last
issue, and Matt took on Adam and
Andrew in our battle report.

In the wake of the Battle Report game,
Adam and Andrew put aside their
temporary alliance to and went to war
in a battle to win the favour of the
Chaos gods. Both players fielded their
entire armies on a battlefield that was
soon covered in mounds of slain
Cultists, Plague Zombies and the
ectoplasmic remains of Daemons.

The battle was finally won by Adam
who ground the Death Guard down
with withering salvoes of Tzeentchian
psychic powers and suicidal charges
with his Daemonic hordes. His victory
complete, Adam has declared himself
the King in the Warp, and vows to lead
another incursion, just as soon as he’s
added a Greater Daemon or two.

Adam Troke

Adam rediscovered his love
for his Chaos Daemans army
this month, and especially
the Nurgle-based anes.
“They're just brilliant,” he
explained, “but having said
that, I'd forgotten how slow
they are.” It seems he has a
love-hate relationship with
them: anyane who's
witnessed him using them on
the table top has heard Adam
both cheering them on and
begging them to “hurry up.”

Of course, there's a
tenth member of the
White Dwarf team that
we haven't mentioned
here {and no, we don’t
mean the White Dwarf
himself, Grombrindal)
and that's you, the
reader! \We're always
on the look out for
great-painted
miniatures and armies,
50 if you think your
models are good
enough to feature in
the pages of our
illustrious magatzine,
send photos of them in:

team@
whitedwarf.co.uk
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THIS MONTH IN
WARHAMMER 40,000 FRENZY

The new Space Marines release has had
the White Dwarf team painting power
armoured superhumans (or things to
battle against them) all month long. While
Adam has immediately added some of the
new Sternguard to his Dark Angels army,
Matt has been bulking out his Black

releases as he can. Erik has got in on the
act with a brand-new Iron Hands Tactical
squad, while Beth has looked on with
disdain at the lackeys of the Golden
Throne, and painted up a unit of Scourges
for her burgeoning Dark Eldar army.

140 WHITE DWARF

Beth's Scourges each
have a different effect on
their wings, from these
elaborate feathers to
veiny skin and more.

With all the Space
Marine fervour in the
cer, Jes has remained

stoically loyal to the Hive
Mind, adding the finishing
touches to the Swarm
Lord for his army: Hive
Fleet Eumenides

Erik decided that he liked
the Iron Hands enough to
paint this squad. He has
combined the new
Tactical squad with the
Iron Hands Upgrade Pack.




One thing Adam did this
month was embark on
choosing a new colour
scheme for his next
Space Marine army. The
three candidates are:
Crimson Fists, Celestial
Lions and Minotaurs.

Adam also kitbashed
some Sternguard with
the Dark Angels spares
from his bits box to make
these Company Veterans.

Meanwhile, Matt added
a new squad of Vanguard
Veterans to his collection,
using shoulder pads from
the Black Templars
Chapter Upgrade box to
mark out their
iconography.
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THIS MONTH IN

THE DESIGN
STUDIo

Dale and Tom enslaved
a team of Servitors to
help them construct
the new Space Marine
tanks before loading
them into missiles to
be fired skyward.
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THE SKY'S THE LIMIT

Dale Stringer and Tom Watton tell us more about
how they designed the new Hunter and Stalker.

Space Marines are known for their rapid
deployments and aggressive assaults,
preferring to leave long-range artillery to
the likes of the Imperial Guard. So when it
came to designing an anti-aircraft support
tank, Tom and Dale had an interesting task
on their hands. “Space Marines are always
on the offensive,” explains Tom, “so we
wanted to make a tank that was clearly an
anti-aircraft vehicle, but with the
aggressive feel of a mainline battle tank.”

“I wanted to pay homage to the Hunter
that already exists as part of the Epic
40,000 range,” comments Dale, “but we
brainstormed a few more ideas and came
up with the Stalker too — an alternative
tank with a similar battlefield role.”

