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New Releases
This month’s miniatures.

Showcase
The miniatures of Golden Demon winner, Rob Starling.

Dok Butcha
How to make a Vindicator using the new Rhino.

LORD OF THE RINGS

The Road Goes Ever On
Designers’ Notes on our new The Lord of the Rings range

Escape from Dwarrowdelf
Follow the Fellowship as they flee the ancient kingdom of the Dwarfs.

Victory Assured
The Lord of the Rings tactics from the masters themselves.

Fiends and Fireworks
Gandalf is waylaid as he journeys into the Shire in this scenario.
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Painting Elves the
al way.

Evil Necromancer Heinrich Kemmler and his
servant Krell venture into'the woods.

Fear of the Dark
Treebeard vents his wrath upon a band of Uruk-hai who have dared
to invade his forest home.

The Last Bridge
Build the bridge Glorfindel carries Frodo over in his desperate flight
from the Ringwraiths,

WARHAMMER

The Return of the Lichemaster: The Battle of the Cairns
Relive Heinrich Kemmler's invasion of Athel Loren in this new
narrative campaign for Warhammer. Part one sees the Lichemaster
and his minion Krell attempt to wake the ancient dead interred in the
barrows within the forest,

Painting Wood Elves
Seasonal colour schemes, tattoo tips and cunning basing techniques
for your Elven Warriors and heroes.

The Wayfarer's Companion: Skeggi
Of all the explorers of Lustria, the Norse have been there longest, and
Skeggi is their domain.

Ogre Cavalry
Ogres on Rhinoxen. It's actually scarier than it sounds.

WARHAMMER 40,000

War Zones
Pete Haines takes a look at Warhammer 40,000 battlefields, and
gives tips on how to make them better.

To Kill a Tyranid

\ /|| Tyranid Invasion, part three
1 The end of the world is nigh.

1 7| 7)) Beasts of Prey
% Building the famed Badab War chapter, the Howling Griffans.

THE ASTRONOMICAN

1) / Guames Workshop Direct
£ GW Direct is the place to get exactly what you want.

) Store Finder
1 L& Every store in the UK and Northern Europe territories listed.

===1

) Gaming Rooms
4 w2 Gaming Room Cambridge is descended upon.

7, Hobhy Supplies
,' Painting exotic fur.

) Fuel for the Furnace
&' 4% Write in, we want to hear what you have to say.

' /| /| Subscriptions and Coming Next Issue
1 0 Coming soon, more Gnoblars than are strictly healthy.

www.games-workshop.co.uk/whitedwarf 1

Think the Tyranids are unstoppable? Read this and think again.




® DEEP
STRIKE!

INCOMING REINFORCEMENTS FOR EMPEROR’S FINEST

Enemies of the Imperium beware, reinforcements in the form of

plastic Assault Terminators and a new metal Terminator Chaplain
(which will revealed for the first time at Games Day Germany in

August) are arriving from orbit.

Sculpted by a whole team of Games Workshop luminaries
including Dave Thomas, Mark Harrison, Martin Footitt, Tim
Adcock and Jes Goodwin, these forthcoming models bolster the
close assault prowess of any Space Marine army, and will be a
must for all players of the Adeptus Astartes.

Top: Plastic Terminator Sergeant who comes with special thunder hammer and storm shield.
Left to Right: Terminator with thunder hammer and storm shield and Terminator Sergeant with lightning claws.

Uk ] i | i ] e i | = :;- = -_._. P “ah g C.‘Jiunin:_'
P> BEHIND ENEMY LINES| i =
Hot from the mould room are these new plastic Space Marine Scouis. Fans of The Lord of the Rings
This plastic kit is set o include both holters, shotguns, a heavy bolter take heed. Clubs from the GCN
and a Sergeant. These are the test models below. We think you'll | e holding a special one-day
agree, they look fantastic! | Grand Campaion Gvent st

Warhammer World.

The fate of Middle-earth will be
| decided as all the races of the
Third Age clash in five battles on
| five seperate tables, all running
<« at the same time!

| Chelmsford Battle Bunker is the
club leading this mammoth

| event, which takes place on 3rd

| September 2005. We'd like to

| wish the guys the best of luck for
the day.

e Scout with sniper rifles are
available in meial.

2 THE NEWS



'SPECIALIST GAMES WEBSITE GETS

THE TECHPRIEST TREATMENT

Log on to the GW Specialist Games
website and you'll notice a few
changes. The entire site has been
redesigned. For a start, there's a
brand new look with a new logo.
And with the aesthetic changes,
come structural changes.

“The old website was difficult to
navigate,” says Andy Hall, Fanatic
Online Editor. “The new site is much
more user-friendly and prasented in
a simple and understandable
layout.” There are sidebars on every
page detailing related articles and
relevant products. Also, each
Specialist Games system is
identifiable by a unique symbol and
colour. “There are loads of player
aids too,” Andy tells us, "such as
roster sheets, name generators (for
Inquisitor) and playsheets.”

Fanatic Online

Alongside the redesigned website,
Fanatic Online continues to grow
apace. For those of you who don't

know, Fanatic Online is the
electronic version of the old Fanatic
Magazine. All of the material from
issues 1-10 of Fanatic is covered, as
well as all -new articles.

Fanatic Online is published weekly,
is updated every Friday and is
complete with free downloadable
PDF's of the new articles.

“Fanatic Magazine was fantastic,”
says Andy, “but now we can reach
more people — aver 300,000 a
month!”

Into the far future

More is planned from the Games
Workshop Specialist Games
website. Perhaps most exciting is
the plan to publish Specialist Game
variants online. “We had Pit Fighter
for Mordheim, which used the same
models but was a totally new
game,” Andy explains. “But there
are loads of other games too like
Bommerz over Death Sulphur River
for Epic.”

Hobbyist participation on the site is
also something Andy is very keen to
encourage. “We want your articles,”
he says. “We currently run regular
competitions for writing articles. We
award a prize for the best one.”

So what are you waiting for? Check
out the new website now.

www.specialist-games.com

IMPORTANT NEWS! GAMES WORKSHOP
DIRECT IS CHANGING ITS OPENING HOURS.
TURN TO PAGE 126 FOR DETAILS

TANK-TASTIC

Operation: Armoured Assault was
the UK's attempt to break the record
for the most tanks involved in a
linked battle. All across the UK over
120 Hobby Centres were involved in
this mammoth undertaking, the
previous record being held by the
French who had amassed an
impressive 2,500 tanks.

Battle was joined on 11th June and
the tally of total tanks came to a
mighty 30,894 which smashed the
old record!

If you like the sound of this event ,
and would like to get involved in
future record attempts or other

[~

activities then have a look at the
Events Diary on page 122 for details
of what's happening across the UK.

Operation: Armoured Assault underway
at the Nottingham Hobby Centre.

L1} ”
ARR, SHIVER ME TIMBERS

Every since we printed the Zombie Pirates army

list in WD306 the entirc office has gone pirate \

crazy, So much so we had a competition to sec i

who could make the best scurvy dog. There were |

loads of prizes: most piratical, most humerous and l

best converted amongst others. gl il

|

|

|

|

|
Here be Matt Anderson’s cntry, winner of the 6 1
best painted. Yar. well done! ' |

Mait constructed
his pirate ship
base from actual
wood. It even
includes rigging
on the mast!

REINFORCED ARMOUR
New from Forge World this month
is The Taros Campaign, the third
volume in the Imperial Armour
series. The:book details a conflict
| between the forces of Imperium
and the Tau Empire, including the
| battles, history and units involved.

| There are rules for new Tau

| vehicles and aircraft and additional
fighting machines of the Imperium.
Interior details, background,
technical specifications and more

i are allin abundance. . el

The book has 120 black and white

Epic, and additions to the Tallarn | 1
pictures, 110 full colour vehicle Imperial Guard regiments and Tau | ‘
profiles and over 80 technical forces in Warhammer 40,000. | }
drawings. | Il
For more details about all Forge | | ’

{

World products log on to:

| There are also army lists for the | i
www.forgeworld.co.uk | i,

| Elysian Drop Troops, the Tau in

GAMES WORKSHOP ONLINE NEWS

THE WAR OF THE RING™ - COUNTING THE COST OF WAR
Thousands of results from hobbyists and hundreds from Hobby Centres and Gaming
Clubs have been entered inta our The War of the Ring™ campaign. After countless bitter
battles during the last three months, the war in Middle-garth is finally over — only small
pockets of resistance remain. But what has been the price of victory for the forces of
the Free Peoples or the forces of Darkness? Log on to the War of The Ring website to
discover the outcome of this long and bloody contest across Middle-earth.
www.thewarofthering.co.uk

www.games-workshop.co.uk/news 3
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4 GOLDEN DEMON 2005

The day is almost at hand. Jusi a
few more weeks until, for the first
time in Gumes Workshop history,
the Birmingham National Exhibition
Centre throws open its doors fo
Games Day and Golden Demon.
This, the vltimate event of the
Games Workshop calendar is bigger
and better than ever, with a host of
new aftractions and stands. Hove
you got your ficket? Are you ready?

Games Day and Golden Demon
2005 is one of change and
something of a milestone. A brand
new venue brings an exciting and
totally new experience for Games
Day regulars and newcomers alike.
In a huge departure from previous

FORUM

years there are three separate halls,
each hosting a variety of different
activities and stands. Three halls on
one level also means no more
stairs, so you don't have to lug up
and down to see the Golden Demon
entries which are, by virtue of the
new set-up, more accessible.

The focus this year and for future
years is one of accessibility. We
want everyone to get the very most
they can out of the show. There are
no seminars this year; rather there
is a proliferation of plasma screens
stationed throughout the venue.
From here a constant barrage of
hobby goodness will be fed to all,
from upcoming new releases to

* Bring and Batile Play games! Just bring a Border Patrol or
War Party-sized force, a tape measure and some dice.

» Hobby Zone Build terrain and get army list advice from our

hobby experts.

e Art Competition The theme is ‘For the Emperor’. Bring your
h

entry with you on the day.

 Forge World Upcoming releases and the latest products.

e Sales Stands All the latest and pre-release models are

available to buy.

tantalising sneak peeks of
miniatures to come. If you want to
know more or have questians, then
just pay a visit to the Design Studio
stand and get all the gen from one
the hobby luminaries there.

There's a lot going on that's new
this year, so we've provided a map
of the halls, detailing what is
contained in each, below so you can
get the most out of what’s on offer
and get to grips with the NEC. This
guide presents in broad strokes the
activities that are taking place and
where to find them. On the day itself
a much more detailed programme
will be available to ensure that you
don't miss a thing.

-

/

SALES STANDS

BRING AND

BATTLE

D

Customer
Entrance

FW DESIGNERS

®

HOBBY ZONE

To the

> ARENA

»
2
2
-0

f 0

Customer
Entrance




MAIN SEATING

&

THE LORD OF THE
RINGS GAMING AREA

WARHAMMER
|n| GAMING AREA

I Disabled Seating

MAIN SEATING

To the
—> PAVILION

SIGNING BOOTHS

* Golden Demon Awards
See the winners get their
prizes, including the
s prestigious Slayer Sword!

* Gaming Take part in huge

4\ N

games of Warhammer,

Warhammer 40,000 and
The Lord of the Rings.

I i #

Customer Entrance

iy

 1&64

PAVILION

* ‘I‘ GOLDEN DEMON
REPAIR TABLE

/@ / GOLDEN DEVON DISPLAYS )
To the

é / GCN SHOWCASE
ARENA

GW_

)
7]
]
3
(7]

e Main Stage New models
and products on screen.

* Baneblade Witness the
awesome tank in action!

ENTERTAINMENT &
MEDIA DIVISION

10am to 4pm on Sunduy
25th September 2005

Birmingham National

Exhibition Centre (NEC)

TOOLING @
O GOLDEN PARENTS
fl I JGY DEMON ROOM
REGISTRATION
* Registration Enter your Golden
Demon models here. 4\ |
* Golden Demon Check out all Customer
this year's entrants. Entrance

* Design Studio Your guestions
answered by the Studio team.

e Stands Check out the Archive,
the GCN and play Dawn of War:
Winter Assault!

Ticket price £25 | §

Tickets are on release NOW!

Order yours from your local
Hobby Centre

or by calllng 0115 91 40000

www.games-workshop.co.uk/goldendemon 5



Guy: Life here
at the WD hold
has begun to
calm down
somewhat.
We're past the
winter months,
and are now
into the balmier
days of summer. No longer do we
have to fight off bands of starving
Goblins emerging from the depths
of the earth, and the caravans of
Imperial traders can make through

Guy Haley

| to Grombrindal's gates, with their

valuable supplies of ale and food.

We've also not had to make any
huge bumper-sized anniversary
issues for a while, which is
especially pleasant.

So I've been out and about a bit. We
all went to various stores for the
anniversary celebrations earlier this
year, | myself heading off to Bath. |
recently followed this up with a trip
to Bristol Conflict, and what fun it
was!

Barely contained by the beautiful
halls of Isambard Kingdom Brunel's
first Bristol railway station, which
now houses The British Empire and
Commonwealth museum, were nigh
on 300 hobhyists, all battling away
with each other. Whilst there, | took
the opportunity to chat with many
WD readers, all of whom were
exceptionally nice (no-one threw
rocks, at any rate). There were loads
of fantastic armies, including one
made up entirely of Goblins, which |
obviously liked, and some of the
entries into the painting competition
were truly stunning. Perhaps the
only downside to the day was
playing Paul ‘PJ’ Jones of Plymouth,

THE
'WHITE

DWARF

TEAM

THE NEWS

s
L.

The new chariot
inall its gl... er..
greenery.

not because he was horrible, you
understand — he was a pleasant
fellow - but because | got my
backside handed to me in a The Lord
of the Rings Battle Companies game.
Not that this was surprising, and
even though we were playing from
afresh, Ugbrag’s unlucky streak
dogged my dice, which produced
more 1's than there are in a very
long line of binary code. Paul won
the opportunity to play me by
coming top in the Battle Companies
tournament. | think perhaps his
Rohirrim could have warmed up
their sword arms on my Orcs
instead. | certainly would not have
presented much of an obstacle in his
road to glory.

The Conflicts for this year are
coming to a close, but | heartily
recommend going to one when they
begin again next year. It was my
first, it certainly won't be my last.
See the community section of the

website for more details on Conflicts
and other events.

DENMARK REDUX
Perhaps you remember my trip last
year to Giant Fanatic 77 That was
another brilliant weekend. Tickets are
on sale for the 2005 Giant Fanatic —
the eighth — which takes place on
30th September. For more details on
this and other Scandinavian events
go to:

ne.games-workshop.com/

eventsdiary.asp

MORE GOBLINS

I've also been busy on the hobby
front, completing a chariot and two
Spearchukkas for my Common
Gobbo horde. | need to paint two
more Spearchukkas and three more
chariots soon, as | have challenged
the Lord of Karak Kyme to a battle,
and this is one game | do not intend
to lose. | have a plan... (not that that
has helped much in the past!)

Guy Haley
Editor



Christian:
Chaos Cows,
that's what | call
them, but

finished | can get cracking on some
Screamers of Tzeentch and a
converted Champion riding in a
Chariot (I have used the classic

Greg: Oh, life on
the ocean
waves... We've
all been inspired

\ here by the everyone else Aekold Helbrass model as he carries
Zombie pirates likes to referto  a great weapon). Other than that you
x* article from them as can see some more of my \I*be putting:full
o WD306. So taken i Minotaurs. They  handiwork in this issue's Wood EIf Ii}
Greg MacGregor  ware most of the ~ Cfvistian Byme  haye been painting guice on pages 70-71, and

UK department, that we decided to
hold a Zombie Pirate competition to
see who could come up with the
best nautical nasty. You can see my

sitting on my paint station for the
last couple of weeks, as | busily add
extra units to my Chaos horde in
anticipation for London Conflict

the Skeggi article on pages 72-77

(the goblin king, Guy, has demanded
greater tributes from his minions in |
the past couple of weeks). So that's |

www.ganmes-workshop.co.uk/

whitedwarf

0, follow these

work in progress below. | toyed with
the idea of having my pirate surfing
on the back of a Zombie shark, but
my skills aren’t up to sculpting a
suitable configuration of fish bones
yet. Instead [ settled on a pet
shark... or pet dolphin for

the more critical amongst

you. Some of the other

entries have been great — with
blood-gorged ex-parrots,
Zombies hunting treasure and all
manner of other sailors of a rotting
disposition. “Arrrrrrrrrr, surfs up.”

And so | too sail off into the sunset.
The time has come for me to leave
for pastures new, like a stray dog
might as it moves on to save
another group of children from
some unknown danger. I'll be
definitely reading White Dwarf in the
future to see how the boys are
getting on, and maybe even popping
back to launch the odd starcannon
salvo at one of their pitiful armies. |
would cheekily like to take the
opportunity to thank all the team
behind the mag, and all the
connected GW staff in
Reprographics, the Studio and the
UK department, before | board my
Wraithship and head off into the
wide blue yonder.

“Ar, shiver me
timbers and
cowabunga.”

We are also sad to announce
that, like Greg, Paul Rudge has
left us too. We would like to
thank both of them for their hard
work and dedication to White
Dwarf, and wish them all the
best for the future.

(which, when this issue is released,
will be old news). Now they are

enough of me. Here are two of the
four cows, in all their bovine glory!

“It’s milking time! Grrt."

Nick: You may
remember last
month | was
licking my
wounds after
the Dwarfs of
Karak Kyme

¥ were given a
Nick Kyme good hiding in
the Border Princes campaign. This
game against the stinky Skaven was
my fifth. | had to play a total of eight
games or I'd be docked serious
points in the campaign. Three to go
then this month, and | badly needed
50me wins...

Step forth Tim Vincent, Tim, UK
Studio design boffin and A-Team
aficionado, wields Orcs and Goblins
in battle in a manner befitting the
greenskins — like a big spiky club. It
was Capture. A tough game, Tim
had some pretty meaty units and a
Shaman Lord to boot! An unusually
accurate Rock Lobber caused me
some problems but the pressure
came off when Tim's Shaman
exploded after miscasting (tee hee).
A glorious moment, it gave me the
game. One down. | was back on the
winning trail. What's more | had
taken the lead in the campaign!

For my next game | took on the
lascivious hordes of Steve Green's
Cult of Slaanesh. Steve (also of A
Tale of Four Gamers fame) is the
organiser of the campaign so | really
wanted to beat him. I'd also taken a
few scalps from the finance
department already in my earlier
battles, so | fancied a complete set.
Another close one, but thanks to the
Rune of Slowness and the judicious
use of an Organ Gun and
Gyrocopter, | emerged the victor.
Gawd bless Dwarf Engineers eh?

My final game was against Finance
Manager Dave Holmes. It was civil
war again as Dwarf fought Dwarf in
a bloody feud. To cut a long story
short (Dwarfs slowly advancing
would make for a laborious
narrative) great weapons won the
day for me and so | notched up my
third victory. What's more, it was
enough fo win the campaign!

| was absolutely delighted. Karak
Kyme had done itself proud. It was a
great campaign and much fun was
had by all. My hat goes off to Steve
and everyone | played against. I'll
see you all next time, where perhaps
you'll get your revenge!

www.games-workshop.co.uk/whitedwarf 7
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COMING IN OCTOBER!

The Lord of The Rings

A whole new range of products will soon be
available for our battlegame!

The Lord of The Rings Rules Manual.....£30.00 ‘ ORDW‘?EIE

LGY BATTLE G

In full colour and with updated rules, it contains all the YR STRAT
information you need to fight out the battles of The ‘
Fellowship of The Ring, The Two Towers and The Return of
The King.

The Mines of Moria......emssensesssncnsennennee £40.00
In this set you'll find a rules manual, Getting Started book,
dice and 34 highly detailed plastic miniatures. It is
everything you need to play in a box!

Contents: 112-page full colour rules manual, 32-page || |
Getting Started book, 34 highly detailed plastic miniatures: l
Frodo; Sam; Merry; Pippin; Gandalf; Aragorn; Boromir; | il
Legolas; Gimli; 24 Moria Goblins and Cave Troll, Balin’s
Tomb terrain pieces, Dice and The Ring.

The Fellowship of The RiNg .ccvvvorereeeneenn: £12.00

Fight out the battles and encounters of The Fellowship of
The Ring book and film on your own tabletop.

_AJOF THE

RINGS

i
"RATEGY. BATTLE GAME

See page 16 for more details

AVAILABLE TO PREORDER NOW! CALL 0115 91 40000
This month’s releases for The Lord of the Rings

Available in Hobby Centres
for a limited period!

¥ Haldir on foot with bow
Sculpted by Gary Morley, this blister pack
contains ] Haldir,

These models reguire assembly.

Denmark s SRR kr 60.00

Sweden kr 70.00 ‘
Norway kr 70.00
Euro € 8.00

V¥ Sam and Bill the Pony

Sculpted by Gary Morley and Michael Perry, this
blister pack contains | Sam and 1 Bill the Pony.

These models require assembly.

SAM AND BILL THE PONY  £6.00

Denmark kr 75.00

Sweden kr 85.00

SHeder k8500 A Gandalf and Cart

Euro £ 10.00 Sculpted by Tim Adcock and Alan Perry,

this boxed set contains | Gandalf and Cart.

These models require assembly.

|GANDALF. E12.

DAmAN | [ kr 125,00
Sweden kr 150.00
i i Eoresy ¢35
Available in Hobby Centres for a limited period!
T —

Pictures for lllustrative purposes only. Product contants may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct
at time of going to press, please contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, calalogue or website.
Independent retallers are responsible for determining their own prices.



V¥V Ringwraiths
Sculpted by Alan Perry and
Michael Perry, this boxed set
contains 1 Witch-king of
Angmar and 8 Ringwraiths.
These models require assembly.
RINGWRAIT _ £35.
Denmark " kr 400.00

Sweden kr 500.00
Norway kr 500.00

Euro € 60.00

V¥V Diinedain of the North

Sculpted by Alan Perry and Michael Perry. this
blister pack contains 3 Diinedain of the North.

These madels require assembly.

kr 75.00
kr 85.00
kr 85.00
€ 60.00

Available in Hobby Centres
for a limited period!

V Witch-king of Angmar

Sculpted by Alan Perry and Steve Saleh, this
blister pack contains |1 Witch-king of Angmar
on foot and 1 Witch-king of Angmar on
horseback.

These madels require assembly,

GMAR

Denmark

ki i
Sweden kr 150.00
Norway kr 150.00
Euro € 17.50

V¥ Arwen

Sculpted by Juan Diaz, this blister pack

contains 1 Arwen on foot and 1 Arwen on

horseback.

These models require ussembly.

B

L A
enmark

kr 150.00

Sweden kr 180.00
Norway kr 180.00
Euro € 20.00

Pletures for illustrative purposes only. Praduct contents may vary. Products soid unpainted and unassembled. Certain Gitade/ products may be dangerous if used
incorrectly. Prices correct at time af going to press, please contact us for current availability and prices. Prices quoted are for products sold by Games Workshop
through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.
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' WOOD ELF ARMY BOOK

The Wood Elves of Athel Loren are mysterious and secretive beings, rarely seen

beyond their forest borders. Those foolish enough to set foot within their woodland
realm, invite the fury of the Wood Elves and their Forest Spirit allies, whether in open
combat or through sudden ambush.

Warhammer Armies: Wood Elves is one in a series of supplements for Warhammer.
Each book in the series describes in detail an army, its history and its heroes. Inside
you will find:

The Denizens of Athel Loren

' A description of the origins of the Wood Elves and their pact with the forest of
| Athel Loren. Information on the Wood Elves and Farest Spirits as well as the

| history of the Wood Elves and how their destiny entwines with the fate of the
Warhammer world.

||
|
! ‘ Blessings of Isha

i . The magic items of the Wood Elves, in addition to the powerful enchantments
|; woven by the Elven Spellsingers.

|

i

|

|

l

Lords and Ladies of the Forest

Rules and background for some of the mighty heroes of the Wood Elves: Orion,
King in the Woods, the embittered Dryad Drycha, and the mysterious twins
Naestra and Arahan.

| Collecting a Wood EIf Army
|| A reference for collectors, introducing the miniatures and suggesting colour
| schemes for your Wood EIf army.

WOOD ELF ARMY BOOK ..ooccoscccrunsussarernsnnss£12.00
Denmark kr 150.00 Sweden kr 180.00
Euro € 20.00 Norway kr180.00

WOOD ELF BATTALION

The Wood Elves follow a path walked by no other, and often appear capricious or cruel, though in truth
each harmful act they perform is always balanced by one of benefience. In the defence of their woodland
realm, the Wood Elves and their allies are deadly and unforgiving.

This box contains 24 Glade Guard, 8 Glade Riders and 12 Dryads, sculpted by Steve Saleh,
Alex Hedstrdm, Aly Morrison, Brian Nelson and Michael Perry.

These models require assembiy.

WOOD ELF BATTALION £50.00
Denmark kr 650.00 Sweden kr 750.00
Euro € 80.00 Norway  kr 750.00

- =AUl e ——— —T -

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



WOOD ELF DRYADS

Dryads are spiteful and deadly creatures with hearts akin to shards of ice within which there is neither
room nor regard for compassion or mercy, merely an uncompromising dedication to Athel Loren that
makes even the most heartfelt vows of EIf or Man seem trivial by comparison.

This box contains 12 Dryads, sculpted by Aly Morrison and Brian Nelson,

These models require assembly.

WOOD ELF DRYADS £18.00
Denmark kr 225.00 Sweden kr 270.00
Euro € 30.00 Norway kr 270.00

WOOD ELF GLADE GUARD

: When an EIf comes of age, he or she will be formally inducted into their household's
Kinband of Glade Guard, and given responsibility for patrolling a section of the forest. |

(4 When Athel Loren goes to war, the Glade Guard form the bulk of the army, a deadly core

! of skilled archers that can often put a foe to flight before the battle has truly joined.

This box contains 16 Glade Guard, sculpted by Steve Saleh and Alex Hedstrom,

These models require assembly.

WOOD ELF GLADE GUARD ..vvevvomeeeeseenenecnns E18,00 ‘
Denmark kr 225.00 Sweden kr 270.00
Euro € 30.00 Norway kr 270.00

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

www.games-workshop.co.uk/store 11
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| WOOD ELF GLADE RIDERS p

| The Glade Riders are perhaps the greatest horse-warriors of

| the OId World, their Elven reflexes allowing them to perform all
‘ | manner of seemingly reckless acts that are far beyond the
abilities of lesser races. Whether firing backwards while riding
full pelt through deep woods or darting through the ranks of
surprise enemy outriders, Glade Riders routinely survive their
escapades unscathed through a formidable combination of
graceful skill and unflappable confidence.

}  This box contains 8 Wood Eif Glade Riders,
| sculpted by Steve Saleh and Alex Hedstrém.

These models require assembly.

WOOD ELF GLADE RIDERS....c.ccossesercsesssseses-£18.00

. Denmark kr 225.00 Sweden kr 270.00
|| Euro € 30.00 Norway kr270.00

"By
‘WO EHOP

WOOD ELF TREE KIN

Athel Loren is inhabited by many strange and powerful beings, many of whom are as ancient as the
forest itself. They watch over those that enter their realm with distrust and suspicion. In spirit form,

| these creatures are insubstantial, and may appear as little more than glowing spheres of light, though
|| they can take physical form at will, and change their shape at whatever whim takes them. In times of
|\ conflict these spirits can bind themselves to the husks of dead trees, making the silent form uproot

|| itself and meld into a powerful shell with which they can oppose interlopers.

This biister pack contains 1 Tree Kin, designed by Trish Morrison.
This model requires assembly.

WOOD ELF TREE KIN £9.00
Denmark kr 100.00 Sweden kr 120.00
Euro € 13.00 Norway kr 120.00

BRANCHWRAITH DRYCHA

Most believe that Drycha lost her mind when
Morghur’s death soured the ground of the
Glade of Woe, the area of Athel Loren to
which she was bound. However, in truth the
Branchwraith was capricious and hostile for
many years before this. As with many of
Loren’s spirits, Drycha is incredibly old, and
is said to remember the days before the
coming of the Elves.

This blister pack contains 1 Branchwraith
Drycha model, sculpted by Juan Diaz.

This model requires assembly.

BRANCHWRAITH DRYCHA....cccoerssssiecsrisierereec £6.00
Sweden
Norway

kr 60.00
€ 8.00

kr 70.00
kr 70.00

Denmark
Euro

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct
at time of going to press, please contact us for current availabilily and prices. Prices quoted are for producls sold by Games Workshop through its own stores, catalogue or website.
Independent relaiiers are responsible for delermining their own prices,
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WOOD ELF SPELLSINGERS

Like all of their race, the Elves of Athel Loren are intrinsically magical beings, their consciousness residing on the physical and magical planes in equal [
measure. In most, their talent is too weak to be developed, but in truly gifted individuals it can be shaped into a tool of great power. | 1
|

|

This blister pack contains 1 Spellsinger model, sculpted by Steve Saleh and Alex Hedstrém.

WOOD ELF GLADE SPELLSINGERS .................£5.00
Denmark  kr 60.00 Sweden kr 65.00
Euro € 8.00 Norway kr 65.00

WOOD ELF WARHAWK RIDER

Flying high above the treetops of Athel Loren, the Warhawk Riders scout the area for approaching enemies. They are
skilful enough to guide their Warhawks down through the trees to strike at intruders should occasion demand it.

This blister pack contains 1 Wood EIf Warhawk Rider, sculpted by Steve Saleh and Trish Morrison.

This model requires assembly.

WOOD ELF WARHAWK RIDER.....coccenee
Denmark kr 100.00 Sweden kr 120.00
Euro € 13.00 Norway kr 120.00

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

www.games-workshop.co.uk/store 13
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WOOD ELF WAYWATCHER LORD

| Long years of practice with their chosen

| weapon has left each Waywatcher capable of
| ' | atremendous rate of fire, able to loose an

| unerring stream of black-shafted arrows one
' after another, seemingly without pause and

i without loss of accuracy.

This blister pack contains 1 Wood EIf
Waywatcher Lord, sculpted by Alex
Hedstrém.

This model requires assembly.

| WOOD ELF WAYWATCHER LORD s £6.00
Sweden
Norway

kr 80.00
kr 80.00

Denmark  kr 75.00
Euro € 10.00

|
‘ WOOD ELF LORD

| | WITH GREAT WEAPON
|

The lords and ladies of Athel Loren have led
the Asrai in peace and war since the Elves
first came to the forest. Wood EIf nobles
commonly inherit rank according to the
station of their birth, though it is not

| | unknown for a valourous individual to be

| elevated to higher authority — the EIf chosen
|| | by the Wild Riders to become Orion, for
example.

| | This blister pack contains 1 Wood EIf Lord
with great weapon, sculpted by Alex
| Hedstrom.

This model requires assembly.

WOOD ELF LORD WITH GREAT WEAPON........£6.00

|

i Denmark  kr 75.00 Sweden kr 80.00
i Euro € 10.00 Norway kr 80.00
|

|

|

14 NEW RELEASES Pictures for ilustrative purposes only. Product contents may vary. Products sold unpainted and unassemblad, Certain Citadel products may be dangerous if used incarrectly. Prices correct
al time of going lo press, please contact us for current avallability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website.

BRETONNIAN COLLECTORS GUIDE

Calling all Bretonnian players or those wishing to
deploy an army of chivalrous knights ready

to gain the honour of the Lady of the Lake.
Featuring Classic miniatures, the entire
Bretonnian range, Collector’s models,

showcase armies and more, this book is

an invaluable aid to all who wish to serve

King Louen Leoncoeur.

BRETONNIAN COLLECTORS GUIDE......crvoceee --£5.00

Denmark
Euro

WOOD ELF WAYWATCHERS
Guardians of the paths leading into Athel Loren, the Waywatchers are silent
and deadly sentinels. They are masters of concealment, and have trained

themselves so that they can lie unnoticed and unmoving for days on end
before springing into action to slay a startled and unfortunate prey.

This blister pack contains 3 Waywatchers, sculptad by Gary Morley.

These models require assembly.

WOOD ELF WAYWATCHERS.
Denmark kr 75.00
Euro € 10.00

£6.00

Sweden kr 80.00
Norway  kr 80.00

MOUNTED WOOD ELF LORD

Each Highborn, no matter his or her rank, is required to
keep his domain free from intruders, and has the ultimate
responsibility over the area of the forest in which his

followers dwell.

This blister pack contains 1 mounted Wood EIf Lord,
Sculpted by Steve Saleh.

This model requires assembly.

MOUNTED WOOD ELF LORD sosessassssssassssssssesi 29,00
Denmark kr 115.00 Sweden kr 140.00
Euro € 15,00 Norway kr 140.00

kr 60.00
€ 8.00

Sweden kr 65.00
Norway kr 65.00

Independent retailers are responsible for determining their own prices.

|
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*Escape from Dwarrowdelf: *The Road Goes Ever On: *Victory Assured:
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Above: A Ringwraith, Diinedain and Gildor Inglovion, just a few of the models soon to be released.

The Battle for Middle-earth continues!
Buy these products from October 2005
Available to Advance Order now!
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/ STRATEGY BATTLE &

Alessio Cavatore heralds a new age for The Lord of the Rings Strategy Battle Game. It is an exciting time for
games set in Middle-earth as Alessio looks at how the rules have been fine-tuned to make games run smoother
than ever. We open the Mines of Moria box, take a peek at The Fellowship of the Ring and reveal a little of
what is to come in the future. If you don’t play, there’s never been a better time to start...

Strategy Battle Game. Starting from this summer, we will

be entering a new stage in the life of our game — you could
say that the game has come out of its adventurous youth and has
now entered its full maturity, establishing itself as one of Games
Workshop’s core systems alongside its two older siblings:
Warhammer and Warhammer 40,000. The worldwide community
of hobbyists who share a passion for this game is constantly
growing, as are the number of independent websites, gaming
events and clubs that focus on The Lord of the Rings Strategy
Battle Game.

There are more and more people out there that share our love
for JRR Tolkien’s novels and our game. Spurred on by all this
enthusiasm. Games Workshop will continue to give The Lord of
the Rings hobbyists all the attention they deserve.

One Rules Manual To Rule Them All

On 8th October we're launching a new rules manual collating all
the rules material from the previous manuals — The Fellowship of
the Ring, The Two Towers and The Return of The King — and
supplements — Shadow & Flame. The Siege of Gondor. The Baitle
of Pelennor Fields and The Scouring of the Shire. bringing
everything together in one place. As well as the rules. this precious
tome contains the profiles of all the models currently in our range,
making it a must-have for any hobbyist. The book also includes an
extensive hobby section, which collects ideas, advice and experts’
tips about all aspects ol our The Lord of the Rings Strategy Battle

! lessio: Greetings fellow players of The Lord of the Rings

Game. This covers collecting, modelling. painting, terrain building
as well as extra rules and other ways of playing with your
collection of models. Examples of these alternative gaming ideas
are the Coastal Raids set of rules and Battle Scenarios

You'll notice that, unlike its predecessors, this rules manual
does not include any scenarios, but don’t worry. the plan is to
make them available in dedicated supplements, setting them neatly
within an exciting campaign.

Telling The Story

The first example will be released simultaneous:;y with the rules —
The Fellowship of the Ring. It recreates the journey of Frodo from
the Shire to the breaking of the Fellowship at Amon Hen. with
many new scenarios (based on both the film and the book!). and is
be crammed with loads of painting, modelling and scenery-
building advice. We will, of course. follow this book with The
Two Towers and The Return of The King in the future.

For more information about The Fellowship of the Ring book,
see Adam Troke’s designer notes in this White Dwarf (page 22).

And don’t worry, we will also continue to explore Middle-
earth with a series of supplements very similar in format to
Shadow & Flame, the Scouring of the Shire and the others.

The first two. to be released in 2006, will be centred on the
Easterlings and the Fall of the Necromancer. The Dwarves, the
Ents, the Corsairs of Umbar and the Last Alliance are only some
ol the subjects we'd love to cover at some slage in the future with
these supplements, so keep your eyes open...
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The new, 240-page full colour rules manual is packed full of hobby tips and

Jeatures 13 themed force selection sections, all for £30.

THE WORLD IS CHANGING...

Releasing a new edition of The Lord of the Rings game gave Alessio the chance to revamp a few of the rules. These are not

major changes, but do much to add to the gaming experience, as he describes below.

The Move Phase

I simplified and shortened the Move phase
section of the book by removing the rules
for defending barriers. Each successive
iteration of these rules had grown in size
(mostly due to the siege of Helm’s Deep
and Minas Tirith playing such a huge part
in the last two movies). I decided to
dedicate a separate section to this complex
matter and move it, together with the bit
about defending elevated positions, to the
Advanced Rules, as you don’t really need
to know these rather complicated rules
from the start.

The Shoot Phase

Note the change in the Wound chart —
Strength 3 wounds Defence 10 on the roll
of a 6/6 instead of 6/5 as it used to be...
good news for Sauron!

The Fight Phase

Apart from removing the part about
Defending Barriers, this section of the core
rules remains the same,

Advanced Rules

Defending Barriers

This entirely new section now includes
both the bits from the Move phase and the
Combat phase, placing them together for

in the rules regarding defenders that are
attacked by enemies from both across the
barrier and on the same side of the barrier
as the defender. This has been simplified
and is now treated just like a normal
multiple fight, the defender losing all
advantages of being behind a barrier.

Courage
This is probably the section that contains
the most important changes to the rules!
The “All on his Own” test is gone.
The reason for its removal is that players
very often completely forgot about it.
That’s normally the signal that a rule is not
very intuitive, so I decided to terminate it.
The other major thing that T did not
like about Courage was that when a force
is broken (a term that means “reduced to
50% of its initial strength™), every model
had to take a test every turn, meaning that
they spent most of the rest of the game
running backwards and forwards. A lot of
time and dice rolling for nothing! Also, the
Retreat rules were quite complex and easy
to misread or exploit. I killed two birds
with one stone by changing the rules so
that if a model fails this test, instead of
retreating, the model is removed as a
casualty. This represents the warrior
completely losing his nerve, turning tail
and deciding to leave the battlefield. As

you probably have guessed, this makes for
a faster and more decisive game end,
highlighting these tests as very tense
affairs indeed and making the leadership
of your Heroes even more vital than ever
to keep the troops fighting.

To completely get rid of the Retreat
rule, I also changed the way Terror works.
Now if a model tries to charge a terrifying
enemy and fails the test, it freezes on the
spot and does not move at all.

Heroes (Might, Will & Fate)

Might and Fate have not changed, but Will
has become more useful. The thing I didn’t
like about Will was that if there wasn’t a
Wizard in the enemy force, it was
completely useless, making it very difficult
to assign it a-points value when creating
characters. So, in order to make it valuable
in all circumstances, I've added a further
use for it, which also compensates for the
more lethal consequences of failed
Courage tests described above. As well as
casting/resisting spells, points of Will can
now be spent to modify the score of
Courage tests in exactly the same way as
Might (and even in combination with
Might). This gives Heroes a better chance
of passing those important Courage tests
and continuing to lead your troops by
example.

E ease of reference. There has been a change

T



Weapons

From now on all models are assumed to
have a hand weapon. Models count as
unarmed and suffer the -1 penalty to their
Fight value only if their profile specifically
says they are unarmed.

Note that this also makes warriors
armed with two-handed weapons- more
versatile, as they can now choose to either
fight with their two-handed weapons or
with their single-handed weapons.

I have also made Volley Fire a little
more difficult, as now you need 10 models
to form a group large enough for volley
fire. Also, the receiving player allocates
any hits, making a large group of firing
models better than a small one (with the
old rules it was betler to fire with two
small groups). This way it’s more realistic,
as the more warriors firing, the higher the
chance of hitting the intended target.
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The rules for Monstrous Mounts are amongst those to have been revised.

Cavalry

T have allowed cavalry madels to choose
the best Strength, Attacks and Fight skill
of the rider and its mount, which means
that Warg Riders hit at Strength 4,
representing the fact that it’s the beast
rather than the rider doing the fighting.

Monstrous Mounts now work in
combat exactly like other cavalry (which
means they get the extra attack on the
charge!), though they can still knock down
non-monstrous mounts.

Also, if a mount has its own Fight and
Attacks value and its rider is killed, the
beast is not automatically removed, but
tests against its Courage. If the test is
passed, the mount continues to fight.

Forces
With the help of Mal Ward, the forces
section is no longer organised into Good

£ TS

T

he rules for Defending Barriers have been moved to their own section.
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and Evil categories; but into themed forces.

This new layout has been created with
the intention of helping you to collect
forces that are themed, without obliging
you to do so. You are still free to mix
models if you prefer.

Of course, we seized the occasion to
alter a few points values.and change a few
profiles and special rules here and there. In
doing so, we were guided by two
principles (which, funnily enough,
occasionally. conflicted with each other):

1. Make the game more exciting and loyal
to the book (see the rules for the Elven
Rings and the magical powers of Elrond).

2. Iron out any problems and achieve a
sleeker gaming experience.

We hope you enjoy it!

S



1 THE MINES OF MORIA

Out alongside The Lord of the Rings hardback rules manual is the Mines of Moria, a boxed set that gives you everything

you need to play the game straight away! It's a brilliant way to start or bolster your collection.

The first thing you notice when you crack

open the Mines of Moria boxed set 18 just

l how much stuff you get! Designed along
the same lines as our Battle for Macragge

hoxed set, The Mines of Moria is mot only

rammed full of enough plastic models to

make you weep (many of which you will

not find elsewhere), but it is-also a fantastic

introduction to the game, as it includes 2 _

' 32-page booklet which introduces the rules STRATEGY, BAI TLE GAME

through @ series of simple scenarios.

Also included is & cut-down version of
the rules manual. This mini-manual is

r small enough to fit in your figure case, yet

includes exactly the same rules section as

the full rules manual, making it useful for

hobbyists that travel a lot to clubs,

\ournaments and other gaming events. The - : M l N ES O
only differences, in fact, are the absence of
{he extended hobby gection, and some of K : A QDUCTION TO 5

the profiles, though all our most popular -
} models are covered.

CONTENTS

« 112-page full colour rules manual

« 32-page Getting Started book

» 34 highly detailed plastic miniatures:
Frodo; Sam; Merry; Pippin; Gandalf;
Aragorn; Boromir; Legolas; Gimli;

. 24 Moria Goblins and Cave Troll

+ Balin’s Tomb terrain pieces

« Dice and The Ring-

ORI 2 F3rng =
& A NG /)
sANTE /

THAT’S TONS OF HOBBY
GREATNESS FOR ONLY £40

Fellowship in
fighting poses
comes in the
box, great for
playing many
scenarios.

Aragorn Boromir Gandalf

Gimli Merry Pippin Sam




’ . . ; i madd 3 “They have a Cave Troll”, and now so do
One of the best things about the new boxed set is the Pplastic scenery, a small sample of which is e ! : :
2 : you, one with two weapons options at
shown above. There are pillars, dead Dwarfs, the Book of Mazurbul, and a door perfect to crash that! You won’t find this big fella
[ A e i, Y in's tomb itse h pi - for . LT ;
an angry Troll through. There is also Balin's u'). z:’.sr,{f, enough pieces altogether for you to anywhere else = he’s exclisive 1o the-box.
stage an accurate re-enactment qgf one of the movie's finest moments.

Also included in the setare no fewer than 24 Moria Goblins. Two dozen of these lesser Orcs are enough to even

give the Fellowship a headache.
Add a Goblin Drum and a Balrog, and you'll have enough evil power to challenge even the mightiest of foes. ;

Recreate all the best scenes from the films — can your Fellowship escape the Chamber of Mazurbul?
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“THE FELLOWSHIP OF THE RING

The Fellowship of the Ring is the first in a new range of supplements expanding the hobby and gaming elements of The
Lord of the Rings Strategy Battle Game. Adam Troke talks to the guys behind the book and takes a look inside.

us a chance to revisit The Fellowship of the Ring with

the most in-depth The Lord of the Rings supplement
yet. Mat Ward, one of the book’s authors, explains. “We wanted
to merge all aspects of the hobby, and my part of this was from
a gaming point of view. We needed an exhaustive list of
scenarios, each one covering a skirmish or a battle that helps to
tell the story of the Fellowship and their quest to destroy The
One Ring. Originally I wrote 20 scenarios for this book, but
there was so much other material to put into it, that two of them
had to go. Both of those were good scenarios,” he adds
modestly, “so expect to see them in White Dwarf or on the
} website at some point soon.”

! s the new rules manual is not film specific, it has given

The 18 scenarios that made it into the book begin with the
Ringwraiths entering the borders of the Shire, and the Diinedain
) Rangers attempting to bar their way. The action continues from
there and follows Frodo and his'companions as they escape to
Bree and meet.up with Aragorn. All the major events of The . THE FEL
Fellowship of the:Rings movie are depicted, along with a few OF THE RN
that are related in the book alone.

“If you're new to the hobby, The Fellowship of the Ring is the
obvious route to take after playing The Mines of Moria boxed
game,” Mat adds. “while veterans of the hobby will enjoy the

scenarios and scenery projects that the book includes.”