Dale and Tom were keen to avoid making
the Hunter and the Stalker too similar to
the other tanks in the Space Marine range.
“We wanted to base them on the Rhino,
but give them both distinctly different
silhouettes,” adds Tom. “The different
turrets were a good start but we wanted to
change the chassis shape too. We had the
image of an entrenched, armoured bunker
in mind, but we knew that it wouldn’t
really fit with the rapid deployment
mentality of the Space Marines.”

The solution was simpler than they first
thought. “Feet,” points out Dale, turning
the Hunter over to show the stabilisers
along the flanks of the model. “We
imagined the Hunter roaring along with the

Having loaded their boltguns and
sharpened their monomolecular
blades, Scout Harden, Battle-
brother Kenrick and Terminator
Troke redeployed to the Design
Studio to talk to the sculptors,
writers and illustrators about the
new Space Marines.

rest of the strike force before taking up a
firing position to engage enemy aircraft.
The eight petons — four on each side - act
as the stabilisers for the tank by anchoring
it to the ground. Those guns are going to
have serious recoil and without the feet to
hold them in place the tank would be
launched backwards every time it fired.”
The addition of the extra side armour, a
new front glacis (the sloped armour over
the driver's compartment), the wide-based
turret ring and extra armour above the
headlights all help to make these two
tanks distinctly bulkier than the Rhino
without, adds Dale, “deviating from the
Standard Template Construct.”

When it came to designing the guns, Tom
was keen to mention the skyspear missile
launcher on the Hunter. “I imagine that it
launches a dozen missiles into the air in
quick succession and that once they're
airborne the sensor array picks a target. It
then sends the co-ordinates to the
Servitors entombed inside the missiles,
which engage the secondary thrusters to
home in on the target. I reckon the Hunter
goes through a lot of ammunition...”

“The Stalker is far less technological and
much more brutal,” laughs Dale. “It just
fills the sky with bullets. Space Marines
don't do subtle - they do raw, beautifully
calculated violence and the icarus
stormcannon fits that image perfectly — it
starts firing and only stops when the
enemy aircraft is full of holes.” DH



A Stalker stands ready
to unleash a righteous
fusillade of skyward
bullets to destroy the
Heldrake.

An Iron Hands Hunter
locks onto a distant
Necron Night Scythe,
preparing to unleash a
skyspear missile to track
it down.




THIS MONTH IN THE DESIGN STUDIO

Dave Thamas threw
himself into the breach
to tackle the heavy
hitters of this month's
new releases — the
Centurion warsuits.
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SUITED FOR WAR

Andrew sat down with Dave Thomas to find out
more about the new Centurion miniatures.

Andrew: So, what can you tell me about
the Centurion warsuit?

Dave: It's not a suit of armour It's a
battlesuit — there’s a Space Marine in
power armour in there piloting it. They're
at the heavier end of the wargear the
Space Marines field, able to literally carve
through stockades, tanks, whatever gets in
their way.

Andrew: How do the Centurions fit in with
the rest of the Space Marines?

Dave: They fit between the Terminator and
the Dreadnought in size — as well as
conceptually. | wanted to avoid just
making a bigger Terminator, but [ wanted
to suggest that there was an element of
family design there — the helmet, for
example, is a mix of the Mark 7 helmet and
the Terminator helmet.

Andrew: Was it a challenge, designing
something new for such a well-developed
range as the Space Marines?

Dave: The Space Marine range is such a
well bedded-in design that you've got to
stick to the general shapes. They've got to
look like Space Marines, after all. It makes
it at once easier and harder. On the one
hand, all your shapes and design basics
are there; but on the other hand you've
got to avoid what we've done before.

Andrew: We've seen a Space Marine
battlesuit before, of course: the Grey
Knight's Dreadknight.

Dave: I'd be stupid not to take some of the
design cues from that. The pistons at the
back, the stabilisers on the feet, the
bracing down the legs are all inspired by
it. But it's not just the Dreadknight that



inspired parts of it: the power plant on the
back is from the Dreadnought, which is a
component shared by the Land Raider
too. It gives it a resonance, ties the range
all in, makes it more coherent.

Andrew: I really like how it looks like it
might actually work.

Dave: I tried very hard to make it look
believable. I paid great attention to the
fact there is a guy on the inside - it's one
of the things that made it for me. Because
of the height of the suit, the pilot's knees
would actually be behind the thighs, so |
came up with the idea of a floating knee, a
mechanical device that sits on top of the
pilot's power armour and then a series of
braces are attached to that. You need to
consider these things or else the miniature
lacks a certain resonance. It doesn't
actually work, of course, but you've got to
make sure there's a certain amount of
attention paid to the plausibility to it. It
needs to look as though it could work. And
if you're not doing that, you're bypassing a

fundamental part of it, you're missing an
intrinsic point of interest for people.
Imperial technology’s sense of realism is a
hook for many collectors.

And that’s part of the intrinsic appeal of
Space Marines — they might be
superhumans, but they're still men. |
personally like things with faces — painting
and sculpting - which is why I made sure
there are options without helmets. It
makes them instantly familiar.

Andrew: One last question: where are the
pilot's arms?

Dave: I knew someone would ask me that,
but I have actually thought it all through!
They're crossed over his chest in the front,
behind that big torso-plate and the
secondary weapons. And the pilot actually
steps into the suit from behind. The top
section hinges up - you can see the
harness that straps him in — and the back
of the suit opens up to allow access. At
least, that's how it works in my head. Al

A Centurion Assault
sguad wades into
where the fighting is
thickest — in this case
against Ork Meganobz.

A Centurion Devastator
squad prepares to lay
waste to the Orks with
heavy bolters and a
grav-cannaon; an all-new
weapon for the Space
Marines that works
against enemy armour,
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THIS MONTH IN THE DESIGN STUDIO
THE CODEK ASTARTES

Robin led the Codex: Space Marines project. It
turned out to be a lot bigger than anyone expected...

Robin Cruddace: Of all the models that we
produce, the Space Marines are the most
instantly recognisable and, in many ways,
the iconic miniatures of Games Workshop.
Writing the Codex for them was a great
responsibility, but also one of the most
exciting challenges in my career so far.

Having read the litanies
of faith and covered
himself in purity seals,
Robin Cruddace was
more than ready to
tackle the new Codex:
Space Marines.

From the outset I wanted to emphasise
the fact that the majority of Space Marine
Chapters follow the Codex Astartes — the
doctrinal texts that dictate the governing
of a Space Marine Chapter — pretty rigidly.
Some, like the Ultramarines, are ultra-
puritans and follow the Codex to the letter,
while others, such as the fanatical Black
Templars, combine their own beliefs with
these hallowed teachings. However, they
are all fundamentally Space Marines and |
wanted to convey that feeling of a united
brotherhood throughout the Codex.

[ was also keen to mention the individual
Space Marine Chapters in more detail.
While they may all be Space Marines, each

1 “The Ultramarines are
the epitome of what it
means to be a Space
Marine,” says Robin.
"They are the Chapter
that holds the Imperium
together in the wake of
the Horus Heresy and it
was their Primarch that
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Chapter is defined by their idiosyncrasies,
those little foibles that make them
different from their brothers. The Raven
Guard, for example, exemplify the traits of
stealth and patience, while the White
Scars epitomise the more feral lineage of
many Space Marines. A suitable metaphor
would be to describe the Space Marine
Chapters as different flavours of the same
food - they are, at their base ingredients,
the same, but the flavour defines them.
For this reason, all six of the First Founding
Chapters that follow the Codex Astartes
have their own chapter (a Chapter chapter)
in the Codex, complete with original
artwork and new background. I also
included two other Chapters, the Crimson
Fists and the Black Templars, as examples
of a conventional Successor Chapter in the
case of the former and a less-conventional
one in the form of the latter.