The hobby sections provide easy to follow stage-by-stage
instructions on how to paint all the models and build every

q;# FAINTING CREATURES OF b prCE? qf‘.\'ﬂ‘e'lﬁ'l'y L p L
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ominic Mutray is the newest
D member of the Design Studio

Hobby team, and had a key role in
the writing of The Fellowship of the Ring:
“It’s important to know that this is the first
in a new series of books,” Dom says. “The
Fellowship of the Ring will, of course, be
followed in time by The Two Towers and

The Return of the King. Since the films for

each of those has been released, we’ve all
seen things in them that we want to
represent in the game, and this will be the
perfect opportunity to revisit them and tell
our favourite stories in more detail than we
have before. Each of these books will build
on one another, introducing more skills
and more complex modelling guides. What
The Fellowship of the Ring does is teach
you to paint the models, create awesome
scenery and re-enact all the major battle
scenes from the book and film. You'll start
by drybrushing Ringwraiths and flocking a
board, but-soon you’ll have painted the
whole Fellowship, built Balin's Tomb,
reproduced the watchtower of Amon Siil
and put together loads of other great
scenery too,”

Like most people who have had input on
the project, Dom is especially keen on:the
scenery built to represent The Fellowship's
perilous flight from Dwarrowdelf. “It's the
way it all came together that is so good.
It’s really, really simple and it looks

@_~Setting The Scene

stunning.” The series of walkways and
steps that create the Dwarrowdelf scenery
were actually Mat Ward's idea, Dom tells
us. “He had this crazy idea for the board,
that he’d tried to explain several times,”
Dom explains. “Nobody had really figured
out what he meant until he showed us his
idea in a design meeting. He made a mock-
up to show us how it would work, and it
really does. The scenery you make for
your Balin’s Tomb board becomes the
walkways of Dwarrowdelf and then the
Bridge of Khazad-diim.”

The reusable nature of the scenery is
something that continues throughout the
supplement. Very few items in the hook
are one-use only. “When I spend time and

 money making something, I want to know

I am going to get good use out of it,” Dom
says. “Even Amon Sil can be broken up,
so that you can use it as Nimendrean
ruins. If gamers build their scenery
collections up as they go, there are going
to be some great looking games of The
Lord of the Rings being played out there.”

All of the scenery that appears in The
Fellowship of the Ring book has been
worked on, at some point, by scenery guru
Mark Jones — a real veteran of the Hobby
team. His role in the project was to come
up with simple and effective ways of
making all the scenery, so that it could be

reproduced effectively in stages by the rest
of the Hobby team.

“Coming up with the different terrain
pieces was easy, since all the terrain for the |
scenarios was already described.” Mark
says, “The idea behind it all is beautifully
simple. Even a total beginner can tackle
the stuff at the beginning of the book —
painting a board and carving a hill out of
polystyrene. Hopefully, soon they will
have developed the skills and confidence
to tackle the more challenging things like
Amon Sil.”

Amon Sdl, set on the hill of Weathertop, is
the scene of the epic confrontation
between Gandalf and'the Nazgfil, and the
attack of the Ringwraiths an Strider and
the Hobbits. “To make Amon Sil, we
studied the scenery piece made by Forge
World, using that to get an idea for how
we would make our own,” Mark tells us.
“I started by making a basic mock-up and
broke that down into obvious sections,
Once 1 was confident that I had it right, T
sat down with the rest of the Hobby team
(Steve, Dominic and Adi) and got their
input on it too. We tried hard not to make
it too complex, so we used. tricks like
adding the plastic king statue that comes in
the Ruins of Middle-earth scenery set. It
looks good, and.it’s a lot easier than
carving your own!”, " :

=




(_—~ Bringing Words To Life ~*

lan and Michael Perry have been
A heavily involved in every The

Lord of the Rings project that
Games Workshop have undertaken, and
The Fellowship of the Ring is no
exception. Between them they have
sculpted the Diinedain Rangers, new
Ringwraiths, Gildor and Gandalf the Grey
on Horseback and worked on the plastic
Cave Troll and The Fellowship of the Ring
found in the Mines of Moria.

“Gildor is really the:first EIf I have
worked on for The Lord of the Rings,”
Alan points out. “At least, the first that
isn't Legolas.” Gildor Inglorion is one of
the Elves that the Hobbits meet as they are
fleeing the Black Riders on their way to
Bree. He’s a character that doesn’t appear
in the movie, so his appearance needs to
be distinct from the Elves of the film,
whilst still retaining the distinctive feel of
Middle-earth. “He’s got dagging on the
bottom of his tunic,” Alan explains. “It's a
very traditional fantasy image, borrowed
from a 14th Century historical archetype,
and very appropriate for an EIf like Gildor.
He has firm, pleasant facial features and a
hairstyle that is typically Elven.”

The Dinedain Rangers are another
thing that readers of the book will be
familiar with, Although their actions are
only alluded to, their influence is clear.
“These Men are the thin green line around
the Shire,” Michael tells us. “Each one of
these looks like an individual, with a very
‘woodland’ theme — Men meet Elves!

Nine Ringwraiths

At last you can have all nine Ringwraiths in your games!

They have the same quivers as the Rangers
of the North sculpted by Gary Morley,
which helps with the continuity, and each
one has an action pose. We wanted to
make them look like ‘hit-and-run’ troops.”

When it came to adding four more
Nazgill to the existing Ringwraiths, the
Perrys turned to one of the pivotal scenes
from The Fellowship film. “There was lots
of watching the attack at Weathertop,
looking at the poses on the Ringwraiths.
Quite a few hours, just on that one scene.

“They had to look great, be different
from the existing five Ringwraith models
and still work in the mould.”

All-Action Sculpting

Dave Thomas is best known for his work
on miniatures for Warhammer 40,000,
including Marneus Calgar and the Space
Marine Command squad. He and Juan
Diaz were asked to sculpt the new boxed
set of the Fellowship. “The brief we were
given was to sculpt them in ‘all-action’
poses. They needed to be in positions and
carrying weapon options that didn’t
already exist as models,” Dave recalls.
Juan made Legolas and Gimli, Merry and
Pippin. Dave sculpted Gandalf, Boromir,
Aragorn, Frodo and Sam.

“Each of the models, with the
exception of Gandalf, is decked out how
they were at Amon Hen. We both used the
Amon Hen scene from the film as our cue,
looking for distinctive images,” Dave says,
explaining his choices, “Frodo is running

away from Boromir, looking over his
shoulder as he flees. He’s running scared.
Sam is also running, chasing after ‘Mister
Frodo’ towards the boat.”

“Boromir is running to rescue Merry
and Pippin, just like he does in the film,
where he takes out the Uruk-hai with the
two-handed axe. Aragorn is the odd one
out really, since he’s wearing Boromir’s
bracers. So it’s obviously after Boromir
has died, when they’re getting ready to
chase after the Uruk-hai.”

“The theme of the set is the breaking
of the Fellowship, which really takes place
at Amon Hen, but we really had to include
Gandalf,” Dave adds, “‘so Gandalf is
modelled to represent him as he was when
he left the Fellowship — at Khazad-diim.”
The other models in the set are sculpted by
Juan Diaz and all continue the theme of
motion and action. Legolas looks like he is
hacking his way through the Uruks with
his knives, whilst Gimli is about to deliver
a throwing axe to an unfortunate victim.
Merry and Pippin, meanwhile, look set to
pounce on one of the Uruks attacking
Boromir.

“It certainly wasn’t easy for-us,” Dave
points out. “With Warhammer 40,000 and
Warhammer we have a different set of
restrictions. Models for The Lord of the
Rings need to be made to a smaller, more
realistic scale than other Citadel
miniatures, and they need to meet external
approval too. It’s a very different process,
and it gives us very different challenges.”

|
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Dave Thomas's greens and the finished models for some of the Fellowship.

Boromir

Pippin

Fall of the Necromancer, The Last Alliance, the Dwarves, the Corsairs of Umbar and more...

Aragorn

———

The Breaking of the Fellowship

Legolas

The Future
This is but the merest fraction of what we have planned for you. There will be a series of supplements following on from The
Fellowship of the Ring, which will explore Middle-earth much in the same vein as Shadow and Flame, The Scouring of the Shire
and The Siege of Gondor did. The first to be released is A Shadow in the East, a book detailing the lands of the Easterlings. This
will be accompanied by some fantastic new models and is scheduled for 2006. After that we have ideas for supplements on The

More models!

There are plenty more models and
supplements planned for The Lord
of the Rings over the coming year.
Below are some of the models heing

released in conjunction with The
Fellowship of the Ring supplement.

Diinedain
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Escape from Dwarrowdel

The Fellowship of The Ring battle against Moria Goblins

Veteran of The Lord of The Rings
Strategy Battle Game, Adam Troke
rallies the foul Goblins of Moria in
a bid to halt Frodo and his friends
under the command of Steve
Cumiskey. The Fellowship are fleeing
Darrowdelf and the wrath of a
Balrog. The scene is set for a
formidable showdown...

Hunt the Hobbit
Adam: I'm in the very
fortunate situation of
having played this
scenario several times
already. When Mat and
I were playtesting the
Fellowship book, we
played it quite a few
times, ironing out the creases. This means I
should be at quite an advantage for this
battle report, something that feels good, if
I'm honest.

The Evil forces enter play in this
scenario in a very random fashion,
determined by the chart in the scenario
special rules, which limits how well I can
plan my tactics. Ideally I’1l be able to muster
a decent sized force in front of the
Fellowship and slow them down before they
make too much progress along the
walkways. If I commit my forces before I
have enough models to put up a decent
resistance to the Fellowship then I'll have
little chance of victory, as there’s a risk that
the Fellowship will use heroic combats to
gain ground. I need to hold them up for long
enough to start causing some serious
wounds on the members of the Fellowship,
grinding them down in a war of attrition.
My shooting will only be so much use, since
Gandalf will almost certainly cast Blinding
Light, so any damage I do will really have to
be given out in the Fight phase. As long as I
can hold them, I can recycle my Goblin
Captains and Cave Troll, using their superior
prowess to gradually wear down the Nine
Walkers. My plan then is simple: slow them
down with my superior numbers, use the
time that the Goblin rank and file buy me to
bring in reinforcements, and win the fight by
putting enough bodies in front of the enemy.

The scenario special rules also provide a
great additional advantage for the Evil
player, in the form of the Unstable Realm
special rule. This represents the crumbling

Q

walkways of Moria, and can really work in
my favour. Forcing the Good models to
make Jumping rolls will really slow Steve’s
models down, whilst my Goblins will be
completely unaffected.

All T need to do is get a little bit lucky,
and keep my eye on the target...

Protect the
Ringbearer

Steve: Most of my time
playing The Lord of
The Rings has involved
pretty straightforward,
stand-up battles, but
after playing in that
style for a while now,
I've begun to appreciate more and more the
delights of a small cast of characters in a
tricky situation, This means you’ve got to
change the way you’d normally approach
the game, especially if it takes place in or
around a set of terrain. Following the escape
of the Fellowship through Dwarrowdelf is
that kind of scenario.

I've been spending a lot of time recently
building the terrain for The Fellowship of
The Ring book. So much time, in fact, that I
haven’t had much of a chance to use it, so
this is a game that I’ve been looking
forward to for some time. Needless to say,
I’ll be trying to get as much of the
Fellowship off the board alive as I can, but
the most important member, as always, is
Frodo; if I lose him, it’s all over.

Despite the relatively slow walking pace - |
of the Hobbits, I expect to make rapid
progress in the first few turns — Adam’s
forces will be coming on mainly from the
south edge of the board, while any Goblins
entering the board behind me will be
arriving in small numbers so shouldn’t
prove much of a problem. The trouble will
come when the forces from the far end of
the board meet my models somewhere near
the middle. When this happens, I'll start to
make very slow progress indeed, which
means suffering a persistent rain of arrows,
allowing any following Goblins to catch up.

I'm going to lead off with two powerful
fighters — Boromir and Gimli; they’ll
hopefully be able to batter aside most of the
opposition ahead of the group. At the rear,
I'll have Aragorn and Legolas. They're fast
enough to catch up with the rest of the
group if they need to, and can even cycle to
the front if Boromir or Gimli start to flag.
They can also provide some shooting as
they’11 be higher up than the rest of the
Fellowship. The rest will go in the middle
surrounding Gandalf, whose Blinding Light
spell should, hopefully, give some protection
for the group against Goblin arrows. |

This should work out well, but if T get
bogged down I'm going to have to be ready
to cycle my rearguard to the front of the
group. I'll also have to remember only to
use a character’s last Might point if T have
no other choice — falling down a hole is no
way for a great hero to die ...
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fter a desperate and vicious battle
A that leaves its mark upon all in the

Fellowship, they manage to flee the
confines aof the Chamber of Mazarbul-and
escape into the great pillared halls of
Dwarrowdelf. It is there that they realise the
Jull horror of their plight — it is not merely
Goblins and Trolls that pursue them, but a
much greater evil from the earliest days of
the world — a Balrog of Morgoth. Against
this fell being the Fellowship stand little
chance so, exhausted though they are, they
make with all speed to the eastern gates of
Moria and the Bridge of Khazad-dim.
Before they reach there, however, they must
negotiate the spiralling maze of platforms
and stairs that serve as defence for the
Dwarven realms. A single wrong turn.in this
crumbling maze could yet tumble one of their
number onto the rocks far below, yet there is
no time to cautiously negotiate this decaying
edifice — the Balrog gains ground with every
moment, and the Goblins are still determined
to feast on their bones...

Participants
Good

Frodo Baggins
Sam Gamgee
Peregrin Took
Meriadoc Brandybuck
Aragorn

Gandalf the Grey
Boromir of Gondor
Legolas

Gimli, son of Gléin

Evil

2 Goblin Captains

8 Goblins with shields

8 Goblins with spears

8 Goblins with Orc bows
1 Cave Troll

Layout

The scenario is played on a board
approximately 24"/56cm by 36"/84cm,
representing the torturous span of
platforms and staircases that

24"/56¢cm

lead from the halls of Dwarrowdelf to the
Bridge of Khazad-diim. The exact layout of
the platform doesn’t matter too much, but it
should change direction at least three times.
Using the scenery you built to make Balin’s
Tomb, lay your board out as shown on the
photograph below. Use your Moria wall to
create the rock face; this should be placed
about 6"/14cm from the stairs of
Dwarrowdelf,

Starting Positions

The Good player deploys his models within
6"/14cm of the north edge of the platform.
The Evil player does not deploy any models
at the start of the game, they move onto the
board as the game goes on.

Objectives

The Evil side wins if five or more members
of the Fellowship are slain or if Frodo is
slain. The Good side wins if five or more
members of the Fellowship (including
Frodo) exit the board from the south

board edge.

Special Rules

Unstable Realm. There is a long drop from
the platforms — it a model leaves the
platforms for whatever reason (except for a
member of the Fellowship escaping), it is
removed from play as a casualty. In
addition, whenever both players score a 5 or
a 6 on the Priority roll, the Evil player may
place a Chasm counter (about 2"/4cm by
1"/2cm) anywhere on one of the platforms.
This counts as an obstacle and must be
jumped — if the model rolls a 1 whilst
jumping a Chasm counter, they fall to their
death. Chasm counters cannot be placed
within 3"/8cm of each other.

Without Number. It’s difficult to be sure
how many Goblins are attacking the
Fellowship, but they certainly number in the

Good Deployment Zone

6"Y1dem

hundreds, if not thousands — for the duration
of this scenario, Evil models will
automatically pass Courage tests for being
Broken.

Goblin Pursuit. The Fellowship is not being
pursued solely by the Balrog — their
footsteps are also being dogged by the
Goblins of Moria, who are looking to
avenge their fallen. At the end of each Evil
Movement phase, the Evil player rolls a D6
— this is the number of Goblins that have
caught up with the Fellowship. He then
selects this number of Goblins (in any
combination) from the models not in play
(including those that have previously been
slain) and rolls a D6 for each to determine
where it appears.

D6 Result

1 The Goblin moves onto the board
from the north edge.

2-5 The Goblin moves onto the board
from the south edge.

6  The Goblin moves onto the board
from an edge of the Evil player’s
choice, including the second
platform.

The Cave Troll and Captains can be brought
into play in this way, but the Captains count
as three Goblins and the Cave Troll counts

as five Goblins. Reinforcements cease once
a member of the Fellowship exits the board.

Points Match

To play this scenario with alternative
participants, choose an Evil force
approximately a third of the size of the
Good force — ie, if the Good force is
about 900 points in size, the Evil force
should be around 300 points. The Good
side should be composed entirely of
heroes. 3

36"/84cm




Crossing Chasms :

The chasms in this scenario represent parts of the walkways literally falling away. These
can only be crossed with a successful Jump test, making them a perilous risk to any model
without Might points. Additionally, they are ideal places for warriors to hold off the
enemy with any model that defends one counting as though they are defending an obstacle
— both Legolas and Gandalf use chasms in this way in this battle, holding back more

] numerous foes to allow their friends to get away.

The Chase Begins — Turns 1-7 bows in hand. Tt was not long before the
With Gimli and Boromir leading from the skittering of claws on rock caught up with
fore, the Fellowship of the Ring began their the Fellowship; the first Moria Goblin
perileus journey across the unstable emerged behind the Fellowship, Orc bow at
walkways. Gandalf whispered the secret the ready. Several more arrived over the
words that allowed the tip of his staff to following turns, including two Goblin

burst into light and a dazzling white aura Captains, who entered the area from the

enveloped the Fellowship as they hurried
along their way. Steve kept the aged
wizard in the centre of the
Fellowship’s formation where his
Blinding Light spell could be of
the most use, while Aragorn and
Legolas protected the rear,

south, leading a swarm of their vile
minions with a dreaded Cave Troll
following in their wake.

As the Fellowship made their way onto
the second walkway, the great cavern began
to quake and tremble, vast sections of rock
breaking apart beneath the feet of the
heroes. A single chasm opened up just ahead
of Boromir and Gimli; Adam placed the
treacherous fissure so that every member of
the Fellowship would be forced to leap
across. Whilst their companions jumped the
chasm two at a time, Aragorn and Legolas
turned and cut down the Goblin advancing
behind them. Each of the Nine Walkers was
able to leap the chasm without incident.
when their time came, except Sam who
stumbled in his jump. Steve had to spend
the clumsy Hobbit’s Might point to save him
and Sam scrabbled back onto the walkway,
sticking firmly beside Frodo.

Pressing their advance forward, Gimli
and Boromir were approaching the third
platform, the hordes of Moria Goblins
closing in on them. Adam had formed an
order of battle, of sorts, with his Evil
warriors: the Goblin Captains at the front,
supported by Goblins armed with spears.
Behind them came more Goblins, armed
with either hand weapons and shields or
more spears, while bringing up the rear
came the lumbering Cave Troll. Adam was
reluctant to bring the Cave Troll too close to
the Fellowship, for fear of Gandalf
unleashing a Sorcerous Blast on his most
potent model. Yet more Goblins had
arrived elsewhere, with Goblin
archers gathering on the cave wall,
from where they could rain their
black-fletched arrows onto the
Fellowship, and more Goblins came
from the north, chasing after the
Fellowship.




of the chasms opening at their feet

The Fellowship traverse the perilous walkways, wary

Boromir and Gimli carry the fight to the
Goblins of Moria




Boromir and Gimli meet the Goblins’
charge, sword and axe at the ready
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The forces clash: Turns 814

Until now there had been only one model
slain in the fury of close combat, with the
two forces rushing to confront each other,
but now with a screech of fury the Goblin
Captains carried home their charge, Hurling
themselves forward, they leapt into Boromir
and Gimli, each one supported by a spear-
armed ally. Before the combat could fully
begin, Adam directed the fire from his
Moria Goblins with bows at Boromir,
risking injury to his Captain for a change to
slay the Son of Gondor. With some lucky
dice rolls Adam was able to score a wound
on the mighty hero. The following combat
was furious with both Good heroes
overcoming their foes to push them back,
and Boromir, despite his injury, managing to
inflict a wound on his opponent. Steve kept
Legolas at the back of the Fellowship, using
him to fire on the Goblins lurking on the
cave wall, his deadly shots making short
work of the foul creatures that lurked there.
Despite his best efforts, Legolas couldn’t
fell all of the Goblin bowmen, and Pippin,
who was attempting to shield Frodo from
harm, was struck by their black arrows and
slain — notch one up for the Evil side.
Gandalf, seeing Boromir and Gimli
stalled in their advance, lent them his aid,
casting Immobilise on Gimli’s adversary,
allowing the Dwarf to easily best his
opponent and deal him a savage wound.

Boromir continued to beat his enemy back,
slaying him with mighty thrusts from his
sword. As the fighting intensified, Gandalf
turned his hand to using his Sorcerous
Blast, targeting the Goblins on the walkway,
disrupting their advance, flinging one
Goblin to his doom and knocking several
others flat. While Boromir and Gimli
pushed the lines of Goblin warriors back,
hacking and slashing through their ranks,
Legolas continued to use his bow, turning
his aim towards the Cave Troll. Steve’s dice
rolls came up trumps as Legolas scored
three hits, and two wounds, on the
enormous beast, nearly slaying it. Despite
Adam’s cautious efforts to keep the Troll
out of trouble, it appeared that trouble had
found it anyway. With the Cave Troll nearly
dead, Adam threw caution to the wind and
sent it forward, ready to pounce on Boromir
and Gimli and hopefully do some damage
before it died.

As the fighting raged on the third
walkway, the realm of Moria shuddered
once more and another gaping chasm
opened up. Adam placed the Chasm counter
on the board, separating Boromir and Gimli
from the rest of the Fellowship, hopefully
enabling him to cut them off from much
needed help and trap them. Undaunted by
the approaching Cave Troll and the fact that
they were cut off, Gimli and Boromir
staunchly charged forward.

Gandalf’s Blinding Light
Throughout the game, Gandalf’s spell
Blinding Light, proved to be incredibly
valuable to Steve. Any shooting at
Gandalf or a Good model within
6"/14cm of him would only hit on a 6,
instead of the firing model’s Shoot
value. In this scenario Blinding Light
effectively halved the chances of the
Moria Goblins hitting the Fellowship at
all — no doubt saving the Fellowship a
great deal of grief from the Goblin
shooting. ;

As the drums from the deep echo
around the cavern, the Fellowship
push back the tide of Goblins




Gandalf’s Blinding Light shields the Fellowship from the Goblins’ arrows
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The battle intensifies:
Turns 15-20
With a terrifying roar the Cave Troll threw
itself at Boromir. Gimli was charged by the
Goblin Captain that had advanced behind
the savage Troll, effectively keeping the
Dwarf from aiding his ally. Gandalf stepped
forward in his stead, lending aid from afar,
Using extra Will points to make sure the
spell worked, Gandalf cast Immobilise on
the Cave Troll who was powerless to resist
the subtle magic. Aragorn, pushing his way
past the Hobbits, easily leapt the new
chasm, allowing him to rush to the aid of
his embattled comrades. The Moria Goblins
with bows lurking on the cave wall and the
southern platform directed their fire at
Merry and Frodo. With Blinding Light still
in play, the worst of the Evil shooting
missed its target and caused no harm. In the
Fight phase, Boromir effortlessly overcame
the immobilised Cave Troll, slaying it with
mighty blows from his sword. Beside him,
Gimli defeated his opponent too, wounding
the Goblin Captain-and pushing him back.
As the Evil side reeled from the loss of
the Cave Troll, the Fellowship made the
most of their advantage. Steve had Gandalf
cast a Sorcerous Blast on Adam’s Goblin
Captain, who was thrown backward, but
not quite far enough to launch him
from the walkway. Gimli charged
the prone Captain, laying about
him with his axe as he lay dazed
on the floor and despatching
him in short order. Boromir
fought against another
Goblin Captain, who bested
him and inflicted
another wound to
bring Boromir
close to death.
Legolas, still
holding a

rearguard action, fought a deadly combat for
several turns against a Moria Goblin
warrior, who despite the odds, not only
survived the fighting, but pushed the EIf
hero back. All was not to go according to
plan for the Fellowship, however, for fate
had a cruel hand to play. Adam’s persistence
in directing his bow-fire at Merry paid off.
An arrow struck Merry, who was unable to
pass his Fate roll and succumbed to his
wounds.

Adam’s reinforcements continued to
work in his favour, allowing him to bring a
new Cave Troll onto the board. His
excitement was short lived, however, when
he rolled a | and had to bring the Troll on
from the north edge — that was a long walk
before it could catch up with the Fellowship.

Spurred on by the death of Merry, the
rest of the Fellowship put forth an even
greater effort. Aragorn, Boromir and Gimli
laid into the Goblins before them. Gimli
called a heroic move allowing him to slay
two Goblins before charging into a third and
killing him too. Aragorn and Boromir
teamed up to attack Adam’s

remaining Goblin Captain.
To make things even easier
for them, Gandalf cast

Immobilise on the Goblin,

who was cut to ribbons by
the two heroes. The way was
now clear for the
Fellowship to battle
their way onto the
fourth walkway.
Aragorn and Gimli
finally managed to
take the fight onto the
final stretch of the
walkway, hacking
their way through
the Goblins there.
Adam had plenty

of Moria Goblins left on the board, but most
of them were trailing behind the Fellowship,
desperately trying to catch up. Legolas
stalwartly prevented them from causing too
much trouble, killing any Goblin that got
close enough to threaten Gandalf and the
Hobbits either with well-placed arrows or by
getting close and personal with his knives.

Aragorn leads the charge as the
second Cave Troll races to catch up
with his quarry




The final attack: Turns 21-26

Turn 21 began with what was possibly the
most comical moment of the game. Adam,
keen to get the chasing Cave Troll into
action, made a Jump test to cross the second
chasm... and rolled a 1. The Cave Troll
slipped and fell to his death far below.
Elsewhere Adam attempted (o slow the
Fellowship’s advance by charging Aragorn
and Gimli with his last remaining Goblin
Captain and a handful of warriors, In an
ironic turn of events, Adam’s roll for
reinforcements was high enough to allow
him to bring on yet another Cave Troll,
replacing the one who had fallen to his
death moments before. This new Troll
arrived on the southern platform, giving
Adam a boost where he needed it most.
Gimli and Aragorn cut through the
Goblin Captain and his followers over the -
course of a couple of turns, finally making
their way onto the platform leaving the
wounded Captain for Boromir to deal with.
If Steve could move a single member of the
Fellowship off of the board, via the
staircase, Adam’s reinforcements would-stop
arriving and the Goblins would have almost
no chance of victory. In an effort to prevent
that, Adam hurled the Cave Troll at Aragorn
and swarmed Gimli with three Goblins
armed with spears. Legolas moved forward,
leaving Gandalf to guard the rear. Gandalf
increased his chances of victory by casting
Terrifying Aura upon himself. This would

S T

With Boromir forging ahead Aragorn and the rest of the Fellowship fight their way free

Because of their low Courage value, this proved to be
a very effective tactic slowing down Adam’s
reinforcements and buying the rest of the Fellowship
much needed time.

enable him to hold off the worst of the
pursuing Goblins, since they would need to
pass Courage tests before they were able to
charge him.

Legolas fired on the Goblins gathered on
the platform, his arms a blur as he loosed
arrow after arrow. All of his shots were on
target, and two Goblins were slain by his
deadly volley. Boromir and Sam despatched
the last Goblin remnants on the fourth
walkway, easily slaying the wounded
Captain. Aragorn was able to beat the Cave

Troll, pushing it back and causing two
wounds on it, but Gimli didn’t fare so well.
The three Goblins pitted against him not
only beat him in combat, but inflicted two
wounds on him too. Failing his last Fate roll,
Gimli died, mere inches away from escaping.

To the surprise of both players (and no
doubt the Fellowship too) another section of
the walkways crumbled away, great chunks
of rock disappearing into the gloom below.
Adam, sensing a chance to separate the
Fellowship for a while longer, placed the
chasm marker so that it blocked the very
end of walkway four, leaving Aragorn alone
to face all the remaining Goblins and the
wounded Cave Troll. Boromir leapt the
chasm, lending his sword to Aragorn’s
plight and between them they ploughed
through the assembled Goblins. Gandalf
Immobilised the Cave Troll, and Aragorn,
calling a heroic combat, slew his Goblin
opponent before charging at the towering
beast. Immobile, thanks to Gandalf’s spell,
the Troll stood no chance and was swiftly
slain by the heir of Gondor.

With the space that the Cave Troll’s
death created, Boromir was able to move
off of the board, escaping down the
staircase and halting the Goblins’
reinforcements once and for all. The
Fellowship then rallied around Aragorn,
slaying the remaining Goblins and keeping
Frodo safe. Gandalf placed himself by the
chasm, using it as a defended obstacle —
enabling him to benefit from its protection
and hold back the attacking Goblins. Adam
tried all manner of cunning ploys with his
remaining forces, but in the end it was too
little too late. Gradually Aragorn, Legolas,
Frodo and Sam killed off the remaining
Goblins, eventually surrounding the last one
and using a heroic combat to slay him and
move off of the board.

The Fellowship had won!
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That's the way
to do it

Steve: Despite all the
damage done by
Boromir, Gimli and
Aragorn, Gandalf was
the one who probably
did the most to get me
through. It’s hard to
estimate just how useful his Blinding Light
spell proved to be. T lost count of the
number of times that the Fellowship would
have been hit without it, and while a single
Goblin arrow isn’t much of a threat, the
sheer number of hits would have weakened
the group considerably.

Progress was surprisingly good at first,
there weren’t any collapses. for quite a
while, and Adam's rate of reinforcement was
encouragingly low. Things only really
started to look dicey when I started hitting
serious opposition just after the halfway
mark. I .ended up burning a lot of Might just
to gain a few valuable inches of ground, or
to stop characters from getting trapped, not
to mention stopping Sam from falling down
a hole. The collapsed sections really caused

problems, as it’s very unlikely that a model
that clears his jump can keep moving and
allow someone else to cross behind him.
Several times I got carried away with
getting characters across the gap and ended
up trapping Boromir or Gimli in combat.
Moving Boromir off the board at the end
was vital to stop Adam getting another Troll
on, but it was a risky move, as it left the
group without a powerful fighter, but it
worked out fine in the end.

With the Fellowship, losing any
character is a bit of a blow, especially Gimli
50 close to the end, but Merry and Pippin
definitely warrant a mention for heroically
acting as Halfling shields for Frodo.

In retrospect, maybe it would have been
a better idea to have Gimli act as a lone
rearguard. He could have blocked the way
and, with his impressive defence, would
have been best equipped to survive outside
Gandalf’s protection. His slow pace is still
faster than the Hobbits’, so he wouldn’t have
been left behind. That would have put
Aragorn up front, with his valuable
regenerating Might point to call heroic
moves and combats with. That would have

meant little or no shooting, but it would have
let me gain valuable ground much faster, and
in this scenario, that’s what’s important,

Bring me

a Balrog...

Adam: Curses! For a
while it looked like I
had that game all sewn
up until that pesky
Aragorn came to the
fore. The first mistake [
made in this game was
where T placed the Chasm counter on turn 4
— it was too tempting to place it where every
member of the Fellowship would have to
cross it, risking falls and so forth.

What I should have done was place it
where my Goblins were — giving. me an
obstacle to defend straight away. Boromir
and Gimli made short work of my front line,
and pushed me back with relative ease — if
my Goblins had been hiding behind a
barrier, that wouldn’t have happened quite
so easily.

Being miserable over misused tactics
aside, that was a really fun, close game.
Boromir-and Legolas were both wounded,
and it wouldn’t have taken that much to
finish off either Boromir, Legolas or Frodo
and Sam. I think the game was a lot closer
than the final result made it look.

If we fought it again I'd be a lot more
aggressive with my use of the Goblins and
the Cave Troll in particular. T was so
preoccupied with the idea that Gandalf
would Sorcerous Blast him off of the
walkway (something that happened more
than a few times in playtesting) that T failed
to use him at all. Doh!

To Steve's credit he played the scenario
in a very sensible fashion, even rotating

Aragorn to the front of the Fellowship when
Boromir started to suffer wounds. The threat
of Gandalf’s magic was a constant thorn in
my side and his Blinding Light spell was a
major contributor to the Good side’s
success. Without that, T imagine they’d have
been shot to pieces.

If only the reinforcements hadn’t been
so fickle towards the end. Being forced to
bring my best models on from the north
edge was a serious blow. Oh well, that’s the
way the cookie crumbles sometimes.

I'd recommend everyone gives this
scenario a try — it’s very cool playing The
Lord of The Rings on a board as different as
this one. All the ledges and walkways really
help to recreate the feel of the movie, with
the headlong flight down the staircase. Now
all we need to do is make an even bigger
board, with more even more flights of stairs,
pitfalls and all that Moria goodness.

I’ll get you next time Mister
Cumiskey...

AaELs . o a

Adam’s initial confidence proved misplaced as Steve romped to victory
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Tactics for The Lord of The Rings Strategy Battle Game

Looking to raise your game with an
arsenal of killer tactics? Adam
Troke reveals a variety of strategies
that he has developed during hours
of playtesting The Lord of The
Rings Strategy Battle Game.

ith the release of the new edition
W of The Lord of The Rings Strategy

Battle Game there are countless
opportunities to play battles set in' Middle-
earth. Many of these games will be specific
scenarios, pitting clearly defined
protagonists against each other in tense and

exciting skirmishes. Many players also
enjoy playing battle scenarios, as found in
the new rules manual. Games like this
provide an excellent opportunity for players
to create a themed force and pit it against
their friends in fun contests. Playing these
kinds of battle scenarios is enjoyable for a
couple of reasons. The first is carefully
selecting your forces with a mind to their
theme and how effectively they will perform
on the battlefield, which can be very
entertaining in its own right. The other
attraction these games offer is the chance for
grand strategy and careful generalship —
players can tailor their armies to exploit one

Here we can see that by keeping a Hero in close proximity
to most of his followers the controlling player can benefit
#| from the Hero’s higher Courage value, and the Stand Fast!
rule. Only those warriors that are not within 6"/14em of
| Boromir will need to make Courage tests of their own.

Using an Heroic Move Elendil and his warriors charge
the Orcs’ line, singling out the Orc Banner before the
Evil player can shield it or withdraw it to safety.

another’s weaknesses and utilise cunning
ploys to achieve victory.

Throughout the development of the new
edition of the game, I've had a chance to
play a huge number of games (it’s a hard
life, I know...) and whilst playing them
have noticed a few trends. Techniques, you
could say, that will allow your forces to
achieve victory over your opponents. Each
of these strategies is fairly simple to explain,
and they all fall into one of the following
categories:

* Lead from the front
= Choose where you fight
* Target identification

Lead from the front
In the story of The Lord of The Rings all the
mightiest heroes lead their warriors by
example. Consider Prince Imrahil of Dol
Amroth who, sparing no thought for his own
safety, rides at the front of his Knights and
inflicts a terrible slaughter on the forces of
Mordor. Likewise Eomer and King Théoden
lead the Rohirrim, fighting shoulder to
shoulder with their brave men. Now, there is
a school of thought that believes such
bravery is reckless, that assumes that the
risk of injury outweigh the advantages,
however true heroes are seldom born in
safety. In your battles, having Heroes to lead
your force is the difference between victory
and defeat and never more so than in the
new edition of the rules,

In previous iterations of the rules when
a force is reduced to half of its starting
strength every model in it needed to pass a
Courage test or retreat a full move away
from the enemy. This lead to much toing-
and-froing as models passed and failed
Courage tests. Now, when a model fails a
Courage test for this reason, it is removed
from play entirely, its morale broken and its
willingness to fight gone. This makes the
ability to make a Stand Fast! roll with a
Hero more important than ever. When a
Hero passes a Courage test every friendly
Warrior within 6"/14cm automatically
passes their Courage test too. This can be
(and has proven to be for me) the key
between winning and losing. Players that
fail to place a Hero amongst their Warriors
should expect their force to crumble as their
warriors lose heart and flee. Not only do
Heroes have higher Courage values and the




Stand Fast! ability, but they also have heroic
characteristics that set them head and
shoulders above their followers.

The careful use of Might points can be
the difference between crushing defeat and
glorious victory. A timely heroic move or
heroic combat can turn. the tide of many a
battle for the canny player. A heroic move
essentially allows a player to break the
normal sequence of priority to move a Hero
(and any followers within 6"/14cm) before
enemies can respond. This is incredibly
useful to prevent cavalry from making a
decisive charge, or to allow horse-mounted
models to gain the benefits of charging. It
can allow a force to pull back, avoiding
battle for a turn or enable a Hero and his
men to engage the enemy before they
can escape.

Heroic moves are best used in one of
two ways: to exploit a gap in.your
opponent’s lines, or to protect your own
models from harm. The chance to engage a
fragile model in battle before it can escape
to safety can make spending a Might point
well worth the while. Likewise, heroic
moves can be used to allow your own
models to withdraw to safety, escaping the
attentions of dangerous enemy models,

Heroic shooting is almost certainly. the
least used of all the heroic abilities, but
should never be overlooked. This action
allows the Hero and any missile-armed
friends within 6"/14cm, to shoot before their
enemy. Although there are not many times
that this will be of particular use, every now
and again it can be tremendously valuable,
allowing the shooting models to kill an
enemy before it can return fire on them.

Heroic combats are a little harder to use
well, but can be just as decisive when
implemented correctly. A heroic combat
allows a Hero (and any friends in the same
fight) that kills all the enemies it is fighting
to move and fight again in the Fight phase.
This can enable a Hero that is particularly
potent to kill several enemies in one Fight
phase, move closer to a key objective or
help another model move further.

T

Gandalf calls a heroic move and can use it to
get himself and the models around him out of
charge range of the Mordor Troll.

This Haradrim Chieftain has called a heroic shoot,

4 enabling him and the bow-armed models within

6"/14cm to fire first. By directing their fire at the
Avenger Bolt Thrower they hope to kill enough of
the crew to prevent it firing before it unleashes its

deadly shots into their lines.

Attack the enemy’s plans
Andy Campbell: In a nutshell,
attacking your enemy’s plans is
analyzing what is vital to your
opponent’s game and neutralising it. For
a quick example, if your opponent relies
on cavalry, countering a cavalry charge
with cavalry of your own or arranging
your battles to occur in rough terrain
when fighting enemy cavalry can make
the difference between victory and
defeat. Try to deprive your enemy of
their main battle plan, stealing victory
from them as you do so.

Ddin Ironfoot is easily capable of

Bl Killing two Moria Goblins. By

declaring a heroic combat he can
move and fight again after dealing
with them, allowing him to get to

| grips with the far more dangerous

Cave Troll.




Target priority

David Smith: One of the most common
errors I see on the tabletop is where
archers shoot at each other all game
without affecting the overall outcome of
the battle. Instead, try to target enemy
models that will give you an advantage
once combat is joined. For example; if you
are facing a group of Uruk-hai, some with
shields and some with crossbow or pike.
‘You now have the option to counter shoot
against the crossbow or, as I would do,
shoot at the shielded Uruks. With your
Strength 2 bows you have the same chance
to wound the Defence 5 or Defence 6
Uruks; but when you get into a fight, with

Strength 3 warriors you have twice the
chance of killing the unshielded Uruk-hai —
s0 by killing the warriors with shields, you
make the rest of your army more effective.
Also, you have the added advantage of
being able to surround the unshielded
models with even more chance of victory
as they are unable to shield.

Shielding. Shielding is a much forgotten
rule, but used correctly can bring your
army. to victory. The obvious time to shield
is when' you are surrounded, but why not
when the fight is one-on-one? The idea
here is to have a look where you have
superiority;-it may be where you have

charged your cavalry or have your models
fighting enemy with a lower Fight value.
Also look for where you could be defeated,
where you are outnumbered or charged by
superior models for example. A favourite
ploy of mine is to deliberately send a
shielded model out to the flanks, which
often get surrounded. But, if you send out
a good model with high Fight and Defence
— such as Elves, Uruk-hai or Dwarves —
these can last quite a few turns, distracting
several of your opponents’s models and
allowing you to outnumber some of his
models elsewhere — don’t forget to pick on
the unshielded models.

Choose where you fight ,
When I say choose where you fight, it’s not
a matter of ‘my place or yours’, rather
where on the battlefield you are going to
make your stand. Using the terrain sensibly
can really help you get the advantage over
your enemy.

If your army is significantly
outnumbered, look for ways to compensate
for this. By anchoring the flanks of your

force on an area of difficult or impassable
terrain you can prevent your force from
being overwhelmed by the enemies superior
numbers. This will allow you to fight your
foe on a one-to-one basis, or at least as close
to it as possible.

Most importantly of all, difficult terrain
can protect your vulnerable infantry
formations from cavalry troops. Cavalry
within difficult terrain move at one fourth of

their normal speed and lose the bonuses for
charging. Warriors on foot that stay within
difficult terrain can fight cavalry on equal
terms, dramatically improving their chances
of winning fights and staying alive.

Certain troops have rules that allow
them to move with increased ease through
areas of difficult terrain, and this can be
used to your advantage too. Elves, for
example, have the Woodland Creature

A note on terrain
The Lord of The Rings Strategy Battle
Game works best on tables with plenty of

to interact. Terrain that blocks line of sight
and causes in-the-way rolls is an excellent

interesting terrain for miniatures with which

way to make your games more interesting,
forcing players to think harder about where
they deploy and how they move their
models. Likewise, hedges and fences can
prove to be great places to fight over as
both sides vie to control the wall, and gain

the advantages of cover from it. By using
larger quantities of scenery, not only will
your games be more enjoyable, and
tactically challenging, but they will also
look more exciting than ever before.




special rule. This allows them to move
though any wooded area that normally
counts as difficult terrain as if it were open
ground. In real terms this means that Elves
will be able to outmanoeuvre almost any
enemy models within an area of woodland.
If you are using Elves in your games, it
makes good sense to fight in and around an
area of woodland. If you are playing against
them, you might like to steer clear of these
areas when possible, denying the Elves and
other creatures with that ability (like Ents)
one of their key advantages.

Might makes right
Vesa Nenya: One of the most important
things when choosing your force is to
ensure that you have enough Might
points. Might allows you to seize the
advantage from your enemy with heroic
moves, to leapfrog with heroic combats
and to increase the number of kills that
you make. heroic moves can help you
lock enemy Heroes in combat before
they can call a Stand Fast! This forces
his warriors to take Courage tests o
their own Courage values, and increases
the chance that they will flee. A well-
timed heroic combat can help your
Heroes move faster. If a Hero slays all
its opponents in a fight, he can move
and fight again, allowing him to gain
ground quickly. Lastly, the tests for a
force being broken are more punishing
than ever before. Using Might points to
kill off enemy troops (and bring them
closer to their break point) is a
worthwhile investment.

However you choose to use your
Might points, make sure you take
enough to the battlefield.

This Dwarf force has positioned itself so as to prevent the Orcs from surrounding
them. By doing this they can match the Orcs model for model, whilst still benefiting
from their superior Fight value.

§ the Riders of Rohan without the risks of taking on charging cavalry.
Because of the movement penalty for cavalry within difficult ground
the Goblins can even move faster than the Rohirrim as long as they
remain within the wooded areas.

can keep their flank safe from the Uruk-hai or, if
needs be, retreat through the wood at full speed
thanks to their Woodland Creature special rule.
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With Aragorn Transfixed by
the Ringwraith, the Ore

Captain and his followers can
deal with him at their leisure.

Heroes with magical powers
tend to be weaker in combat.
A good elite Warrior is
normally enough of a threat
to keep them out of your way,
if not kill them outright.

For something as potentially plan-ruining as a Goblin
Drum, extreme measures are entirely justified.

Target Identification

It’s sometimes not enough to outmanoeuvre
your opponent and anchor your lines with
sturdy Heroes. Sometimes your army will
need to hit the right targefs to win the battle.
A good example of this would be a Moria
Goblin Drum, Whilst it does not do very
much by itself (it’s certainly not going to
kill- many of your warriors) its secondary
effects are tremendous. Any general worth
his salt needs to move heaven and earth to
destroy something as effective as that. When
I play, I prioritise enemy targets in the
following order: Things that will kill my
warriors, things that will ruin my plans,
things that give my enemy an advantage.

The first of those groups is easy to
identify. Things that will kill my warriors
are Maimakil, siege engines, Mordor Trolls,
Treebeard and any number of mighty Heroes
all fall into that category. They each have
enormous potential for slaying warriors in
their droves. While killing some of them
might be more complicated than others, they
all require immediate attention. Ideally they
can be dealt with through bow-fire, however
more often than not their removal involves
the use of brute force.

Send your best Heroes and Warriors to
confront the threat, and remove it as fast as
possible. Sometimes this can be done by
subtle means. Transfixing or Immobilising
the model, before charging it, can often be
enough. Keeping a Banner nearby can also
help to turn the fight in your favour.
However you achieve it, the most important
thing is to stack the odds as far in your
favour as possible. Use heroic combats to
get Heroes to the scene of'the attack, and do
your best to surround the enemy and cut
them off from support.

Things that will ruin my plans tend to
be Heroes with particular abilities, aside
from the obvious. Ringwraiths have the
power to neuter even the mightiest Heroes
with their magic. Barrow-wights, Gandalf,
Radagast and Galadriel all have the same
ability. They tend to require a less dramatic
solution to the unsubtle killing machines
mentioned previously, thanks to the fact that

Use your flanks

Paul Mullis: A classic tactic T use with
my Good army is anchoring one flank
on a stand of woods/difficult terrain to
shelter it from archery and slow down
and disrupt any approaching attack, then
concentrating my stronger (mounted)
troops on the alternative flank to batter
and surround. I often use Faramir and
some Knights of Minas Tirith to flank
the enemy, while the rest of my force
holds their position. This tactic works a
treat against a numerically superior, but
slower, Evil army in Pitched Battles.
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they are generally weaker in combat than
other Heroes.