It's probably worth talking more about the
Black Templars, as collectors of the
galaxy’s most zealous Chapter may feel
disappointed that they no longer have
their own Codex. Let me reassure you that
you're not missing out. In fact, you gain
more than you lose as not only do you get
to enjoy the rich tapestry of background
that comes in Codex: Space Marines, but
you still have your own chapter full of
background on top of that. You also have
access to more units than ever before and
you're the only Chapter that can take
Crusader Squads (with Land Raiders as
dedicated transports) and the Emperor's
Champion. If anything, life is much sweeter
for the merger.

To make collecting different Chapters an
even more rewarding experience, each of
the First Founding Chapters and the Black
Templars have access to unique Chapter
Tactics to represent their particular style of
warfare. Imperial Fists are siege specialists
and tank hunters, while Salamanders have
an affinity for flame-based weaponry. I'm
hoping that this richness of background,
combined with the Chapter-specific rules,
will encourage hobbyists to collect a
specific Chapter rather than just a generic
Space Marine army. It should be a source
of pride to say ‘I collect Ultramarines’
rather than ‘I collect the blue ones’. Di

Like many of the
characters in the Codex,
Chaplain Grimaldus has
a new, full-colour
illustration next to his
unit entry.

“l had great fun poring
over the new miniatures
and categorising all their
honour markings,”
comment Robin. “It was
details like these that
really appealed to me
when | first started
collecting Space
Marines and | wanted to
include all of them in the
book somewnherg.”
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THIS MONTH IN THE DESIGN STUDIO

Kevin Chin is part of the
talented team of artists
in the Design Studio
whao illustrate all of our
books and Codexes.
He's also an avid, highly
skilled hobbyist to boot.
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PAINTING ANGELS OF DEATH

Striding forth from his sanctuary of paintbrushes,
Kevin spoke to us about art in the new Codex.

“Painting Space Marines is a joy,” Kevin
says, when asked about his involvement in
the new book. “I've been captivated by
their imagery since | saw the Codex: Black
Templars cover that came out around 2005.
It was weird and wonderful, with deadly
power-armoured knights, strange
reliquaries and so much else going on.
Since then I've been really into Space
Marines — | adore their imagery and
background, and how these two elements
combine to tell really amazing stories. 1
spend a lot of time reading the Codexes
and Black Library novels, and | honestly
don't think I'll ever get tired of illustrating
their exploits in our books

“As a team of artists, we work closely when
a new project first starts. With Space
Marines we discussed the things that we
wanted to show, drawing on the rich

background and imagery to fuel our
imaginations,” Kevin adds. “In that way,
we're kind of like a special effects
department for the Warhammer 40,000
universe. We show you what it looks like
when a Chaos Space Marine gets punched
in the face by a power fist or an Ork gets
shot by a bolter.

“When [ start work on a new illustration,
really like it to home in on a particular
aspect of the background,” Kevin says.
“The picture of the Imperial Fists and
Ultramarines fighting against the Iron
Warriors is a good example of that. At the
end of the Horus Heresy there was a
famous battle between the Imperial Fists
and Iron Warriors known as the Iron Cage,
a really bitter grudge match that could
have wiped them both out — but the
Ultramarines arrived at the last minute and




won the battle for the Imperial Fists,
driving the traitors away. This picture is my
interpretation of what a rematch would
look like in the 41st Millennium — with two
mighty Imperial heroes, Marneus Calgar
and Lysander, leading from the front. It's a
feud thousands of years in the making, and
it touches on my favourite story from the
background of Warhammer 40,000.

“When we are planning our illustrations,
we work with the Codex authors to ensure
that the images we are creating help to
flesh out the universe more fully,” Kevin
adds. “An example of this is the picture |
did of the Salamanders fighting against the
Orks for the Salamanders section of the
Codex. Probably the most famous battle in
their recent history is the 3rd War for
Armageddon, where the Salamanders
risked everything to protect refugees and
citizens, standing nobly in the path of the
Orks. So, I made sure they were all in
heroic poses, fighting hard against the
greenskins. Lots of fire helps to reinforce
not only their warcry, but also their love of
flamers and melta weapons.” AT

1 This amazing picture of

The Ultramarines and
Imperial Fists fighting
against the Iron Warriors
was inspired by the
background, something
Kevin tries hard to bring
to life in his pictures.