Things that will give my enemy an
advantage tend to be Banners, Goblin
Drums and other psychological affects.
Banners are a plain nuisance in the hands of
the enemy — giving him the crucial ability to
win combats despite the odds, thanks to the
re-roll they provide. Quite often these
factors combine with one of the other parts
of my threat list. For example, a Goblin
Drum gives my enemy the advantage of
re-rolls in combat and +1 to their Courage.
However, it also hampers my plans by
inflicting -1 Courage on every model in my
army. A Ringwraith poses a similar
quandary with his Harbinger of Evil special
rule and respectable Courage value. Any
enemy Hero with the Stand Fast! special
rule fits into this group too. The best
solution for all of these possibilities is to
reach out and touch them. Hard. Preferably
with something heavy and sharp.

Isildur is a serious threat to the massed ranks of Orcs. A threat that can be comfort

ably dealt with by the ballista

B R

Banners are easily
removed with carefully
directed bow-fire.
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Fear of the Dark

Saruman’s UruR-bai meet their maitch within the forest of Fangorn

)

With Saruman and his fortress
cast down, the Uruk-hai of
Isengard are in disarray. Many
seek refuge in the forest of
Fangorn, ignorant of what awaits
them beneath the dark boughs.
Phil Kelly sets the scene.

The War of The Ring is over, but the lands
around Isengard are still blighted with all
manner of creatures dark and foul. The .
vast army of Uruk-hai that was routed at
Helm’s Deep has disappeared without
trace, consumed by the vengeful Huorns
that appeared around Isengard when the
siege was broken. Fragments of the Uruk-
hai army still roam lost in the haunted
forest, their guttering torches the only
thing keeping the Huorns at bay.

Trees and their kin are not hasty beings
though, and the Huorns know that they
will soon have their revenge, for their

shepherds, the Ents, return from the
destruction of Isengard. Soon the great Ent
who gave the forest of Fangorn its name
will come to reclaim his lands, darkness
will fall for good in the haunted forest, and
it will be time to strangle and to crush.

Participants
Good
Treebeard

Evil

Uruk-hai Captain

6 Uruk-hai Warriors with shields

6 Uruk-hai Berserkers

2 Uruk-hai Berserkers with torches

Points Match

This scenario is far from the beaten track,
so if you want to try it with different
forces a little imagination will be required!
You might like to try using Orcs or
Goblins instead of Uruk-hai, or maybe
even a party of Wild Men of Dunland
Perhaps the Good side is in fact a party of
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Dwarves who have taken their axes to the
wrong trees, and the denizens of Fangorn
take the part of the Evil side. In all cases,
the side that is fleeing from the forest
should consist of 200 points of models
(including one Hero), two of whom bear
torches, and the forest side should include
Treebeard.

Layout

The game is played on a board 48"/112cm
by 48"/112cm. The Uruk-hai are
attempting to escape from the heavily
wooded areas of Fangorn where the
Huorns dwell. As such, around half of the
board should be classed as difficult terrain
for the purposes of movement — note that
the Huorns, which are represented by the
trees, and Treebeard can move through it
as if it was open terrain.

Starting Positions

The Good player places Treebeard
anywhere within the Good deployment
zone (see map). The Evil player then
deploys his force anywhere within
12"/28cm of the opposite table edge.

Objectives

The Good side wins if both of the Uruk-
hai Berserkers with torches are killed. The
Evil side wins if either of the Uruk-hai
Berserkers with torches reach the board
edge opposite their deployment zone or if
Treebeard is killed.

Special Rules

The Trees are Moving! The ancient and
malicious trees of Fangorn Forest are
roused to great wrath, and are intent on
catching and strangling the Uruk-hai
refugees. At the start of the Good Move
phase, the Good player rolls a D6 to
determine how many trees are moving that
turn. Each tree moves D6"/2D6cm, but is
not slowed by terrain or obstacles. Huorns
have the following profile:

F =82 5D A =2We (€
Huorm 1/~ 4 6 1 = 25
The Huorns have control zones, and so can
charge and be charged as if they are
normal medels. Should a Huorn win a
combat, it will not strike. Rather, it will
envelop a single defeated model. If there
are multiple Huorns engaged in a single
fight, the Good player may choose which




one captures the loser. Represent which
tree has enveloped which model by
placing the victim on its side in base
contact with the tree. Enveloped models
may do nothing until they are released and
suffer a single Strength 5 hit at the end of
each Fight phase. Huorns may only
envelop a single model at once.,

If a Huorn is charged whilst enveloping a
model, that model is instantly released and
placed within 1"/2cm. If a Huorn is
wounded or defeated in combat, it releases
any enveloped model and instantly retreats
D3"/D6em away from the source of the

attack. Might cannot affect Huorns — they
are too treeish for such haste.

Fear of the Dark. The Uruk-hai are
panicked and hungry, having been trapped
within the borders of Fangorn for an
interminable length of time. All Evil
models are treated as having a Courage of
3 for the game. Any Uruk-hai model that
is not within 12"/28cm of an Uruk-hai
Berserker with torch at the beginning of
his Movement phase must take a Courage
test or move as fast as he can toward the
nearest Berserker with a torch. In this
scenario, the Evil side does not need to

AT 7 e
)

% \:'\;f\ﬁ"ﬁ‘-l"ﬁ.

s :

o)

B i e

ngs

take Courage tests if it has been reduced to
below half its starting strength.

Fear of the Light. The Huorns are
naturally afraid of fire, and the torches
held by the Uruk-hai are usually enough to
keep them at bay. Uruk-hai Berserkers
with torches cause terror in all Huorns. In
addition, any Huorn wishing to move
within 6"/14cm of a-model with a torch
must first pass a Courage test, Any Huorn
within 6"/14cm of a model with a torch at
the beginning of its move must pass a
Courage test or move D6"/2D6cm directly
away from it,

Treebeard leads the Huorns of Fangorn Forest against the Uruk-hai.
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] Fiends & Fireworks

With bis cart laden with fireworks Gandalf falls foul of a band of Goblins

Adam Troke introduces a new
scenario, featuring Gandalf and his
cart. Can the wise old Wizard reach
the safety of the Shire and away
from a deadly ambush?

andalf the Grey and Bilbo Baggins
G are the firmest of friends, their

perilous quest to the Lonely.
Mountain in the company of Thorin
Oakenshield cementing a friendship that has
lasted for decades. Gandalf has always kept
a careful eye on Bilbo, ever watchful of the
magical ring that he found within the
Goblin hold all those years ago. Now, with
Bilbo’s eleventy-first birthday looming
closer, and the largest, best-organised party
in the Shire requiring his attendance,
Gandalf returns once more to that green and

wished, a sure sign that the power of the
Dark Lord is waxing strong once again.
Even as the Evil creatures lurking around
the Shire’s borders launch their attack, help
is at hand — for three of the Diinedain are
close by, ready to protect the Wizard who,
with a cartload of packages, each marked
with a red ‘G’, is not without resource
himself,

Forces
Good
Gandalf

3 Diinedain

Evil

Goblin Captain

Warg Chieftain

4 Goblins with bow
4 Goblins with shield
4 Goblins with spear

Points Match

The very nature of this scenario
suggests that Gandalf and his cart
should be involved. However, players
could experiment with exchanging the
Diinedain with other Good Heroes.
Likewise, the Goblins and Wargs could
be exchanged for any number of Evil
models of a similar value chosen from
your rules manual.

lush place. However, his journey is not as 6 Wild Wargs
smooth as the old Wizard would have
A Good Deployment Zone

48"/112cm

Y

48"/112cm

Layout

The game is played on a board 48"/112cm x
48"/112cm. The playing area should haye
plenty of woods and hills throughout,
matching the green and lush appearance of
the Shire’s border. A clear path runsg
throughout the board.

Starting positions

Gandalf and his cart start on one end of the
board. The Rangers start within 12"/18cm of
him. The Evil force is then placed anywhere
on the board, but not within 12'"/28cm of
any Good model. Evil models may not
deploy on the road.

Objectives

Gandalf is bringing a cartload of fireworks
to the Shire for Bilbo’s birthday party. Since
Bilbo is one of Gandalf’s oldest and dearest
friends, the Grey Wizard does not wish to
disappoint him. The Good player wins if
Gandalf can leave the board by the Shire
edge with his cart intact. The Wargs and
Goblins have been stalking the borders of
the Shire for some time now, looking for
rich pickings and a good meal. They win if
they can destroy Gandalf’s cart. Gandalf has
ten turns to complete his objective. If
Gandalf manages to escape, but takes more
than ten turns to do so, the game is a draw.

Special Rules

Pony and cart. Gandalf is riding on a
fragile cart, filled with fireworks and drawn
by a pony. The cart is a mount that moves
8"/20cm. A two-handed weapon may be
used from the back of the cart. Gandalf will
not receive any bonuses for charging while
driving his cart, in fact the pony is so
unused to war and violence that while riding
the cart Gandalf must pass a Courage test to
charge any enemy, exactly as if the enemy




caused ferror. Any shooting attacks directed
at Gandalf and his cart have a chance of
striking the cart or Gandalf himself. The
shooting player should roll' a D6 — on a 1-4
the cart is hit, while on a 5-6 Gandalf is
struck. The cart has a Defence of 5 and 4
Wounds. If Gandalf is beaten in a fight, his
opponent may choose to strike blows against
Gandalf or the cart, just as against any other
mounted model.

A cartload of fireworks. Gandalf is known
throughout the Shire as an eccentric old
man, with a mastery of fireworks. The
rockets, spinning:wheels and other
pyrotechnic devices that he creates are
second to none and, though their use is
intended to entertain and amaze, in a pinch
they can be used as weapons. Each turn
Gandalf may use a single firework as
described below.

Gandalf may launch one of three
different kinds of fireworks each turn:

* Shrieker: These small rockets are
incredibly noisy, emitting a terrible
shrieking sound as they fly into the air and
exploding. A Shrieker is fired just like a bow
with a range of 36"/84cm. The Shrieker will
hit on the score of a 4+. Any model struck
by a Shrieker takes a single Strength 4 hit.
In addition, as long as the target is hit, it and
any Evil models within 2"/4cm of it must
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As he makes his way to the Shire, Gandalf is ambushed by a band of Goblins
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immediately take a Courage test exactly as
if his force was broken.

= Goblin Barkers: A tube, roughly the size
of a Hobbit’s forearm and wrapped in
green paper, Goblin Barkers create a
tremendously bright explosion

that can be quite deafening. Quite
why the old Wizard named them
Goblin Barkers is, however,
unknown to the Hobbits of the
Shire. Gandalf may throw a
Goblin Barker in the same
way as a throwing

weapon, hitting on the
score of a 4+, with a
Strength of 1. The target,
and any Evil models within
2"/4em, are knocked to the
ground. Tn addition, those
models affected may do
nothing further that turn,

= Squib: Squibs are small
crackers that Gandalf woull
often hand around to Hobb
children, much to their
delight. The Squibs he uses in* %
this scenario are far more %
potent. Each Squib count
thrown weapon that will
on a 4+. A Squib has a
Strength of 7,
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Bridges Great & Small

A Modelling Workshop desci‘ibz‘ng bow to build a Numendrean bridge

The new The Fellowship of The Ring
scenario the ‘Last Bridge’ features a
ferocious battle between the EIf lord
Glorfindel and three Ringwraiths.
Central to the encounter is an
impressive bridge that dates back to
the Second Age when the
Ntmenoreans first settled in the
region of Arnor. Adrian Wood
explains how to adapt a simple
bridge to a Ntmenorean style.

uring the Second Age of Middle-

earth the Men of Nimenor settled

throughout the land, most notably in
Gondor and Amor. By the Third Age of
Middle-earth the most intact examples of
Niimenérean civilisation and architecture are
still to be found in Gondor — Osgiliath and
the aptly named White City itself, Minas
Tirith. However, singular examples of
Niimenérean structures can be found all
across Middle-earth, such as the ruined

watchtower of Weathertop and the Seeing
Seat of Amon Hen.

Niimendérean architecture has a distinct
look to it that stands out from the other
domains of Men found in Middle-earth, such
as Rohan and Harad. White stone is the
order of the day, with wide archways and
statues; the stonework has a strong
symmetrical pattern to it — the work of
expert stonemasons.

Building Bridges
To fight “The Last Bridge' scenario you
need a number of trees and a river with a
bridge crossing it. Full details of how to
build the river itself can be found in The
Fellowship of The Ring book. Here we take
the construction of a waterway a stage
further by incorporating a bridge.

The design and construction of the
bridge is very simple. The basic design can
be used to create bridges from any region of
Middle-earth, just by adding specific
details, The two outer walls are made using
a template as a guide before a dressed stone
texture is scored into the surface of the

foamboard. The characteristic humpback
bridge is also made from foamboard which
has been scored and curved into shape,
Buttresses are added to the walls along with
other details, including a section of textured
wallpaper for the roadway.

For more about making rivers and
bridges, as well as other terrain, check out
How To Make Wargames Terrain and The
Fellowship of The Ring.




Template shown at 80% size. To enlarge photocopy at 125%.
| Copyright © Games Workshop Ltd 2005. Permission is granted to photocopy the templates on this page for personal use only, to create
terrain and to play games of Games Workshop Tabletop Games. All rights reserved.

Tools

Modelling knife

Craft knife

Metal ruler

Ball-point pen
PVAglue

Large flat-headed brush

Materials

5mm foamboard

PVA woodworking glue
Rough Coat

Wooden basing material
1" thick polystyrene
Ready mix filler

Sand

Citadel Colour paints
Fortress Grey

Skull White

Camo Green i
Scorched Brown :
Snakebite Leather
Vomit Brown "
Bleached Bone .
Dark Angels Green i
Scaly Green
Ultramarines Blue
*Ardcoat

Caution
When cutting out the templates
remember it’s easier to use a sharp
knife as you don't have to apply so
much pressure to cut. Otherwise, you
could press too hard, break the blade
and hurt yourself,




Assembling the Bridge

] Start by tracing the sidewalls and buttresses template onto Smm
foamboard twice. Cut around the shape using your modelling
knife. Use the metal ruler for the straight edges.

Next, score brickwork onto both sides of each sidewall, using
your pen and the metal ruler. Start by drawing horizontal lines
Smm apart, then draw vertical lines 10 mm apart.

Once both sides are complete, use the arch template as a guide to
mark the alcove. Cut through the outer layer of card and the inner
layer of foam, but don’t cut the second layer of card.

Carefully remove the foam from the arched alcove, leaving the
second layer of card exposed.
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To make the central bridge section cut a piece of foamboard
100mm wide and 220mm long. Score lines across it Smm apart,
then carefully bend along the scored lines to make a curve.

7 To finish off, glue the buttresses to the arches.

Before gluing the roadway between the two side walls, cut away
some of the card and foam at an angle to give it a bevelled edge —
this will help the roadway blend into the base.

Finishing touch
Attach 7mm wide
strips of thin card to
the top of the side
walls to act as stone

detailing.




Making the Base

Cut out a 300mm square of wooden . 2 Cut the outline of the base at an angle to 3 Next, glue the bridge to the base, before
board. Put the bridge in the centre and ' create a bevelled edge, leaving the edges gluing down a strip of textured

mark out the position of the banks, of the base thal join the other river wallpaper to make the roadway.

25mm wide from the outer buttresses: sections straight. ;

- - and the same width as the rest.of your
river sections.

: Cut strips of polystyrene to fit along the -~ = Shape the bank to match the bevelled To create the texture on the riverbanks,
line of the banks and glue them into -~ «d edge and to round off the banks. To apply PVA glue to the polystyrene and
position. finish, blend the bank to the base with sprinkle sand over the top. Once the

: ready mix filler, then use the filler to sand is dry, shake any excess onto a

create the contours of flowing water. newspaper.




Choosing a Brush
Painting scenery is
different to painting
individual models in
one important area;
due to the larger size
of terrain it is
preferable to use a
bigger brush. We
recommend a large
flat-headed brush as
it will cover a
larger surface

much quicker.

Also, when
drybrushing

terrain, these types
of brush are much
more durable than
the smaller

variety.

Weathering

A nice touch to add to the bridge is the
effects of weathering. This includes dirt
on the roadway and streaks of moss and
water on the stone walls.

Drybrush streaks of Camo Green paint
down the side of the walls with a Large
Drybrush.

Using the large flat-headed brush,
drybrush Scorched Brown in streaks
across the roadway. To finish off, add a
light drybrush of Bestial Brown
followed by Bleached Bone.

R

Painting the Bridge

Undercoat the model with Roughcoat — this is the base colour of the bridge.

Then, finish off with Skull White to
highlight.

Drybrush the Roughcoat base colour
i with Fortress Grey.

Painting the Base

Paint the sand on the base Snakebite Leather before using a large flat-headed brush to
drybrush the following colours over the basecoat;

l Vomit Brown. 2 Bleached Bone.

To give the base a more natural appearance we have used static grass and modelling flock to
represent different textures of scattered grassland. These should be glued to the board in
random patches leaving small areas of sand showing.

Apply patches of glue to the base.
You may find it useful to water down
the glue.

Apply modelling flock to the glue
before adding smaller patches of static
grass. Once the surface is dry, knock off
the excess grass and flock onto a sheet
of newspaper.




Painting the River

The water is painted Dark Angels This is followed by a coat of Scaly
Green. Green towards the edges of the river.

Finally, add streaks of Skull White to
imitate light catching on the flowing
water. To finish off the water, apply a
coat of ‘Ardcoat,

Highlight with an equal parts mix of
Scaly Green and Ultramarines Blue
working out towards the riverbanks.

Statues

The finishing touch to the bridge is to
add a couple of statues standing in the
alcoves. These are made using Men of
Gondor, textured and painted in the
same way as the rest of the bridge.
These offer an opportunity to apply a
few modelling touches to make them
appear more weathered.

Alternative Bridges

The bridge model that we’ve shown you here has two arches over the water, As an
alternative, you might prefer to experiment with a single span or three arches instead, Here’s
what they would look like:

Single Span

Three Arches

Heavy Weathering

To give the impression of a more
ancient and weathered bridge , you may
want to try modelling the walls of the
bridge with a more ruined appearance
by trimming and sculpting the
foamboard walls. See our building an
Osgiliath ruin workshop next month for
more details.

The statues can also be modelled to look
heavily weathered. These examples
were worked on using a pair of clippers:
removing sections and applying nicks to
the model, as well as the base. One
useful touch was to keep the trimmed
parts and glue them around the model,
as if the parts have been broken off and
fallen on the base.

T 3
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Scenario: The Last Bridge

Glorfindel attempis to stop the Ringwraiths from crossing the Bridge of Mitheithel

As time is running out for Frodo,
following his wounding at
Weathertop, Glorfindel sets out to
aid the Fellowship. Unfortunately
the Ringwraiths stand in his way.
Mat Ward sets the scene.

Though the Nazgil were driven away,
Frodo has just barely survived the attack on
Weathertop. He now hovers a mere stone’s
throw from death, with shards of 'a Morgul
blade embedded in his chest. With each
passing hour he becomes weaker as the
shards drive their way towards his heart ~
when they reach it his life will end-and he
will exist thronghout eternity as a formless
and insubstantial wraith. Knowing that the
only power that can save Frodo is that of
Elrond, Strider drives the Hobbits onwards
with ever-increasing speed. Even as he does
this, Elrond sends out from Rivendell any
who have enough power to oppose the
Nazgfil, hoping that they can either reach
Frodo or thwart his pursuers. One of these is
Glorfindel, a mighty Elven lord whose
power challenges that of the greatest Eldar
yet alive in Middle-earth, and who is rightly
feared by Sauron’s servants. It is his task to
seek Frodo upon the great road and it is
here, upon the Bridge of Mitheithel, that he
encounters several wraiths, themselves
searching for Frodo once more.

Participants
Good
Glorfindel (Mounted)

Evil
3 Ringwraiths (Mounted)

Note that the Ringwraiths have the
minimum amount of Will described in the
main rules manual (ie, 7 for the Ringwraiths
and 10 for the Witch-king of
Angmar). This represents
the fact that Sauron’s
power is still building
and even his most
deadly servants are
not yet at full
strength.

Layout
This scenario is played on a 48"/112cm x
48"/112cm table, representing the site of the
Bridge of Mitheithel. The River Mitheithel
sits on the north/south spine of the board
and is about 8"/20cm wide — it is spanned in
the centre by a bridge 4"/10cm wide. A
small wood (comprised of about three trees)
lies on each side of the bridge.

The path of the road is marked by
hedges and is bracketed by rocky outcrops
where it leaves the western board edge.

Starting Positions

The BEvil player deploys the Ringwraiths
within 6"/14cm of the bridge. When this has
been done, the Good player deploys
Glorfindel so that he is.in base contact with
the eastern board edge.

Obijectives

Wheoever holds the bridge controls a vital
crossing of the Mitheithel river. When the
game ends (see below) the Good player
wins if Glorfindel is on the bridge or if all
three Ringwraiths have been slain. Any
other result is a victory for the Evil player.

Special Rules
Time is Running Short. With Frodo close
to Rivendell, and somewhat closer to death,

important. The game lasts for at least 10
turns, but if the Priority roll is drawn from
turn eleven onwards, the game ends
instantly — calculate who has won.

The Cry of the Nazgiil. Once per game, in
the Priority phase (but before any dice have
been rolled) the Evil player may choose to
unleash the piercing wail of the Nazgfil.
This terrible cry freezes the hearts of all
who hear it — accordingly, for the duration
of the turn, all models on the Good side
have their Courage reduced by three points.

Points Match
Although it is Glorfindel who appears
in this scenario, many others searched
Eriador for Frodo in those fateful
days. If you want to play this scenario
with alternative participants, choose
an Evil force approximately half as
large again as the Good force - ie, if
the Good force is about 200 points in
size, the Evil force should be around
300 points. The Good force can be
chosen (in any combination) from the
‘Elven Havens’, ‘The Dwarf Holds’, or
‘Arnor & Angmar’ sections of the
main rules manual. The Evil side
should be chosen from the ‘Mordor’

) section.
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AeRETURN OF THE 9

LICHEMASTER

Part One: Wood Elves clash with Heinrich Kemmler in the Battle of the Cairns

Dark forces are at work,
threatening the Wood Elves
realm of Athel Loren. In the
first of a three-part series
Mat Ward follows Heinrich
Kemmler and Krell as they
set about shattering the
peace of the forest.

cattered through the wild heaths
Son the outskirts of Athel Loren are

countless ancient burial cairns,
mounds and barrows. Some of these |

were built by the first Elves that dwelt
on the edge of the forest, though a great

many of them are from early human
barbarian civilisations — some of which
are thought to owe their traditions to
the Nehekharan lands further south.
Many priceless and powerful artefacts
were buried within these tombs, though
the Wood Elves, respectful of such
places and their long-dead inhabitants,
leayve them as they have lain for
countless centuries, slowly to be
reclaimed by the forest. Nevertheless,
there are many greedy tomb robbers
who covet the riches within these
tombs, and so the Wood Elves are
constantly battling against these
interlopers. Sometimes, however, the
cairns are sought for more sinister
reasons than simple greed.

Mat: one of my favourite characters in the Warhammer
background is the infamous Lichemaster, Heinrich Kemmler.
Quite why, I really can’t say — though I do like the hat. As a

~happy coincidence, one of the better documented of
Kemmler's grandiose schemes involves the Wood EIf realm of
Athel Loren. I've written a series of scenarios to re-enact the
Battle of the Cairns. Along the way; it somehow grew into a
whole slew of special characters, and even a variant army list all
of which will unfold over the next couple of months.

In the winter of 2495, a dark and evil
being sought to claim these cairns. This
hated creature, cursed and despised by
the Wood Elves, was the Lichemaster
Heinrich Kemmler: A devious foe,
Kemmler was often sighted travelling
through the forest, sometimes alone,
often accompanied by a much larger,
armoured, figure — the Wight King, Krell.
Bands of Wood Elf Scouts would often
seek to confront him, only for him to
vanishilike mist on the breeze. The
bodies of other such sentries were
found, turned te dust by the darkest of
magics or hacked apart by the heavy
blows of an axe. As the winter grew
deeper, the portents became ever more
dire for Athel Loren.
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Great carrion, summoned by Kemmler
from the southern deserts, began to
perch upon the cairns, scrabbling and
digging for the bones of the long-
forgotten dead. With the forest still
slumbering in winter’s embrace, the
Elves could not ignore such an
incursion. Ythil the Hawk-eyed led his
Kinband of Warhawk Riders against the
foul creatures. With surprise on their
side, the Elves descended upon the
undead beings, destroying many of them
before the others seemingly retreated
from the forest.

Unfortunately, Kemmler was a more
cunning foe than the Asrai gave him
credit for. Whilst the Elves battled his
minions, he and Krell were able to break
into one of the largest of the ancient
burial mounds - the tomb: of a great,
long-dead king. Hidden from the eyes of
the searching Elves in the sepulchre’s
dank embrace, the Lichemaster carefully
counted the passing of the twin moons
through the dark skies.

As no more sightings of Kemmler were
reported the Asrai gradually, albeit
uneasily, abandoned their hunt.
Midwinter arrived, and Athel Loren

became weaker still. Orion succumbed
to the flames of his pyre, and Ariel
began her slumber within the Oak of
Ages. It was then that Kemmler struck.

Under a spell of concealment, Kemmler
emerged from his hiding place and
began to conduct a vile ritual, with
knowledge stolen from the vaults of the
cursed Castle Vermisace. All across the
wild heath, the tombs and cairns were

WREFARIAR

arrows before disappearing once more.
Nevertheless, their numbers were too
few to halt the unliving.

A grand battle finally took place in a
massive glade, deep within Athel Loren’s
borders. Thousands of/stoic Eternal
Guard advanced on the foe, led by the
warrior-elder Sceolan, while Glade
Riders galloped around the flanks.
Overhead, Ythil the Hawk-eyed and his

As the winter grew deeper, the
portents became ever more dire

for Athel Loren

opened from within by cold and lifeless
skeletal hands, and bronze-bedecked
ancient warriors marched out to form a
mighty army. Sereaming carrion birds
filled the skies as the army of the
undead marched through the snowdrifts
and entered Athel Loren.

Datk Dryads of winter, crone-like and
hateful, assailed Kemmler’s army at
every step. Waywatchers arose from the
snow to launch their unerringly accurate

Warhawk Rider kin swept down time
and time again through the thick clouds
of erows ‘and ravens to attack the long-
dead warriors. Many Elves were slain
that dark day; but the Undead were
finally stopped, and Kemmler shadow-
fled away. This was the furthest into
Athel Loren any attack had ever reached,
and as such the Wood Elves are hungry
for vengeance against the hated
Lichemaster, and are ever-watchful for
his retarn.




Heinrich Kemmler Points: 550
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Weapons and armour: Kemmler carries the Skull Staff, a
Power Familiar and a Black Periapt. He wears Kemmler's

Cloak of Mist and Shadows and wields the Chaos Tomb Blade.

Spells: Kemmler is a Level 4 Wizard and always uses the Lore
of the Lichemaster.

The Master of Necromancy: As long as he has enough
Power dice, Kemmler can cast any of his spells, even one that
has been cast already in the same Magic phase.

Spells of Protection: Kemmler has spent many long weeks
hidden, preparing for this moment of grand triumph, and has
woven powerful magical defences about himself. As a result,
he has a 5+ Ward Save. In addition, Kemmler (and any unit
he joins) suffers one less wound than they normally would
when defeated in combat.

Cloak of Mist and Shadows

This cloak endows the wearer with ethereal form. Free from
the bond of his material body, the user is free to move
through solid matter like a ghost.

This item can be used only by models on foot. The wearer is
Ethereal for the entire game — he may ignore terrain
penalties and cannot be harmed except by magical attacks.

Power Familiar
A Power Familiar attracts raw magic power to its owner.

The Familiar adds one dice to both the Power dice and the
Dispel dice pool of the bearer.

Skull Staff
The Skull Staff constantly whispers to its bearer,
revealing the secrets of magic.

At the beginning of the bearer’s Magic
phase, the enemy must reveal all magic
items carried by each one of his models
within 12" of the Skull Staff’s bearer. In
addition, thanks to the wise advice of
the skull, after the bearer has rolled on
the Miscast table, he can choose to re-
roll the dice. The second result applies.

Black Periapt

This maleficent jewel has the power
to trap the winds of Amethyst magic and accumulate
them for its bearer, or his lord, to use.

Allows the bearer to save one unused Power dice or Dispel
dice at the end of any Magic phase and store it, to add it to his
side’s dice pool in the next Magic phase.

Chaos Tomb Blade
Forged from the raw stuff of Chaos, this blade thirsts for the
blood of the living.

This magic weapon allows Kemmler to re-roll failed rolls to
wound in close combat.

The profile given bere represents Kenumler at the
time of the Battle of the Cairns, fast approaching the
pinnacle of bis power — if not thwarted soon, bis
sorcery will rival the mighty Nagash himself.

Kemmiler counts as both a Lord and a Hero choice. He
must be fielded exactly as represented bere, and may
not be given additional equipment or magicks.
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Krell Points: 190
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Krell 4 5 3 4 4 3

4 6
Weapons and Armour: Black Axe of Krell, Chaos armour (4+ Armour Save). He
also wears the Crown of the Damned.

The King of Wights: In Krell's hands his dreaded weapon reaches the pinnacle of
its dark powers. It delivers a Killing Blow every time Krell rolls a 5+ on his rolls to
wound.

Black Axe of Krell: The Black Axe of Krell is a great weapon and follows all the
rules for normal great weapons. Also, any model that suffers 1 or more wounds
| from the Black Axe must roll a D6 at the start of both its own and its enemy’s

J Magic phases for the rest of the game. On aroll of 1 or 2 it
' suffers 1 more wound with no Armour Save allowed (Ward
Saves can be taken as normal).

Crown of the Damned: This crown confers a 4+ Ward
Save upon the wearer. The wearer is subject to stupidity
(even if the model is normally Immune to
| Psychology).

‘ By this time, Krell and the Crown have become

; fused into a single entity — as a result, the Crown
may not be destroyed by spells such as Vaul's
Unmaking.

#‘ The profile given bere represents Krell at the time of the
Battle of the Cairns, where the Crown of the Damned is
starting to erode his will-power, leaving bim ever more
dependant on Kemmler. If your army includes Heinrich
Kemmler, it may also include Krell, who counts as a Hero
choice. He must be fielded exactly as represented bere,
and may not be given any additional equipment or
magic items.

Laws of Undeath
As Undead, Kemmler and Krell
have the following special rules:

Immune to Psychology
Undead are Immune to Psychology
(see the Warhammer rulebook).

Cause Fear
Undead cause fear (see page 81 of
the Warhammer rulebook).

Charge Reactions
Undead can react to charges only by
holding.

Break Tests

Undead cannot be broken, but if
Kemmler and Krell are beaten in
combat, they suffer one additional
wound for every point they lose the
combat by (no saves of any kind, not
even Regeneration or Ward Saves, are
allowed against such wounds). If
either are wiped out by combat
resolution in the first turn of a
combat, the enemy gets the option to
make an overrun move as normal.
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" THE LORE OF

THE LICHEMASTER
w w

ecromancy is the magic of the past, of withered
flesh and faded times. It is similar to'Amethyst
magic, of which it is a2 somewhat corrupted version.
" Being a Necromancer of almost incomparable power,
Kemmler utilises more powerful versions of the spells of
Undeath. Kemmler automatically knows all six of the
following spells. :

Invocation of the Lichemaster
Cast on 3+/7+/11+

Casting Value Models created Wounds restored
3+ D6 Skeletons D3 Wounds
T 2D6 Skeletons 2D3 Wounds
11+ 3D6 Skeletons 3D3 Wounds

This spell can be used in two different ways — to add models to
an existing unit, to create a new unit or to restore lost Wounds!
'to 2 model. In all cases, it has a range of 18", The caster' must
declare if he is'using the spell on an existing unit (declare
target unit), or to create a new unit of Skeletons as well as the
Casting Value he is attempting (3+, 7+ or 11+), before he
rolls the dice to cast. :

. The higher the Casting Value chosen, the more effective the

=ik

" result of the spell will be if cast successfully:
! M WS BS § T W I A Id
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Heinrich Kemmler, the Lichemaster (9947020701301)
and Krell (9947020701701) (9947020701702) are

2 avanlablc to order from Du'ect See p'lge 126 for detaﬂz.

D6 Spell

Casting value
1 Invocation of the Lichemaster 34/7+/11+
2 Desiccating Grasp 6+
- 3 Eternal Vigour T4
' 4 Withering Gaze 8+
| 5 Kemmler’s Danse Macabre 10+
6

Curse of Eternities

'Inupcétioh of the Lichemaster can be used to:

*Recover wounds in an existing Undead unit or character. If
successfully cast, choose one Undead unit or character model
(even if engaged in close combat) and then measure the
range to it. If the unit is in range, that unit recovers
D3/2D3/3D3 wounds (or wounds worth of models),
depending on the Difficulty Level chosen.

New models will be armed and equipped exactly like the
other models in the unit. Note that this may not take the
number of models in the unit above the number it began the
game at. The Victory Points value of the unit does not change.
This spell may not be used to increase the frontage of the
target unit beyond four models, though it may be used to
increase the number of ranks.

»Create a new unit of Skeletons. If successfully cast, choose
any point within 18" and place one model onit. Then form
the rest of the models around it. The new unit will consist of
D6/2D6/3D6 models, depending on the Casting Value
chosen. Skeletons will be armed with a hand weapon and
shield.

Ifless than five models are created, the spell has failed to
work and no models can be placed on the table, Units
created in this way must be deployed at least 1" away from
any enemy, but may be in any formation and facing any.
direction. Immediately calenlate the Victory Points value of
the new unit (at 8 points per Skeleton) and record it.

13+




Desiccating Gras Cast on 6+
(Remains in play

The Necromancer has the ability to cause anything he touches
to age centuries within a second, destroying the bodies of his
enemies and enslaving them. As he grips his opponent tightly,
the victim’s flesh and all his possessions are instantly turned to
dust which is scattered by the wind of ages. If a foe is slain
whilst Kemmler is under the effects of this spell, their form is
reanimated as an Undead minion. This spell can be cast by the
Lichemaster on himself, even if he is in close combat. Once it
has been cast, the spell lastsuntil it is dispelled, or until the
Wizard decides to end it (which he ean do at any time),
attempts to cast another spell or is slain.

Whilst the spell remains in play, any model wounded by
Kemmler is killed automatically, with no Armour Saves allowed.
The enemy can take a Ward save, if he has any, but if the
wound is not saved the model is dead. This applies to all
models, of any size. If 2 man-sized model is slain in this way it
is immediately reanimated as a Skeleton under Kemmler’s

control and placed in base contact with the Lichemaster. It may :

be placed in combat with an enemy if Kemmler's controlling
player wishes, providing it is also in base contact with
Kemmler.

Eternal Vigour Cast on 7+
Kemmler coneentrates on animating the creatures under his
control. They artack with such speed and ferocity that few can
defend against their flurry of blows. Target one of your own
Undead units within 18" and that is in close combat. In the next
Close Gombat phase all models in the unit attack first, even if
they have been charged, are armed with great weapons and so
on (even Zombies! This is the only exception to the Braindead
rule), and can re-roll any failed to hit and to wound rolls.

Withering Gaze Cast on 8+
Bolts of Dark Magic leap from the Undead spellcaster’s eyes.
Where the beams touch the victims’ flesh, their skin blackens
and withers, sloughing away till the white gleam of bone is
visible beneath. This is a magic missile with a range of 36". If
successfully cast, the Withering Gaze hits its target and causes
2D6 Strength 4 hits.

RREANRER

Kemmler’s Danse Macabre Cast on 10+
The Undead are filled with an unholy magical energy that
causes them to stride across the battlefield with a speed that
even most mortals-are unable to match. Adapted from one of
the most infamous spells in the great Necromancer Vanhal’s
repertoire, this incantation can mean the difference between
victory and defeat for Kemmler’s army, This spell can be cast
on a friendly Undead unit that is within 24", and which is not
already engaged in close combat, The unit can immediately
make a move of up to 8" in the same way as a normal move
made in the Movement phase (it can wheel, turn, change
formation or even reform) although it may ignore any
hindering terrain or obstacles whilst it moves.

The unit can charge an enemy within 8! if epportunity permits
and the same rules apply as for a normal charge (except that if
the charge!is failed the Undead will still moye the full 8. A
unit that is charged by means of Kemmiler's Danse Macabre
can react to the charge as normal and must take the
appropriate Psychology tests.
Curse of Eternities Cast on 13+
(Remains in play)

The enemies of the Undead feel their limbs become heavy :md
their hair turns grey — death comes to claim their souls. This
spell can be cast on any one enemy unit within 24" (which
may be a unit in combat if the Lichemaster wishes).

If successfully cast, the enemy swiftly starts to age. Roll a dice
for each model in the affected unit. A model will suffer a
wound on the roll of a 5+. No Armour saves are allowed.

Onee cast, the spell remains in play: It lasts until dispelled, or
until the Wizard decides to end it (which he can do anytlmﬁ:)
attempts to cast another spell or is slain. If not

dispelled, at the beginning of the caster’s next

Magic phase models in the affected unit

suffer a wound on a 4+ In the caster’s

next Magic phase they will suffer a wound

on a 3+ and so on, to a minimum of 2+.

No Acmour Saves are allowed.

Characters who are part of a2 unit




The Lichemaster walks Athel Loren,
searching for the cairns - at least, the
dead beneath them - that hold the
key to his latest scheme. It is not
without design that Kemmler has
come to Loren in the winter months.
The forest is vulnerable and its group
consciousness will be too dulled to
easily thwart him. If left to his own
devices, he will cause great evil to

= Athel Loren and the nearby Jands.

overview

The attacker is attempting to breach the
défenders’ outer perimeter without
being challenged if at all possible. If
detected, the attacker’s job becomes
much harder and the defender will be
able to rely on reinforcements.

Historical Armies

The Glorious Forces of

Heinrich Kemmler

* Heinrich Kemmler, the Lichemaster
* Krell, King of Wights

The Sentinels of Athel Loren

* Daernidd’s Handmaidens (5 Dryads)
¢ Lladrel’s Kinband (5 Wood EIf Scouts,
including a Lord’s Bowman)

Doriel’s Kinband (5 Wood EIf Scouts,
including a Lord's Bowman)

The Troupe of Skybreak

(5 Wardancers including a
Bladesinger)

The Sons of Equos' (5 Glade Riders,
‘including a Horsemaster)

Sceolan (Woaod Elf Noble from an
Eternal Kindred — carries a Moonstone
of the Hidden Ways and is
accompanied by a Resplendence of
Luminescents)
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Scenario: The Unquiet Dead

= The Awakened (3 Tree Kin)

* Morith’s Hunters (5 Waywatchers,
including a Shadow Sentinel)

* Daernidd (Treeman)

Alternative Armies

This scenarioican represent any.
encounter where a pair of heroes
attempt to fight their way into (or out
of) an enemy’s heartland — High Elves
attempting to breach a Druchii fortress
perhaps, or a Chaos Sorcerer attempting
to flee Middenheim.

If playing the scenario with different
forces, both armies (of around equal
size) are chosen from the relevant
Warhammer army list as nermal, but
with the following exception: the
attacker may only choose characters.

Battlefield

The table represents the outer edge of
Athel Loren and should be liberally
covered with forest (they will only affect

8 Daernidd espies the Lichemaster
and bis undead cobort.

=

- »

line of sight if using the historical
participants, as none of the combatants,
except Krell, will be slowed by them).

Deployment

1. The defender deploys Daernidd’s
Handmaidens anywhere within 6" of
the northern board edge.

2. The attacker deploys Krell and
Kemmler within 6" of the southern
board edge.

Who goes first?
The attacker goes first.

Length of Game

Until Kemmler is slain, or exits the board.

Victory Conditions

Heinrich Kemmler is victorious if he
exits the board from the north table
edge. Any other result is a victory for the
Wood Elves.

Special Rules

The Wood Elves are initially unaware of
the threat that approaches and it will
take time for' mere aid to arrive. In each
Wood Elf Remaining Moves phase, the
Wood EIf player may move one unit, not
yet deployed, onto the board from a
table edge of his choice.

He must bring them on in the order
they are listed above (ie, Lladrel’s
Kinband will move on first and Daernidd
will move on last). In addition, the
creatures of Athel Loren are not at their
best in winter, when the forest slumbers
— all units with the Forest Spirit rule are
subject to Stupidity.
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Che bistory of Peinrich Kemmler

Kemmler’s history is long, filled with
dark deeds and terrible acts. His
origins are clonded and his story
reveals itself reluctantly, for Kemmler
is the only true source for these
events and his word cannot be said to
be free from bias.

2401- Already a powerful
2410 Necromancer, Kenumler makes a
Journey to the lands of the Dead.
Though most Tomb Kings react
with bostility to his preserice, he
learns much from those who will
treat with bim. Kemmler returns
to the Old World with the goal of
creating a realm that will rival
the.great Necropolises of the
south.
2412 Kemmler gathers a dozen lesser
Necromancers to him and
educates them further in the
Dark Avts. Sensing the emergence
of a rival, the Necrarch Brachnar
the Damned subverts several of
Kemmiler's followers and forms
the Council of Nine.
2415-
2419 Estalia becomes a battleground
between Kemmler and Brachnar,
The Estalian militas do what
they can to protect the citizens of
the realm, but it is not until
Kemmler pursues bis enemies
northwards into Bretonnia that
the land is truly safe.
2420 Kemmler crushes the legions of
the Council of Nine in the bills
beyond Quenelles, Brachnar
the Damned escapes to
Bogenhdfen and gathers bis
followers to fortify bis lair in the
Reikwald forest.
2422 The defences of Brachnar's lair
almost prove too strong for
Kemmler’s forces but, after tiwo
years in which the soldiers of the
Empire refuse to enter some
areas of the Reikwald forest,
Brachnar is reduced to dust
during a sorcerous duel,
2440-
2445 Kemmler enters the cursed
Castle of Vermisace, searching
Jfor one of the Nine Books of
Nagash. Despite bis spells of
protection be is ensnared by the
ancient Liche, Crovan, who
keeps the Necromancer'
imprisoned as a lesson in
bumility. Kemmler spends the
next five years in a lightless

2460

2464

2470

2475

2478

crypt before finally being able to 2479
escape and defeat Crovan and
his acolytes. In victory he takes

the name Lichemaster.

Kemmler constructs the great
Jortress of Krinal in the Vaults
and sends bis ariies against the
northerly lands of Tilea,

An Empire hedge wizard
mistakenly animates the
remains of Brachnai: the
Damned. After feasting upon his
unwitting saviour, the vampire
spends the next fifteen years
gathering fresh servants to bim
and plotting bis revenge against
Kemmiler

2480

The Dukes of several Tilean cities
secretly pledge allegiance to
Kemunler to spare themselves the
worst of bis raids. The
Lichemaster turns his attention
to the Bretonnian province of
Carcassonine.

2491

Kemmmler destroys the
Bretonnian town of Breganalle
and raises its inbabitants as
undedd vassals. The Duke of
Carcassonne. leads bis army
against Kemmier but is beaten
soundly. The torn and ravaged
remains of the Duke and his
household knights are later
Jound lashed to stakes along the
side of the Breganalle road. King
Theobald Il is dismayed and
outraged by these occurences
and offers a vast reward to any
man who can lead the armies of
Bretonnia to Kemmler's lair

2495

In midwinter King Theobald
learns the location of Kemniler’s
stronghold in the Vaults and
leads an army into the
mountains. After a bloody siege,
the Lichemaster’s sorcery undoes
the Bretonnian army, who are
Jorced to retreat through the
snow. Theobald vows to return.

2497

Theobald orders the holiest of
weapons removed from their
shrines and carried to war
against Kemmler's fortress,
Though the king is slain, the
Lichemaster’s armies dare
crushed and bis fortress is
thrown down. Badly wounded,
Kemmler escapes with bis life
and flees deeper into the Vaults.

Taking advantage of Kemmler's
tll-fortune, Brachnar ambushes |
the Lichemaster, In an epic :
display of sorcery that lasts three

days and three nights, Kenumnler

once more bests the Necrarch

and shatters bis armies, but is

driven to the edge of madness in

the process. A shadow of bis

Jormer self, Kemmler spends the

next decade as a begear,

wandering bis way through the

Grey Mountains and the Vaults.

Guided by unseen hands,
Kemmiler stumbles upon the
burial mound of the dead Chaos
Champion, Krell, and raises bim
back to life after striking a
dreadful pact with the gods of
Chaos who restore bis wits to
him. At the bead of a powerful
Undead borde, the two sweep
down into Bretonnia before
being beaten by Skaven
treachery and the valour of
Tancred of Quenelles at the
battle of La Maisontaal.

The Battle of Montfort Bridge.
Duke Tancred of Quenelles
confronts Kemmier and Krell
once more but is abandoned by
his followers. The Lichemaster
sends the reanimated corpse of
the Duke to bear greetings to
King Feramand.

The Battle of the Cairns. Kemmler
[finds bis way into Athel Loren
and animates the -Barrow Kings.




. MODELLING CAIRNS
| " Build some game specific terrain and bring your scenario to life (or death!)

What could be better to refight the Battle of the Cairns over than some acmal cairns?
(Okay a full-on acre of Athel Loren would be pretty cool too, but we've covered trees
many times before...) Cairns are simple to make, look great and instantly add a bit-of
flavour to your game. Now Heinrich Kemmler and sidekick Krell can instantly feel at
home, surrounded by burial grounds of aneient Old World warriors with Whlch to
practise their dark magicks. To make your cairns, you will need:

Tools s Textured paint Citadel Colour paints
* Modelling knife * Green flock * Chaos Black
* Long-bladed knife | ' Static grass * Scorched Brown
* Decorating brush | = Citadel PVA glue * Codex Grey
= Large drybrush : » Superglue * Fortress Grey
. * Sprue of Skeletons, * Skull White
Materials ' = 25mm round bases,
* 10mm foamboard = Plastic glue
* 25mm polystyrene foam = Modelling sand
* Thin wood = Modelling gravel
* Slate = Thick gravel

Cut an oval shape Apply.a coat of Once dry,

{ from 10mm = ‘stone texture’ undercoat the
3  foamboard about (See boxout) to model with Chaos
I 80mm by 50mm the surface with Black.
; wide. Peel away PVA glue. You may
}' the top layer of need to apply a
5 | card, then shape couple of coats to
1 ! it into a smooth get a solid 6
‘ f curve with a covering
modelling knife.

Extra Details

Stone Texture
Throughout this article we refer
to ‘Stone Texture’- this is a mix of
thick gravel, modelling gravel and
modelling sand, which is glued to
the surface of the scenery with
PVA glue to give the appearance
of layers of individual stones.

| Drybrush with x Ther drybrush

Scorched Brown. with Godex Grey.

Next,

dm}bmsb Finish off with a

with Fortress light drybrush of
Grey. Skull White.

A cairn is very simple to make — you can make half a dozen in no time. For added interest, iry modelling on a few extra
details; for example a grave marker of some kind or even the remains of a body under a rock pile.
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Stone Pile: build up';aryer Marker Stone: another Desecrated: an empty grave Grave with body: an

d upon layer of stone texture approach is to make a marliér is easy to achieve by cutting a = alternative is to actually put a
. to create a simple grave using a small stone. Before. & . deep groove into the body into the groove. Tissue
marker. Large pieces of texturing, press 4 stone into  foamboard, Use more sand can be used to imitate scraps
gravel look best. the foam and glue it into, | than gravel in the hole so that  of eloth that has rotted away
place with PVA. it doesn’t get filled in. over the centuries.
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Supplement your cairns with a barrow
and you'll really be spoiling the
Undead. This barrow is made by
sculpting a smooth round hill from two
layers of 25mm polystrene foam. The
top layer should be 110mm wide and
the bottom layer 150mm wide.

. Cut an entrance way in 30mm wide

' and just as deep. Add a thin wooden
base — make sure the polystyrene sits
flush onto the base. Bevel the edges.

Entrance

| | To add te the high-status look

j of the barrow, choose square
pieces of slate to build
doorposts, the lintel on top and
a door.

Standing Stones

1 Take two similar sized pieces of
slate and press them into the top of

| the foam, before gluing them in

: place with PVA glue.

Choose a piece of slate to fit on top
of the standing stones, then glue the
three pieces together with superglue,
applying some stone texture to fill
in the gaps.

2
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A nice touch is to cut a bole in the side of the barrow and'glue a body crawling out of it - the undead
rising:to lifel To make our escaping: ske!lie, & Skeleton was assembled with its skull and arms cut and
repositioned. at the neck and wrists to achieve a crawling pose. I

Finishing the Models

Even though you are going to cover the bacrow with a coat of green flock, it’s :
worthwhile taking the time to paint the surface completely first. If any of the flock
should wear away over time through handling, then the earth colour will show
through underneath, which loeks quite natural, unlike a Chaos Black undercoat.

Dirybrush the Apply a Finally, apply a Finish off with
whole base drybrush of light drybrush a thin coat of
with Bestial Graveyard of Bledched PVA glue and 1
Brown. Earth over the Bone. | liberally apply L
top., green flock. "
Totems:

The addition of totems or warning signs adds to the overall look of the
graveyard. They can be modelled onto separate bases or applied directly
onto the terrain models, as you wish. These primitive totems are made by |
using parts from the plastic Skeleton sprue.

3 1 : 2 | 3 {
skeleton spear bafts with the weapons _
cut off, leaving a metal collar on one’ St
and a leather strap on the other.

This offering to the gods is made
Jfrom a piece of slate with plastic
skeleton skulls arranged on it and
glued in place.

These two examples are based on
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“palette based on the seasons is one
_effective way to arrive at some very

«three groups. Every time that you want

"‘irldwulua]b wﬂ:l:lout a strict uniform.

S0 1t‘seems an obvmus
choice to paini them in a.
‘green and. brown colour,
‘'scheme. However as Steve
Cunuskeyﬁnds the forest
can offer a number of

= he armies of the Wood Elves are

i . made up of warbands, called
= together by their lord in times of

war. As a result they don’t have uniforms
in the traditional sense, so we have to
look elsewhere to find the colours to tie
the army together. For the Wood Elves, it
makes perfect sense to give those
colours a natural theme. Using a colour

different looking armies.

Over the following pages, you'll see
palettes of colours for the four seasons,
ithe colours of which are arranged in

to add a new unit to your army, simply
take one colqur from each of the three

: gfoups in the season that you've
‘selected, and.use them to paint your
-modcla, varying which part you use each
colour-on. This will give you a group of
'models that look like a unit, but also
glves the impression of them being

The Studio army is a good example of how to get a unified appearance. The bases of all of the
niodels in the army are the same to create a coberent force, but it is the cloaks that really tie -
' ‘these archers together. The cloaks are the single largest area of, colour on any of the Wood EIf

warriors, and 50, by keeping all of them green, the army takes on a consistent look.

Spiral Patterns
Spirals have been used to
represent rich Elven clothes. The
’Eavy Metal team used three
spirals on top of each other, in
light, dark and mid-tones, to
create an intricate pattern.




Models pamted in these colours are ideal recipients of - yellows and rich reds and browns as a contrast. Trying to
all 'of the extra pieces of vegetation included on the . . create a scparate palette for both would mean giving each
new plastic sprues. The palette for both sprmg and’ ' ' season a very small pool of greens to choose from, but try
summer begins with * a cu].lcctmn of greeus, with pale : the lighter greens for spring and the darker for summer.

; . Bcstaal Brown

' Snot Green

Shade " . ' Highlight Shade Highlight =~
Dark Angels . Goblin Green. bcorchcd Bfown ' Snakebite Leather -

Green

Note that the inside of the cloak is.left
] quite dark in order to show off the .
% brighter body of the model.

Snakeb:tc Bleached Bone
L cathcr ; :

= Spring/Summer Palette

< Bows and spear shafts <
Dark bows complement light models, and vice versa, and both are more
striking than a mid-tone. Here two of the many ways wood can be painted.

bricht sapwood ARk sTAINED wood

Conceprs by Paul Jeacock

Colaurised by Neil Hodgson

Begin with a
basecoat of
Snakebite Leather.

Begin with a
basecoat of
Scorched Brown.

Apply a layer of Add a layer of Dark
Bubonic Brown. Flesh.
SRSEEEEe—

Highlight with
Bleached Bone.

Apply a highlight of
Bleached Bone
mixed with Bestial
Brown.
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; ﬂlghhght
; »Blcachcd Bonc

AY

[ ,As you mght e_xpect for the autumn palt:tte we ve
swapped the lush greens of spring and.summer for the
. browns, reds and yellows of fallen leaves. Althongh
: green is as; much pa.rt of the colou.rs of the natui-al

Blazing Orange

-2 Autumn Palette

world in autumn as it is in any season, the palette

“reflects the' c]assic image of this time of year. Dried
.1 herbs work well for autumn bases, while some of the
" vegetation from the new sprues may be less suitable.

i Buboni_c Brown!
Shade ‘Highlight
Snakebite Leather Bleached Bone

The gold armour on this model
complements the autumnal colours. Gold
also works well with summer, while silver
would better suit spring and winter.

“L Gold & jewels =
Like all Elves, Wood Elves create
objects of great beauty, often
embellishing them with precious
stones and metals.

Begin by painting
the metal with
Shining Gold.

Apply a wash of
Chestnut Ink.

Once the ink has
dried, apply a
highlight of Mithril
Silver.

Paint the jewel with
Red Gore,
concentrating on
the bottom and
lower left side.

Add a layer of
Blood Red around
the bottom.

Apply a highlight of
Fiery Orange to the
bottom edge of the
jewel.

4Add a final highlight

of Skull White near
the top right of the
jewel, and finish
with a coat of Gloss 4
Varnish. i




Shade
Chaos Black

Shade
Chaos Black

Probably the exact opposm: of their trad.itmnal image,
the colours of winter give the Wood Elves a more
spectral appearance. For a winter xhemed army;
minimizing the vegetation on the bases of the models is

H1gh]1ght
Fortress Grey

be in it...

. a-good idea, although the twmted roots that come on
. the new plastic sprues are ideal. Needless to say, if you
“ ‘want to portray an army in winter, Orion isn’t likely to

Scorched
Brown

Highlight

Bestial Brown

= Winter Paiett{:‘. o

Rotting Flesh f 5

Highlight
Skull White

Shade
Camo Green

The light coloured bow provides an effective
conltrast to the darker overall appearance
of the model.

> Basing with Herbs =

Dried herbs can make your bases look like they are covered with leaves!

SPRING & SummeR
Basecoat your
mixed herbs with
Graveyard Earth,
then overbrush with

Catachan Green.

Paint the base
Camo Green.

Add a few patches
of Snakebite
Leather to break up
the flat green
colour.

Glue a layer of
mixed herbs to the
base then apply a
coat of Graveyard
Earth.

WINTER

1 After gluing a layer
of mixed herbs
to the base apply a
basecoat of
Graveyard Earth.

Drybrush the base
lightly with
Rotting Flesh.

Add patches of

3 snow scatter. You
may want to apply
Gloss Varnish to
make the ground
seem wet,

AUTUMN

2 Paint the base with

patches of
Snakebite Leather,
Bestial Brown and
Dark Flesh.

Ay

C
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Graveyard Earth

W Vomiit Brown

fe

| Bleached Bone

U

E{f- F{esb

x Brown Ink

base coar
Clothing: Catachan Green and vaeyard Bm rb
Skin: 1:1 Graveyard Earth and ng Flesh. /

Hair: Vomit Brown, two layers for good cqverage (see the aidebm;) |
Arrow feathers: Bleached Bone ) t iy : i

inkine
Everything: Ink it brown!

girsT hishlieht

Clothing: Overbrush Catachan Green, leaving the crevices.
Skin: Elf Flesh.

Hair: Apply several washes of Vomit Brown over the whole area.
Arrow feathers: Drybrush Bleached bone.

second hiehLichT

Green Clothing: 1:1 Catchan Green and Sunburst Yellow on edges.
Skin: Pale skin blend (see sidebar), on the bigh parts of the face.
Hair: 1:1 Vomit Brown and Bleached Bone.

Arrow feathers: Drybrush lightly with Skull White.




= CHARACTERS

All armies need leaders, and the Wood Elves have plenty to choose from. 1t

always pays to spend extra time on your character models, but you', ‘needn’t go‘ W

~ crazy. These models were painted using the techniques shown on the prevmus :
pages, with cxtra attention lavnshcd on the detail. ‘ iR vk

Wardancer Noble

I used the same methods here as.on the
‘Glade ‘Guard. There are a couple of = .
extra derails however. The ribbon’
coming off the spear has a base colour
of Goblin Green instead of Catachan
Green; and the green on the metal isa
blend of Yellow and Dark Green inks. *

Wardancers 1 Stightly water
b th down Goblin
3 av'e e I Green and draw
\ Talismanic the pattern.
Ctp tattoos rule
(a 5+ Ward 2 Go over the
Save). T pattern with
g N & , Dark Green Ink,
| painted mine on using a staping in the
Fine Detail Brush,

centre, The first
layer should
sbow on the

ey,

3 Paint a line of
Sktell White
arowd the
edges. This lifts
the pesttern ont,

A An almost exact replica of the paint
brush used in this article, but
without tbe grubby finger marks.

Spellsmger
This is a- great model and I wanted to
paint her dlfferf;nt[y so she stood out. I

clothing (see sid bzu') highl:ghung itup
to Skull Wl'ute by blending Though it’sa.
lictle more mvolvcd rhan the Glade

are the same.

The spites and jewels haye a base colour
of Hawk Turquonse rmxed with ‘Blue Ink.

‘Basing ;

I decided on a quick and easy way to.base my army, yet one that would still look
natural. I got hold of two kinds of model railway scenic scatter and added one part of
each to one part Games Workshop static grass. You can see the result below

¥

Wood EIf hair

Like humans, not all Wood Elves
have the same colour hair. Here
are some variant shades.

QUBURN B
Bestial Brown :
undercoat, with a
couple of dry
brushings of Vermin
Brown, then a
watered down

Brown Ink wash.

oark brown
Scorched Brown
with Bestial Brown
drybrusbed over
the top.

white

Fortress Grey, with
a couple of layers
of watered down
Skull White,
Jollowed by a Skull
White drybrush.

OaRrk blonde

Snakebite Leather,
drybrusbed with
Bleached Bone
with a final wash
of watered down
Brown Ink.

Colour Mixes
Here are two of the colours I used.
The proportions are approximate.

Licht plesh

60% EIf Flesh

30% Skull White

10% Magenta Ink

BGREEN/GREY
60% Snot Green A

5% Chaos Black

35% Rotting Flesh

§
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THE NORSE

Skeggi is the oldest and
largest human settlement in
the New World. The gateway
to Lustria by which

‘adventurers and plunderers

seek their fortune. Foremost
amongst these are the Norse,
whose greed for gold is as
great as their lust for battle.

ar to the north of the Old World,

across the Sea of Claws, lies a

harsh, icy and windswept realm of
mountains and forests known as Norsca.
The people who live within this most
fearsome of lands are equally as harsh —
they are the Norse, and they are
amongst the most feared of Men in all
the world.

The Norse are a race of warriors, and
their gods are the gods of the End
Times. When the Realms of Chaos
expand and the beasts of nightmare are

-uﬁ

made flesh, the Norse answer the call to
arms and march to war alongside the
warriors of the Dark Gods, slaying all
who cross their path and burning that
which they cannot plunder.

But few such men idly await the call of
the Ruinous Powers to make war, and
instead set forth upon longships to
plunder all the lands of the world.
Through countless generations of
raiding, the men of Norsca have become
prodigiously skilled seafarers, boasting
(occasionally truthfully) the ability to
out-sail even the fleets of the High Elves
of Lothern.

Among the greatest of the Norscan
seamen was the legendary Losteriksson,
who, in the year 888 by the Imperial
Calendar, made landfall upon the coast
of the New World, opening up the
unexplored continent of Lustria to the
predations of Man and forever altering
the course of the plans of the mysterious
Old Ones.




THE FOUNDING OF SKEGGI

Upon anchoring his three ships off the
coast, Losteriksson and his men were
plagued by sickness caused by insect
bites. Leaving the stricken warriors
behind to guard the ships, Losteriksson
decided to head inland with the rest of
his men in search of treasure.

He had no idea what this unknown land
contained, but assumed that there
would be temples and cities to plunder
just like there were in Ulthuan and
Naggaroth. After a long trek through the
jungle, and with only half his party still
alive, he emerged among the overgrown
ruins of a deserted temple-city. This was
what Losteriksson had been hoping for,
and his men spread out to begin
ransacking the place.

A Norse warband skirts along the coast of Lustria.

Some meagre items of gold were found
in various vaults and crypts after a full
day’s search, although several men
disappeared in the process. With the
going good, Losteriksson decided to
return to his boats, intending to return
again later with a bigger expedition to
probe deeper into the jungle.

Returning back to the beaches, the
handful of survivors were surprised to
find their boats deserted. The men had
gone; not even their bones were left,
their fate unknown. There were now so
few Norse left that the share out of the
gold made all the survivors quite rich.
Losteriksson could now return to Norsca
with honour and the dowry for his
beloved Inga. Norse being excellent
seafarers, all the ships returned safely,

despite the diminished crews. Soon
word spread throughout Norsca of a
new land overflowing with treasure.
Warriors flocked to Losteriksson’s new
and magpnificent hall, built with his share
of the gold, and clamoured for him to
lead a new expedition to Lustria. The
tale of Losteriksson convinced many that
Lustria was a place to discover wealth,
though none stopped to consider the
odds of surviving to enjoy said riches.

At length, Losteriksson ordered many
ships to be built and under his
leadership, these sailed southwards
loaded not only with Norse warriors, but
also their wives and farm animals. After
a long and arduous voyage, in which
some of the ships were lost, they

reached Lustria. Losteriksson navigated {

———
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orse are a warljkc people, and the gods they worship reflect this.
e the Men of the extreme north, peoples such as the Kurgan and th

d Hung, may be overt in their worship of the Ruinous Powers, the Norse
. know such beings by different aspects. Thus, for the Norse there are at 1

f thc Dark Prince of Chaos, Slaanesh. The Norse call upon the many gods
‘fate in order to guide them safely across the mighty seas, ultimately
mg pra:se to the Changer of the Ways in so doing, and, in a typically

; rdiness. The Norse are not being beguiled or ma.nipulated in this matter
f lmwcver, instead they are simply giving veneration where it is due, glvin

along the coast to find the great cairn
which his men had raised to mark their
previous landfall. The place was found
and the ships beached. Within a few
days, the Norse had built a solid
stockade around their longboats.

This new land was rich in timber and
the human axes were sharp, so it was
not long before a true Norse settlement
had taken shape complete with a timber
hall. The jungle was also cleared back
for hundreds of yards, which did much
to alleviate the sickness brought on by
the countless insects. The Norse fed on
fruit instead of the stodgy porridge of
their homeland, and the meat of the
great reptile beasts that were hunted in
the jungle roasted well on their spits.




Lack of ale was a serious problem, until
the first crop of corn was harvested.
However, the hives of the huge tropical
bees provided honey to make a mead
which surpassed anything in Norsca.

The new Norse colony was called
Skeggi, in honour of Losteriksson’s
daughter, the first child to be born in
the new land. At first Losteriksson
forbade anyone from going into the
jungle. This was a great annoyance to
the young warriors eager for riches and
many disobeyed him. Small groups went
their own way and never returned. At
least one of two bands did find riches
elsewhere, However and returned to
Norsca, encouraging more Norse to
make the voyage to Lustria.

Thus ships laden with more settlers
turned up from time to time at Skeggi to
swell the population. Within a decade,
the settlement was a thriving town, the
gateway to the New World. Each year,
ever more adventurers would pass
through its port, and ever more gold
and slaves would return through it to
the Old World and Norsca.

Over the centuries since its foundation,
Skeggi has become a prosperous port,
thanks to the tithe its mhabltants
enforce upon all who.pass through it.
But it is a lawless p_lace -Where petty
chieftains rule and bands of itinerant
adventurers hold swva \
drinking dens, brothc‘lg md.'sla,ye
ma.rkets are the cenﬂ%a pqujér lairs

vkt R
from which the brokers of such power

rule their small empires.

The streets of Skeggi throng with two-
way traffic. In one direction pass those
fresh ashore after many weeks of sailing
across the Great Ocean, impatient to
find their fortune within the gold-strewn
depths of the jungles. In the other
direction pass those returning from the
green hells, and these either bear the
thousand-yard stare of those who

have seen friends killed by
unspeakable horrors for no

gain whatsoever, or the furtive

visage of those who carry

untold wealth secreted under

stinking rags. More oftf:n

the former is the case.




THE WARHIRD OF SKEGGI

Though no one man has ruled over the
people of Skeggi since the days of
Losteriksson, there have been moments
in the settlement’s long history when its
fractious inhabitants have united, if only
for a short time, behind a single strong
warleader. Given its status as a refuge
for the most bloodthirsty and piratical of
Norse warbands, Skeggi has found itself
the target of punitive attacks by the
Lizardmen and other races, often
seeking the return of some priceless
artefact stolen from their most sacred of
sites. As great as the righteous anger of
such a party may well be, the zeal with
which the Norse will defend their
collective honour and general right to
plunder is invariably greater. Many a
besieger has sought to reduce Skeggi,
only to be driven off into the jungle by
hordes of very angry, and often very

. drunk, Norse.

SKEGGI AND ENVIRONS

Skeggi has been described as a ‘rotten
sinkhole’, and there are two main
factors that combine to make this a
wholly accurate description of the place.
Firstly, the site chosen by Losteriksson
for his landfall was in fact one of the
wettest on the entire stretch of coast, to
the extent that many buildings must be
constructed upon tall stilts in order to
keep their occupiers at least partially dry
during the biannual flood season. The
second reason is that the Norse rarely

build in stone, preferring instead their
traditional timber buildings.
Unfortunately, where the good old ways
of doing things worked fine for their
ancestors, they are not quite so effective
in the stinking mire in which their
descendents chose to establish the
settlement, and hence the dwellings of
Skeggi are invariably ramshackle and
rotten to the core, and in constant need
of rebuilding.

The greatest and most stable feature of
the settlement is the stockade built by
Losteriksson himself at the time of his
second landing, and this has been
expanded over the centuries to create a
formidable fortification surrounding the
port, and extended outwards into the
sea to form a seawall within which
vessels may gain a measure of safe
harbour (at a cost of course). At the
centre of the bustling port still stands
the original mound of stones placed
there by Losteriksson to mark the
location of his first landing, and this too
has been greatly built up, making it a
mighty monument to the Norse gods.
Upon the founding of the settlement,

Losteriksson cleared the jungle
surrounding Skeggi, and this has had to
be carried out annually ever since, lest
the voracious jungle flora reclaim the
land. This is a task generally forced
upon prisoners and slaves, for the
diseases spread by the insects of the
marshes generally make it lethal duty.
Over the centuries the area of jungle
cleared has expanded as the settlement
has grown, and Skeggi now accounts for
a great swathe of land.

Due to the nature of the land around
Skeggi, the only dependable route into
and out of the settlement is by sea. The
marshes all around are in a constant
state of flux as the water table rises and
recedes, flooding any roads anyone is
foolish enough to have built. As a
consequence, the jungles around Skeggi
are criss-crossed with a network of small
tracks and pathways, but very few usable
roads. The moment a traveller leaves the
dubious safety of the clearings
surrounding the settlement, he is
plunged straight into the dense jungle,
and all the perils that reside therein.

THE MARAUDERS
OF SKEGGI

From their coastal stronghold the Norse
of Skeggi launch raids that reach into
every corner of the continent and
beyond. To the north lies Naggaroth,
and numerous Norse chieftains have
proved insane enough to launch raids
against the vicious Dark Elves. To the
west the jungles are packed with
Lizardmen sites ripe for the plunder,
and some Norse have even survived the
deadly traps planted within to deter
treasure hunters such as themselves.
Further west still lies the temple-city of
Hexoatl, a vast metropolis teeming with
Lizardmen — to date, no Norse has been
foolhardy enough to attempt an attack
upon it, though it is only a matter of
time before some blustering warleader
decides to gather an expedition.

For those Norse who have grown up in
Skeggi, the sweltering climate is of no
great detriment to them, as it often is to
newcomers to Skeggi. Instead, they have
become adept at negotiating the jungle
pathways and at survival through
hunting its beasts.

A few have even braved the dank caves
within which Cold Ones lay their eggs,
stealing away with one of their vicious
young, to rear it and break it, and to
ride it to battle. Such a thing is rare, and
causes great consternation amongst the
Lizardmen, who see it, and the very
presence of the Norse in Lustria, as a
disruption of the plans of the Old Ones.




NORSE WARLEADERS IN
WARHAMMER

The Norse Warleaders of Skeggi I
are no less warlike than their
cousins of Norsca. They may forgo
the wearing of heavy armour due
to the sweltering heat of Lustria,
but they are well equipped, and
blessed with the gifts of their
patron gods. Some ride to battle
upon the backs of snarling Cold
Ones, leading the warhird of |
Skeggi to battle in search of
pillage and blood.

e e ——

On this page you’ll find two new
army list entries for use in Chaos
armies. These are designed for use
when you are using the jungle
fighting rules found in
Warhammer Realms: Lustria, or
playing in a campaign game set
there. You can of course use these
entries in other games, but we !

suggest you pre-arrange this with |
your opponent beforehand. 1

ARMY BATTLE STANDARD

One Marauder Aspiring Champion in the
army may carry a Battle Standard for
+25 pts.

The Champion carrying the Battle
Standard cannot choose any extra
weapons, nor can he use a shield. If a
Hero is carrying the Battle Standard, he
can have any magic banner (no points
limit) from the Warhammer Armies:
Hordes of Chaos Magic Banner list,
Aspiring Marauder Champions cannot
be the General if any other type of
character is present.

CHARACTERS’ STEED
COLD ONE

M WSBS S T I A Ld
7B AR

Special Rules: Cause fear, Thick
Skinned (+2 Armour Save), stupidity.

WARHORSE
M WS BS § T I A Ld
& B340NM3 3 3 1 5

e (o R o ) WA/AVD N

W oy M, ﬁ‘ﬁ

e e e g YT s et

i of ggx A{@ggl?lrord) 195 points

rauder

-t e RS L ST I Sl g
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Norse Lord 4 8. 3 5 5 3 8 5 9

Equipment: Hand weapon and light armour.

Options:

* May choose a great weapon (+6 pts), an additional hand weapon (+6 pts) or a
flail (+3 pts)

May carry a shield (+3 pts)

May choose a mix of magic items from the Common or Chaos magic items list,
with a maximum total value of 100 prs.

May swap the Mark of Chaos Undivided with the Mark of Tzeentch, Slaanesh
Khorne or Nurgle at the price indicated on page 47 of Warhammer Armies:
Hordes of Chaos.

May ride a Warhorse (+14 pts) or a Cold One (+45 pts), or he can ride in a
chariot chosen as normal from the Mortals units section of the Warhammer
Armies: Hordes of Chaos army list, displacing one of the crew.

65 points

Norse Hero 4 6 Z3E 4 2 N3 -8
Equipment: Hand weapon and light armour,

Options:
* May choose a great weapon (+4 pts), an additional hand weapon (+4 pts) ora
flail (+2 pts).

May carry a shield (43 pts)

May choose a mix of magic items from the Common or Chaos magic items list,
with 2 maximum total value of 50 pts.

May swap the Mark of Chaos Undivided with the Mark of Tzeentch, Slaanesh
Khorne or Nurgle at the price indicated on page 47 of Warhammer Armies:
Hordes of Chaos.

* May ride a Warhorse (+6 pts) or a Cold One (+37 pts).

es the legs of a Marauder Horseman, a plastic Marauder for the upper
dy and a Chaos Warriors head. Some greenstuff was needed to fill the

aps and as an extra touch some shreds of chainmail were sculpted to look

e they were coming out of the saddle.
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WHAT IS
WARHAMMER CHRONICLES?

Warhammer Chronicles takes a
look at the Warhammer game
and its rules, introducing new
scenarios, rules and army list
entries of all types. 1t also acts
as a forum for dedicated players
of warhammer who have
produced inspired, well thought
out and just plain brilliant
additions to the game. If you've
got something good for
Warhammer Chronicles then
write to us at the address
given here.

Note: Please don't ificlude rules
queries with your letters, as the
volume of mail means that in
most cases we wor't be able to
send:individual replies.

Warhammer Chronicles
Games Workshop
Willow Road, Lenton
Nottingham
NG7 2WS, UK

)

hinox
Cavalry

Rules and background for Ogre riding beasts

What’s as big as a steam tank here is a rite of Ogrehood
and has a temper like a practised in the Ogre tribes of the

i Mountains of Mourn. Aspiring
Bloodthirster at a pcace Bulls will stalk and hunt an adolescent

protest? Why, an Ogre riding Rhinox whilst it performs its own violent

a Bull Rhinox, of course. rite of passage — a brutal contest of
Phil Kellv reveals details on strength that involves high-speed
h o Y iide bt collisions and a lot of blood.

OW 10 mciude €S€ Drutes
in games of Warhammer, A protracted Rhinox leadership
before Mike Anderson shows challenge will usually result in the death
as how to build one of the losing party, as even these bad-

tempered hulks of muscle and matted

Ogre Tyrant Ghark Ironskin ploughs
‘ through the frozen tundra on bis Rhinox.

%



hair can bleed to death. But the Rhinox,
as with all species native to the
Mountains of Mourn, is extremely
resilient. Even when its brain has ceased
to function it will continue to fight,
slashing and biting in its death throes. It
is at this point the hunting Ogre will
launch his ambush.

The victor of a Rhinox leadership
challenge will be exhausted and have
lost a lot of blood as a result of its
ordeal. This is about the only state in
which a lone Ogre could expect to find
a Rhinox and capture it alive. The Ogre
aspirant sprints towards the wounded
Rhinox and vaults on to his back. Those
that ride out the bucking, bellowing
frenzy that invariably follows will break
the beast’s will as it slows and eventually
concedes that to continue would be to
bleed to death. Those Ogres that fall off
during this violent rodeo are gored and
subsequently eaten by their quarry.

For the successful asprirants, there
follows a period in which the would-be
Rhinox rider must remain ‘in the saddle’
at all times, steering the beast with his
club. The Rhinox, its walnut-sized brain
addled by the repeated blows, slowly
becomes accustomed to bearing a rider.
In this way the Ogre wins the
acceptance of the beast. Once a Rhinox
has been broken in this manner, it is
almost possible to domesticate it.

Ogre Rhinox riders return to their tribe
with their prize, but not for long. There
is a fortune to be made as a mercenary
for a young Ogre with his own Rhinox,
and every spring a few new Bulls from
the‘upper slopes will join together and
sell their services as the heaviest shock
cavalry known to the Warhammer world.

Rhinox riders typically carry all their
worldly possessions upon their mount,
as there is more than enough room, an

a broken Rhinox makes an excellent ¢

beast of burden. They like to advertise
their success as Dogs of War, and often
wear precious metals to show their
wealth. Although Rhinox riders can
usually secure the victory of any
battle they are engaged in, these
brutes and their gigantic steeds do
not come cheap, and the
paymasters of the victorious side
have often noted a profound
feeling of loss when the spoils of
war are.shared out.

It is well-known that almost all
the Rhinox riders abroad in the
world hail from the Ironskin
kingdom, populated by a tribe
of Ogres who revere their mighty
Tyrant almost as much as they
revere iron it?ﬁlﬁ

Ghark Ironskin and

the Ironskin tribe

Ghark Ironskin, the Tyrant of the
Ironskin tribe, is very unusual. He was
smashed over the head by his father for
eating too slowly whilst still a whelp,
and one of the nails of his father’s iron-
bound club broke off in Ghark’s head
where it rusts to this day. The longest
serving of his Irongut bodyguard claim
that this may be the reason for Ghark’s
obsession for metal, a passion that has
spread throughout his tribe.

It is a mark of status for an Ironskin
Ogre to cover himself with iron rather
than mere trinkets such as gold. After
all, gold is soft and beautiful, a woman’s
metal, whereas iron is tough, strong and
ugly, like a Bull. The Ironskin tribe
believes that where an Ogre can gain
much in trade from gold, a stout iron
club can cut out all that confusing
haggling and get straight to the good
stuff.

Ghark is famous in the Ogre kingdoms
for another good reason — his tribe
boasts a great number of Rhinox riders.
The very first Ogte to batter a bull
Rhinox into submission;:Ghark tamed
his one-time steed, Bladehorn, with an
iron stanchion. To this day, Ironskin
Bulls take pride in repeating the
coming-of-age feat of their 'Iyr{mt

though it is a closely gua.nded secret of

the Ironskin clan

that it is much easier to tame a wild
Rhinox with iron than with wood.

Ghark's obsession with metal is
undoubtedly the foundation of his long-
standing alliance with his neighbours,
the Chaos Dwarfs of Zharr Naggarond.
Ghark has provided the Chaos Dwarfs
with many hundreds of Gnoblar slaves
over the years, and much of the gold
that passes through his realm. This
alliance proved invaluable when, after
slaughtering his way through the
majority of an army of Bretonnian
Knights Errant, Ghark’s Rhinox,
Bladehorn, was spitted upon the lances
of a unit of Grail Knights. Ghark never
forgave them, even after he had them for
dinner later that day, and fragments of
their armour still adorn Ghark’s own
plate mail.

But it was the Chaos Dwarfs who are
really responsible for Ghark’s current
infamy. They replaced their ally's Rhinox
with a mechanical monstrosity of hissing
pistons and rune-etched chains, a
daemon-fuelled engine of destruction
that obeys Ghark’s every command
(though he still bashes it over the head
now and again, for old time’s sake),
None can doubt that Ghark Ironskin is
amongst the .mightiest of Tyrants, riding

his unstoppable steed at the head of an
_ iron-clad army of Bulls afid Rhinox

" riders, the. g{ound séllaklg their tread.

}‘—]
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Ghark Ironskin

M WS BS S T W I A Ld
Ghark Ironskin 6 6 3 5 5 5 3 5 9
The Iron Rhinox 7 4 0 6 5 5 2 5 9

The Iron Rhinox is a monstrous mount. It has a 3+ Armour Save. Its
attacks count as magical. Ghark may never join units. Ghark and the
Iron Rhinox have a Unit Strength of 8.

‘Weapons: Ghark is armed with a hand weapon and an ironfist.
Armour: Ghark wears the Ironskin Armour.

Special Rules: Terror, Large Target, Steam attack, Bad Tempered,
Thunderous Charge (see opposite), Ironskin Tribe.

Steam Attack. The Iron Rhinox constantly snorts evil-smelling,
sulphurous steam from its armoured snout. The Iron Rhinox has a §3
breath weapon that imposes a -2 Armour Save.

The Ironskin Tribe. The Ironskin tribe is unusual in several ways, and
uses the army list organisation below:

MAGIC ITEMS
Ironskin Armour. The Ironskin Armour is a collection of thick plates of
! iron scavenged from the hundreds of foes that Ghark has killed over
I the years, and bears a potent protective rune bought at the cost of

i a small mountain of gold. The Ironskin Armour gives Ghark a 3+
Armour Save.

' Choosing an Ironskin army

Core Special Rare
Ironguts Gnoblar Trappers Gnoblar Scraplauncher
Leadbelchers Gnoblar Fighters (loaded with gold
Bulls Yhetees ‘scrap’ instead of iron)
Rhinox Riders Maneaters
Slavegiant
Gorger

IRONSKIN IN YOUR GAMES OF WARHAMMER

Dave Taylor’s Ghark Ironskin conversion is based on a
Juggernaut of Khorne, with extensive use of plasticard,
Green Stuff and fine chain. Truly a monster amongst Tyrants!

o Graham Davey: My model uses the

. S Rhinox from the Gnoblar
Scraplauncher kit. The rider was
created from a normal plastic Ogre
Bull. I cut off both the legs with
clippers and then glued the
remaining torso in position on the
Rhinox. The legs were positioned on
the sides of the beast using adhesive
putty, with more blobs to roughly
shape the thighs.

RHINOX RIDER - GRAHAM DAVEY

Once I was happy with how the legs
looked, the putty was removed and I
superglued the pieces in place. I
then modelled in the thighs with
Green Stuff - sculpting on Ogre
models is never fiddly because they
are nice and big. All that remained
was to add the head and arms (a
spare Leadbelcher arm gave the
right pose), a jewellery chain for the
reins and various bits of equipment.
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Scibor Teleszynski saw sketches of
the Gnoblar Scraplauncher and
knew that he had to sculpt a Rhinox
with a rider. He made a few
sketches and started to sculpt the
monster shown below. It took him

SCRATCH-BUILT RHINOX RIDER - SCIBOR TELESZYNSKI
only five days, despite the fact he
was sculpting another eight figures
at the same time. Scibor only
started sculpting in 28mm a year
ago, and says he still has lots of
problems with Green Stuff!

s
4
ﬁk Thunderlord 4
" Rhinox 5
‘,Bull Rhinox 6

_ * The Rbinoxen's Toughness and Wounds are included in the Rider's profile.

‘Weapons and Armour: light armour, Ogre clubs
-,.épemal Rules: Cause Fear, Bad Tempered, Thunderous
drge, Single-minded, Bull Rhinoxen, Dogs of War
nox Riders are cavalry and wear light armour. Combined

- with the thick hide of the Rhinox, this gives them a 4+
* Armour Save. Each Rhinox Rider has Unit Strength 4. Bull
+ Rhinox Riders have a Unit Strength of 6. Rhinox Riders are
- based on a 50x50mm base, Bull Rhinoxen on a chariot base.

Options
-Any unit may be given ironfists (+10 pts/model).

.G)gre Rhinox Riders may benefit from the Armour Save

granted by an ironfist in close combat as normal, but may
‘not use it to gain +1 Attack.

-A.ny unit may upgrade one Rhinox Rider to a Musician at
- +12 pts.

i":! :'Any unit may upgrade one Rhinox Rider to a Standard
- Bearer at +24 pts.

' % 5 P! h owever 4 Thunderlord’s Rhinox must be

I %ﬁﬂ-‘

Cause feaf‘ Rhmoxen are lzu'ge and danger@us cave-|
with horns as long as a full-grown man. They cause fear.

Bad Tempered. Even Rhinoxes that have been broken by | |
their riders have a temper shorter than a pygmy's thumb.. nia

there is an enemy model that is an eligible target for the

Rhinox Riders to charge during the Declare Charges part of

the Movement phase, it must immediately pass a Leadershi
test or declare a charge — if there is a choice of models to
charge, then the controlling player may choose freely
between them.

Thunderous Charge. Even a single Rhinox Rider in full
charge is a terrifying sight, the ground itself trembling as

cave-beast thunders into the ranks of their foe. On any turn
when all models in a Rhinox Rider unit charge more than 7 bt

each model causes D3 impact hits at the basic strength of thi
Rhinox or Bull Rhinox.

Single-Minded. Once a Rhinox has started to move it is
difficult to get it to stop. This rarely interferes with the /
Rhinox Riders’ strategy, which usually consists of ‘head down
and charge’. A unit of Rhinox Riders may not change
formation at all unless they spend their entire Movement
phase reforming. They may not wheel more than once in
given turn (they still get a ‘free wheel’ to align in combat to@
their enemy).

Bull Rhinoxen. A full-grown Bull Rhinox is roughly the s:zc
of a steam tank and almost as difficult to stop. Bull Rhmoxe
cause ferror instead of fear, and are Large Targets. Enermes
firing at units of Rhinoxen comprising of Rhinox and Bull
Rhinox must nominate which they are firing at before
resolving their shots.

Dogs of War. Though rarer even than the most far-travelled

Maneaters, Rhinox Riders are mercenaries and sell-swords to. f

4 man. Units of Rhinox Riders may be included in non- |
Ironskin Ogre Kingdoms armies, taking up a Rare and a
Special choice. A single unit may be included.in non-
Kingdoms armies too (this includes Dogs of War a.n;ﬂ@ u
will D tW Rm'e choices mstead ; 4

L2
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i MAKING A MONSTER

A modelling Rhinoxen masterclass

ike: The idea of Rhinox cavalry

has been with me since I saw an

illustration in the background
section of the Ogre Kingdoms army
book. Even though it was a small part of
the picture I found it extremely
interesting as I'm drawn towards ideas
that I feel can be developed further and
thought it would also be an impressive
modelling opportunity.

When it comes to model making I prefer
to build one-off pieces rather than huge
units or armies. This is due to the extra
attention to detail I can put on a single
figure rather than spreading the focus
across a large amount of models. It's a
personal choice that suits the way I
build and paint miniatures.

The actual model is larger than
something I'd normally attempt. 1
generally prefer to convert smaller
pieces. Sometimes with larger models,

80 RHINOX CAVALRY
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In the forests of Loren a Wood EIf noble comes face to face

Multiple Golden Demon winner Mike Anderson tells us how
he made his display piece, including the inside track on the

£ AR

the miniature becomes bland as details
are missed. It can just end up as a large
surface area with few areas of interest. I
felt that an Ogre mounted on a Rhinox
would provide plenty of opportunities
for creating a cool display piece as it was
something I wanted to make look like a
3D illustration. All the pictures in the
‘Warhammer Army Book seem to be part
of a larger narrative and the conversions
I make are intended to have a presence
that tells part of a story, or shows an
element of the character of the army. I
approach model making with the
intention of creating a sense of realism
despite the fantasy setting.

To help this, I find that a conversion
doesn’t have to be exceptionally
complicated. Sometimes a simple
approach is the best. This means that
you don’t get a clutter of random parts
on the model, and you can't disguise
bad conversions. Also, the more

techniques he used.

dhaity
I. »

| ey

with a mounted Ogre and his angry Rhinox.

complex your model becomes, the
easier it is to lose focus of what you’re
trying to achieve. With this model I used
as many parts as possible from the Ogre
plastic sprues, firstly to keep a strong
Ogre theme, and secondly because I
prefer converting plastic parts. Although
the Rhinox is a metal model I've used a
resin version which I got here at work,
Despite the difference in material, it is
exactly the same as the metal model.

e

Mike Anderson

Mike has a buge
mantlepiece of

Golden Demons — he
scooped five alone
at Golden Demon
2003 as well as the
Fanatic Ball and
Chain trophy!
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Sometimes a simple thing can add a new dimension to a model, by turning the Rhinox’s head and elongating the
neck the whole piece becomes more dynamic. I prefer the model to have a focus on something rather than being
impassive — the idea is that when you look at the model it’s as if the Rhinox and the Ogre have actually spotted you.

I started by pinning the Rhinox’s 2 One of the most important lessons 3 While Green Stuff is great for

head in position. Once it was when sculpting detail on large areas forming solid shapes I prefer to use

pinned and glued I then bent the is not to do it all in one go. For the wood putty when a more ragged

head until I was happy with the neck and saddle Green Stuff was texture is needed. The overall shape

final result. used to bulk out the shapes. Once of the fur was blocked out in large,
this was dry, the model was ready for flat segments. A sculpting tool was i
extra detail to be sculpted over the then dragged through the putty to
structure. If you try and sculpt an create the strands of hair. With
area like this in one go, the puity something this big, I decided to go 1
won't hold its form. for a graphic look rather than

something ultra-realistic.

BTG y T = AR Rt T gk =

MAKE THAT CHANGE

Originally the miniature was going to be a
plastic character riding his Rhinox. However,
part way into building it I changed my mind. I
~ preferred the idea of a rank and file Ogre riding

into battle. Also, my ideas about the composition

of the model had changed as I felt the pose of the |
original rider unbalanced the rest of the miniature

Despite this setting the project back slightly, the
" end result justified my change of direction. It can be
a little annoying halfway through working but it can
make all the difference between an okay model and a
great one.




The pose of the legs required me
to make some severe alterations so
they would fit onto the Rhinox. I
removed the legs from the knees
down and used adhesive putty to
fix them to the Rhinox until I
found a pose I wanted. The
important thing to note here is

: that I used two legs from different
i Ogres. The models come in a

| walking pose, and I wanted to use
two feet that were both flat. I felt it
would look a bit daft to have an
Ogre look as if he were walking
whilst sat on the back of a Rhinox!

- e e e

With the legs in the desired place,

I put on the body and moved it
around until I was happy with the
result. This allowed me to check the
fit. The thighs were formed with
Green Stuff before I replaced the
Ogre’s body to create a stopping
point for the putty. When the Green
Stuff was dry, I was then able to
sculpt the trousers over the top of
the bulked-out legs.

To finish, I used a craft knife to
scrape the inside of the legs to
ensure a smooth fit with the body.
A light application of sandpaper also
works very well. It was important to
get the fit right at this stage as the
torso was going to be painted
separately from the legs. I really
didn’t want to have to go back and
fix any mistakes at the end of the
project.

result. The plastic kits for Warhammer rank up as they sit next to other
models. My intention here was to open up the pose and create a more
dynamic model.

enever I put together
versions I make sure I have
lots of adhesive putty to hand. If
I am trying to get an idea of a
e, or whether I should use a
specific detail, I find it easier to
~just stick the piece on with a bit

“of putty. This is handy, as I don’t %

82 RHINOX CAVALRY

Using the head from a metal
Maneater and the plastic Ogre Bull
kit, I started to build the body. I
went through several sets of arms
until I found a pose I was happy
with. It’s important for me to find
an interesting pose that doesn't
make the painting hard work. The
last thing I want is to be jamming a

brush between nooks and crannies.

This is probably why most of my
conversions have open posture.

Due to the amount of cutting away of
the shoulders I had to rebuild the
musculature on the Ogre’s back. This
was done using Green Stuff, making
sure to smooth the putty into the
contours of the plastic model.
Whenever I need to sculpt a body 1
pay particular reference to books on
anatomy. Despite the fantasy setting,
I find this extremely useful in
building up muscle groups that give
an accurate shape and tone.
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I made the halberd by taking an
Ironguts blade, drilling it out and
gluing it to some metal dowel.

1 used a large drill bit to create the
hole in the Ogre’s hand so it would
hold the halberd.

A small trophy was added to the horn
of the Rhinox in the shape of an
Empire laurel wreath, belonging to
some poor soul who got in the way.

SR a2t T IS e PR e
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With all the hard work done, it was time to apply the final details on the model. This is when you can add
characterful touches that help to define the miniature. A bitz box can really help you in this endeavour - spare parts
from plastic sprues and all manner of odd components hoarded away can become an invaluable resource.

As I mentioned earlier, 1 like a

This especially applies to little
details such as straps and
belts. As I'd gone to the
trouble of adding extra
armour, I felt I should model
straps around the arms of the
Ogre to keep his armour in
place.

Forge World produce a range of Rhinoxen
models to use in your Ogre Kingdoms
armies. Check out the website at:

www.forgeworld.co.uk

sense of realism in my models.

AN

The shoulder pads were taken from the
Warhammer 40,000 Ork Boyz sprue.

I often find that parts from other ranges
make a model look unique.

The old Bretonnian shield from the
Ogre Bull sprue made a great piece of
armour. To make it more interesting I
added an arrow from the Goblin sprue.

To give a bit more balance to the model
I added horns from an Ogre banner to
the belly plate. This also linked the rider
to his mount. Converting a model such
as this is great fun as it allows me to
really stretch my imagination when
building a miniature. The challenge is to
make a dynamic, yet realistic, model.
This in itself requires quite a lot of
thought, gnashing of teeth and pulling
out of hair.