“I've enjoyed reading the
Black Library novels about
the Salamanders,” Kevin
says, mentioning this
illustration. “They really
rely a lot on the purifying
power of their flamers to
win battles, so the
battlefield is ablaze as
they make their stand
against the Orks, their
Captain wielding a blazing
power sword against the
Ork Warboss.”

“I really like this lron Hand
vignette by Alex Boyd,”
Kevin says. "Each of
these character pieces
tells us something about
the Chapter, and this
picture melds the
traditional image of a
Space Marine with
creepy psuedo-skeletal
bionic limbs.”
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THIS MONTH IN

The Forge World studio is always
a hive of activity as fantastic new
resin kits swell the ranks of
' collections everywhere. This

month their collective eye has
been keenly on the Horus Heresy,

w 0 R ln with a new book and several new
models nearing completion.

HORUS HERESY BOOK TWO

Work is underway on the second It is the fraught and terrible tale of the 1 The origins, histary,
instalment in Forge World's Horus Heresy treasonous attack on the loyalist Legions ;ff;““:??g ?%“fce

. . . 5 . I3
series of books, this one entitled sent to bring Horus to account, and will Maing Lﬁ.giuﬁs afe
Massacre. Forge World’s master of contain loads of additional Space Marine described in detail
heretical writings, Alan Bligh, was more units to use in your Crusade army lists, as :
han happy to explain it: “Book II tells th Il as full, expanded background for th % e
than happy to explain it: “Book Il tells the well as full, expanded background for the colour artwork depicts
story of the build up to, and opening Iron Hands, Word Bearers, Salamanders the warriors and wargear
stages of, the Isstvan V Dropsite Massacre. and Night Lords Legions.” of the Horus Heresy.

LEGION SICARIAN TANK

For the past few months the talented
Phil Stutcinskas has been beavering
away on a new vehicle for the Space
Marine Legions — the Sicarian.

“This is a main battle tank," Phil
explains, showing us the model. “It has
accelerator cannons on the top turret
that can engage both armour and
infantry, and it has side sponsons for
support fire. It shares design cues from
both the Land Raider and Predator tank,
so | kept both on hand throughout the
design and sculpting process.”
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It is ironic that Erebus, First Chaplain of
the Word Bearers, was so instrumental in
bringing about the betrayal of the
Emperor, given his Legion’s former
veneration of the master of mankind.
Edgar Skomorowski has captured the pawn
of the Dark Gods in eye-watering detail.

“The Horus Heresy novels tell us quite a
lot about Erebus,” Edgar says, “and I have
incorporated as much as possible, so fans
recognise the character they already know.
Erebus is described as having select parts
of the Book of Lorgar tattooed onto his
skull, and I have sculpted tiny script to
represent this.”

3 Erebus’ shoulder pad
bears a buming skull. Tiny
runic script is carved into
the armoured plate.

2 Erehus, First Chaplain of
the \Word Bearers Legion
—one of the masterminds
behind the Horus Heresy.

KOR PHAERON

A loyal ally to the Primarch of the Word
Bearers’ Legion, even before Lorgar's
discovery by the Emperor, Kor Phaeron
joined his lord in the Great Crusade. In the
Horus Heresy, Kor Phaeron is commander
of the Word Bearers Ist Company.

With Erebus complete, Edgar has thrown
himself straight into sculpting Kor
Phaeron. Even though it's only the early
stages of sculpting, Edgar is enjoying his
subject. “Kor Phaeron isn't a Space Marine
in the usual sense,” Edgar says. “So I'm
sculpting a man too old to be an Adeptus
Astartes, made more than mortal through
gene-forging and bionic implants.”

s Kor Phaeron so far — it's
early days for Edgar's
work on this model. So
far, he has a basic suit of
Terminator armour and
lightning claws. Expect
much, much more detail
when it's finished.

6 Kor Phaeron's face looks
old and wizened.
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