Of course, after that I still had to paint

it, but that’s a different story. r
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Rob Starling was first thrust into the
limelight at last year’s Golden
Demon awards. You may remember
his Silver winning entry in the
Monster category — a gruesome
Nurgle Lord on flying beast. His
collection of weird and wonderful
miniaiures exiends far beyond this
however, as White Dwarf found out
when we spoke to the man himself
and had a look what else had been
under the sculptor’s knife.

y day Rob organises conferences and
budgets for a Local Education Autharity,

but by night he's a sculpting whirlwind,
dreaming of further Golden Demon glory.
Well, perhaps not just at night.

Thase with a predilection for converting will
be pleased to know that he sculpts pretty
much everything himself. “I tend to make my
miniatures,” a humble and affable Rob tells
us. A talented chap, his influences include
some of Games Workshop fine sculptors.
“Jes Goodwin is amazing,” he gushes, “and |
really like Juan Diaz. You can really pick out
their modelling style.”

However, even Rob’s proficiency at sculpting
models is almost overshadowed by the
wealth of ideas he has for his projects, all of
which he harbours in a mammoth
sketchbook. “I usually take it to and from
work. | doodle for six months then see what
comes to fruition, starting with a rough
design and seeing how it goes,” Rob says. “|
draw upon feedback and other peaple’s

Conlinued overleal...

Feral Kroot Beast

The natural evolution for Rob after the Riding Gnarlocs
(see below) was this model, a Kroot beast. “When [ saw
Daniel Cackersells’ models,” Rob says of the sculptor
who made the Forge World Gnarloc Riders, "l wanted to
do something bigger — | just love monsters.”

Above: Kroot beast head
designs. These come straight
out of Rob's sketchbook. As
you can see, the final open-
mouthed design was used.

Kroot Gnarloc Riders

Rob’s feral-looking Kraot Gnarloc Riders were parily inspired by the imagery and iconography of native
American Indians and alsa because Rob wanted to do something original, “At the lime, these models
didn't exist, so they were something complelely different,” he says.
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THIS MONTH’S ‘EAVY METAL SHOWCASE IS A
DEPARTURE FROM PREVIOUS ISSUES AS WE
FEATURE THE SCULPTING TALENTS OF GOLDEN
DEMON WINNER ROB STARLING.
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Lizardman Ankylodon

This giant Ankylodon is based on a Lizardman
Stegadon. Rob entered it for Golden Demon
2003 and just missed out on an award.

e e e
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Dark ElfiCold/One Knight

“l wanted to do a Dark Elf version of
the Tyrion model," says Rob of his
Cold One Knight. In order fo do that
Rob sculpted a much bigger beast for
his Dark Elf to ride and alsa gave

him a larger base.

much an exercise in
interpretation as it was sculpting.
“I thought I'd have a go at my
own version based on an old
piece of Wood EIf art in White
Dwarf,” explains Rob, "l was
going for something sinister and
dark.” An image perhaps
compromised by the comic
expression on the burning wood-
spirit's face!

Sigmarite Priest

This is just one of Rob’s amazing large
scale Warhammer models. “They're
completely different, just test figures
really,” he says. To the right of this
imposing miniature you can see
ariother drawing from Rob’s
skefchbook, detailing some of the ideas
he had for it.

s
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Continued from previous page...
Golden Demon entries for my own ideas, as
well as incorporating ideas | couldn't use
previously.”

Most of his designs tend to revolve around
large beasties. Rob has such a penchant for
monsters he's a modern day Doctor
Frankenstein of the sculpting fraternity. “| just
love them,” he admits. “I draw a lot of my
inspiration from DVD’s of old monster movies
and stop-motion animations.”

Rob’s monster mash is driven by his desire
to create something new, "I like to do weird
stuff that hasn't been done. | find it
interesting to attempt what's different and
alternative,” he tells us. This explains why
Rob leans more towards modelling than
painting, something he freely admits. “I've
always made things,” he says, “| find science
fiction maquettes inspiring for this.”

The sheer volume of Rob’s ideas necessitates
a busy schedule. He is entering the Golden
Demon fray again this year with no less than
seven entries weighing on his mind. It might
seem a fairly tall order but he is pragmatic, "I
just chip away at the different models,” he
tells us.

You can see whether or not Rab finishes all
of his ideas in time for the competition and if
he adds to last year's success at this year's
Golden Demon awards at Games Day. One
thing’s for sure, it won't be the last we see of
him, "I couldn’t survive without painting and
modelling,” he says.
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GUARDIANS OF THE FOREST WARRIOR BROOD
by Graham McNeill by CS Goto

To coincide with the release of the new After the massive success of Dawn of War,
Wood Elves range, fan-favourite CS Goto unleashes the brand new
Graham McNeill turns his hand to the Deathwatch series with an awesome

dark forests of Athel Loren and its thriller pitting the brave Space Marines
mysterious inhabitants. against the horrific Tyranid hordes.

Novel » £6.99 Novel » £5.99
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BLACK LIBRARY CALENDAR 2006

The Black Library’s 2006 calendar features an awesome collection of the very best colour artwork from
the worlds of Warhammer and Warhammer 40,000, by your favourite artists, including Clint Langley,
Karl Kopinski, Geoff Taylor and many, many more.

Calendar » £12.00

THE BLACK LIBRARY
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mate Zagdrellida Mek would luv one ov dem, only because his own fanks nevver

A Iright boyz. Look at dis! It's a fancy tank for yer beekees. Uery nice. I bet my
work! Hee hee. Er, don’t tell him | said dat. He's bigger dan me.

UINDICATOR

by Nicholas Patey

Nicholas made this Vindicator from an
Immolator and the metal parts from the old
Vindicator kit (i). You can order all the pieces
you need to make this tank by calling Direct
on 0115 916 40 000 and quoting the
following code: DSVINDICATOR

STAGE 1

Assemble the Rhino as normal, leaving off
the rear door and front armour plates. The
old Rhino is thinner than the new one, so you
need to cut two thin strips from the front
armour plate with a modelling saw. See figure
(ii) for a guide. Attach these to the hull.

STAGE 2

Position the gun mount and file the plastic
strips until the parts all fit together well (iii),
with the gun in the centre. Glue it all together
with superglue.

STAGE 3

The rest is more straightforward. The back
door fits perfectly without any adjustment
(iv). Glue the Immolator roof on, adding the
Rhino hatchway assembly (v). Place the
metal gunner in the hatchway. Nicholas
added the storm bolter to the hatch and
searchlight to the right of the driver as
finishing touches.
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“The Huwlmg Grlffnns @ Tyranid Invasion
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A GUIDE TO USING HUMBLE SCENERY IN THE 41ST MILLENIUM

In the nume of the Emperor, bless
oaks, birches and pines. How many
potential targets have survived

e Iuscunnon/guuss blaster/starcannon

7" *torment thanks to a carefully

e _‘ _ placed tree? Pete Haines talks

. terrain, incdluding how to plm:e ﬂ

- .and how the rules work. :

ey he most nbwous thlng to say about
terrain.in Warhammer 40,000 1s that
W|th0ut it, the'game would befar

less satlsfying Whﬁst it might:be appropriate
for Warhammer armies to deploy in'plain

ground, the grim darkness of the: far future
; baneﬂts greatly from & bit of" ciauslrophnbla

~ POOLTABLE?

~ Plainly, in Warhammer 40 GDD virtually every
- model has a qun, In many cases a scarily'big
" gun. This means that pretty much from tarmn
one onwards:they can start dealing‘death to

. the enemy. Games Whiich simply feature two

‘ * " armies, standing.their ground, biazing away

' challenging game:play;that stems from
[ skilfully manoguvring, your troops:to exploit
the lie of thg--l'and.

- A'Warhammer 40,000 'game can just be

sight of each other and manoguvre over open .‘.

WHAT’S WRONG W“‘H PLAYING ON A

at each other are missing.out-on’all of the ,' :

-~ regarded as.a.variant of chess but'this would™

be an error, as the game has so much more
to offer if you use a little imagination to
establish an improvised narrative to what's
happening. This is so much easier to do
when the terrain is evocative. The battle for
the tank factory, the assault on bunker 183,
street fighting on Vogén — these are all
instant parratives that will add immeasurably
to your fun;so-it seems a shame to miss out.
If high principles don't convince you, let me
try a bit of enlightened:seli-interest. There are

- many-armies that lack the means to play the

bombardment game and to them an open.
table is-a‘crippling disadvantage. Therg is:

~_nothing Worse than'spending three or four -
turnsistaggering forward across a broad

expanse of grassland while'your army gets

- torn-apart by withering fire from the opposing

baseline. To guote my esteemed colleague Mr
Jervis Johnson, “a game is a contract
between two players to have fun”. Terrain'is

one of the most flexible tools at your disposal
<10 ensure th‘at a game is fun.

Even if: yuu are the one with the “shooty army

of doom’ there is a ot to recommend terrain.
As -one or two of you may know, | favour the
* Iron Warriors when playing Warhammer
40,000: The'lron Warriors have excellent
firepower but'| still prefer to.play on tables:
wlth plenty of terrain. Why? Well it is. my
experience that lines of fire are where you
find them. The harder have to-work to get |

into the right positions with the right troops
at the right time then the more satisfying the
game is. If all | have to do is pick targets then
the game wouldn't be so exciting.

* This is not to say that terrain is a wéy'uf

handicapping-armies. In designing

Warhammer 40,000 armies and rules Games |

Developers have to assume a certain level of =~ |

terrain will be used. This forms a baseline ;

around which-things:can be vaned according |

to personal taste. , - + © ‘
|
|
!

HOW MUCH TERRAIN SHOULD
WE USE?

- The simple answer is to read the guidelines in
. the Warhammer 40,000 rulebook. However,

~ fo,save you-having to'multi-task between '
‘White Dwarf and'yotr rulebook | will restate

‘the salient points, here.

“As a.general rule, about a quarter of the
total available playing:Surface should have i
terrain on it \There should be a good mixture

of types. An. equal division between terrain \
which ﬂblaaks line of sight and. provides. cover _
(such as woods or ruins), terrain which f
provides covar but does not black line-of
sight (such as scrubland and low ribble) and""
terrain which blocks line of sight but provides
little cover (such as gent[e hills or ash wasz‘e
dunes) % = |

Warhammer 40, 000 ru.'ebua page 78 ‘
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Well, there it is. Gne,simpléja_ragr_aﬁﬁ tells -

you all you need to know. Well, perfiaps not: ;- | of&” ol i M,O‘REHINTS AND TIPS * e e
everything. Let's try expanding it out a bit. “ 7 Ifyou're interested i ‘expanding your tereain collection then ‘HowTo Make Wargames: - 2

ek * Terrain’ is an esential
I you are playing on a standard 6' by 4' (180  instructions on mak
x 120cm) table you will need enough terrain ~ as loads of-example
to fill an area 36" by 24" (90 x 60cm), this R o
" being a quarter of the playing surface. This e Sl ER
may seem like a lot but when you consider i3 - :
that many of the terrain pieces will be area
features, it's not so bad:

urce of ideas, advice and tips. Featuring Stage-by-stage
‘hills, roads, woods, buildings, water features and more; as well-
ards; this is the definitive guide to making tabletop scenery. ' -

LR R

e

You need enough
terrain to fill this
space

Knowing that you have a 2' by 3' (60 x 90cm)
area filled with terrain allows you to start
planning what you will need. The Warhammer
40,000 rulebook gives you some guidelines

- on the type of terrain. Essentially what is
needed is an equal mix between:

_* Terrain which blocks line of sight but
doesn't particularly impede movement
(shrubs or low hills)

= Terrain which slows movement but does not
significantly block line of sight (marshes or
" some broken graund).

= Terrain which slows movement and blocks ;
chosen and constructed to complement the replacing the more basic pieces. Whenever

line of sight. (trees or jungle terrain)
: : : army that the player uses. Thus one playsr, this player's Orks take to the battlefield, they
" | should state that this is a guideline only and who habitually uses Orks, has a terrain set will be playing an good, representative terrain
you shouldn't be too literal in your that features ramshackle ‘shakks’, piles of - that ties in with their army.
interpretation. : scrap and junk and several mesa-like rock i p
formations. As more players in the same gaming circle
~ THE SCENERY CYCLE : 3 N3ias . build up their terrain sets then the range of
- The underlying thought behind the terrain The whole set fits neatly into a large box and war zones starts to expand, opening up all
guidelines in the rules’is simple. Every player can be quickly plucked off the shelf or even sorts of possibilities for campaigns or for
builds a terrain set to go with each army. The carried along to games. As time goes by the merging compatible sets for multi-player
terrain fills a quarter of the table-but is occasional modelling project adds-to the set, ‘mega’ battles.

| That's more like it~




A SAMPLE TERRAIN SET
If you are biiilding terrain to cnmplement a particular army this will
'~ influence your choice of features. For the sake of the examp%e however,
; | will keep it quite generic. :

- The most important thing is to avoid just building terrain as square
" blocks. Real terrain isn’t like this (apart from large buildings,

- obviously). The starting point is therefore to plan out some shapes.
As you can see in the diagrams below you can use all kinds of shapes
of terrain. In-this case | have assumed that three nice standard
terrain types will be woods, hills and low ruins. The areas
designated as woods will be area terrain features requiring
two-or three freestanding trees each, the hills will
be multi-contour and the ruins will be area
features requiring one Warhammer 40,000
ruin and a couple of piles of rock and
debris each.

As you can see, it’s really quite simple to
plan and produce a set of terrain. With
these pieces you could set up your
terrain to produce an ideal war zone like
the below one.

ENCOURAGING ATTACKING PLAY,

This diagram shows the planned pieces laid out. Clearly, the
terrain is quite dense and there is a lot of cover to encourage
manoeuvre and attacking play in general.

It’s warth noting that even with the recommended amount of terrain -
it is best fo move terrain away from the fable edges. Wide
expanses in the centre suit games of Warhammer but not those set

‘in the 41st millenium. Hills and woods around the table edges . -
encourage players to take up defensive positions. Safely
ensconced, they sit back and await the foolhardy rush of an
opponent, desperately frying to make a game of it. All very dull
and not to be encouraged. By simply moving terrain away from the.
edges you create numerous good reasons to move and lots of extra
tactical options. This is also useful if you haven’t much terrain and
need to make the most of what you have.

94 WAR ZONE
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“ Even if you are not ofa mind fo bdild tarfar_’ﬁ You can’probably put fogemer a starting set
(using the terrain Youalready have with a little bit of patching and renovating. Simply putting

trees on individual bases and Lrsfngga larger base to represent the area of the wood vastly
increases the-space taken up by your terrain.

<= Ah, the old balanting tank trick... il T A
Another benefit of using this type of =7
wood is that models can be placed in a |
Precise position withimthe wood rather -
_ than be perched precariously atop it.

/ i ARl : i
This same reahnqu)e can be Used to represent areas of ruins, broken ground and so on, This fs one of the main benefits of the approach taken in the revised Warhammer 40,000

" rules conceraing areaterrain. What Yyouare doing is defining the area the terrain occupies (using the area terrain’s base), its precise rules affect (by aftocating it a size rating) and
v

\ ~“umodelling enoigh of it to help convey the.information and look the part, without (and this is thq goad bit) getting in-the way of the game or requiring you to model jungles on a
W & Me.vine to one vine basis. N Se s

I
i
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TERRAIN AND THE RULES
Since the revised version of Warhammer
* ..40,000 was released there have been a few
.+ questions-about-how exactly to apply the
! rules. The best way to think about the
terrain rules is as a toolset that gives
“you different ways of defining how to
represent your terrain in the game.
This is a necessity as there are
many different-approaches and no
Games Developer-can safely
assume that a single approach will
be taken.

The first thing to note is that
terrain is divided into two types,
first terrain pieces that operate

on a ‘what you see is what you
get' (WYSIWYG) principle. A good
example of this is a solitary building.

7 The other type of terrain is the area

£ feature. Here the edges of its baseboard - This building can be used WYSIWYG. It Is simply treated as impassable terrain which blocks ling of sight if it actually
are the important thing. The model or blocks line of sight ~ the ‘true’ ling of sight approach. Consequently, if you are trying to get a shot in at a unit behind,
models being used to represent it.are not the building you just have ro hunker down and get a view from the firing madel to determine if you can actually see
assumed to be a literal representation. . any of them. -

This set-up shows some ruins that are
defined as an area.feature. In this case it
is defined as a size 2 feature.




AREA EFFECTS d
Features with a designated area work-in a
very similar way to how woods and forests
operated in the third edition Warhammer

- 40,000 rules. The main difference is that
every feature is given a height value from 1 to
3 which corresponds to the height of modals;
size 1 being swarms, size 2 being normal
models, size 3 being vehicles and monstrous
creatures. Troops can derive cover from
. terrain that is the same size or one category
smaller than themselves.

This is all quite logical. Whilst swarms or
men may be able to derive some cover from
an area of low scrubland, a Wraithlord or
Carnifex will scarcely be covered to the anklle.

In all cases models within 6" of the edge of
an area feature can be seen from outside- and
can see out. As explained in thé rules this'is
because area terrain is assumed to fade out
nearer the edgee and allow a clearer view.
Otherwise, ling of sight is easy to work out. If
either the observer or observed is taller than
any ohstrqctions then there is a line of sight.
The:main trick‘'when defining terrain-is‘to
make sure that-you do not.define terrain as a
. feature'with an area when those rules are
“*inapprapriate. The best rule of thumb here is -
that if the terrain piece you are using has a
clear boundary and the models within that
bolndary are representative of what is there*
rather tharia literal depiction then it is an
area feature. Broadly speaking, ruins, woods,
scrubland etc are good cases for use of the
area feature rules. Hills are generally not
“suitable for this approach, a single hill is
+ closer to the example of the solitary building
-shown left than it is to the ruins exampre

There is one part of the rule that has
generated some questions. It involves models

3 . standing on-other terrain features to get a

© better view. This is mentioned in the rules but
- sadly there is no follow-up guidance - an

1%, omlssmn I am dehghted o correct.
Ali yoll need to dd s agree beforehand whtch
terram provides an elevated \new The .
ohvious canmdates are hills, towers and
stichlike. Models enjoying an elevated view
“should be treated as being size 3 for

i« -determining what they can see.ayer. This

~“means they still will not be able to see over
other size 3 obstacles but will be able.to see
(and be visible themselves) over size 2 and 1
terrain. The key is to'he flexible — examirie the
terrain actually being used.and its relative
‘he|ght and come to an agreement iy

|/ Insome very special cases you may ever™

| “.want to declare that a piece ‘of tarrain is size

L 41 This-is appropriate ‘when dealing with

; snrnethmg like a tall watchtower whose very .

- purpose is to see over everythmg areund.

| . ‘This sort of Gonventlon is nerfeetly ’fme |f |t

This {uwer has been desfgnared as a size 4 terrain featurs.
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ANTI-TYRANIDS
Tdctica is, our regular.series

o how fo gefifhe hesiiouf of
your army, wriffen by fhe:
finest gcrmers aroufd.

[f you're askilled general
arnd hcwe frrcks you'ddike fo

S,

EEREEFRRSS

e N

TO KILL

THE HIVE FLEETS ARE COMING, AND DAMN SCARY THEY ARE TOO.

Tyranids | heard the beat of the
defeatist’s drums pounding out
craven messages. ‘0Ooooooh Pete,’ they

E ven before the release of Codex:

“say, (and if there was a font called

Contemptuous Disdain | would use it
now) ‘the new Tyranids are so mean, they
just rush across the table with all their
monstrous creatures and eat my army.
There'’s nothing | can do’. To all such
players | say relax - it isn’t so bad, there
are lots of things you can do. So, for the
next few minutes, make yourself a
refreshing and relaxing cup of tea, sit
back and take in Uncle Pete’s three-step
guide to exterminating Tyranids.

In this diatribe | will hopefully open your eyes
to some of the vulnerabilities of the Tyranid
army, indulge in some humorous badinage,
reveal some beardy ploys and hopefully help -
prevent every 6' by 4' table in the land
becoming a Tyranid novelty smorgasbord.

As you will have noticed | promised a three-
step guide. To beat a Tyranid army you must:

1. Exploit the Tyranid armies’ weaknesses.

2. Never be a 'rabbit in the headlights'.

3. Pick your targets carefully and consistently
until they die from it.

There you go, all sorted now, I'm off for a
quick nap. What? You need more? Ch all
right then, but you had better forget all this if
1 ever collect a Tyranid army.

EXPLOIT THE TYRANID’S WEAKNESSES
Thedl§ranids may be scary but they still have
sses. There are two in particular that |
like to draw your attention to. First up,
e Mind itself, as represented by the-

r Synapse control. At this point | can
almost hear the lament, ‘how is Synapse a
weakness when it means they pass every

- Leadership and Morale test they have to take

if they are within 12* of a Synapse Creature?’



PETE HAINES AND HIS FELLOW GAMES DEVELOPERS INSPIRE THE TROOPS WITH THEIR SAGE ADVICE.

This is one of those glass half-empty

situations. There are several ways io look at -

the Synapse Creature rules, one alternative
being — any Tyranid unit that is not within 12"
of a Synapse Creature will probably have a
Leadership of 5 and will have to take an
Instinctive Behaviour test to move. Just think
about that for a moment. If your Space
Marines werg Leadership 5 whenever their
commander was more than 12" away (and
fled instead of advancing whenever you rolled
a 6 or more or-2D6) you would have a fit,
Well, that's what the Tyranids have to cope
with. Now [ say that's what thiey have to cope

- with, what | really mean is that's their starting

point before you make a bad situation
infinitely worse for them by exploiting that

weakness at every turn.

It's rarely an easy task to wipe out every
Tyranid Synapse Creature. There's quite likely
a Hive Tyrant surrounded by Tyrant Guard |
that even the most offensively Obliterator and
Havoc-laced Iron Warrior-army or Dark Eldar
dark lance army of doom would have
difficulty eliminating.'So simply ignore that
chunky centre and look for the other Synapse
units, the odd lone Zoanthrope, the Tyranid
Warrior unit that is pretending tobe a fire

_-support unit or even the solitary winged'Hive

Tyrant that wants you to think he's'a combat
monster but is really the only thing stopping
one flank of a Tyranid swarm going native

and running for mummy. Recognise these
loose Synapse critters for what they are (a
wonderful opportunity to take a short cut to
gloryland) and-squish them immediately!

Put anather way, if you can eliminate those
Synapse Creatures that extend control to the
extreme flanks of the army you will not only
compress the Tyranids into a smaller area but
you will get the chance to shoot at some of

‘those Leadership 5 units and make them fall

back. Now | grant you, they will fall-back
towards the nearest Synapse Creature (bear
that in mind because you may be able to take
advantage of that as'well), however thay
won’t regroup until the start of their next turn
and can only start advancing the turn after
that. All in all, a nice little delay to the Hive
Mind's forces that may even tip the game.

Bottom line, if you think about it the right
way, Synapse control is.a weakness. Exploit
that, weakness, make the faster Tyranids
revert to their paltry Leadership:of 5, then
wave the-magic wand of massed firepower
and watch them scarper.

The other major weakness in the Tyranid bag
of tricks is their lack of good guns. Generally
they lack anti=tank firepower, range and
armour penetration. You can really exploit
this one with the right army. composition.
Most Tyranid guns are AP5, and-virtually

!

RUBE PLOY NQ. 1
WHEN YOU DECIDE WHICH TYRANID UNITS
THAT EACH OF YOUR UNITS WILL FIRE AT,
TRY TO SET UP SHOTS WHICH ARE ONLY
JUST IN RANGE. THIS WILL ENSURE THAT

THE TYRANID PLAYER HAS TO REMOVE
CASUALTIES FROM THE FRONT OF HIS
UNIT (CASUALTIES MUST BE IN RANGE

" AND LINE OF SIGHT). THIS HAS THE
EFFECT OF PUSHING THEM BACK AND IT
MIGHT JUST MAKE THE DIFFERENCE.

every army has the option to take some units’

with a 4+ Save. All you Space Marine players
can relax here as you already have this base
covered. But if you play Imperial Guard
consider Storm Troopers or the Grenadiers
doctring, if you play Orks, consider ’Ard Boyz
and if you play Eldar then load up on Aspect

Warriors ahead of Guardians. Remember a 4+

Save reduces your casualties from almost all
Tyranid shooting by 50%!

Armourisn't just useful against shooting.
Even the most optimistic player has to accept
that the Tyranids will probably get into close
combat at some point. When in assault
against Tyranids it is vital that-any unit
engaged either hangs on for as long as
passible or dies promptly. The reason for this
is that if the Tyranids finish off their victims

st: Not'if Pete has anything to do with it..
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PTHE Tﬁ'“[’PERT-A‘L ARSEN;AL‘L

The Imperium has learnt the hard'way when it comes tq"'ra;n‘rig down the.scions of the

. Hive Mind,-and so has 'Nid-basher Adam Troke. Games Dev’s resident Pro-Imperial
. nutcase takes us through his favourite anti-Tyranid tactics.

THE BLESSED INQUISITION
The Inquisition know :a thing or two about cracking heads and blasting abominations.

R Consider employing one of these stalwart fellows to lend you a hand against the Great
!".Devourer. 20 points (45, if you’re after a Lord) buys you the Inquisitor, to whom you
. would do well to add two Mystics and a cadre of Warriors. A Mystic allows the retinue (or
| another squad within 12", if there are two Mystics) to take a free shot at any Deep

Striking unit within 406", so this is invaluable for dealing with Lictors and other
nefarious Tyranid antics.' Arm the warriors in the retinue with heavy bolters or multi-

. meltas and bring the:pain‘to the foul xenos!

. CULEXUS ASSASfIN

This fellow is the absolute devil when it comes to killing psykers, of which there are

. loads in the average Tyranid-army. ‘Every Synapse Creature is a pysker waiting to be

slaughtered hy the Culexus. For evety psyker within 12" he gains an extra shot with his
Strength 5, AP2 animus speculum, which ean mean a-potential Assault 10 weapon
against a Tyranid Warrior Brood. His psyk-out grenades can easily spell doom for a Hive
Tyrant or Broodlord - they can cause up to-five wounds on a psyker with a single hit.
Then, there is his ability to drain a wound away from any single pysker in base contact
each Assault phase, with-no Sayes allowed. For 105 points, this chap means a world of

| hurt for those psychically sensitive monsters...

" SPACE'MARINES

A simpler way for Space Marines m smash the swarm is simply to take the Furious

| Charge special skill. With Initiative and Strength of 5 on the charoe, they can hammer a

unit of Gaunts or even Warriors before they get to strike back. A preponderance of

Assault Marines and Terminators can ensure you really hurt the enemy.

Then there is the ‘Suffer not the Alien to live’ trait. This grants the Preferred Enemy
special rule to the army for a very modest sum, and ensures that all your Space Marines
will be hitting the foe on a 3+, even against high WS troops like Genestealers. Granted,
you will have to undertake some extensive conversions, but, if your regular opponent
plays Tyranids, it could be very-rewarding to decorate your army with trophies that look
like his troops. Plus there’s a nice Genestealer skull in the new plastic kit!

‘on the same turn they charge them

(assuming you haven't left other units within
Consolidate reach), the aliens will be left in

.+ plain sight ready to be shot at close range in
« ..=*your next turn. The trouble is that you can

¥
1

only sacrifice so many troops in this way.

RUDE PLOY NO. 2 .

1 CHARGE S_TRENGTH 3 TYRANID UNITS
(PRETTY MUCH ANY GAUNTS) WITH
WALKERS. SENTINELS, KILLA -KANS AND
WAR WALKERS ARE GREAT FO“ THIS. THE
TYRANIDS CAN'T HURT THEM DUE TO
THEIR, LOW STRENGTH, AND THEY CAN TIE
HUGE BROODS UF IN AN ASSAULT FOR
THE REST OF THE GAME, OR UNTIL THE

] TYRANID PLAYER LOSES PATIENCE AND

COMMITS A MONSTROUS CREATURE TO

THE FIGHT — THOUGH HE WILL USUALLY
HAVE TO WAIT FOR HALF OF THE GAUNT
BROOD TO DIE BEFORE HE CAN FIT HIS

| HEAVYWEIGHT IN THE FIGHT. AT THIS'
POINT YOU WILL PROBABLY LOSE YOUR
WALKER, BUT IF A SIGNIFICANT BEASTIE
RIPS IT UP THERE IS A GOOD CHANCE IT
WILL EXPLODE AND.LAY WASTE TO THE
GAUNTS TIGHTLY PACKED AROUND IT.

100 TO KILL A TYRANID

Tyranids will often strike first due to their
high Initiative, and going down without
inflicting any casualties in return sets up a
very unfavourable kill ratio, Again, our old
mate the 4+ Save means a Tyranid unit will
take twice as long to kill you as it otherwise
would. Use this time to hit them back hard
and make sure that they pay the price for
their kills. After all, the bulk of Tyranids are
Toughness 3 and don't have much of a Save,
s0 you can wear them down. Even if you only
kill half the unit you are still getting Victory
Paints for it and reducing its ability to
damage another unit.

RABBIT IN THE HEADLIGHTS
are ; atendency for players t|ghtmg

urml tey allow themselves to be
overwhelmed. Ick!

The first point to make is that the most
terrifying Tyranid creatures, the Carnifexes
and Hive Tyrants, tend to only move 6'.
Everything else in the game moves at least 6"

too. Consequently they can only get to you if
they advance to within 12" of you and you
choose not to run away. In this case it’s
probably your own fault if you get splatted.

The second point to make is that you do not
have to sit still and wait for close combat to
be initiated by the Tyranids. Whilst the

Tyranids generally excel in close combat they -

are by no means invincible, especially if they
dg not get to charge. Units of Termagants, for
example, are actually quite weak in close
combat and can be beaten by virtually any
assault unit worthy of the name. The tricky bit
is that if.they are in Synapse range they will
not run away, so your assault unit will get
tied in close combat and probably be attacked
next turn by something nastier. Now this is
where some judgement is required. Pick on
units that are outside Synapse range, pick on
units that you have already shot up and can
wipe out, pick on units that absolutely. must
not be able to choose their target next turn
and, failing that, pick on units that are worth
more Victory Points than the unit you plan to
kill them with.

This really comes down to not missing
opportunities. On one glorious occasion the
power fist-wielding Captain/Commissar fag
team in my.Imperial Guard army managed to
take down a Tyranid Carnifex. The dice
weren't actually that extreme, the Carnifex
was depending on an aura of assumed
invincibility to deter being assaulted. Don't
allow yourself to be fooled, know your troops’
capabilities and if you see a winning assault
that doesn't compromise your position then
go for it!

- Another angle to consider when picking fights

with alien killing.machines is this: are you
better charging them this turn and fighting
away from your lines, or are you better

can actually do a lot of damage against
Tyranids with ‘spoiling’ attacks, and they
don't always have to be close combat based.
When an Imperial Guard Command squad
leaps out of its Chimera and unleashes four ",
flamers on a tightly packed Gaunt or

Genestealer brood, the chances are that the

Hive Mind’s plan will soon require some
revision. Given the vast increase in rapid fire
effectiveness when within 12° then there
should always be firefight opportunities for
the player who is ready to take them.

Finally, starting fights in your turn that will
last into the Tyranid player turn can be very
useful as it will block the lines of fire of the
shootier Tyranids behind them. Unless you
attack a monstrous creature it won't block the
Carnifexes and Hive Tyrants but it will block

the line of sight of those Tyranid Warriors and -.

Zoanthropes. Moreover, the rest of the
Tyranids will carry on advancing anyway, S0 .
they will restore your lines of fire just in time
for your next Shooting phase.

‘.

FEr

standing to take the charge next round? You



ihas always been somé debate betweeri -

mier-40,000 pldyers on which

to shoot first. Essentially this boils
the ‘big ones' school and the qumk

‘The.'big ones’ school tends to be populated -

by power armour armies who do not really
fear the smaller Tyranids in close combat and
are confident that if they can eliminate the
monstrous creatures then all will be well. The
‘guick ones’ school holds that you must
‘target units that can charge you next turn,
this normally means Hormagaunts, Raveners
and Gargoyles. The logic is that these are the
critters that will tie you up in close combat.
and hold you there while the monsters move
up to finish you off.

Overall | come down on the'side of the ‘quick
ones’ school. If you are not careful the - .
Tyranid front line will charge you on turn two.
This is not good as they W|Ii inevitably seek
to tie down the shootiest units they can lay
their claws on, secure in the-knowledge they
are utterly expendable. Even if you try to hold
the front ling without moving, which in most
* missions-will be 24" from the enemy, a
“Carnifex can't .charge you until turn four. The
more,of those four turns you spend shnotmg,
-the better for you, so always make sure you
deal with the immediate threat and buy
yuurseh‘ tlme

-RU DE PLOY NO. 3

TWo OF THE" NA“ST[EST TYRANID PSYCHIC POWERS ARE CATALYST AND WARP BLAST.

| CATALYST IS PARTICUII_ARLY UNPLEASANT GIVEN ITS BONESWORD CONNECTION (READ YOUR
Copexl). HOWEVER, BOTH IT AND THE POWERFUL VERSION OF WARP BLAST REQUIRE A
PSYCHIC TEST, SO IF. YOU WERE TO INCLUDE A PSYCHIC HOOD OR A WARP BLADE YOU
MIGHT BE ABLE TO MESS THINGS UP A LITTLE. AN INQUISITOR WITH A HOOD IS AVAILABLE
TO PRETTY MUCH EVERY IMPERIAL ARMY, SO THIS ISN’T TOO TRICKY.

Having decided on.a strategy, st|ck to’ |t~and
obllterate your preferred targets. Do not, -
under g any circumstances, do 4 Jittle of each
before one:job is done, as you- will end up
achieving nothing. If you start the Shooting
phase with the optimum-weaponry for the job
(basically shuriken cannon, scatter lasers,
heavy bolters, burst cannon and other multi-
shot weapons) you may find that you ¢an
deal with the most pressing threats with only
part of your firepower. You will then have .
your bigger guns left to either finish'the job
(if needs must) or switch targets to the

- monstrous creatures. When firing,on the

larger Tyranids remember the first rule and
seek to disrupt the Synapse net if you can.
¢ -

When planning your firing: hé prepared to run
off like a whipped cur..No, really; if you, know
a Tyranid unit is likely to move-between 19"

~and 24" in its next Movement phase (likea -
* Hormagaunt-brood for example) and you

reckomthat you can't shoot it dead that turn;:
pull the threatened unit back,. aut of reach. |

-
!I'( ‘
f

Be warned that the Tyranid-player will make a
big show of:firing with his monstrous
creatures to draw return fire. Canstantly
remind yourself that for the Hive-Mind a
monstrous creature who can mfly shoot is
actually a dlsappomtment The’ Ionger they
do this, the less time they are biting your
troops’ heads off. Take your lumps and stay
on farget.

- Late in the game you should remember that, -_‘
one wound on a Hive Tyrant or Broodlord .~
scores you half its value in Victory Points _ ..

(hurrah) due to its Independent Character .

status, and that any brood you can reduce to -

half strength or-lower also scores yau thory
Points. Remember to Keep the objective in
mind till the end of the | game, but whatever
the pbjective is, both you'and the Tyramds
will need scoring units to benefit. Units. below

X lhalf strength aren’t scoring units, so be'sure.
to pick your shots accordingly and you still

can.win the game even if heavily
ou’mumbered
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Graham: There you are, minding your own business, sleeping
away the millennia until the time is right for your Star God masters
to awake you from the tomb and unleash death upon the hated
living, when all of a sudden these Johnny-come-lately aliens
decide they want a piece of the pie. They've got a nerve; the
Necrons were here long before any tentacle-waving upstart of a
race came along. This galaxy is ours and we’re going to fight to
keep it that way. And another thing, what do the Tyranids want with
the Necrons anyway? Metal bodies that vanish into the ether once
they’re chomped isn’t much in the way of a feast now is ii?

. The key to defeating Tyranids is getting the target priorities right,

and making sure you concenirate a lot of firepower on each brood
until'it is completely eliminated. Units like Immortals are your
best friend in this regard, with guns that are a hefty Strength 5 and
Assault 2, so you can be firing even as you’re backing away from
the aliens. Of course, this all sounds fine initheory, hut there’s
only so much room you can back away into. The key is to keep the

{ Gaunts and Genestealers at bay (since they don’t like that AP 5)

with gauss flayers and save the gauss cannons and hlasters for
those monsters with 4+ Save extended carapaces. When it comes
down to scrapping, a counter-attack from a unit of Pariahs is
usually enough to take out even the most heavily armoured
Carnifex when he finally lumbers into combat.

One of the niftiest things the Necrons can'do is teleport around the
battlefield, and against Tyranids, this is an invaluable trick you
can use to survive in close combat (where the Necrons don’t
excel). While they can take a bit of punishment — what with a
decent Toughness and good Save - they aren’t too great at dishing

} 102 TO KILL A TYRANID
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it out, so you should look to outshoot your opponent. The best way
to do this if you get bogged down in combat is to teleport out with
either a Veil of Darkness or a Monolith. My first choice would be
the Monolith, because Necron models that fail their We'll Be Back
roll get another chance to come back if they emerge from a
Monolith portal. Bonus!

What both of these pieces of kit allow you to do is to deny your
enemy units safety from being shot by being in close combat. Once
you've teleported out of a fight, you can then shoot them up again.

Or, if monstrous creatures are ruining your day, you could just set
the Nightbringer on them...

RUDE PLOY NO. 4

TRY KITTING OUT YOUR NECRON LORD WITH A LIGHTNING FIELD,

| AND PLAGING HIM WITHIN RANGE OF A CHARGE FROM A LARGE

" uNIT oF HORMAGAUNTS. THE HORMAGAUNTS WILL USUALLY
CAUSE A LOT OF WOUNDS ON YOUR NECRONS, BUT BELIEVE IT
OR NOT, THIS IS)A GOOD THING! FOR EVERY WOUND THEY CAUSE
THEY TAKE A STRENGTH 3 HIT FROM THE LIGHTNING FIELD —
THIS WILL KILL AROUND HALF OF THE WOUNDING
HORMAGAUNTS, AND THE NECRONS (WITH THEIR ARMOUR
SAVES, WE’LL BE BACK ROLLS AND A JUDICIOUS MONOLITH
TELEPORT) SHOULD ONLY LOSE ONE NECRON PER TWELVE
WOUNDS INFLICTED. ALL THIS IS IN ADDITION TO THE KILLS THE
NECRONS WILL INFLICT THEMSELVES — TRY IT WITH A UNIT OF
FLAYED ONES AND IT WORKS GREAT T0O!




: There are a few other ttps that may be of use,

cnnsrdered worthwhlte

in the Shaoting phase:

. Use harrage weapons tu command dead
".ground.- .
Having some barrage weapons is really
useful. The Tyranids will seek to utilise dead
- ground (shelter provided by-cover or

- combats) as a staging post priorto -

" beginning-their rush to close combat.

" Barrage weapons, ‘such as Basilisks and

< mMmortars, enable you to put these areas
under threat and give the Tyramds nowhere

 to hlde

/' » Drive" t|l_| the transaxle goes

- Drive-by tactics work well against Tyranids.
. ~Including units that go out and combat the
. Tyranids at close range may seem-suicidal
hut.it can work Smatt Tyramds can't really
hurt Rhinos or Chimeras and a couple of
spemal weapons ~t|r|ng from the top can-do.
;some. real damage The vital thing is to
make the Tyranids (and especially-their

by monstrous creaturesy divert to engage you: - :
* don't just stand in front of thein so they can

get an extra 6" across the table simply by

charging, instedd flank them and draw them

~away from your gun line-Once you gef a
mobile sqilad behind:the swarm you can
really upset the Tyramds Wwho will have to
worry about protecting thelr Biovores and
Zoanthropes ratherthan just ploughing.._
forward. Tytamd swarms enjoy: operating on
a single axis. of “advance; anything that
Messes tp their plans should he

° Break them up

Gaunts tend to bunch up for effect, so make .

it your mission to force therq to spread out.,
" This can be achieved with:Bldst or Template
weapons (in particular the Inferno cannon
of the Hellhound). When a brood is spread
out then mare of your un‘its will be able to
draw a bead on them andless of them will
be able to shoet and assault their chosen

* target. Sometimes you n]ay even get broods
to bottleneck arid. get in gach other's way.

. Put out the bait SRV

An assault-based army will rormally move -~
on what it perceives.as being the main line! -

of resistance. Now, what starts turn one as
the main line of resistance doesn’t
actually have to be the position you
meet the attack in. The Imperial-
Guard army (for example)
contains a massive range of
.+ Vehicles that are capable of
. moving and shooting, so move
“~ them! Drawing an attack onto
an infantry platoon (ideally in g
~0 diffigult terrain to partially e
negate Tyramd Initiatiye), while
the tanks and mechanised
= troops slip around the
+ -attack and maintaina
good separation distance:
is a sound tactic. Surg, . .
the Tyranids may overrtin ™
your platoon | but thay'wnl
then have anothertspnnt
ahead of them whilst you
blaze away. =)

Stick your rmpps in cover and the Gaunts suddefn.fy don tmok o cfever i ' S ok

: .If_you stick to-the three core principles and
stay-on your toes you should be able to give
as good as you get against the Tyranids. In
summary, it's really quite simple; etther you
can be the intimidated or the -
intimidator. The former often

leads to heroic defeats, the latter "
to victories, maybe not so heroic . il

but fewer posthumous medals -
have to be a good ;
thirg. In-any event, .
- good hunting.

— T R
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~create a digestion pool.

he consumption phase of an

invasion, strictly speaking, begins

when the first mycetic spores are
--inserted into the atmosphere to prepare it for
eventual biological assimilation, but this
process begins proper once the last major
resistance is neutralised.

The surface of a world undergoing the final
stages of Tyranid assault is truly a vision
from a nightmare. Feeder organisms pupated
in the carcasses of native life forms burst
forth and ravage the landscape of every last
trace of biological matter. These creatures

- have no true digestive system of their own,
instead existing only to swallow whole
everything they encounter before throwing

The last survivors of Golquis make one final assault towards a digestion pool in the hope of buying some time for the Tyranid’s next victims.
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Hoare and Phil Kelly explum how the Tyrumds bleed thi

themselves bodily into vast lakes of gastric
fluids known as digestion pools. These are
where their biological mass, and that of
everything they have ingested, is rendered
down into a thick, nutrient-rich gruel that will
be harvested by the hive ships.

As the Tyranid digestion pools swell, so the
hive ships cluster in low orbit. Vast capillary
towers emerge from the pools, pushing
impossibly high into the atmosphere. These
link up with the writhing, sucking proboscis
feeding tubes of the hive ships, and pulse

. with sickening peristaltic action as the

rendered biomass is pumped upwards, and
distributed to the greedy clusters of bm-

- vessels.

reyworlds dry, while Dominic Murray shows you how to

PART THREE: TOTAL CONSUMPTION

It is at this point that the biomass of any
infested organisms cultivated upon the world
is added to the harvest. The minds of these
creatures are by this point entirely subsumed
to the hive fleet’s gestalt will, and they march
blank-faced into the depths of the digestion
pools to be rendered down into nutrients.

Within days, the rampant mutation of the
native plant life is ended, its mass consumed
by Rippers or broken down by bacterial
agents to add to the digestion pools. By this
stage the processes initiated by the actions of
the mutant flora have utterly changed the -
atmosphere, producing an oxygen-rich i
environment in which further harvesting is
accelerated, until all biological matter is




“useful element for later utilisation as fuel-for .

‘molecular level. The hive fleet will resume-its

Ll = : e L

broken down and transferred to the suckling
hive ships. i Tt '

Thie final stage is the harvesting of the
world’s atmosphere and seas, when tfie hive
fleet's drone-ship haulers descend to low
orbit and engorge themselves upon every last

the hive fleet's journey to the next preyworld
and the creation of yet more warrior
organisms. The hive fleet then departs,
leavjng behind it a desolate rock, stripped of
every last vestige of life, right down to the

endless conquest; its only imperative to feed,
survive and multiply until the galaxy is a dry,
withered husk, whereupon it will leave once
mare, setting its unknowable desires upon '
the next feeding ground, untold billions of
light years distant. e

 Within days, the rampant mutation of the
pative plant life is ended. its -mass consumed
by Rippers or broken down by bacterial

agents to add to the digestion pools. . .

e T
: i

 ——mB THE FINAL HOURS wmse—

This scenario allows you to récr@a_te-rhe third stage of a Tyranid invasion, where the inhabitants of a prey world have all but been annihilated.

Only a small handful of hardbitten guerrillas still hold out against the
a digestion pool so it is unwittingly sucked into the heart of the main
heart of the Tyranid fleet and destroy it from within.

Tyranid menace. They must plant an adamantium-cased telegort homer in .
Tyranid bio-ship: Only then can 4 crack squad of warriors teleport into the + - 5

ot

SET.UP -~ * _
" The Tyranid player sets up his-sentries anywhere within 12" of
- the digestion poal. Instead of using Termagants the Tyranid
" player uses 10 Ripper Swarm bases thdt deploy separately.
. The rest of his forces are held in reserve. =

The:attacker gets first turn. He must chodse a short table edge
for his troops to enter play from that turn. Before the game

~ begins, he nominates'a model as to carry the beacon.-Use a
counter to represent this. A non-Tyranid model mag- hand over
the teleport homer by ending his move in contact with-another

- model,or pick it up simply by moving into contact with it.

Vehicles may not carry the teleport homer, though their
passengers can. | AN L W

- MISSION OBJECTIVE: £33
_If the attacker manages to get the model carrying the beacon into 5
" base contact with the digestion pool‘and keep him there until the

e ,
-Attacker's Overview

)

. Game L'angl!].' The game lasts for a variable number of turns.

I,;iné of retreat. Units that are forced to fall back will do so towards the -

" nearest edge, using the normal Fall Back rules.

’

: " Reserues. The defender's Reserves enter play from a random point —

roll a/D6 separately for éach unitand deploy-in the corner indicated on

- the map. The attack{ar's Reserves enter play. from his board edge.

J £ 53 s

end of the next Tyranid turn, he automatically wins. If the game

eﬁdg before this point, he.automatically. loses.

TFhe defenders have bought enough time for a warning beacon'to
‘be perfected, but have almost all died as a result. All that remains
is’for.the survivors to burn brightly in one last act of defiance —
placing. the beacon in a digestion pool ready for absorption.

! % .

Defender’s Overview .

The defenders have been defeated. Tfie Tyranid swarms must
hatvest the biomass of the planet whilst silencing the few packets

of resistance left. ..

SCENARIO SPECIALRULES .~
“The Final Hours uses the:Randem Game Length, Reserves and
Sentries special rules. .-+ o, _ Lo

NEW SPECIALRULES : ., . °

"Ripper Swarms. The Jyranids.are assimilating the biomass of the
planet, with swarms of Rippers-devouring anything they can find -
before diving into the digestion poot. When the alarm is raised, the
sentries are not removed and-come undsF the Control of the - |
Tyranid player: In addition,:the first defender turn of the game is: | -

treated as the'second for-the purposes of Reserves, the second s - = K
treated as the'third, and so on. '

R o e
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‘-""-‘ BUILDING A DIGESTION POOL s

' ha digestion puul allows you to
o create a terrain piece that can be
F o/ combined with the previous parts of
: the infestation. It also allows you to create
the slimiest bit of scenery so far, as the pool
- jtself should be a horrid mess of biological
gruel. As with the other parts of the
infestation, you can make more of these
pools so that you can represent a planet in
the final stages of invasion.

'I'EXTURING THE POOL — BUBBLES

MATERIALS
-~ Craft knife y )

= 5mm basing material % Vi L, SN
GCut the polystyrene balls about a third of 3

.- When u
“you do not apply too much: press -
- the blade'as there fs- danga‘l' that 3
_could snap! Ee naxeft} w,nan using any:: ..
, rutiilr knives too and al ays cut away
from ypnﬁmdv . '

To create the banks of the pool, apply
a thin line of PVA glue no more than
1" from the edge of the base. Next,
glue your foamcard directly to the
wooden hase.

from your wooden b [
Once this is done, use this -
template and cut out the shape of the
pool from your foamcard.
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"When you have built the basic shape of the pool it’s time to begin adding lexiure As yuu
may |magme a pool of digested biomass isn’t going to be pretty...

Use a pair of modellmg c!lppers ’m cut the i

= Polystyrene balls ) 3
* Small wooden balls the way across. This will give you a bubble ~  small- wooden balls in half: Glue these in
« (itadel PVA glue that's a about to burst and one that is : betWEEn the larger polystyrene P :
¢ 10mm foamcard g emergmg ‘from the mix. Glue them to the balls to create a build- -up
* (raft knife pool using PVA: glue to create aneffectof ~ of rmlmg gastric '
= Modelling clippers bubbllng dlgBSth]‘l P R > ;maes
* Modelling sand o ST X" St o
= Modelling gravel B -j‘ el LA T "‘\:-_ ¥
* Talcum powder :
* |arge flat-headed brush
= Large drybrush
= Water Effects
') Using a pen, draw a
J smaller pool shape in
(= the centre of the

foamcard. This should
be at least 1" from the
edge of the base.




To help the pool blend into your
gaming board, use your craft knife to
bevel the edges of the foam card. « -

[

W have just drawn. This

2 easy to remove as the .

will-anly be holding down thel *
h@ foamcard.

CIRILLO Prime (Sub 'V — Maon)

Vios.02.1

Orb. Dist.; 1.4-2.1.AU

[Secondary Biosphere]

1.4G/Temp 28° C

Primary Moon of Gas Giant VINOR V ‘Cirillo®
[Imp. pl. index 1999.4.1.V105.02]

Civilised World

Import/Export Aestimare G308

Tithe Grade: Principe Secundus

TYRAMD INVASION! Over rhe fﬂl.'awmgpages cancepr arfist Habertu Cirillo charts the devastation wraught by a-Tyranid Hive Fleet as it prays upon an unsuspecting world,
Pag

|

The half dlgested matter is made by

" mixing. saﬁd,graverand PVA giue Use
an old-brush’to- apply the: mixi
to the pool=As it i is’ d:ymg ge
it wath the ‘hrush

.1s mada by’ mmng PVA gluewjﬁ tal?cu
powder’ﬂnce yau'l -fave a suitably -
 viscous mix, Lse-an. olﬂbbrgsﬁ“to paint. -

thie poal, making sure you: covenhﬁ T s
“Whole sﬂFface Once this 15 dry you‘ma_ L 10 B
“wish wapg ,¥ a,nuther coattogivea . s
gsurface. -

STATUS: PRE-INVASION

Cirillo:Prime, a civilised world and one of the 27
maoons.of Cirillo, a gas giant situated in the Vinor
System, Segmentum Obscurus.

i { N
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s PAINTING s

1 We need a particularly vile colour scheme, so paint the whole Next, drybrush Graveyard Earth over the pool. You may need a
piece of scenery Ghaos Black and paint the edges to match the couple of coats to make the colour stand out. Make sure that you
your gaming board. Then, using your large flat-headed brush, leave a gap of Dark Flesh around the edge of the pool to give the
drybrush the pool with Dark Flesh: impression of different depths.

Lo |

Drybrush small amounts of Blazing Orange over the rough areas
of the pool.

.

STATUS: STAGE |
THE DISCOVERY PHASE

Tyranid spores descend upon the planet,as
infiltating Lictors and Genestealers reveal
themselves — the initial attacks begin.
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7

Once you are happy with the Graveyard Earth, drybrush Dwarf

Flesh over the top. This will give a nasty fleshy appearance to the
terrain.

To finish the painting, dryrush Golden Yellow aver the Blazing

Orange, -

&.

STATUS: STAGE I
THE ASSAULT PHASE

The Tyranid armies lay siege to the planet en masse
as Gargoyles choke the tortured skies and capillary
towers burst from the earth.

To make the bubbles look more pustular; use a Iargé drybrush to
apply Scab Red around their bases.

ige 1
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B ADDING TO THE INVASION —

So fur, we've shown you how to
build three major stages of
. infestation from scratch. However,
there are plenty of Tyranid parts
you can use to make objective
“markers and small scenery pieces.

TYRANID HIVE NODE

The following terrain was made using the i SO ‘ IR B o S T I T o O ARt
Hive Node from the Battle For Macragge Using an off-cut of 10mm foamcard, cut Using your craft knife, bevel the edges of
boxed set. When you have based the Hive an oval approximately 3" by 4.5". the foamcard so that it blends into your
Node, paint it so that it matches the terrain gaming board.

you have built for the infestation.

= N e

Attach thé Hive Node to the foamcard Once the ready mix flllEI’ is dry, texture

" with superglue, Once this is dry, use the base using PVA glue and modellrng
ready mix filler to cover the edges of the sand.

,* node so that it blends into the foamcard.

STATUS: STAGE IlI
THE SUBDUAL PHASE

Stage three: The planel is bled dry as the digestion pools
funnel the liquidised bodies of the planet’s inhabitants
into suckling hive ships in orbit.
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CIRILLO Prime (Sub V.- Moon)

VID5.02.4

Orh. Dist.: 1.4-2.1 AU

1.4G/Temp - '104° C

Primary Moon of Gas Giant VINOR V ‘Cirillo’
[Imp. pl. index1999:4,1.VI05.02]

DEAD WORLD

Impori/Expart Aestimare 0

Tithe Grade: Nul

v

‘WARHAMMER

40,000

STATUS: POST INVASION
TOTAL CONSUMPTION

Even the atmasphere is consumed by the Tyranid fleet,
leaving a violated wasteland of barren rock in its wake.

¢

www.games-workshop.co.uk/tyranids 111




The Howling Griffons are one of the lesser-known chapters of the Adeptus Astartes, yet they have a long and
proud history. Adherents of the codex and veterans of the Eye of Terror, these bold warriors can be recognised
by their distinctive quartered colour scheme. John Cadice, a long-term hobbyist, painted an army of Howling
Griffons years ago but abandoned them... until recently, when he came across their uniform in the How to Paint
Space Marines book. Inspired, he decided to create an entirely new army. For the Emperor!




GAUES WORESHOP
HOW TO PAINT

SPAC

The Howling Griffons are but one of the
hundred chapters featured in How to
Paint Space Marines, our fantastic, 96-
page, full colour hobby manual. Packed
full of useful tips on painting and
modelling these noble power-armoured
warriors, How To Paint Space Marines
also features uniform and marking
guides for the Adeptus Astartes.

- -
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John: It was way back in WD101 that | first
discovered the Howling Griffons. They were
* one of the chapters of the Adeptus Astartes
 that fought in The Badab War. Their picture
.+ featured alongside a number of other
- chapters that are still recognisable today
. i including the Salamanders, the Raptors and
v the Lamentors. Their liveries reminded me as
..much of football team strips with their
contrasting colours and emblems as of
knight's heraldry, and perhaps this is why
they stuck in my head.

Since first reading about them, I've gleaned
as much bhackground on the Howling Griffons
as | could from the following sources: Index
Astartes: Humanity's Shield (WD284) and
Index Astartes: The Eye of the Storm
(WD286), as well as from Codex: Chaos
Space Marines and Codex: Eye of Terror.

Adherents to the writings of Roboute
Guilliman as laid down in the codex, the
Howling Griffons are organised in a
/ conventional fashion, split into ten
Companies, each with 100 Space Marines led
~ by a Captain.

However, | discovered when reading
.. Insignium Astartes that they do have one
“- :notable deviation. Unlike in most Codex
Chapters, no Company colour is painted onto

o [Ihe armour of the Howling Griffons, although
T they do bear tactical markings and a numeral
to denote their squad number within the
Company as normal.
= " ‘The troops shown here are from the chapter's

"'a\ - Fifth Company. Their Company Captain,
% - Alvarg; has allowed his troops the freedom to

/V .2pply personalised liturgy to their armour as
~ they see fit.

8 PAINTING GUIDE .~

_ ‘r’ - 4 Start by applying

Carefully paint on ' Paint the bolter,
i dilute Golden i 2 straight dividing w 3 vents, eyes,
i Yo o= " Yellowall i) \ s lines with Red J * piping, and
T over a white Ew - . Gore before o AL other: details
A undercoat. ¥ ‘i G | painting the V- .’ Chaos Black.
i Ty & f red quartering. A
e {(‘

al

8 Highlight the 9 Layer a basecoat l 0 Layer one
areas of Chaos of Enchanted 3 half of both
Black with Blue onto the lenses with
Codex Grey. helmet lenses. thinmed  §
down lce \
Blue paint.
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_COMPANY CAPTAIN AND DREADNOUGHT
| started building my new army on a strong foundation: a Captain with his Command squad,

all'armed for close combat, and three squads of Tactical troops, which you can see over the
page. One of my favourite models is the Dreadnought and I'd like to add more of these

®
Alvara’s head is originally from

]
| prefer characters like

mechanical behemoths to the army in time.

THE COMPANY CAPTAIN

My Company GCaptain is named after g
one of the Howling Griffons’ more
famous Chapter Masters, Alvaro.

the Catachan Sentinel kit whilst
the ornate crest on the helmet is

taken from a Champion of /_,

Slaanesh.

9
In order to make Alvara’s armour look as if

it had been decorated by one of the chapter's
artificers, | used one of the plastic shoulder
guards with a decorative rim.

To give him some real
firepower [ chose to take
the storm bolter from the
Dreadnought and attach it
fo his power fist.

: ®
When | armed the model |

banner is my favourite. These, along with the
Company Standard (inset), offer me plenty of room to
really go to town on the painting. The Captain and the
Dreadnought also have their own personal flags and
iconography. Banners give me a perfect opportunity to
paint striking heraldry based around the dramatic
Howling Griffons badge. The models’ quartered colour
scheme gives them the look of medieval knights,
something this heraldry helps strengthen.

The squad leaders of lhe‘Cummand and Tactical squads -
all have a hanner or icon of some kind; the classic back

this fo be bare headed
so [ decided to model spacifically used the power
him cradling his helmet fist from the Command
in his right hand. sprue because it was
i pointing.
BANNERS

-

g

4 Line the
recesses.on
the yellow - *

plates with
Flesh Ink.

11‘Careruﬁy apply a

fine dotof g
Skull White y

to-one N

* corner of .\

eachJens.




g 1 THE DREADNOUGHT !

‘ ©-" . The key feature of this model s its pose. As |
wanted my Dreadnought to have a dynamic
appearance, reminiscent of a living warrior, | -
cut and repositioned the left leg to.allow me
to raise it up so the foot could grip the

masonry on the base. The body is twisted
and the assault cannon arm pivoted away
from the body.

> body | cut the generator from a magnar

‘power field fram The Battle For

.- Macragge boxed sef..The Imperial

‘eagle o the banner top came

- from the same source, while

the banner itself, and the
pennants on the gun arm,
are from the Empire”
Knights boxed set.

To fill the gap,between the right armt-and its -

DREADNOUGHT MARKINGS 2 T 5
Although the Howling Griffons chapter doesn't display company
markings, | still wanted a way to show that they were part of the
Fifth Company. Lookirig over the pages on:Dreadnoughis in
Insignium Astartes | came across a note on their markings; they
sometimes display an identification number on their armout,
coloured in the Company colour. This solved my problem. |
‘painted the badge black, the colour of the Fifth Gompany

| -according to the Codex Astartes. ‘

/ . y \

" For the g

Use Browr, | Highlight-the G
e Q) ik to° 6 yellow with ﬁ hightights,
v+ /achieve al:1.mix of .paint oh*
; the same (Golden i thinned
" ining . Yellow and ) down Blead
effect on " Skull White, Red paint.
the red : : :
[Mour -
.. plates, -

Finallir-paint S .
all the u

icaqbgraphyt‘g-- . ‘

\ 12 To finish all
o the areas of

‘metal, paint

on a layer - Chaos Black '
of Boltgun and-the
Meial, squad.

* numbers
. Skl White.

“Alvaro’s actions. .

THE BADAB WAR

The Badab War was the first time since
the'days of Horus that loyal Space
Marines fought one another. Lufgt
Huron, master of the Astral Claws
destroyed an Imperial flect in orbit
around Badab that was inyestigating his
refusal to pay tithes and submit gene-

i sccd- for :analysis. This' act started a war

which dragged’ i several chapters on
both ‘sides. .including ‘the Howling
Griffons. After. 1l years of intense
fighting, Huron ‘was overthrown and
order restored.

Badab War colour schemes, from WD 101

THE 13TH BLACK CRUSADE

§ One of the notable: cngagements that

the Howling  Griffons have been
involved in is the Defence of Cadia.
Seyen ‘of 'the “cight companics dispatched :

" by the Howling Griffons are’ still

cngaged inia trench-war on: Amistel
Majoris. Having broken through the:
plague fleet blockading the ‘world, the
2nd to 8th Companies arrived in time
to bolster the” Drookian Fen Guard,
who' were suffering horrific losses ‘to
-the hell-spawned ‘cpidemics ‘unleashed by
the Traitor Forces: opposing them.
Within days, 'the. Howling Griffons and

B the Legio Astorum: Titans were the

only force able to man the extensive

 defences. Any warrior caught in the

open and mot protected by power
armour when the”plague winds hit
could be sure of an cxcruciating death,

P and’ an cternity: of servitude as a Plague

Zambie in Nurgle's legions,

The Ist. Company of the Howling
Griffons, including ‘Chapter Master
Alyaro, are’ currently-based on the battle
barge Force of Destiny, and are engaged
Upon 2 mission 1o track ‘down and
persecute a company of 'Night Lords
under the command of the ‘infamous
Daemon Prince Periclitor, It is widely

' known: that the Howling Griffons |

sharbour .a particularly. deep: hatred of
this. Dacmon Prince. While that hatred
serves the greater needs’ of the =
Imperium’s. defence against Chaos/ né
other authority has /sotrgin'/to' queStion

]
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. Commany
 Squad

. © Command Squad Abraxus of the Fifth
Company of the Howling Griffons
under Brother Captain Alvaro

<}

bompany Champion Trajan armed Brother Gauis armed with Standard Bearer Scirpico with bolt pistol
with power sword and combat shield bolt pistol and chainsword and Gompany banner 2

Veleran Sergeant Abraxus armed with bolt  Brother Apothecary Laertes armed with bolt Brothér Praetor armed with bolt Brother Lucius armed with boft
i pistel and lightning claw pistol gnd narthecium pistol and chainsword pistol and chainsword .

rh
- S

e

oo i .
P Qactical

. Squans

= ‘1 b

. © Tactical Squad Crassus of the
~——Fifth Company of the Howling
Griffons under Brother Captain |

y Alvaro it A j
¥ Pt 0 i

Brother Numitor armed with Brother Sergeant Crassus armed with | Brother Solinus armed with
plasma gun bolt pistol and chainsword heavy bolter

Brother Severen armed Brother Epheus armed Brother Strabo armed Brather Bellanus armed Brother Daceus armed
with boltgun with boltgun with boitgun " with boltgun 5 with boltgun
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Brother Paglemon

Brother Vespero armed Brother Varus armg_d' et erher_‘S_ergéanr Maximus Brother Eleds armed with - Broth)ar abius armed :
armed with boltgun with boligun with boltgun “~armed with combat shigld and boltgun = “with ﬂamer
power sword .

!

-+ Brother Sergeant Invictus BrameFHehxus armed with - Brother bmpgbq armed ,' : B;bther Fennias armed with ~ Brother Lamentius armed
armed with boitgun missile launcher ¢ ~ with baitgtin 4 boltgun with boltgun

392&13? Support /2> T C 7 Iy

Heaw weapopry and armour is essential fo give an army some real haukhune There are plenty of tanks avallahle for the Adeptus Aslarles
* that I tould choose from fo bolster my Howling anfnns hut they wefen’l mv first porl of call.

= = T b

b

DEVASTATORS , ‘ hurnb]e missile launcher. It has twc»kmds of . launchers. Models armed with cumbersome
Some Space Marine players prefer to have missile: frag, effective against massed troops, - . lascannons and multi-meltas need to hold the
s nothing but tanks supparting their armies. or krak, which rips thrqugh most armoured /. weapon with two hands, which is much more
* Tanks have great armour and weaponry, so | targets with one shot. To give the squad extra limiting. Missile launchers are shoulder |
ﬁ.' -~ eolld see-their point, but Devastators look punch; | also added a lascannon. mounted, allowing the Space Marine to angle |
. brilliant and have a better spread of weapons the weapon up or down, to use his other {
- available to them, so [ added these to-my - I find it's easier to come up with mteresnng - hand to steady the weapon or reach for
army first. My weap{pn of crrolce is the .~ poses for models armed with missile another missile.

,':;_ A A p s
2 1@ Squad Terqnn of the Fifth Company of the Howling Griffons under Brother Captain Alvaro

- Brother Lqinenrius armed with . Veteran ‘Sergeant Tercon with - Brother Signatus armed with'  Brother Helicanus armed with
-missile launcher bo.‘tg‘uﬁ and auspex missile launcher missile launcher
- - k i T

lascannon  ~

-
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TANKS ; 3

The How Ta'Paint Space Marines book
i~ demenstrates a new idea for painting tanks

that | really like. Vehicles are often handled in
. - 'much the same way as the army's troopers:
-/~ the.chapter colour is applied directly onto the
" armour, along-with large chapter symbols and
iconography. In the case of the Howling
_Griffons this would result in bright red and
yellow vehicles, which looks a little strange.

But one of the Studio’s Ultramarines
Razorbacks (it's on page 39 of the book) has
been painted a grey colour all over.and the
chapter colour applied to specific areas of the
hull such as the hatches and front armour. In

ot

the case of a bright, two-colour scheme, such -

as the one used by the Howling Griffons; this
is a particularly useful approach. | decided to

™ Razorback Maneus, attached to Squad Tercon of the Fifth Company

under Brother Gaptain Alvaro

_ﬂ

7

under Brother Captain Alvaro
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Rhino Gin'riam, attached to Squad Maximus of the Fifth Company

paint my, Howling Griffon Predator an overall
neutral desert-colour (I finally decided on
Bubonic Brown), with the weapons picked out
in-contrasting Scab Red. Only the hatchways
were painted in the chapter livery with the
chapter icon applied over the fop.

| was able to apply company markings on the
vehicles in the form of a vehicle identification
number. This is rendered in white on a black
field to tie into the Fifth Company colours.
Next | added a Razorback to the force to back
up my Devastators,; and a Rhino to transport
Squad Maximus into battle.

1 applied the company heraldry in a more

limited way on:the banners. | singled out the
Rhino and the Razorback for special
treatment, as they are troop carriers.

They both have large banners, which |
attacked with a modelling knife to make them
appear battle worn and tattered. | also
considered giving the Predator and the
Whirlwind banners, but in the end felt that
their battlefield role made them a little
superfluous. They still carry enough Howling
Griffons iconography to make them look part
of the army though, including small shields
and other tokens.




sl

wr

394% 1Lthraman

CHIEF LIBRARIAN VARIUS
Chief Librarian, the mighty Varius, leads

- the Terminators into battle (overlear).

{- l'll A,

The torso and force axe are from a: metai
Terminator Librarian: | cutthe legs uﬂ :
the Librarian’s body and added the
plastic ones in their place, as well as. a
plastin stnrm bolter-arm. =

John has painted exira detail.on Varivs’ armour to

" distinguish fim fromntlie rest of the army
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" BIKES AND LAND SPEEDERS
2\

’/.

. TERMINATORS
[ The opportunity to take two assault cannons

* bikes were painted in the full chapter livery.
* In the case of the Land Speeder, | decided to
apply the samé Desert Yellow/Scab Red
colours as on the vehicles.

L

rl

Elites and ;D’aét Attack

was too hard to resist. Backed up by five
storm bolters, these powerful weapons make
amess of anything that gets in their way, so |
posed all the Terminators in aggressive
firing positions.

As the Terminators are part of the

First Company, if | were painting a
strict codex force they would have
white helmets. | got around this by
hinting at their First Company status in
the colours of the banner, specifically
the squad number’s white background.

Brother Flavian with assault cannon Brother Crassus with storm bolter Brother Titus with storm bolter and
and power fist . and chainfist power sword

L - J Sl

Brother Coriofanus with storm bolter Brother Elanius with assault cannon and  Brother Cossos with storm bolter and Brother Sicarius with storm bolter
and power fist - power fist p P power fist and power fist

?
Unlike the approach | took with the tani(s. the ? |

R Y (53 : .
Veteran Sergeant Numitor armed " Brother Tirus and Brother fcarus armed with flamers
with a lightning claw !

Land Speeder Typhoon of the Fifth 2
Company armed with a multiple missile Attack Bike of the Fifth Gompany armed with twin-
fauncher and heavy bolter linked boltguns and heavy bolter
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GW Direct Events Diary -~ Next Month
Advance order Want to fight a war? Gnoblars are coming,
miniatures displayed Find-one here : hide the spoons! -

OUGHT FOR THE-DAY: SUCCESS IS COMMEMORATED; FAILURE MERELY REMEMBERED =
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WHAT'S ON

AND WHERE

THE CENTRE OF THE GAMES WORKSHOP HOBBY
Warhammer World is the place to come for a great Games Workshop
experience. Within its castle courtyard you will find a wide array of i
awesome gaming tables built by Warhammer World’s scenery team. All of &
* Games Workshop’s current game systems are represented, from cathedral
ruins for the Warhammer 40,000 universe, to the rolling plains of the
4 Warmaster board. Whatever game you play, Warhammer World is the place

. 1o fight your war!

s vy

« Hobby Gentre stocking the Specialist
Games Range, as well as Forge World
items and a limited range of Warp
Artefacts products.

= Available for Club or Gaming Group
activities (subject to availability).

 (Citadel Miniatures Hall.

= Sample the legendary hospitality of
the Dwarfs at Bugman’s Bar!

= Feature tables in the Warhammer,
Warhammer 40,000, Lord of the Rings
and Specialist Games zones.

= A variety of standard gaming tables that
can be used for all systems.

= Gaming nights to cater for all levels of
gaming knowledge and experience.

« Staff on hand to help you with your hohby
activities and gaming.

RING 01 15 9168410 FOR MORE DETAILS

HAMNIER WORLD

CITADEL MINIATURES HALL
The Citadel Miniatures Hall is now
open! Visit the world’s premier
model exhibition, featuring the very
best painted Games Workshop
miniatures from the last 30 years.

Phone: 0115 9168410
Email: warhammerworld@
games-workshop.co.uk

BUGMAN’S BAR

If you need to take a break, havea .
drink or buy some food, the bar

built to honour the famous Dwarf
master brewer Josef Bugman is at
your disposal.

Phone: 0115 9168410

YOUR OWN EVENTS

Clubs and Gaming Groups from all
over the country and beyond make
use of our gaming hall. If you're
interested in running your own
event at Warhammer World, contact
us on the phone number to the left
or by email for more information.

Evenis@games-workshop.co.uk

( COMING EVENTS |

Here are just a few
Warhammer World
gvents. See over the page
for more!

Warhammer Grand
Tournament Heat 2
10th-11th September

Warhammer 40,000 GT
Heat 2
22nd-23rd October

Warhammer 40,000 GT
Heat 3
12th-13th November

Warhammer GT

Heat 3

19th-20th November
\
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The Games Wérkg

op

GAMING CENTRE

The Gaming Centre is now open!
- Situated just off junction 34 of the M1, it is
a five minute walk from the Meadowhall

| Hobby Centre.

» 20 6' x 4' gaming tables and 12 paint stations.

~* Vending machines.

* A busy timetable of events, tournaments,
campaign days, and more.

*_.Open 10am-10pm-on Saturdays, 11am-5pm on
Sundays and 4pm-10pm on Mondays during
term time, and 10am-6pm on Tuesdays-
Fridays during school holiday periods.

| The'Gaming Gentre is-a new
place where yoocan come
and play games, take part in

-pre-arranged battles or a

+ league, ar even hald your

- 0wWn events.

- You will find some of the
. besttables from Games Day
: -available for use, as well as
- 20 generic-6'x4' gaming
tables to test your armies’
| might on,

There is also a gaming ,
- timetable planned right up to
the end of December 2005.
Masterclasses with the
talented-guys who made the
- Mimak being attacked by
. the Army of the Dead (from
.~ WD301} are also available.

If you are interested-in
running-an.event - maybe

. you're a club searching for a

; ienLie or-a store wanting to
challenge-another store or

- club —the Gaming.Centre is

- -available as a venue. Best of
all, it's completely free to

" use, with free parking right
‘on the doorstep. Contact us
for more information.

- Manager: Rob Bastow
~ Telephone: 0114 243 4633

ST S bt et et
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COMING SOON
Some of our great-events.

Warhammer 40,000
Doubles Tournament
Saturday 10th September
Pair-up with a-friend-and
take on-ether pairs of
gamers. Full details of the
rules will-be sent-with the
event pack when:you-buy
your-ticket. To take-part'you
will need a partner and two
Combat Patrol forces of 500
points.

Price: £15-including lunch.

Warhammer
Doubles Tournament
Sunaay. 11th December

- Pair up with a friend-and

battle against other gaming
duos for-Old World-glory.

Futl details of the rules will
be-sent with the event pack

-when you buy-your ticket. To

take part you will need a
partner-and two Border
Patrol forces-of 500 points.
Price: £15.including Junch.

Address:

Units 8/9,
Meadowhall Road
Industrial Estate
Amos Road
Sheffield
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GAMES WORKSHOP

STARTING A CLUB?
SPEAK TO OUR TEAM

In the UK, Games Workshop has a
dedicated team of Community
Hobby Managers whose job it is to
help the formation and
development of Gaming Clubs. The
team’s responsibility lies in
helping hobbyists who enjoy our
games to form and get the most
from their own group.

Whether it's helping a local
secondary school build a club ready
for the School League, working with
independent clubs who want to join
the Gaming Club Network (GCN), or
just encouraging a bunch of friends
to take a step towards forming their
own group, the Community Team is
there to help.

If you are interested in forming your
own Gaming Club or getting
involved with any of our Community
initiatives, please get in touch with
us! We have a range of information
packs we can send you and, when
the time is right, we can send one of
our Hobby Managers to visit you.

Contact the Community Team:

Bek Hawkby
0115 916 8380
clubguy@games-workshop.co.uk

MEET THE HOBBY MANAGERS

GIUSEPPE

‘PRINCE’ I

PRINCIPE I

Midlands Region >

Prince was the

creator of the very T
successful School

League in 2004 and

2005. He’s also an avid player of
Eldar, Wood Elves and Maria
Goblins. Prince’s area covers East
Riding of Yorkshire, Doncaster,
Lincolnshire, Rutland,
Northamptanshire, Milton Keynes,
Bedfordshire, Cambridgeshire,
Leicestershire, Nottinghamshire,
Derbyshire, Warwickshire and
Staffordshire.

ROB WYNESS

South West Region

Rob has been

working especially

closely with the

GCN, forging new

links in the gaming

community. He and

the rest of the team have been
working with clubs to develop
members' hobby skills. Rob’s pride
and joy is his Templars of Ultramar

e S R T e b s e

army which he has spent much time
painting and designing.

Rob's area covers Wales,
Shropshire, Birmingham,
Worcestershire, Herefordshire,
Gloucestershire, Bristol, Somerset,
Dorset, Devon, Cornwall and South
Gloucestershire.

ANDY JOYCE

Northwest,

Yorkshire and

Northeast Regions

Andy has just

joined our team to

help develop and

support clubs in the

North West and Yorkshire areas. He
will also be looking to build new
links and develop hobby skills there.
He has numerous armies for all our
games and is working on a new
Harad army as well as developing
some madular gaming tables.
Andy’s area covers Bradford, Leeds,
Kirklees, Wakefield, Barnsley,
Sheffield, Rotherham, the southern
part of North Yorkshire, Lancashire,
Cheshire and Flintshire.

DAREN MCANINCH

South East Region

Daren joined us in

October 2004, and

now develops and

supports the South

East area, He has

been working with

clubs in his area to build new links
and develop hobby skills - he also
invented the “Clubbed To Death”
event to get clubs talking to each
other.

Daren has a peculiar pet — a parrot,
which he has called Monkey. He has
painted all of the models for the
scenarios in The Fellowship of The
Ring and is most of the way
through The Two Towers. His other
armies include 15,000 points of
Chaos for Warhammer, and 15,000
points of Steel Legion for
Warhammer 40,000. Daren's area
covers Suffolk, Norfolk, Essex, Kent
and Greater London.

BEK HAWKBY

Community

Administrator

Bek is the first

point of contact for

all community

enquiries. She

gives advice to

anyone wanting to set up a club. In
a previous incarnation she set up
and ran a library club. She plays
Warhammer 40,000, The Lord of
The Rings, and is currently learning
Warhammer.
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Are you running an eveni? If you want to advertise it for
free in this fine publication simply drop us an email at:

nickk@games-workshop.co.uk

The closing dates for receiving

details for publication in the

following issues are:

1st September for WD312 (December)

1st October for WD313 (January)

1st November for WD314 (January)
Please note all dates and details are
correct at the time of going to print

but are subject to change.

Evenis diary abbreviation guide

WH ... Warhammer

40K ...... Warhammer 40,000

BB ... Blood Bowi
WAB......Warhammer Ancient Battles
WPS......Warhammer Players’ Soclety
WECW ... Warhammer English Civil War
Epic ...... Epic Armageddon

LOTR ...The Lord of The Rings

GW ...... Games Workshop

[ 7 S—. Grand Tournament

_ SEPTEMBER

WARHAMMER TOURNAMENT

Date: 3rd September, 2005

Venue: GW Carlisle

Delails: Enter this warm-up for the
Grand Tournament finals. Get your
practice in with this one-day
Warhammer tournament using GT rules.
Contact the Carlisle Hobby Centre for
more details.

Contact:

GW Carlisle — 01228 598216

Web: www.games-workshop.co.uk

40K DOUBLES TOURNAMENT

Dale: 10th September, 2005

Venue: The Gaming and Events Centre
Details: Pair up with a friend to baitle
against other pairs in this competition
for deadly duos.To play you will need
two Gombat Patrol forces of 500pts and
a friend to play with. Full details of rules
will be sent with the event pack. Tickels
are £15, including lunch.

Contact: See page 123.

Website:
www.games-waorkshop.co.uk/events

BLOOD BOWL CHAQS CUP

Date: 10th September, 2005

Venue: GW Liverpool Gaming Room
Details: Bring a team, some Blood Bow!
dice and a pitch to battle it out for the
Chaos Cup. Only 30 places available,
can your team get to the top of the pile?
Contact:

GW Liverpool — 01517 030963

Website:
www.games-workshop.co.uk/events

PIERCING THE SHADOWS
Date: 10th September, 2005
Venue: GW Northampton

Details: Ten Deathwatch must take out
a Norn Queen. Venture into her hive to
complete your mission.

Contact:

GW Northampton — 01604 636667

Website:
Wwww.games-workshop.co.uk/events

YOUNG BLOOD

WARHAMMER TOURNAMENT

Date: 10th September, 2005

Venue: Newmillerdam Scout Hut, 699
Barnsley Road, Newmillerdam,
Wakefield

Age Limit: 16 years or younger
Details: You will need a 1,500pts
Warhammer army chosen to standard
force organisation charts, rulebooks
and codexes, and your lunch. Enlry is
£5, there are limited places so register
as so0n as possible to book a place.
For more details and tournament packs,
send an email to the address below.
Confact:

lain Dalton — voternoose@hotmail.com

GW PRESENTS: WARHAMMER

GRAND TOURNAMENT HEAT TWOD

Date: 10th and 11th September, 2005
Venue: Warhammer World, Nottingham
Age Limil: 16+

Defails: Compete for your place in this
season’s Grand Final. You will need a
fully painted 2,000pts Warhammer
army. Play six games over the
weekend, with the qualifiers given a
place in the final.

Points are awarded for sportsmanship,
gaming and painting. Tickets cost £50,
and include lunch on both days and an
avening meal on the Saturday night.
Contact:

Hobby Specialists — 0115 91 40000
Website:
www.games-workshop.co.uk/events

This year see ihe first ever all-Ireland tournament for Warhammer
and Warhammer 40K. Bunning from June to November, there will be
six regional heafs in the cities listed below. Each heat'takes the
form of a one-day event where: players will battle it out for a place
in-the all-lreland finals, to be held early next year.

Galway: 23rd October

hosted by Model World - 091765655

Waterford: -20th November hosted by Hobby Shop — 051852227

- This is the higoest gaming event Ireland has ever seen, with people
from all over the country taking part in over 600 games to-decide
who truly are the hest Warhammer 40,000 and Warhammer players.
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ADULT BEGINNERS

Date: 11th September, 2005 — LoTR
18th September, 2005 — 40K

25th September, 2005 — Warhammer
Venue: GW Plaza

Details: A chance for any adult
beginners to spend a full day focussing
on their chosen game. This will include
gaming and painting lessons. Places are
limited, so book as soon as possible.
Contact:

GW Plaza — 0207 4360839

Website:
www.games-workshop.co.uk/events

WARHAMMER DOUBLES TOURNAMENT
Date: 11th September, 2005

Venue: The Gaming and Events Centre
Details: Pair up with a friend and take
on other pairs of gamers.To play you
will need two Border Patrol forces of
500pts and a friend to play with.

Full details of rules will be sent with the
event pack. Price is £15, including
funch.

Conlact: See page 123.

Website:
www.games-workshop.co.uk/events

CARDIFF CARNAGE 2005

Dafe: 17th and 18th September, 2005
Venue: The Welsh Insitute of Sport,
Cardiff

Details: The first annual Cardiff
Carnage, South Wales' premier
tournament. This is a two-day
tournament for Warhammer and
Warhammer 40,000 and will
accommodate 60 players. You will need
a fully painted 2,000pts (for
Warhammer) or 1,500pts (for 40k)
army fo compele in this event, hosfed
by the infamous Viet Taff of Cardiff
Wargames Club. Visit the website or
send an email for more details.

Coniact:
stuartmecorquodale@yahoo.co.uk

Website:
www.cardiff-wargames.org

GAMES DAY 2005

Date: 25th September, 2005

Venue: The NEC, Birmingham
Details: Games Workshop's premier
event. See pages 60-62 for all the info.
Contact:

Hobby Specialists — 0115 914 0000
Website:
www.games-workshop.co.uk/events

COMBAT PATROL TOURNAMENT

Date: 26th September, 2005

Venue: GW Glasgow Gaming Room
Details: Four round Gombat Patrol
tournament running from 10am-6pm.
Can you win this 40K competition?
Contact:

GW Glasgow — 0141 221 1673
Website:
www.games-workshop.co.uk/avents

A CLASH OF WARLORDS
Date: 1st October, 2005
Venue: GW Shrewsbury

Details: Enter this Warhammer
tournament — the first for the
Shrewsbury Gaming Reom. The

L P e 7 S

competition will follow Conflict rules
and gamers will each need a 1,500pts,
fully painted army.

Contact:

GW Shrewsbury — 01743 362007 (ask
for Guy)

Website:
www.games-workshop.co.uk/events

COUNTDOWN TO CATAGLYSM

Date: 1st October, 2005

Venue: GW Carlisle

Details: One year to the day it was
meant to go off, the mysterious
Warpstone Hemisphere beneath the
streets of Middenheim has begun
ticking once more. Discover what plots
and intrigues are behind this. Will you
be able to stop the timer before Clan
Skryre’s greatest invention puts paid to
Middenheim for good?

A time-limit based Mordheim Campaign
day. Contact the Carlisle Hobby Centre
for details.

Contact:
GW Carlisle — 01228 598216

Web: www.games-warkshop.co.uk

THE CONQUEST OF MORIA

Date: 1st October, 2005

Venue: GW Liverpool Gaming Room
Details: Durin has offered a serious
reward to find out what has happened
fo Balin and his company of Dwarves.
Bring along 100pts of unnamed Heroes
and 100pts of Warriors to take part in
this The Lord of the Rings event.
Contact:

GW Liverpool — 01517 030963
Wabsite:
www.games-workshop.co.ul/events

SPAGE HULK

Date: Znd Oclober, 2005

Venue: GW Plaza

Details: With Hive Fleet Kraken
seemingly defeated, several dangerous
artefacts have been left on Ichar IV. This
is an Inquisitor campaign running
throughout October and November.
Contaci:

GW Plaza — 0207 4 360839 (ask for
Ken)

Website:
www.games-workshop.co.uk/events

PIRATES DF SARATOSA

Dale: 9th October, 2005

Venue: The Gaming and Events Centre
Delails: Take part in this Mordheim
tournament. Rumours abound of hidden
treasure buried on the pirate island of
Saratosa. Now copies of the treastire
map have been sold that might actually
be true. The maps point to a deserted
city on the northern ceast of the island
and motley bunches of thugs and
villains are now heading for the area.
Brave the monsters, get the treasure
and escape with your lives.

Contact: See page 123.

Website:
www.games-workshep.co.uk/events

STORM IN THE EAST Il
Dale: 15th October, 2005
Venue: Uplands Community Centre,
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Lowestoft, Suffolk

Details: A 2,000pts Warhammer
tournament. A chance to test your skills
over three games in this friendly
tournament. Runs from 10.15am-
7.30pm. Entry is £8.

Contact: Mike —
mikefanta@netscape.net

Website:
www.games-workshop.co.uk/events

FANTASIA FANATIC IV

Date: 15th and 16th October, 2005
Venue: Dagonskolans Gymnastiksal,
Umea, Sweden

Details: Fantasia is proud to present
their annual Fanatic tournament. You
will need 2,000pts of Warhammer,
1,700pts of Warhammer 40,000 or
500pts of LOTR. Tickets are 175kr. Last
year over 100 competitors took part.
Attending this year's competition is the
winner of the Oslo GT, so come along
and see if you and your army have what
it takes to beaf him. Check the website
for more details.

Coniact: Fantasia — 0046 90770360 or
info@fantasiaweb.se

Website:

wwwi. fantasiaweb.se

THE AWAKENING

Date: 22nd October, 2005

Venue: GW Liverpool Gaming Room
Details: A Necron C'tan is rumoured to
have arisen and all races must deal with
this apocalyptic threat. This is a BFG
event. To take part you will nesd a
1,000pts starting fieet. Only 20 places
available.

Contact:

GW Liverpool - 01517 030963

Website:
www.games-workshop.co.uk/events

GW PRESENTS: WARHAMMER 40,000
GRAND TOURNAMENT HEAT TWO

Date: 22nd and 23rd October, 2005
Venue: Warhammer World, Nottingham
Age: 16+

Details: Compete for your place in this
season's Grand Final. You will need a
fully painted 1,500pts Warhammer
40,000 army. Play six games over the
weekend, with the qualifiers given a
place in the final.

Points are awarded for sportsmanship,
gaming and painting. Tickets cost £50,
and include lunch on both days and an
evening meal on the Saturday night.
Contact:

Hobby Specialists — 0115 8140000

Website:
www.games-workshop.co.uk/events

DEAD WOOD

Dale: 29th October, 2005

Venue: GW Liverpool Gaming Room
Details: Attacking the Wood Elves on
All Hallow's Eve proves to be a bad idea
as the dead rise again. Wateh out for
the Zombies! Bring 500pts of
Warhammer with a maximum of one
Hero and a minimum of one Core unit.
Contact:

GW Liverpool - 01517 030963
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Website:
www.games-workshop.co.uk/events
GANG WAR

Date: 31st October, 2005

Venue: GW Glasgow Gaming Room
Details: The underhive is once again
awash with death, destruction and
mayhem as the rival houses battle it out
for supremacy in Glasgow’s annual
Gang War. Does your gang have what it
takes to come out on top?

Confact:

GW Glasgow - 0141 221 1673
Website:
www.games-workshop.co.uk/events

( 'NOVEMBER®
DESCENT INTO THE INFERND

Date: 5th November, 2005.

Venue: GW Carlisie.

Details: Ichar IV may be threafened with
destruction by the menace of the
Tyranid threat, but others are also in
danger. On Hive planet Relliol Secunda,
something is happening deep within the
cities, and a new dark star shines in the
sky tonight. Scenario driven campaign
day for 40k. Contact the Carliste Hobby
Centre for Details.

Contact:

GW Carlisle — 01228 598216

Web: www.gamas-workshop.co.uk

GUNPOWDER, TREASON AND PLOT
Date: 5th November, 2005

Venue: GW Liverpool Gaming Room
Details: Using a small interception
force, you will have to defend a vital
station on Ichar IV by blowing up
sensitive locations. A 40K event, played
in a Necromunada style. Bring 100pts of
any Troops unit (you can include
upgrades and ignore minimums).
Contact:

GW Liverpool — 01517 030963

Webhsite:
www.games-workshop.co.uk/events

GW PRESENTS: HONDUR GUARD:
VETERAN HOBBY DAY

Date: 5th November, 2005

Pl con . v i Sy e -

THE FIGHT C

With the summer over you may be thinking that the-war is

Venue: Warhammer World, Nottingham
Age: 16+

Details: A day of hobby activities for
our veteran hobbyists, including
numerous participation games, an
Inquisitor painting competition and both
gaming and product support from
Forgeworld. There will also be
opportunities to pick the brains of some
painting and modelling experts.

Tickets cost £10 and entry into the
Inquisitor painting competition Is free.
Contact:

Hobby Specialists — 0115 9140000

Website:
www,games-workshop.co.uk/events

RAIDERS FROM THE BLACK ARK

Date: 12th November, 2005

Venue: GW Liverpoo! Gaming Room
Details: Unite to overrun the Lizardmen
city and help repulse the Black Ark
‘Spiteful Heart' that has been sent to
capture slaves and freasure by the Hag
Queen. You will need a 750pts army to
iake part in this random doubles WH
tournament. Only 20 places available.
Contact:

GW Liverpool — 01517 030963

Website:
www.games-workshop.co.uk/events

GW PRESENTS: WARHAMER 40,000
GRAND TOURNAMENT HEAT THREE

Date: 12th and 13th November, 2005
Venue: Warhammer World, Nottingham
Age: 16+

Details: Compete for your place in this
season's Grand Final. You will need a
Tully painted 1,500pts Warhammer
40,000 army. Play six games over the
weekend, with the qualifiers given a
place in the final.

Points are awarded for sportsmanship,
gaming and painting. Tickets cost £50,
and include lunch on both days and an
evening meal on the Saturday night.
Coniact:

Hobby Specialists — 0115 9140000

won. You would be wrong. New missions require you
whether you’re a seasoned campaigner or a fresh recruit
- joining the front lines for the first time. Contact your
- local. Games Workshop to find out when each event takes
place and for further details (see page 132 for a list of

_-every Hobby Centre).

Warhammer 40,000: Searchi-and Destroy= October half term— The city-of Neomada

is'a vast metropolis overgrown with spawning pits and_spore chimneys. Hordes of
- chittering creatureshunt for life to fead the-hive mind. Imperial forces are heing-sent

-t reclaim the-city:

. ‘The Lord of The:Rings: The Rule of ihe King ~ October half term — Following.the
end of the War of the Ring™; pockets of Evil still exist.: Help:mop them up befare
they cause serious mayhem.

Warhammer: The Lords:of War—October-half term — After-Hard campaigning In-the
Lustria,. many-armies have Teturned-to'the Old World to find the townships and cities
in-disorder; Help return urbanity to.civil rest;-or-induce anarchy-and claim new lands.
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GAUES WORKSHOP

Website:
www.games-workshop.co.uk/events

GW PRESENTS: WARHAMER GRAND
TOURNAMENT HEAT THREE

Date: 19th and 20th November, 2005
Venuwe: Warhammer World, Nottingham
Age: 16+

Details: Compete for your place in this
season’s Grand Final. You will need a
fully painted 2,000pts Warhammer
army. Play six games over the weekend,
with the qualifiers given a place in the
final.

Points are awarded for sportsmanship,
gaming and painting. Tickets cost £50,
and include lunch on both days and an
evening meal on the Saturday night.
Contact:

Hobby Specialists — 0115 9140000

Website:
www.games-workshop.co.uk/events

WPS WARHAMMER GT

Date: 19th and 20th Nevember, 2005
Venue: Gateway Hotel, Nottingham
Deiails: The WPS Is proud fo announce
its GT! See our website for details on
this exciting Warhammer tournament
gvent.

Contact:
conrad.gonsalves@med.ge.com

Web: www.players-society.com

THE DAMOCLES GULF CRUSADE

Date: 26th November, 2005

Venue: GW Liverpool Gaming Room
Details: Attempting to regain lost
territory from the Tau, the Black
Templars have discovered a sinister
third opponent — Tyranids!

Join or oppose the Black Templars as
they lead a new crusade into the
dangerous territory of the Damocles
Gulf. Turn up and play in with this 40K
event.

Conlact:

GW Liverpool — 01517 030963

Website:
www.games-workshop.co.uk/events
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G DIRECT

IMPORTANT NEWS+ IMPORTANT NEWS+ IMPORTANT NEWS + IMPORTANT NEWS +

CHANGES TO YOUR DIRECT SERVICE  (ExcLUSIVE MODELS
NEW OPENING TIMES Available only through Games Waorkshop

With effect from Monday September 5th our new opening times for the Direct Sales phones Direct, these models, like the Space Marine
lines will be as follows: Techmarine, make excellent army
centrepieces or painting projects.

Monday-Saturday 11am-5pm
Sunday 10am-4pm

These are the hours when the majority of our customers currently use our service, so it makes
sense for us to be open then. We'll continue to provide hobby advice and great customer service
at times that reflect your needs.

Qutside of these times our Online Store, containing the entire Direct Sales range, remains open
24 hours a day, 365 days a year, so you can still shop with us at any time of the night or day!

NO MORE E-MAIL

At the same time as changing our opening hours we have also taken the decision to close down
the hobbyspecialists@games-workshop.co.uk e-mail address.

We've come to realise that e-mail is a very poor way to deliver customer service. Every question

we receive could easily be answered more quickly, comprehensively and unambiguously over the

phone. So, if you need any hobby advice or have a customer service issue to raise, just pick up SPACE MARINE TECHMARINE
the phone and call our Hobhy Specialists on: 99060101313 £6.00

GW DIRECT ALSO OFFERS THESE SERVICES
01 1 5 91 40000 New releases = Subscriptions = Advice from
Hobby Specialists » Component parls = Classic

We believe that both of these changes will allow us to focus on what we do best, giving great and Collectors’ Models = Advance Orders =
hobby advice and outstanding customer service to Games Workshop customers. Online Store

CONTACTING DIRECT

There are numerous ways of getting directly in touch with our crack squad of Hobhy Specialists. Whether you want to order a new army or
just chat about how to get the best out of your Necromunda gang, drop us a line.

= ON THE INTERNET
Visit our well-established store at: www.games-workshop.co.uk/store

IN-STORE
Order from any Games Workshop Hobby Centre at the in-store order point.

* BY PHONE
Call the Hobby Spemahsts on: 0115 91 40000-(UK), 0044 115 91 88506 (Denmark),
0044 115 91 68255 (Netherlands), 0044 115 91 88507 (Sweden)

= BY FAX
Fax your order-on: 0115 916 8002 .(UK) or 0044 115 916 8162 (NORTHERN EUROPE)

= BY POST ;
~-'Orthe-traditional way: Games Workshop Direct Sales, Willow Road, Lenton, Nottingham, NG7 2WS

e r=y SATp e T = = < e A A eLE 8 N e, T AT e S A e S

126 ORDERING DIRECT




Call: 0115 91 40000
Wehsite: www.games-workshop.co.uk/store

The Games Workshop secure Online Store is the best way to shop by GW Direcl. It's safe, fast and there whenever you want it. So, if
you've a yearning to order Orcs from the convenience of your own home at 3am in your jim-jams, go ahead. We won’t tell anyone!

CONVENIENT HUGE RANGE

The Online Store is open 24 hours a day, 7 days a week, 365 daysa  Our entire range of models for all our games systems, books and

year. It's always there when you want to order. Orders are usually hobby materials is available on the Online Store. The store is

packed and sent out within 24 hours, so you won't have long to wait ~ updated with the latest new releases and advance orders every

for your hobby products. Friday, ensuring that it's always up to date.

SECURE DELIVERED TO YOUR DOOR

The Games Workshop Online Store is completely safe. We use Ordering online you need never leave the comfort of your own home

powerful encryption software to ensure that your payment and to get your Games Workshop games and models. No more trudging

personal details are protected, so order with confidence. into town in the cold and rain for your hobby fix, just order from
home, wait a couple of days and the postman will do the rest. Easy.

FAST

The UK Online Store runs on fast, powerful servers to make sure COMPLETE SERVICE

you can complete your order as quickly as possible. The Online Store offers everything you can get from our Hobby
Specialists on the phones, including Advance Orders, subscriptions,

EASY TO USE the Specialist Games Range, components, event tickets and more.

With colour pictures, simple navigation and an extensive help Browse at your leisure and even see the models you're ordering.

section, we've made online shopping with Games Workshop really

simple and hassle free. So what are you waiting for? Give the online stare a try!

(ARCHIVE MODELS AND SPECIALIST GAMES AT THE ONLINE STORE

The Online Store carries the entire range of Archive Models and Specialist Games. Within these two sections you ean find all
manner of alternative models to use in your armies or for conversions. With the release of the new Wood Elves, we are showing you
some alternative models to use as their eternal enemies, the Beasimen.

The Mordheim range features an entire Beastman warband, which includes a Centigor, Minotaur,

Ghaos Hounds, various Gors and Ungors as well as a stunning Beastlord and Shaman. The

Archive section has more classic Ungor and Minotaur models to make your Beasts of Chaos force =
unique, perfect for fielding a Hordes of Morghur army. \

J
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FPOM THE /JRfHWES OF-WHITE DWARE

Direct always carries a supply of recent back-issues of White Dwatf, so-if you've missed
a crucial issue; all-may not be lost, simply contact Direct to see'if the magazine is: still
in stock. Act quickly though-as supplies are limited:

WHITE DWARF 290
Just some of the articles featured in this classic
White Dwarf:

theming your

The Narrative Approach —
Warhammer armies.
Bretonnian-Heraldry. - the essential guide.
Chapter Approved: Ork Clanz - Rules and
hackground for different Ork-CGlanz in
Warhammer 40,000

The Shadow in the East—
in The Lord of the Rings.

Tactics for Evil-armies

THIS MONTH’S CONVERSIONS

White Dwarf features a plethora of conversions every month to
inspire you in all your hobby endeavours. In most
cases we include an extensive list of
components so that you can replicate
these conversions yourself. Some,
however, are more inspirational than
practical. Such is their intricate nature
they should only be attempted by
skilled modellers. In this case, if you
still want to have a go at them then
simply contact GW Direct who'll
provide advice and suggest
components you might need.

For all the components and modelling details of
the conversions featured in this month’s White Dwarf,
turn to the relevant articles given below.

COLLECTORS’ GUIDES

Collectors’ Guides are an amazing resource
for gamers and collectors alike. Each book
focuses on the models for one Warhammer
or Warhammer 40,000 race. Within its pages,
you will find nearly every model we have ever
produced for that particular range. Dozens of
exciting models are gathered together in
logical order so you can build the force you
really want without scrabbling through a load
of ancient catalogues.

Also included are fantastic examples of
painted armies and individual models and, for
the sake of completeness, ancient models
that are no longer available anywhere.

Now available from your local Games
Workshop Hobby Centre:

Collectors’ Guides

* NEW! Bretonnians

* Space Marines (third edition)
* Orks

* Chaos Space Marines

* Empire

* Orcs and Goblins

* The Lord of the Rings

¢ Warhammer Chaos

» Undead

* Eldar and Dark Eldar

* Tav and Necrons

* Dwarfs

* Monsters and Mercenaries
= Skaven

Catalogues
= The Specialist Games Catalogue
= 2005 Catalogue

ARTICLE PAGE GAME SYSTEM TYPE OF MODEL
Wayfarer’s Companion - Skeggi 70-75 Warhammer Full conversion
Warhammer Chronicles - Rhinoxen 76-83 Warhammer Full conversion
Dok Buteha - Vindicator 90 Warhammer 40,000 Full conversion
]28 ORDERING DIRECT Picturs for iusirative purposes only. Praduct contenis may vary. Products seld unpainted and un Fed Gertain Cltadel praducts may be dangerous it (sed incorractly; Prices correct aktime
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~ ADVANCE

GAMES WORKSH

ORDERS

CAN'T WAIT TO GET YOUR HANDS

ON THE LATEST RELEASES?

Then why not Advance Order it? You can place an Advance Order for
any of the new releases, even hefore they appear in the pages of White
Dwarf! You can get the latest products and models for your armies and
be guaranteed of receiving them as soon as they are released.

DELIVERED DIRECT TO YOUR DOOR

You can place an Advance Order through the Online Store, by calling
one of our Hobby Specialists or by contacting us by post. All you have
to do then is wait for your order to be delivered to your door on the
very day of release. All advance orders are sent out ahead of the time

they appear in the shops, so you get your order on the release date at
the latest, guaranteed.

PAY LESS FOR POSTAGE

When you place an Advance Order for a model, as well as being fast
and convenient, it also saves you money. Postage for Advance Orders is
only £2* so you can afford to get more models for your money.

So why bather slogging to the shops on release day, when you could be
at home assembling your newly delivered models or already reading the
latest army book? There's no better way to get your hands on the latest
models before anyone else.

*£2 postage only applies to Advance Order products being delivered to addressas in the UK or Ireland. Orders including Advance Order products will be held until the last available product is released.

’f

ADVANCE ORDER FROM 2ND AUGUST
(released 13th September)

= Wood EIf Wardancer Lord

Wood EIf Wardancers

Wood EIf Wardancer Command
Gildor (foot and mounted)
Guardians of the Shire

Wood EIf Wardancers (Direct only)

ADVANCE ORDER FROM 20TH AUGUST
(released 24th September)

Sisters of Twilight on Forest Dragon
Wood EIf Treeman

Wood EIf Wild Riders boxed set
Wood EIf Wild Rider

ADVANCE ORDER FROM 27TH AUGUST
(released 1st October)

*  THE MINES OF MORIA

= Mines of Moria paint set

= Mines of Moria dice set

(released 15th October)

* THE LORD OF THE RINGS RULEBDOK
= The Lord of the Rings paint set

*  The Breaking of the Fellowship

(released 22nd Octaober)
*  THE FELLOWSHIP OF THE RING
*  Watcher in the Water

ADVANCE ORDER FROM 3RD SEPTEMBER
(released 15th October)

e Denizens of Moria

¢ Cave Troll

(released 8th October)
*  Wood EIf Eternal Guard

THIS MONTH’S ADVANCE ORDERS...

THE LORD OF THE RINGS RULEBOOK
99061461015 £30.00

ADVANCE ORDER! NEW THE
LORD OF THE RINGS RULEBOOK
AND MINES OF MORIA

See page 8 for more details.

THE MINES OF MORIA
99061461015 £40.00
WITH PLASTIC FELLOWSHIP!

*  Wood EIf Eternal Guard Command
*  Wood EIf Eternal Guard (Direct only)

N

WOOD ELF WILD RIDER
99060204067 £6.00

WOOD ELF WARDANCER
99060204059 £12.00

YOU CAN ADVANCE ORDER ALL THESE NEW MODELS! )

BT e 2 et S S
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RECENT RELEASES

The sylvan inhabitants of Athel Loren are vicious combatants who will stop at nought to defend their wooded realms. Here you will find complete
components for some of these great new models. Only a few of the Wood Elves released this month are featured on these pages. Look out for
additional components for the other models in the range in future issues of White Dwarf.

All of these components are available to order online, so if you've got a particular conversion in mind or you want to order that certain
character model it could not be easier to get all the most up to date components you need.

THIS MONTH'S FEATURED MODELS:
Wood EIf Spellsingers, Wood EIf Dryads, Wood EIf Glade Guard, Wood EIf Glade Riders,
Wood EIf Branchwraith Drycha and Wood EIf Lord with great weapon.

Sprues shown at 50% of actual size.

ol
% |
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WOOD ELF GLADE RIDER SPRUE t ELVEN STEEDS
99380204003 £8.00 99380299010 (1 random sprue
included) £2.00

F
WOOD ELF SPELLSINGER 2 WOOD ELF SPELLSINGER 1 WOOD ELF SPELLSINGER 3 WOQOD ELF SPELLSINGER 4
9947020406502 £5.00 9947020406501 £5.00 9947020406503 £5.00 9947020406504 £5.00
A o T 1 e T TS - 8 G LY o S L S8 T . MLE 1 e L T T T R e e LT A TR < oS St IR B 1 R T 91 P L R T PR T e L P
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WOOD ELF LORD
WITH GREAT WEAPON
WOOD ELF GLADE GUARD SPRUE 9947020406601 (includes great
99380204001 £5.00 weapon) £5.00

o T = . L3 8 o _EPE

BRANCHWRAITH DRYCHA BODY
9947020406201 £5.00

BRANCHWRAITH DRYCHA ARM WOOD ELF DRYADS SPRUE I
9947020406202 £1.00 99380204002 £7.00 !
e T e e e e e e 1 L L T I
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can find a list of all our retail outlets on our website at:

DE

<)? HOBBY CENTRES & INDEPENDENT STOCKISTS

Games Workshop products are sold by a large number of shops in 16 different If you're still unsure as to where your nearest stockist is located, why not call
countries across the world. What follows is a large listing of all the stores that Games Workshop Direct on 0715 916 40000. Stores highlighted in yellow

sell Games Workshop products across the UK, parts of Eurcpe, South Africa indicate new stores. Stores in green are elite Northern European stores; stores
and the Middle East. Most Games Workshops are open seven days a week in blue are Northern European partnership stores. To be sure they will have
and late for gaming evenings. Contact your local store for more details.You exactly what you want in stock, we recommend you give them a guick phone call

before visiting.

www.games-workshop.co.uk/storefinder Hobby centres marked with a cross (x) have Gaming Room facilities.

A Games Workshop Hobby Centre is much more than just a shop...

|
10

- -

FREE GAMING AND TACTICS ADVICE

All our slafi are gaming velerans (aller all it's whal they do for a living!) They
can give you sound tactical advice, help you build battie-winning armies and
clear up most of your rules queries.

IN-STORE ORDER POINT

All of our stores are fitted with an in-store order point which you can use
1o gs! your hands on all of our Specialist Games producls, plus many
components and classic models with which to customnise your armies.

EXPERIENCED PLAYERS

Many Games Workshop hobby centres run evenings (usually Tuesdays
and Thursdays) for veleran gamers. They are aimed al older gamers
with plenty of experience on the batiiefield. You can share ideas about
all aspects of your hobby, battla agains! experienced oppanents, and
play GW's Specialisl Games systems well into the evening.

e g it T N
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FREE PAINTING AND MODELLING ADVICE FULL RANGE OF PRODUCTS

Mo maller what your level of painting or modelling skill, if you spend 30 minutes All our cenlres stock a full range of Warhammer 40,000, Warhammer and The
wilh one of our members of slalf you will see thosa skills Improved and might Lord of The Rings games and models as well as all the hobby malerials you
find out something you never knew! need to collect, build and paint your armies.

ISt g

BEGINNERS HOBBY ACTIVITIES
Qur special Beginners’ programme teaches you how lo play and helps Games Workshop hobby centres provide support and expert advice
you take your first steps Into the Games Workshop hobby. The an all aspects of the habby. They fealure team participation batfles
pragramme runs on Sundays, so whether you want to learm how to for you to take part in, painting workshops 1o develop your painfing
charge your knights into your opponent’s battle line or lead a squad of skills, and a forum for gamers to talk about the hobby. On Sunday

Space Marines into battle, all you need to do is come along! evenings many stores run specilic activities for thase who have

graduated from the Beginners' Programme.

HOBBY CENTRE GAMING ROOMS

A growing number of our Hobby Centres now have additional space in the shape of Gaming Rooms. This makes it perfect for meeting lellow
hobbyists and arranging larger games, playing campaians or Just painting and modelling. On Monday ta Friday these rooms are reserved for
veterans over the age of 16 but the weekend is Iree for all veleran gamers and those who have been through the Beginners’ programme. These
cenlres are marked by a cross. Give them a ring to find out what's going on and to avaid disappointment! See page 138 for a full list of Gaming
Rooms and contact details. Gaming Rooms are also in this Stare Finder list, marked with an (x),
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GW BRISTOL (CENTRAI

3 Broadwon, Tek 011

EW BRISTOL [CRIBEIS CAUS'EWA
Mall, T

Unit 1289, The

BRISI’Dl Areo 51‘
PDR‘HSHEAD Mnkll
Tel 0137
YATE, Hﬂgpnxﬂums Toystore:

BEDFORDSHIRE

GW BEDFORD:

10 Groyirars. Tol: 0124 4

I.EIGHTDN BI.IZIARB Cuddlers:
I 015

r.u'roN. 0||uk=rs

Tai 3 £

S ]
LUTON, Final Fantasy

BERKSHIRE

GW SLOUGH:
107 High Strast. Tal

BRACKNELL, Dunker:
Tek 0134 448

O!rukc(. Bookshops Windsor:
5 B450
meson wi D:mlﬁlsA

BIRMINGHAM AREA
GW BIRMINGHAM:

o Link. Tol. 0121 226 7280

?coclgs ?r“f‘.“ Joft's Games and Workshop:
ELIiE‘:i‘LI::l:lARR Gaming Crypt:
EDGDEB:I?SII:LDN “D'nylnnd's Forge:
$uaslm I.tufs Hohblu & Tays:
surToN tI:DI.DFIEI.D Digital Drogans:
Tal: 0784

BUCKINGHAMSHIRE

GW HIGH WYCOmB
Urit 29, The Ozlaga

GW MILTQN KI?YNES

v Tok 0148 459 1404

lova,

BURNHAM, Crocs Toys:
Tel, D162 BE
GERARDS (ROSS Howord Marshall:
Tak 017

PRINCES IIEEDRDUEH Treals:

Tal D104 43

CAMBRIDGESHIRE
GW CAMBRIDGE:
54 Hugant Strost. Tel (1122 33) 2
GW PETERBORDUGH:
3 Wenworth Street, Tol (1173 209 ¢
ELY, Clty Cycle Contro;

3

166 4141

50

HUNTINBBDN, 5p=r|.l & Fashlons:
Tet: 013
PrrEnBDnnuGH. Westgote Deparimant Store:
Tel 0173
ORTON, PN thh[e;
Tal: 017:
SAWST

oy & Modol Centre:

Tol
SAWSTON, Toys Plus:
Tod 0122 363 7839

ST NEOTS, Bun—nsu of 5t Neats:
Taol: 148 050 870

ST NEOTS, Westgale Department Store:
Tot 1143 047

TEVERSHAM, Invacatian Lid:

Tol 0153 62
CHESHIRE

Uit 1, 12 Gralton Stinat. Tal, 016

31 1867

wavanor Conteo.

€1 474 1227
CHEADLE, Fontasia:

Tek 0161 401 1130

CONGLETON, Deans Toys & Cycles:
Tek 0126 0
CREWE, ABC Models Sport:

Tal: 0127 050 5040

NANTWICH, Funfayre LTD:

Tol: 0127 062 6346
NORTHWICH, The Model Shap:
Tol MG60 647

=

Find your nearest Hobhy Centre or independent retailer on these pages

STOCKPORT, Goslings Toymaster:
Tal 0161 49

WIRRALL, I
Tol: 151 666 1100
WIDNES, R ( & Marsh Lid/ Widnuz:
Tel: 0151 42

CI.EVELAND
¥ GW MIDDLESBROUGH
Urit 3

CORNWALI.
GW TRURD:

i 1, P o Stroot

BDDMIN B (I(m!lls‘

BUDE, N tro lu:-
Tul 0120 B3E
FALMOUTH, Wonderland Folmouth:
Tol 0132 631

HAYLE, Blnwnﬂ: of Hayle:

Tek 0173 675 3012

HELSTON, Erldy & Son:

Tek 0t
ST AUSTELL, Mud for Miniatures:
Tel, 0172
TRURO, Toymaun-
Tol GIGT 2

COUNTY DURHAM
X GW DURHAM:

it Marth Road. Tel 019y 3

GW DARLINGTON:

78 Shinnargate. Tel: o 2453

BISHOP AUCKLAND, Windsock Models:

Tel: 0138 60 9766

CONSETT, Kwikpart:

Consolt, Tok 0120 758 1034

DARLlNGfuN I.umh' 3

i72 258

Bowuess oN-wmnzmsn;.
Erncst Atkinson & Sons:
Tel, 0 1 3047

Tok (NG9 7
CDEKERMOUTH. Playtimes:
Tel: 019

COCKERMOUTI
Tal 0160 05 56

KENDAL, n'lnughlrns’-

Tek: 0455 f

KESWICK, Li anund Toys and Hobbies:
Vel 0176 877 5275

PENRITH, Ruvpcrs Cycles:

Tob 0176 885 44

Suwdugi “n Stitches:

WBHKINGTQN KSA Models and Hobbies:
Tel: 0150 067 332

WORKINGTOI Twmus!nr.

Teil: 0190 0B

DERBYSHIRE
GW DERAY:
lor Gate. Tal (134
BEI.PER, Frearsol
Tul. 0377 302 3244
BURTON ON TRENT, Toymaster Kingdam:
Tek 0126 35
BUXTON, DaE Knnwlu & Sans:
Tek 0129 24 2
cum:umu’ Ccupl:mllvn Soclety:
Tal 012 02
CHESTERFIELD, 5pmmng Bullen:
Tol: Di24 622
DERDY, Toymusier Kingdo
Fagie Centie, Tel. 0133 236 6
GLOSSOP, Waln Services:
Tol 0145 765 5
ILKESTON, Ilkv.-slun Co-op:
Tt Ul‘lb“j_ 7T
MATLOCK, Shawes LTD:
Tal 0162 838 2462

DEVON

X GW EXETER:
Ata Sidwall Susel. Tak 0136 249 0505
GW PLYMOUTH:
B4 Carnwi ’mrm Tel: 017
GW TORQU

12 Markst 5

71857

mw ml 018G

BARNSTAPLE, Th Balezone:
Yol 0127 132 1344
DARTMOUTH, wa Pillar & Co:
Tol: 0120 3
EXMOUTH,
Tok @)
HONITON, Art of War:

Tul 0140 434 151

HONITON, Harlon Toy Shop:
Tal 140
KINGSBRIDGE, nm Trading Posl:
Tel: 0154 885 2

NEWTON Aaavr Austins:

Tel 0f %
FLYMULITH Mudnl Shapt

mezone Models:

TAVISTOCK Kuh.lda:mpe‘
Tol 0182 261
TEIGNMOUTH, Jn:kmang Toybox T/A MC J Trade:
fol; 0162 677 B260

TIVERTON, Wings 'N' Wheels:

Tel: 0188 424 2612

ey

on our wehsite: www.games-workshop.co.uk/storefindet
by calling us: 0115 91 40000

TORRINGTON, Angling Pastimes:
8 2 GBGH

DORSET
GW BOURNEMOUTH;
o Ruad. Tak 0120 231 202

Unit 12 Tawaagate Contre. Tol: 0120 24
BOURNEMOUTH, Batla-Scar:

Tel: 0120 225 8194

BOURNEMOUTH, Roberts Toys & Gamos:
Tot G120 248 2
BRIDPORT, Frasts Toymaster:
Tel: 013084

DORCHESTER, Dorchester Toj
Tek: D0 570 0601
GILLINGHAM, Mr_rvyn s Toys & Modals:
Tal: 0174 782
POOLE, Hﬂggnsnums
Tal
sunnsaum Hurdlng:
Tol. 0174 7
SHM-TSBURY. Hnww\is,

EHEI!BULIRNE Cnrnm'hnusc

SWANAGE, Leonaords:
Tek 01
WEYMOUTH, Rozzomaraz:
Tal: 01349 578 060

ESSEX

GW CHELMSFORD:

Unit 4C. Tho luadows Centre. Tal: 0424 549 0048
GW COLCHESTER:

2 Shan Ve S
GW SOUTHEND:
12 Soulhcimrch Toaa. Tok 0170 246 1251
GW THURROCK:
uni i3, L 1. Lakamdde Shopping Cente Tel 0170

Tol; 0120 675 7278

846 7133
BRENTWOOD, B&M Cyclos:
Tel 0127 721 4343
CLACTON ON SEA, Clactan Art & Craft Cantre:
Ful 0125 543 5346

COLCHESTER, Toymaster Kingdom:

Tal: 0120 654 4344

HARLOW, Marquee Moduls:

Tot 0127 842 3334

HOCKLEY, Hobbitan:

Tul: 0170 220 080

LEIGH-ON-SER, Caliver Doaks:

Tal- 0170 247 3986

MALDON, Celin Bliss Models:

High Stemet Tok 0182 185 1327

nAmusH . Tays N Tucks

Tak 0
SAFFRUN WALDEN Game On:
Tek. 0179 950 £070
snu‘ru:Nn.oN SEA, Toymaster Kingdom:
Tal 070 2 &

GI.OUCESTERSHIRE

oW CHE!’.TENHAM

16 k. Tal 0124 222 Bl

sw GLOUCESTER
Giatance Siraot, Tek 0145 250 5013

BOURTON ON THE WATER, Bourion Madel Rallway:

Tok: 0145 162 062G

STROUD, Antics:

Tal 0145 376 4407

STROUD, Cyberdynu:

Tek 0145 376 77

STROUD, Pisaft Gumus:

Tal: 0670 242 71

TEWKESBURY, rny Zone:

Tel: 016

HAMPSHIRE

I, Tal: |)l"a(nc B050

GW PORTSMOUT]

34 Anundol Streat

GW SOUTHF\MPTD
el. Tal: 0236 033 1962

GW WINCHES'IER.

G 51 Georges Strool 106 268 0198

ALDERSHOT, The Game Shop:

Tal: 0125 231 1443

ALTON, Alton Modol Centres

Tal: 0142 054

ANDOVER, Huugnsnums Toystara:

120 &

1 0239 257 B

Tel: O

BASINEETD[(E Qllnkcrsb

Tal 0125 846

CRANLEIGH, David Maonn:

Tel 0148 327 3777

FAREHAM, Fﬁrnllum Toys and Hobbias:

Tol (132 928 11

FARNEDRDLIEH Darkstar:

Tol 0125 2

FLEET, Fleat Tny

Tek 0125 261 -]

GOSPORT, JC Bnnks:

Tol: 0239 258 poat

MILFORD ON SEA, Milford Models and Habbles:

Tol: 01658 062 2112

NEW MILTON, Tnys of New Milton:

Tal: 0142 5

PETERSFIELD, Folly Modals:

Tol 0173 028

PETERSFIELD, Fun for All:

Tel 0173 028 7273

RINGWOOD, Tays of Ringwood:
i ()

MSEY, Roundabout:

1 0179 451 2145

SOUTHSEA, Southsen Modals:

Tel 0170 573 3208

wA'rEm.unwu.s Paul’s Hobby Shop:
Tar 6170

HEREFORDSHIRE
HEREFORD, Hnmlurd Model Shop:
Tol 0143
LECIMINSI‘ER Mnnln s Moduls & Crafts:
Tel 0156 861 371
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ROSS ON WYE, Little & Hall:
Tel 0198 056 2639

HERTFORDSHIRE

GW ST ALBANS:

18 Horllage Clase, off High Swear, Tek: 0172 786 1193
BERKHAMSTED, Hamlins:

Tal: 0 o

BISHOP'S STORIFOI!D Boordmans:
Tol: 0127 O
CHﬂI‘!LE‘!wDOD ChurIchoad Models:
Tol D182 420 4313

cacKFosTEns, Murruy & Brand:

Tel: 0208 440 0BT

HARPENDEN, Felicitations:

Tei 0162 4
HATFIELD, Mr Games:
Ter 0170 726 6899
HII:HJN MuEn(y Models:
Tat 014
LEN:Hwom'H Cuml:: Unlimited:
Tal 0146 248 6018

ROYSTON, tn,-:rmp

Tat 0176 324 32

STEVENAGE, K5 Mcdnl::

Tai: 0143 874 6616

WELWYN GARDEN CITY, Toys Toys Toys:
Tok 0170 738 1365

HLIMBERSIDE

Store:

|5LE OF MAN
DOUGLAS, Jac Distribution:
Tal 0162
RAMSEY, Modol Wnrld
51 6048

ISLE OF WIGHT

COWES, Chivartons Newsagenis:
Teh 0190 325 2013

NEWPOR' Buu.‘r: on:

Tot 019
NEWPORT, Toy & Models:

Tet 0198 352 8256

RYDE, The Sports & Model Shop:
Tak 0198 386 2452

RYDE, Fun, F:l:l nnu Fantasy:
Tek 0198 26

SANDOWN, Tuymns!ur.
Tal: 0195 540 4182

SHANKLIN, Taymoster:
Tel: 0198 385 6324

104 Vialk, Blugwaler, Gmanhitha
708D

GW CANTERBURY:
Unit 5, ion Bar Lane, Tel 01

7435 2000
GW MAIDSTONE:

7o Pudding Lune. Tal: 0162 267 7435
GW TUNBRIDGE WELLS:

4A Camdan Srool. Tet

ASHFORD, GZ Cﬂmplzrms L|d-
Tel: 1123 366 3995

BEXLEY HEATH, Kit Krozy:

Tal 0208 208 7177

BROADSTAIRS, Time & Spacet

Tok 0184 266 G006

CHATHAM, Maynes:

Tol: 0153 440 0031

DOVER, Turners Models:

Tol 0130 420 3711

GMVBEND 1h|: Stamp Centre:

Tak: 0147 45

MARGATE, Spum Clty Gifts:

Tal 01684 3227

MARGATE, ruymmlnr Kingdom:

Tok: 0184 322 540

ROCHESTER, Mlnlnrure Warld:

ol U163 403 3038

SEVENOAKS, JH Lorimer:

Tal: 01173 245 2840

SEVENDAKS, Munklnws,

Tel: 0173 2

smINEBOURNE Al Blundell & San:

Tal 0179 542 4371

TONBRIDGE, Kids Stuff:

Tal; 0173235 3

WEST wchHnM , Young Folk Tays:
Tal: 0208 777

186

I.ANCASHIRE

GW BLACKPOOL:

B Birley Smm Tel: 0125 375 2056

GW DOLTON:

Unit 27, 36 Acrasfiold Mall, Tel: 0120 436 2131
GW PRESTO

N:
15 Milier Arcada. Tel: 8177 202 1055
ASHTON UNDER LYNE, Byle Size:

Tek 0161 343 7556

ASHTON UNDER LYNE, Roundabout Toys:
Tel: 0101 347 2344

ASHTON UNDER LYNE, Stophen Hall T/A
The Cooked Dicn

BLACKBURN Bul:uvc'

Tek: (125
BLACKBURN, M:r:ar & Sans;
Tol: 0125 458 700
BLACKPOOL, Toymaster:

Tok 0125 362 6461

BOLTON, Greens Toymaster:

Tel: 0120 436 6330

BOLTON, Toymaster:

Tal: 0193 281 2308

BOLTON, Whitaker's Toymasters:
Tel: 0120 439 8248

BURNLEY, Arthur Benn:

Tal: 0120 242 2546

BURY, Toymaster:

Tol 0161 76 6209

CHORLEY, & B Gurnlzs:

Tak 0125
CHORLEY, Hump:nm Tays & Nursery World:
Vel 0125 726 3045

CLITHEROE, Cowgills of Clitherae Lid:

Tok 0120 042 3587

o




KIRKHAM, RK Boyes

Tm 0177 267 1900
CASTER, Lawsons Taymaster:

Tnl 0152 464 518

LANCASTER, Micro Markets:

Tek; 0152 484 048G

LEIGH, Storktown Limited:

Tet: 0194 267 1118

LEIGH, Toymastar:

Tal: 0194 267 1115

MORECAMBE, Richard Lancaster:

Tel: 0152 441 D304

OLDHAM, Ottakers:

Tel: 0161 6205543

POULTEN LE FYLDE, Aabas bookstara:

Specinlty shopping, Tak: 0125 385 1116

PRESTON, Toymaster:

Tel: 0177 280 7799

ROCHDALE, Microsha

Tel: 0170 671 5938

ROSSENDALE, Rossendale Modals:

Tal: 0170 625 DODT

ST HELENS, Wargomes World:

Tel: 01

THDRN“IDN-ELEVEI.YS Tay2save Collaciables:

Tal: 0125 3

WIGAN, 5npht-=s.

Tal: D194 270 0356

WIGAN, Wigan Model Contre:

Tel: 0104 224 583

LEICESTERSHIRE

GW LEICESTER:

Unit 2,16/20 Sitvar Straon. Tel; 0116 253 0510
GW LOUGHBOROUGH:

22 Biggin Streol. Tel. 0150 923 5107
ASHBY-DE-LA-ZOUCH, Stave's Modals:
Tal: 0153 041 6827

COALVILLE, Geoffs Toys:

Telk: 0153 0B3 2785

HINCKLEY, Punciilio Model Spor:

Teol: 0145 523 0352

LINCOLNSHIRE AREA
GW GRIMSBY:
S Wesh 5t Mary's Gate. Tal: D147 234 7757

GW LINCOLN:

Unit SUA, ..a:lmumr- {on outsde of Watersido Centie). Tot.

28 500

GAINSBGHDUEH Toymastar:

Tei: 0142 767 6000

GRANTHAM, Arbon & Watts:

Tol: 0168 485 5030

GRANTHAM, Access Models:

Tel: 0147 659 2001

GRANTHAM, Portprinca Models ond Hobbles Ltd:
Tet: 1147 659 2001

LOUTH, Castalin
Tel: 0160 760 2

MABLETHORPE, Belas Toymaster:
Tol: 0150 747 3328

QUADRING, MS Sturgess:

Tel: 0177 582 1967

SCUNTHORPE, Shermans Medel Shep:
Tel 0172 484 2238

SCUNTHORPE, Toymaster:

Tab: 0172 427 1230

SKEGNESS, The Model Shop:

Tel: 0175 476 3429

SPALDING, Masen's Models:

el 0177 572 2456

SPALDING, Spalding Naws:

Tel: 0177 672 3248

STAMFORD, Haowleys:

ol 0178 076 2125

LONDON
GW BRENT CROSS:
Unil 8, Lewer Mall (nnar Fenwicks), Brent Cross Shopping
Conim. Toi: 0208 202 4973
X GW BROMLEY:
Unit 24, The Mall, Bromley. Tel' 0208 456 0678
GW CROYDON:
Unit 35, Drummand Contro (cutsids the back of the cantro),
Keoley [oad, Teh: 0208 GBD 4600
GW ENFIELD:
3/ Genotin Road, Tal: 0208 363 3238
GW HAMMERSMITH:
161 King Strao: Tol: 6208 846 8744
GW HARROW;
295 Station Steoat. Tok 0208 861 2350
GW KENSINGTON:
Snop 7, Lancar Square, Kensinglon Church
Tel: 0207 837 7
GW KINGSTON ON THAMES
33 Fifte Rean. Tel: 0208 548 5224
GW LONDON (OXFORD 5T):
Unit F10, The Plaza Shopping Centra, tst Floor, 116-128
Oxford Streol. Tel: 0207 436 0839
GW RICHMOND:
Unlt B, Westiminstar House, Kow Roaa. Tel: 0208 848 5122

GW ROMFORD:

12 Quadrant Arcnde. Tal: 01708 742 140
GW STAINES:

8 Glarence Stroal. Tel: 0178 446 DGTS
GW SUTTON:

Unit 26, Times Square Snopping Centra. Tol: 0208 770 8454
X GW UXBRIDGE:

Unil 32, Ghequers Mall. The Pavilions Shapping Cenlre. 0189

525 2800

GW WATFORD:

Uit 0, $A Quaan Slmm Harlaquin Contre

Tol: 082 324 5388

BLACKHEATH, 2nd Impressions:

Tel: U208 852 6192

CHINGFORD, Hobby Stop:

49:51 Station Road, Tol. 0208 528 7377

CHINGFORD, Russls of l.mdpn

Tol: G207 528 1820

CLAPHAM JUNCTION, Toystop:

Tal. 0207 228 9079

DULWICH, The Art Statloners:

Tek 0208 (93 5938

FINCHLEY, Leisure Gomes:

Tek: (1208 346 2327

HAMPSTEAD, Happy Returns:

Tak: 0207 435 2437

ISLINGTON, Frederick Beack:

Tel: 0307 226 3403

KNIGHTSBRIDGE, Harrods:

Tak 0207 730 1234

PUTNEY, Toystop:

Tol: 0208 785 9555

RUISLIP, Jahn Sanders:

Tel 0188 563 4348

WALTHAMSTOW, Otakers:

Talk 0208 520 0202

WIMBLEDON, Elys:

Tel: 0208 946 9191

WOOD GREEN SHOPPING CENTRE,

Toy City: Tol: 0200 801 B770

134 STORE FINDER

MANCHESTER AREA

GW MANCHESTER (cantral):

Unit R35, Marsdon Way Soath, Amdale Contre. Tel: 0161 634

B6B71

LEIGH, Yoymaster:

Tel 0194 267 1178

MANCHESTER, Woterstonos:

Tol 0161 832 1932

WARRINGTON, Steve Webb Models & Hobbies:
Tol, 0192 873 5225

MERSEYSIDE AREA
¥ GW LIVERPOOL:

¥ab Contral Shoppi

GW SOUTHPORT:

a2, Marl Fsico Shegiir

Tel: 0170 450 1

W WARRINGTON:

URit 20, Tima Square. Tal: 0192 565 1984

WALLASEY, Fireside Minlatures:

Tal 0151 691 1683

WIRRAL, RS Models:

Tol 0151 348 4363

MIDDLESEX
ENFIELD, Jennings Storest
Tal D208 604 180+
NORFOLK

GW NORWICH:
1214 Exchango Steaat. Tel: 0160 376 7056

F-ﬂST DEREHAM, Youngsters World:
el; 0178 856 2372
FAR.ENHAM. Sterlings Toymaster Warchouse:
Fakenham lngusirnl Extale, Tel, 0132 B85 2750
GORLESTON, Tlxymus!urs
Tek (148 344 300
HoLT, Slurllnga-Tuym:I:Ir:r-
Tek: 0128 371 3101
HUNSTANTON, Hunstanton Models:
Tel 0146 553 3324/83 4466
IPSWICH, Toymaster Kingdom:
Tok G147 325 3045
KINGS LYNN, Empirc:
Tok 0155 376 5174
KINGS LYNN, Westgaote Depariment Stara:
Tel: 0155 376 001
NORWICH, Kerrisons:
Tei: 0160 348 4 008
NORWICH, Langleys:
Hacikheath industial estle
NORTH WM.SHAM Blackfish Gomes:
Tel 0169 240 533
Tok: 0126 302
WYMONDHAM, The Toy Loft:
Tel: 0105 380 7730
WROXHAM, Paoint House Toyshap:
Tal: 0160 170 6804

NORTHAMPTONSHIRE
X GW NORTHAMPTON:
2426 Abmglon Sguara. Tal: 0160 463 6687
CORBY, Westgate Department Stare:
Tel: 0153 620 3525
KETTERING, Toymaster Kingdom:
Tal: 0153 651 2507
KETTERING, Graen Angel Cards & Games:
Tel: 0153G 359 248
NORTHAMPTON, Toymoster:
Tel: 0180 462 0320
RUSHDEN, Ogborne Sports & Tays:
Tal: 0183 33 2415
WELLINGBOROUGH, Saftware Scller:
Tel 0103 344 0861

NORTHUMBERLAND

ALNWICK, Woodys Computer and Video Game:

Tul. D186 560 8351

AMBLE, Gremlynz Imports:

Teal: 0845 125 8306

BERWICK UPON TWEED, Berwick Computer Games
and DVDs:

Sh'.lrllngl- :
60

Tol. 0128 B30 9551
HAM, Falrplay:
Tol: 0143 460 €670
HEXHAM, Robbs Deporiment Store:
Tel. 0143 450 2151
MORPETH, TG Allan:
Tol: 0167 051 5136

NOTTINGHAMSHIRE
GW NOTTINGHAM (cen t
343 Faar Lane. Tel 0115
GW WARHAMMER WORLD:

Viliow Houd. Lenton, Tel: 0115 816 8410
MANSFIELD, The Games Emporiumi
Tel: 0162 364 0022

NEWARK, Access Models:

Tul, 0163 BE7 3116

NEWARK, Toymaster:

Tok 0163 661 1211

NOTTINGHAM, Showes:

Tel: 0115 041 8648

RETFORD, Toymaster:

Tel D177 770 0330

RETFORD, Puzzles Plus:

Tal: D177 770 8526

SHIREBROOK, Shire Modelst

Tol: 0162 374 6565

WOODBOROUGH, Regency Prinfers:
Tek 0115 265 6500

WORKSOP, Toymaster:

Tel: (100 843 1330

WORKSOP, Model Bose:

Tal. 0180 850 1752

OXFORDSHIRE

GW OXFORD:

14 Bush House, Maw Inn, Hall Strosd, Tok 0166 524 2162
ﬂBlNGBON. Jusl Toyst

Tel: 012;
B.nhmulw rlna‘nr Bros:
Tol: 0120 526 2546
BICESTER, Dentons;

Tol. 0186 932 364
CARTERTON, Giles Sports:

Tok: 0193 304 2185

COWLEY, Denfons:

Tel, 0186 574 9748

DIDCOT, Dontons:

Tai: 0123 501 6566

DIDCOT, L Dickinson T/A Dentons:
Tol. 0123 581 6366

OXFORD, Hnswull: Toymaster:

Tol: 0186 524 124

THAME, Flud Fl:dnlll:r

Tol. 0184 426 0022

WALLINGFORD, Pettits of Walllngford:
Tal: 0140 163 5253

Conto, Ranaleigh. Tol 0151 763 0983

WITNEY, Romkrish:
Tel: 0199 370 4979

SHROPSHIRE
X GW SHREWSBURY:
6 Marhet Stresl. Tel: 0174 336 2007
BRIDGENORTH, Hobby Horse:
Tol: 0174 676 6659
NEWPORT, Modnl Mania:
Tal: 0185 281 0827
OSWESTRY, Funfayre:
Toi: DIBY 167 DBAG
SHREWSBURY, Funfayre:
Tol: 0174 323 3847
TELFORD, Sanda Games:
Tel: 0195 257 6722
TELFORD, oumlng Knight Gomes:
Tl 015;

SOMERSET
X GW BATH:
§-10 Weswgato Bulldings, Avan Streal. Tek O
BRIDBEWRIEE Gnmw: Mort:
Tal 012 77
ELIRNHAM ON SEA GW Hurley:
Tolt 0127 578 028
FROME, Th! Ellenhruy Press:
Tol 013 2

K-J

FROME, Ikxﬂmrlk Madaels:

Tol 0137 347 1685

GLASTONBURY, Pndulurs

Tod: 0145 DB3 4562

MINEHEAD, Minn—huud Toys & Models:
Tol. 0164
TAUNTON, Krn:kl!rs'

Tol: 0182 333 5057

WELLS, Wells Models:

Tol. 0174 967 5262

WESTON SUPER-MARE, Griffins Games;
Tl 0153 442 9799

WESTON SUPER-MARE, 1) Toys:

Tol: 0193 441 151

YEOVIL, Yeovil Collectors Centre:

Tal: 0183 543 2730

STAFFORDSHIRE

X GW BURTON ON TRENT:
Unit 8, Union Court, Union Staat Tal. 0120 353 5865
GW STOKE:
27 Swlford S Tel: 077 a7
BURTON ON TJIEN!' Teymaster Kingdom:
Tek 0128 3
cu:nmmuum, 'Iha Toy Shop:
Tol: 0160 052 5855
NEWCASTLE UNDER LYME, Sundowner Models:
Tol: 0178 261 0508
STAFFORD, JW Bagnall:
Tel Q178 532 3348
SIAEFOICD) ok Kl Gabllnz:
Tol 0175 52
TAMWORTH, lh: old Bell:
Tel, 0182 731 0320
TAMWORTH, Gz:u i's Toys:
Tel 0153 083 2795
UTTOXETER, Thn Tﬂyhnx
Tek: 008 6

SUFFOLK
X GW IPSWICH:
A8 Durormarkat, Tok: 0147 321 6031

BURY ST. EDMI.INDS Madel Junctlon:
Tok (12 5 5
BURY 5T. tnMuNDs, Taymaster Kingdom:
Tol: 0120 476 1646

FELIXSTOWE, Wi
Tok 0133 427
HALESWORTH, Holesworth Tay Shop:
Tel 0196 687 4270

HAVERHILL, Baby Cannaxion:

Tek G144 070 6282

LOWESTOFT, Toy-muslur Kingdom:
Tel; 0150 255 56

NEWMARKET, Muuns Toyland:

Tal 0163 886 3147

STOWMARKET, Simpzon & Sonz:
Teb: 0144 051 2814

SUDBURY, FT Games:

Tal: Q178 746 6000

SUDBURY, Toymaster Kingdom:
Tek: 0178 737 2228

SUDBURY, Toy Connexlan:

Tei G176 730 6002

'WOODBRIDGE, Toytown:

Tek 0138 4338 3170

SURREY
GW GUILDFORD:

Unit 1, 812 Tonsgare. Tol: 0148
GW WOKING:

Unit 3 Clenry Gaurt. Tel: 0140 377 1675
CAMBERLEY, Morningstor:

Tek: 0127 656 5160

COULSDEN, Taylars Toys and Sports:
Tel: 0208 666 00710

DORKING, Darking Models:

Tal: 0130 604 174

EPSOM, Ofiokers:

Tek D137 274 250
!A'RNHAM Elphlzks.

Tab 0126 2 e

OXTED, m Lurlmnr Ltd:

Tal: 0208 656 6675

PURLEY, JH Lorimer Ltd:

Tel: 0181 660 8716

REDHILL, Gamers Gulld;

Tel: 0173 778 2123

REIGATE, The Toy Shop:

Tal: 0173 724 5300

WALTON ON THAMES, Noseem:

Tel. 01y 560

WALTON ON THAMES, Treehouse Toyst
Tel: 0193 225 2;

SUSSEX AREA

GW BRIGHTON:

Unit 7, Wil Pavilcns, Tel: 0127 320 3333
GW CRAWLEY:

11 Broadway. Tok: (128
GW EASTAOURNE:

13 Terminus Road Tel 0132 364 1423

BEXHILL ON SEA, Matek Models and Hobbles:
Tal: 0142 451 0099

BOGNOR REGIS, Tralns Models ond Hobbies:
Tel: U124 386 4727

nunﬁ:ss le.L, I(Ir.l': Stuff:

Tal: B4

ards Taxis:

1793

2072

CARFAX, Gi udm.'rus Toymaster:
Tel. 0140 130
CHICHESTER, Chithr:(er Toys:
Tel: 0124 378 805
EAST GI‘!INSTEAD, Ready To Run Modsls
HASTINGS, Jade Martial Arls:
Tel 0142 472 0
HAYWARDS HEATH, Heath Madels and Toys:
Tel: 0144 445 9765
HORSHAM, Gentle Gallery:
Tel: 0140 325 8567
HORSHAM, Onakers:
Tel 0140 326 G088
T Habby Shaps
347 2344

LEWES,
Tet 012
STEYNING, Ennlla Gallery:
Tei: 0150 381 2833

UCKFIELD, Kid"
Tek 0182 576

WORTHING, l(l:'; Games Shap:
Tal: 0120 323 708

TYNE AND WEAR AREA
* GW NEWCASTLE (Ceniral):
E Conre Tel 019
GW METRO (METRO CENTRE):
i inar, The Arcado (near the Maditorranean
Viiage), Tak 0181 461 0550
METRO CENTRE, Gateshead, Toymoster:
Tel: 0101 400 2200
NORTH SHIELDE, G Gladsans A Son:

5|u§§.

SLINDEIILAND Exkayex:

Tek 019 7900

suNnEnl.nMn ﬂm Toy & Computer Shapi
Tel 0181
suunsm.nnn, Owen Owen Ltd T/A Joplings:
Tek D197 510 2105

WASHINGTON, Toymaster:

Tel 0197 415 5444

WHITLEY BAY, T&G Allan:

Tok 016 253 1564

WARWICKSHIRE
GW COVENTRY:
Ul 39, Uppar Level, Cathedral L
0247 622 7311

GW LEAMINGTON 5PA:
22 Park Sirant. Tek 0192 643 577

BEDWORTH, Railwoy & Mndnllnr: Junction:
Tok 0247 631 6265

KENILWORTH, Abacroft Arts & Plclures:
Fal: D192 851 1294

LEAMINGTON SPA. Trinders Tay Town Lid:
Tol. 0192 647
NUNEATON, Co/Tas
Bogkeho,
24 Apbey Svaat Tal: 0247 634 2000
RUGBY, Joto Rallways & Models:

Tol 0178 BS6 2372

STOCKINGFORD, Whittlefard Past Office:
Tal: D247 638 5740

WARMINSTER, Raw Models:

Tel: 0198 521 5410

WILTSHIRE

GW SALISBURY:

16 Winzhaster Stroet Tel 0172 233 095!
GW SWINDON:

S0F Sheet. Toi: 0170 343 6036
DEVIZES, Hoggosaurus Toystore:
Tol. 0138 072 3841
MﬂHLEOHDUBH H Duch:

Ted: 0167 251 2 n

MELKSHAM, Thn Tn'yshnp

Tol. 0122 576 041

SWIND! po an Models:

Tek: 017, 2006

WORCESTERSHIRE

X GW WORCESTER:
23 Lychgate Mal. dral Plaza. Tel: 0190 587 6707
DROITWITCH, Lookite Lid T/A Toyworl
Ta: 0190 577
EVESHAM, Bunl: Honours UK:
Tol: 0138 £45 875
REDDITCH, Hoggosaurus Toy Store:
Tol: 0152 766 092
STOURPORT ON SEVERN, TP Actlviry Toys:
Tol 0129 287 2800

YORKSHIRE

GW BRADFORD:
4 Pecadity, Smdiord. Tol: 0127 473 5430

ng Canra, Tel:

GW DONCASTER:

Linit 10, The Gol fos. Tol: 0130 232 0535
GW HARROGATE:

53 Statian Parnda. Tol: 0142 356 4310

GW HULL:

30 Paragon Steest, Tel: 0148 258 9576
GW LEEDS (central):
12-16 Gentral Road, Toi, D113 242 0834

GW LEEDS (WHITE ROSE):

Unit 20D, White Rase Gentre. Tel 0113 272 3470

GW SHEFFIELD (central):

16 Filzwilliam Gale, Tak 0114 275 0414

GW SHEFFIELD (MEADCWHALL CENTRE):
1U18, High S, Uspar Mall (next 1o enfranc
Boots), Tel 01

X GW WAKEFIELD:

s Centra. Tel: D192 436 5431

e 0150 462 B
THE GAMING CENTR!
Units 8. Maadowhall Raagd, Amos Road
Tal: G114 243 4633

BRADFORD, Toymastar:

anlnuNEToN. Cruppl:rs'
ek 0126 267 7727
HALIFAX, Halifax Modellers World:
Tal: 0142 224 BI57

HALIFAX, Mugnx!nu World:

ek 0142 233 0547

HALIFAX, Toymaster:

Tal: 0142 235 3086

HARROGATE, Tnymumrs

ol 0142 355 o

HUDDERSI']ILD Tuyrn:l:lnr*

Tal: 0148 454 4664

HUDDERSFIELD, Something Wicked:
Tel: 0148 45
HULL, Mayfalr Toymaster:
Tol: 0148 266 2777

ILKLEY, Wargames World:
Tal 0194 360 7300
KEIGHLEY, Toymaoster:

ul: 0153 560 4045

R Rt Bl 4 A % L R TR 4 % s FELE T L W WA SCRE




LEEDS, Royal Armouries Museum:
Tol 0113 220 19!
LEEDS, u'rwnﬂs.
Tol: 6113 243 0500
NOIII'HALI.EI!TDN T & FM Grover Lid:
Tak 0150 977 5334

OTLEY, Toymaster:

Tab 0194 334 20

POCKLINGTON, Chylds Play:

Railway Stront, Tel: 0175 930 $041
RICHMOND, Anyfhing Goes:

Tol. 61173 DBT 0135

smnannousu Spucc, Myth and Magle:
Tel: 0645 624 111

SHEFFIELD, Amns Toymaster:

Tol: 0114 278 1050

SHEFFIELD, Taymaste
Meadowhall Shopping Centro. Tol 0114 256 9079
SHEFFIELD, Worgames Emparium:

Tok 0114 275 382
WHITBY, Jahn Anderson - Taymaster:
Tal: 0184

WHITBY, Models and Mavle Props Lid:
Lnn 8, Markat Place, Tel: 0194 750 3123

WALES
W CARDIFF _

Tel. 0187 305 2466
ABERYSTWYTH, Albotross:

Tek 0197 063 7836

BANCHORY, Banchary Yoy & Gift shop:
Tal: 0133 0F2 5586

BANGOR, ACME  Computers:

Tul: 0124 837 14,

BRECON, I:Inlk < Toys & Gifts:

Tol ME7 462 2865

BRIDGEND, Joust for Fun:

Tol. 0 7680

CARDIFF, Dice and Diac,
Cunlpulcr ond Video Vision:

2122
CARMARTHEN, Good News:
Tat 0125 Trag

CARMARTHEN, Hardings:
Tel: 165 666 DOAS
CHEPSTOW, Artists Corner:

Tel 0129 162 7393

GWERSYLLT, Brite Ideas:

Tal G157 875 B451

HAVERFO WET Merlin Models:
Tui; 0143
LLANDUDNO l:lih: Toymaster:

Tok 0187 875 84

LLANTWIT MA.IDR. Rainbow Plaza:
1 0144 679 4118

PEMBROKE, Dmgnn Alley:

Tel. 0184 662

RHYL, ligh!fuo Mndul: & Tays:
Tok 0174 533 A

SWANSEA, :nmu Shoppe:

Tal 0173 263

WREXHAM, Erhn Ideas:
Tol: DIBT B75 045

SCOTLAND
X GW ABERDEEN:

Unit 1, 12-84 Uppar Kicknate Tel ¢

GW AYR
10 Arran Mall Tef. 012
GW BRAEHEAD

&4 High Stroet, Tei: 0128 724 8702
GW DUNDEI
110 Commercial Streer. Tol 0138
GwW EUINBURGH

0 2382

12 Cow Wynd. Tel: 0132 482 4553
¥ GW GLASGOW:
B Union Streal, Teb 0141 221 1673
ABERI Buchan C
Tol: 0135 675 17,
ABERDEINSHIHE Robertson Sports:
Tol 0177 947 256
ABEHDEENSHIRE Taywarld

AN’GLI'S Gul’dﬁnrrs‘

Tek 0135

BANCHORY, Tay nnd Gift Shap:

Aberdonnshiro, Tl 0133 082 5586

DINGWALL, Sporis and Model Shop:

Tal: G132 086 2246

EAST LOTHIAN, anuxane.

Dunty i 0136 Gei

EDINBURGH, Mnrlﬂnvllle Models:
Tek 0131 M7 T

ELGIN, Junnors 'ruy-mumr-

Tel: 0t

FIFE (CUPAR], Thc Noppy Pin:

Tel 0133 365 3160

FORT WILLIAM, The Granile House:
Tek 01397 &l

GALASHIELS, Books Plus:

Tl 0189 675 2043

GLASGOW, Sluﬁt Games;

Tal: 6141 414

HADUINGTDN Cycle Services:

opz nam

HELENSBURGH Gome Damain:

el 0143 657 3007

INVERNESS, Junlll:r's Toymaster:

Tel 0146 3

KINROSS, The Hope Chest:
Tak 0157 766

KII!KtUDBRIBHl‘ 5W Computers;

Tel 0155 733 ¢

KIRKCALDY, !he Hupl: Chest:

Tek 0159 226 01

KIRKWALL, Gllnrgl! Leanard & Co:
Tel: 0185

NORTH BERWIEK, Laws Cycles:

Tal: 0162 D89 0643

ORKNEY, Mclennan-Toymaster:

Tel: 0185 687 7780

SHETLAND, Hnrry; Dept Stare:
Tel: M55

STIRLING Do

o

@ Your Laisure;

TURRIFF, E Rae and Son:
Tel: 0166 B56 2610
'WEST LOTHIAN, Toy Warks:

A S

CHANNEL ISLANDS

JERSEY, ST. u:uzn, The Little Shop:

i: 0 2107

Gumussv, ST. ans PORT, Creasys Toymaster:
ek 0148 172
GUERNSEY, 5T, Pmns PORT, Carousal:
Tel 0148 17

NORTHERN IRELAND

ant (towards binek of the Gontre)
LY

ALLYMENA, Comerons:
23 Broughsha Co Antrim, Tel: 4482 §64 8821
BANBRIDGE, David Ragers:
7 Bridge 51, Co Down
BANGOR, Replay Games:
High 5t, Co Down, Tel 0388 145 2210
BANGOR, Stewart Miller & Sons:
40 Main 81, Co Down, Tal: 0408 127 0108
COLERAINE, Moores:
7-1% Chuecn 81, Co Denry, Tok 0126 544 44
CRUMLIN, Lilliput Construction Co:
92 Bramole Wood. Co Anrin
ENNISKILLEN, Modellers Corner:
2 Darhng 1, Tel: 0486 632 B367
LISBURN, Warld of Wondar:
it Cenne, Tel: 0489 268 9996
MAGH, Whites Toymaste
Dridga St, Tel 0662

cw BLDNCHARDSTDWN
Ly rdstown Shopping Contre, Dublin, Tak

GW DUBLIN:
Unit 3. Lovine Lilka:
ATHLONE, Tay Cily:

tract. Tet: 0035 318 725 741

Co Wostmoath, Ted: 090 G47 9051
BALLINA, World of Wonder:

Diilon Teaace, Ca Mayo, Tel 096 78676
BLACKPOOL, World of Wonde

23 Northpaml Bus Pk, Cork., Tl
BRAY, ER Harris & Sons:
Ca Viickiow, Tel: 012 867 595
CARRICK ON SHANNON, Mulvey's:
i Stezat, Laitdm, Tel. 071 962 2976
CASTLEBAR, McDermatis:

Co Mayo, Tek: 036 76676
CORK, Art tnd Hobby Shop:
Dougtas Shey [ Cao Cork, Fol 021426 3580
CORK, Art and Hobby Shop:

Wion Shapping Contre, Cu Corke, Tok G211 434 7207
CORK, Noddy's Toymaster:
Co Corl
CORK, Other Realms:
3 Curoy's Lans. Co Car
CLONAKILTY, Coughlun Educatianal Supplies:
11 Aossa S Co Cork, Tek 023 32060

CLONMEL, Hogan's Toymaster:

M Pamail 5t, Co Tipparary, Tet o
CLONTARF, Furlongs:

4 omon Avanue, Dublin, Tel: 01 &
CORK, World of Wonder:

Co Cark, Tel: 021 2210445
DUBLIN, Banba Taymaster:

A Lury St Tol 61 872 7100
DUN LAUGHAIRE Banba Toymaster:
i i Conire, Co Dubim

4210 445

0395

nuNnnl.u, Pick n Sova:
Lang Walk S/Gentre, Co Louth, Tal: 042
DUNEAI'NEN Murphrs Toy and Cy!!n Specialists:
ain St, Co Watedord, Tel: 058 41370
ENNIS World of Wonda
ity Gar Park, Co Claro, Tel: 065 654 8867
FlNﬂlAS Banba Toymaster:
CH 1 SiCunire, Dublin, Tal: 01 AG4 3010
GALWAY, Games Realm:
B84 Tiia Goin Store, Co Galway. Tel: 051 563 006
‘GALWAY, IV's Maglc:
Eyre Square S/Contra, Co Galway, Tel: 09) 563 315
GALWAY, Toy clt
Urnt 3, Walipark, G
GOREY, Jahn Webb:
Co Wedord, Tel: 055 21119
KILKENNY, Michool Cratty’s:
77 High 51, Co filkanny, Tel 056 51008
KILLORGLIN, ©'Sheas:
Lovser Budge SU, Korry, Tak:
LIMERICK, Hollywood Empire
30 Thorm, Ch Limarick, Tat, 0B 343 4
LIMERICK, O'Callaghans:
Dack Ra, Co Limerich, Tol. 051 2
LIMERICN. The Gaotharin

32 7456

., Tak 081 764 B9

3 HOG

Co Limgnek Tel. 081 315 133

Tel: 091 641 403
MAI:RDBM n.-.urrs Toymaster:

2 Main 5t, Co Cail, Tel 2491
MALLOW, Murghy's Wnrld of Wander:
115, Main S, Cn Cork, Tel 022 23107
NENAGH, JKC:

25 Pearsa SI, Co Tipporary, Tek O¢
NEWBRIDGE, World of Wandar:
blewbridge R
SLIGO, WA and AF Woods:
Ca Shio, Tak: 071 814 202 110 278
STILLORGAN, Nimble Fingars:

Go Dubin, Tel: 012 080 780

TRALEE, A Coball and sons:

812 Buutlga Stroat. Go Keny, Tak 06 742 1647
TULLAMORE, Robhins:

William 5t, Co Offaly, Tel: 0506 21547
WATERFORD, The Hobby Shap:

38 The Quny, Co Waladlord, Tel: 051 852 227
WESTRORT, World of Wonder:

Bridge 81. Co Mayo, Tek: 095 25331

THURLES, Toymaste
Friar S1, Ca Tipparaey, Tel, 062 51326
TIPPERARY, Hogan's Taymaste
31 Parnell S, Ca Tipparary, Tai 0
TIPPERARY, Whelan's:

8465 Main Street, Go Tipperary, Tal:
WATERFORD, Fitzmaurice Toymaster:
Toer G531 876 506

WEXFORD, Play & Learn:

1 Solgkar Te
WICKLOW, Hopkins:
Main Streat, Co Wicklow, Tal, 0401 67225

INTERNATIONAL ACCOUNTS
BELGIUM

AALST, Interfoys Aalst

Lange Zoutstraat 163, D300, Tal
AARSCHOT, Concel'r
Ganthuisshaun 47, 3200, Tol: 0

+32 (83) 750143

132 (0)16G

BR 30

o

e

B e R s

ANTWERPEN, Caltlc Cross
Zivoramidsiaat 8, 2000, Tel: 0032 (0)3 260 B1 65
ANTWERPEN, Red Drogon Games.

St Kulehy m.vnm 55, 2000, Tel: 0032 (0)3 231 71 61
stragl 1683, 2000, Tel: 0032 (0350 34 20 71
DRUGGE, Fair Play

Spoanveqsiraat 162, 5200, Tel: 0032 (050 38 51 23
BRUSSEL, Interfoys Laken

B-10 Avenuz Buslayden, 1020, Tal: 0032 (0)2 268 71 41
BRUSSEL, Intertoys Anderlecht

5 Dupluis 315, 1070. Tal; 0032 (0)2 523 84 73
DENDERMONDE, Tip Top

Maons, Sint-Giliistrant 75,
DEURNE, The Gamestara

Vur\Du!isvuul 144, 2100, Tal, 432322555 35
GENT, B
Ovempogristrast |m. D000, Tal: 0032 (0)9 222 05 70
GENT, Intertays Gent

Valdaesteant 17, 8000, Tel: 0032 (0)8 22,
GENT, Minigtuurauta’s Eeckhout
Burgsiranl 87. 8000, Tat 0032 (0)

0, Tal, 0032 (D)52 21 17 8

, Zernac's
Gulleminiaan 237, 9500, Tol: 0032 (0
HALLE, Mishra's Playground
tincalsostenmwag 104, 1500, Tol 0032 (042 361 BA &
HALLE, Top 1 Toys Halle
straat GG, 1500, Tel 0032 (02 355 04 03
HASSELT, D-Six
Kurngurslesnviog 43-45, 3500, Tet 0032 (0)11 52 53 55
HERENTALS, Play i
Statiensplain 11, 2200, Tel: D032 ()14 B4 B8 64
lxeu.zs Intartoys Ixelles

11438

104 Chunsedn i (xelas, W:U Tel: o032 (D)2 514 17 03
KORTRUK, Dec Concorde
Brugsestrial 40, B500, Tel: 0032 ( 705 65

LEOPOLDSBURG, NV Mocsfermans
Manrschalk-Fochstraat 20, 3970, Tak 0032 (0)11 39 30 46
LEUVEN, The Dice Pasl

Hevige Goootsira ‘301, 3000, Tel; 0032 (0)16 29 49
o

LOKEREN, De Geest
Roomstiai 27, 9160, Tk 0022 (0)9 348
MECHELEN, De Spelfanoal

Vaamarki 32, 2800, Tel: D032 (0)15 34 56 07
MERKSEM, Game Garden, The

Bredabaan 376, 2170, Tol, 0032 (0)3 688 37 73
MOL, Intertoys Mol

Grnal do Brogunillostrast B,

100, Tel: 0032 (0114 32 08

OOSTENDE, Timms
Winanderenstiaat 48, 8400, Tek 00
OOSTENDE, King Arthur
Amsierdamstiaal 638, 8400, Tol: 0032 (0)58 51 57 56
OVERIISE, Infertoys Ovarijse

russelsnsinensen 4024, 3090, Tel: 0032 (0)2 687 42 53
ROESELARE, Willl's Wereld
Hone Horjesirat 20, BEOD, Tel: 0032 ()51 24 64 15
5T NIKLAAS, HQ
Ankarstrant 44, 9100, Tel, 0032 (0)3 775 25 45
TOURNAI, Intertoys Tournal
19 Aue Royaie, 7500, Ter 0032 (0)
ROESELARE, Black Border
Sutionschool 68, 9800, Tol, 051/20 82 50
BLANKENBERGE, De Speelhock
Langestont 41, 8370, Tel 0032 (0)50 41 4923
GENT, Red Drogan Games Genl
Overpuortstant 116, D000
HASSELT, Oberonn
Kewmpische Sleonwey 27, 3500

BULGARIA
SOFIA, Marla

1303, Srodaa Gora Sk 133
SOFIA, Mogic Worlds
1000, Slaveikav sar 5

OSIJEC, Land of Magic
Mo Ceniar, 31000, Tl 60385 31275704
SPLIT, Land uf Maglc
Kradjan Zvanimia 15, 21000, Tk, 00385 24462249
VARAZDIN, Land of Magle:
Kacicous 5, 42000, Tet (0385 42200161
ZAGREB, Land of Mogic
0, Frankopanska 22. Tol: 60385 14676077
OSUEK, Zelda,
Triy A Stacevica
SLAVONSKI BROD, Lesic
Stroasmayerovs 7
ZAGREB, Lond of Magic
10000, Ratficava 13, 0030514823917
OSUEK, Land of Magic
31000 Morkator Cenlar, Gacka 10
RLEKA, Game Master
ieizanic
CAKOVEC, Homa centar
Hatan kuca “Madjinukn®

PRAHA, Ogri Duu e
Mikalandas 41122, Tol. 00420 224 93¢ 811
PLZEN, Ogri Doupe
Plachehio 30, Tel. 00420 377221763
LIBEREC, Ogri Douj
Sitova Tol 0420803 eua 136
BRNO-ABOVRESKY, Corny
Chiahova 3, Tol: 00420 mr.r.n:qae
PRAHA, Carny Ryle
skou branou 21, Tel: 00420 222012461
mmnzc KRALOVE, Knihkupeetvi Valhalla
Latcy 1651, Tal 0042 495522009
VSE‘I'IN Atlantis

242, Tel 0D 42 571411687
CESKE BUDEJOVICE, Chaotit
charyasova 3, Teb 0042 BO2ABO156

DENMARK

HERNING, EB Games
Dalgas Plads 78,
RODOVRE, EB Games
Rodovio Centrum 68, 2610, Tel
KOBENHAVN 5, EB Games
Reborbaneyride 3, 2300, Tot: 3266 7
STENLOSE, EB Games

Stonldse Contor, 3880, Tol: 4717 2500
RALBORG, Aalborg Hobby Service
Monagads 18, H000, Tel: 9812 1315
AALBORG, Bog & Idé Aalbarg

Nylory 5, 9000, Tak: 9811 6611

AALBORG, Guns n' Gumes
Danmarksgade 45, B000. Tal: 9213 4280
AALBORG 5V, BO Boger Aalbarg
Alborg St. Centar 108, 'muu Tel 9873 1545
AALBORG, EB Gom

Bispensgado 10 SO0 Tel 9671 5543
AALBORG, EB Gome:
Habravej 4 00, et 8815 7520
AARS, Ting ag soger

Sandargade 6, 9500, Tel: 852 4552

0)59 BO 49 63

N
"

www.games-workshop.co.uk/sterefinder

AABENRA, Logekmden Acbenrd
Storegade 17, 6200, Tol: 7462 2405
ALBERTSLUND, Bog & idé Albertslund
Sralionsiorvel 2, 2620, Tak 4364 0ATT
ALLEROD, Bog & idé Allerod

M.D madsonsvej 8, 3450, Tol 4817 2770
AARHUS C, EB Games

M.F. Bruun's Gade 25, BODO, Tel: 8748 BOGO
AARHUS C, EB Gamus

Fradanksgade 26, 8000, Tek 6741 6813
ARRHUS €, Dragens Lair

Set. Knuds Torv 3, 8000, Tel: 8619 0083
AARHUS C, Hobby House

Woregade 51, B000, Tek: AG12 0062
AARHUS C, EB Gomes

Veslergade S8, D000, Tal: 8613 1708
ASNES, Bog & Ide Asnms

Asnves Centrl 2, 4350, Tel: 5965 0014
BALLERUP, EB Games

Ballorup Center 1, 2750, Tel: 4457

og & Idé
Staregade 4, B850, Tal: AGEB $077
BRONSH@J, Charlotes Legeto|
Fradankssundsve) 144 700, Tel: ID6A 3626
CHARLOTTENLUND, Bag & idé chcrlmnnlund
Jmgersbiorm Allé 5, 2020, Tal. 3964 38
ESBJERG, BO Boger Esbjar,
Kongensgade 33, 6700, Tal: 7512 1177
ESBJERG, Bunkeren
Kangensgade 19, 8700, Tel: 7518 1198

er E

GAMES WORKSHOP

, BO Bo,
Espargmrde Controt, Vester Torv 2, 3080, Tel: 4513 1846

FAKSE, Bog & ide Fakse

Torvogada 14, 4640, Tel: 5671 3013
FARUM, Bag & idé Farum

Farum Bytorv 64, 3520, Tol; 4485 1225
FREDERIKSBERG, EB Gomes
Falkanar Alla 46, 2000, Tol 3538 8092

Godthabsve) 36, 2000, Tel: 301H 7025

Bog & idé
Sondagade 4, 9900, Tel: 9843 2504
FREDERIKSHAVN, Roses Baghandel
Somdorgade 11, 6900, Tel: 9842 1454

Jombanagade 31, 3600, Tol: 4736 3059
FREDERIKSV&RK, Hobhy & Legeta]
Moregnde 38, 3300, Tel 4772 1693
GILLELEIE, Lillys Legalo]

Veslmbrogada 9. , Tel. 4830 3090

GRENA, Bog & idé Gran&

Toivel §, 3500, Tol: BE22 1033

GREVE, BO Boger Hundiga

Hundige Starcanter. 2670, Tol: 4360 6006
HADERSLEV, Legekaden Haderslay
WMonegade 20, 6100, Tok: 7453 0385

HADSTEN, Mosquito Cykel Center

Kirkovey 1, 6370, Tol: A598 0830

HADSUND, Lorentz Nielsen Bog & Idé
Storegade 14, 0560, Tel: 8057 1833

HELSINGE, Schwartz Bog & Idé

Ostargade 17 - 19, 3200, Tel: 4670 4001
HELSINGOR, BO Bager Helsingor

Stutups Plads 1, 3000, Tol: 4921 5600
HELSINGOR, Hobby & Fritid

Raseniiluve) 2, 3000, Tok: 04821 4542

HERLEV, Bag & Idé Herlov

FHlarlav Bymidie, 2730, Tek: 4404 0477

HERNING, BO Boger Herning

Bredgadn 6, 7400, Tol: 9712 0747

HERNING, Buddy Legeto]

Herng Cantied, Markurval 17, 7400, Tel 9722 0552
HILLEROD, Hobby & Fritid

Hostrupue] 4, 3400, Tel, 4825 2616

HILLEROD, Legakmden Hillerod

Slotsgads 27, 3400, Tel: 4824 6161

HIORRING, Bog & idé Hjorring

Stromgade 1, 2800, Tel: 8832 9508
HJDRRING, Rossels Boghandel

P, Harkjcers plads +, 9800, Tel: 3882 1744
HOLBEK, Geppels logelo|
Smadalundsgatle 22 E, 4300, Tel: 5944 1888
HOLBAK, Storkielt Bog & Idé

Anlgady 31, 4300, Tel: 5943 0074

HOLTE, Legetojsbulikken

Hotta midipunkt 23, 1. 2840, Tol: 4545 1782
HORSENS, Bog & idé Horsens
Sondeade 30, 8700, Tel: 7561 1711
HORSENS, Legekmdon Horsens
Hospitalsgade 15, 8700, Tek 7561 6011
HORSHOLM, GAD Horshalm
Hovedgaden 55 C, 2970, Tel: 4505 0408
HUMLEBEK, Rodes

Toipanve) 4, 3050, Tek: 4919 1220
KALUNDBORG, Koch's Boger & Papir
Kordigade 9, 4400, Tol: 5657 0054
KOBENHAVN K, EB Games

Kalvebod Srygge 59, 1560, Tek: 3312 7172
KOBENHAVN K, EB Games

Nygade 3, 1164, Tok 3032 0248
KOBENHAVN N, Staenbergs Bog & idé
Honebropade 163, 2200, Tel; 3585 5277
KOBENHAVN K, Foraas Cigaror
Skindorgade 27, 1157, Tol: 3332 2211
KOBENHAVN K, Fantask

Sk1. Pedorstrande 35, 1453, Tol: 3381 8538
KOBENHAVN K, Bog & idé Fiskelorvet
Fisketorvat 133, 1560, Tel: 3395 0700

N NV, Arana
Renlomestecve) 80, 2400, Tel: 3633 5700
KOBENHAVN S, Bog & idé Amager
Amager Cenleel 103, 2300, Tal: 3254 3666
KOGE, Koge Bog & Papirhandel
Nowogade 12, 4600, Tel: 5665 0082
KOLDING, EB Gomes
Shovvangen 2, 5000, Tol: 7550 107
KOLDING, B.0. Boger Koldin
Kalding Storcenter 52, 6000, Tal: %m0 3634
KOLDING, Goad Games
Lastygade 13, 6000, Tel. 7550 0304
LEMVIG, Legekmdan Lamvig
Tarval 13, 7620, Tek: 9782 1511
LYNGAY, BO Boger Lyngby
Lynqgtry Storconter 54, 2600, Tol: 4507 D445
LYNGBY, EB Games
Lejamal 2750, 2600, T 0508
MARIBO, Legekmdan Maribe
Osterguds 3, 4830, Tel: 5478 2521
NESTVED, Grorg Christanson Bog & Idé
Axeltony 10, 4700, Tal: 5572 2024
NESTVED, Holsted Bog & Idé
Pimsived Storconlar 16, 4700, Tok 5573 4241
NASTVED, Langes Rog & idé
Torvastrnda 3, 4700, Tal: 5572 0116
NAKSKOV, Tusind ting
Sondergade 12, 4600, Tal: 5402 2657
NYKOBING F, Bog & idé Nykobing F.
Jenbancgade 8, 4800, Tel: 5405 2373
NYKOBING M, Morso Boghandel
Algade 1, 7900, Tak 9772 0700
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NYKOBING 5J, Bog & Idé Nyknhlng LR
Algadn 32, 4500, Tel: 5931 DOAG
ODDER, Legekaden Odder
Fesens Gada 32, 300, Tol: 6654 4276
ODENSE ¢, EB Games
Kongensgade 39, 5008, Tel: 6512 9
ODENSE €, Dragons Lair
i{ongansgada 71, stih, 5000, Tel: 6501 9701
ODENSE C, BO Boger Odense C
Vestergnds 53-61, 5000, Tok: 6611 4033
OBENSE $0, BO Boger Rosengérdscentre!
ngdrdscenteet ;.s Gul Gagade.
, EB G
. Tn]‘ [qﬂ-‘. 0070
RANDERS, Byrge Sorensen Hobby
Addhusiorvot 4, G900, Tol: 8642 5314
RANDERS, Randers Hobby Import
Adglgade T3, BI00, Tek 2923
RINGE, Fjords Bog & idé
Kithepladsen 2, 5750, Tel: 6262 1126
RINGKOBING, Buddy Legelo)
Algutia 4, G350, Tel: 972 000G
RISSKOV, Bag & idé Vejlby-Risskov
Voni Contrel Frysenhargva) 5, 8240, Tol: 862
RODOVRE, B.0. Bager Radnwn
Ratovra Cantium 11 10,
RODOVRE, Mr Gamas
Fladouta Statianscenter, 2610, Tel: 3672 0255
RONNE, Dorthe's Hobbystuo
Lilletary 14, 3700, Tel: 5695 8449
RONNE, William Dam Bog & idé
Snellomack 36, 3700, Tol 5595 0167
ROSKILDE, EB Gamas
Statianconomt 2, 4000, Tal: 4637 1546
ROSKILDE, Fanatic Roskilde
Allchulgonsgude 15, 4000, Tel: 4635 2546
ROSKILDE, Flenshorg Bog & idé
Stmndertarvet 4, 4000, Tal' 4635 0008
ROSKILDE, Onskeleg
Algada 268G, 4000, Tel: 1632 3463
SKIERN, Bog & idé Skjern
Jeinbunegads 14, 6900, Tei: 9735 1666
SILKEBORG, Bog & idé Silkeborg
Vesterqnde 31-33, 860D, Tol; 6692 0267
SILKEBORG, Byens Hobhby & Fritid
Borgorgada 46-51, 8600, Tel: B6D1 5615
SKAGEN, Legekmden Skogen
Sct. Luurenbive] 40, 8000, Tek: 9844 5485
SKANDERBORG, Schmidi Bog & Idé
Adolgade 82, 8660, Tok: BG52 0027
5KIBBY, Bog & Idé Skibby
Bymidtan 2, 4050, Tal: 4751 2562
SKIVE, Jydsk Boghandel
Marragads 19, 7000, Tek: 9751 2589
SLAGELSE, Bog & Idé Slagelse
City 3 Jombanogade 7, 4200, Tok:
SLAGELSE, B Gam
Vostojmilandscentrat 4, 4200, Tak 5852 1120
SLAGELSE, Fanatic Slagelse
Skovsegady 54, 4200, Tek 5854 4080
SLAGELSE, Uldtatien
Nygade 2, 4200, Tel: 5853 5035
SDNDERBORG, Bogeentrat
Porlagada 77, G400, Tal: 7442 2071

IRG, Bog & ide derb
Perlegade 15, §400, Tal: 7442 1020
ST HEDDRINGE, Hobbystalden
Lajrsteliove] 19, Lejofe, 4660, Tel. 5650 BE10
STENLOSE, Logekmden Stonloss
Staninse cantret 48, 3660, Tak 4717 3220
STRUER, Hanne Madsen Bog & ide
Oslewgatie 14, 7600, Tel: 9765 0408

B.O, Beger

Gomisgade 28, 5700, Tel: 6217 2290
SVENDBORG, Forve & Hﬂhby Hjarmat
Klasterpiads 7, 5700, Tek: 622
TASTRUP, EB Games
City 2 Butik, 347 City 2 Hutix, 341, Tol
TASTRUP, Genbrugshoger
Kogeve] 95, 2630, Tek 4371 6115
THISTED, Bog & Idé Thisted
Vestargnde 14, 7700, Tek 6797 0389
THI5TED Buddy Legeto]
jade 4, 7700, Tak: 6792 1933
YﬁNDER’. Jefsen Bog & Idé
Storagade 5, 6270, 7472 2341
TORSHAVN, P/F Thomas Dam Wholesale
Baks 2148, Fam lelands, Tel: 28831 1400
VRERLOSE, Bng & Idé Veerlose
Bymidian 45 - 47, 3500, Tel-298 311400
VEDBEK, Bog & Idé Trorad
Trerod Terv, Trerodve) 70, 2050, Tel: 4580 1328
VEILE, B.0. Bager Ve|le
Accontret 10, Bondergada 24-2
VIBORG, Battle Bunker
Jembanzgade 19, BE0D, Tal: 8660 1740
VIBORG, L. K. Bog & idé
Sci. Mathias Marked 202, BB, Tel: 8662 7762
VIBORG, Schous Bog & Idé
Hjuharve: 5, 8600, Tal: 472
VIBY, Rybner Bog & Idé
Viy Centrat, B260. Tul 6118030

5329

641 0165

26, 7100, 7582 0544

Az 63, 4760, m 5534 0431
RINGSTED, Buddy Legefa]

Mortagada 15, 4100, Tl 5767 1480
AARHUS C, Goblin Gata

Kystvejon 27, BOGO, Tal: BE18 4211
HORNSLET, ABC controt

Sholevangen B, 8543, Tel: BEDY 5023
VARDE, Bog & dé Varde

Vestergada 18. 5800, Tek: 7522 0040
EBELTOFT, Ebsltoft boghandal
Adalpade 48, B400, Tek: 8634 3044
KJELLERUP, Ide & Hobby

Sondargadn 12, 0620, Tek 0684 1326
SOR@, Legekaeden Soro

Holberg arkadan 11, 4180, Tel: 5783 3705
NYKOBING F, Hundehuset
Jerhanegade 33, 4800, Tak G485 0846
S&BY, Boger & Paplr Sehy
Gronnegade 22, 9300, 8848 1644
HERNING, Forges Keelder
Swmallegade 12, 7400, Teh. 3510 1897
NESTVED, Arena Naestved
RAnmshertod 17, 4700, Tek 5554 6700
HELSINGE, Teaterblxen
Fradonksborgva) 10, 3200, Tak 2092 2991
GW KDBENHAVN

Fredonksborggade SKL. 1380, Tek 33122277

FALKLANDS

STANLEY, Falkland Collectables
The Genoml Store, Tell 00500 21174

GW HELSINKI

Simonkatu i, 00100, Tak: 00358 975 154 525
ESPDO, Palimasta

Ulappnkatu 1, 02320, Tel: 4358 O 5133283
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Tel 6615 9928

FORSSA, Fun Stulf & Cards

Hidmaentie 7 Torlkeskus, 30701, Tel: 4358 34356585

HAMEENLINNA, Levy ja kasetti

Patokunnan katu 11, 13100, Tet. +358 3 6823360
HANKO, Hobby Jobl

Vuorkatu 10, 10900, Tel: +358 18 2465938
HEINGLA, Talousmuevl [a lelu

Hauppakalu 19, 18100, Tof, +358 8 7153005
HELSINKI, Fontasiapellt Helcin
Vihonkatu 4B. 00100, Tek: ~358 8 650003
HELSINKI, Fontasiopelil Vi 1o

PL 129, 00531 HKJ, +358 9 56
HELSINKI, Sinaoperi |

Wakaskus, 00

JAMINKIPOHIA, Vanha Kaartl
Kimialionntle 2054, 23210, Tol
JAMSA, Jookke Soari
Valitio 1 100, Tak +358 1
JARVENPAA, Bilato
Helgmaqintie 13, 04400, Tai+358 50 413 47 60
JOENSUU, Fanlasiopellt Joensuu
Kaugpakaty 32, BO100, 4358 13 2843144
JYVASKYLA, Faniasiapsii) vl
Kaupp: 00, Tal+350 14 216620
JYVASKYLA, Slnuupl:rl Jyvuskytu
Vapauton Kot 4
u:mwn, nmilcvnrluum I(ur:n

PL ati 1, 04201, Tel: +350 8 2344210
KAEHI.!UI. Eugle Card
Eteliingn Kanalantie 7. 48600, Tel
KOUVOLA, Muovispox
Valtakatu 3, 45100, Tek +358 5 3117855
KUOQPIO, Kirja ja Lehtilinna
Kuninkaankatu 23, 70100, Tol + 358 17
KUUSANKOSKI, Kirja Savinen
Kauppa-mikio 1, 45700, Tal: 4358 5 3740271
LAHTI, Puslenieuun Pelit

Auutanenkaty 16, 15110, Tek: +358 3 7515151
LAPPEENRANTA, Sincopari Lappoenranta
Brahankaw 3, 53100 4358 5 5451 444
LOHJA, Lohjan Kirjukauppa
Lavnnokaly 48, 08700, +358 19 324
MAARIEHAMN, Dillen
Torgaman 7, 22100, +350 18 15
MIKKELI, Muppelo
Poragsaimanitaiu 21, 50100, Tel +358 15 3
NUMMELA, Kimmon Pell &Loht
Tuiisantio 1, 3100, « 356 B 2226041

OULY, Fantoziopelit Quly

Kouluiah 28, 90100, Tel +358 8 374004
PIETARSAAR|, Platarsaaren Kirjakauppa
Ispknty 11, 6600, Tal: +358 & 7230363

PORI, Porin Pitkis

HarltuanTor 2.Krs, 24100, Tal. 358 2 633 2880
PORVOO, Askartelualtta/Hobhybadan
annamaiminkat 10, 05100, +356 18 5243775
RAAHE, Rachen Anurlolu iu Paperi
Landekorvontie :
RAUMA, Wanhan Ruumun POP-pali
Homamonkntu 14, 26100, Tal: =356 2 6234040
RHHIMAKI, Babyroom

Kauppakitu 57,1100, Tel: +358 19 7553
ROVANIEMI, Lllgn:nnrnr Jass]
Anvakatu 28, 86200,
SALO, Solon Hnrrus
Villionkatu 21, 24240, Tok. +35K 16 3580545
mvom.mm Savonlinnan Amlk'\mrlnnlll
Ankaiu 51, 57100, Tel: +350 15 534
semmom, Fantasialinna

Vapaudenbic 51, 6 0. Tol, +2358 205616928
SEINAJOKI, Pltkékiekia
Varkatntaan kam 4, 60100, Tol258 6 4177680
TAMPERE, Fantaslopallt Tompare
Fanganhaly 5, 33100, Tol +358 3 2225
TAMPERE, Info Koskikeskus
Kashixonk
TURKU, Fantaslopalit Turku

Yiiopistakaty 30A, 20100, Tel. +350 2 2328413
TURKU, Sinoaper] Turku

Vhilarinkans 5, 20320, Tol <258 2 5141100
VAASA, Nirunary

Rauhankalu 12, 65100, Tol: 4358 6 3127027
VALKEAKOSKI, \rumnuknss«nnmna
Kauppakat 3, 3760

VANTAA, Slnnuperl Myyrmanni

tshubuga dat. 01600, Tal: +358 0 3487 0222
VANTAR, Sinaoper] Varista

Martinky 1, 01720, Tel: 1358 9 340
KAJAANI, Leppakertty
Kauppakalu 34, B7100, Tek
KOKKOLA, Katikatsamo
Ristimanankat f, 67100, Tel: 1358 6 B2
KUQPIO, Fantaslapalit Kuo,
Myliyisat 9, 70110, Tak +350 17
RIIHIMAKI, Babyroom
Kauppakat 57, 11100, Tal +7
KOKKOLA, Kotikatsomo
Kakkolan Kabkalsome, Prstranmankita 8, 657100
+350 6 B2

GIBRALTAR

GIBRALTAR, Ban-Maou Hobbles
15 Padiamant Lana, Tal: 00350 74

GREECE

ATHENS, Fantasy Shop: Perlsteri
Themistokicous 52 & Thookntow
ATHENS, Action Habhbies
Chalargos, 0030 210 6531515
ATHENS, Fanlasy Shop
Seplermviiou 65, Tek 0030 210 &
ATHENS, Fontosy shap: Ag. Paraskevl
Agiy Ioannou 248, Tel: 0030 240 5005312
ATHENS, Fantasy 5h=p. Kifisia

Drosim & D, Krytakey 16, Tal. 003
ATHENS, Fantasy Shnp. Pelral
Ypsiantoo 116, Tel 0030 210 413
ATHENS, Fontasy Shop: Exaorchein
Fhomisickicous 4345, Tol, 0030 210 3820877
ATHENS, Kalssa Amarouslou

Ko 7, Tel: 0030 210 61
ATHENS, Koissa Chess & Games
Kalhdromiou 8 & ippofratous 11
ATHENS, Kaissa Glyladas
Karikan &, Tol' 0030 210 B82 057
ATHENS, Kolssa Holondriou

Douiiisis Plakontias, Tek 0030 210 6838485
ATHENS, Kolsse Monokeros

Trns Septemviiou, Tol: 0030 210 BB13 800
ATHENS, Kaissa Pogratiou

Tal. +358 1.4 2400,

15886133773

o7,

210 BO1G04Y

. Tok 0030 2

383

Tokero 26, 33100, Tel: «358 3 2251850

10 356488

116 34, Pi. Messologiou 2-4, Pagrail, Tel: 00 30 210 7218

3

ATHENS, Kaolssa Peirala

Instaniog 174-176, Tek: 0030 210 4206 636
ATHENS, Kolsso Plgonsos

Ditou 22, Tel: 0030 210 5786707
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CRETE, Fanlasy Shoj
ldomanes 2, Tel: 0020 2
CRETE, Kalsso Honla
Kydumas 107, Tk 0030 2
HALKIDA, CD Corner
tiaoul ol 0030 2221 BTHG
LARISA, Koisso Larisas
Koumonndouron 22, G030 2410 537337
PATRA, Fantasy Shop:Patra
Pantan 75. Tel 0030 2510 2
THESSALONKI, F-nlus,I Shop: Thessalonlkd
Pl Navarinou 2 Gounan, Tal: 0030 2010 240193
vcn.ns Fantosy 5h op
lias lD Tal: 0030 24210 28782
szus. Dragons Ey= Sto
Floming 42, Kei Toi. (‘\ "'l‘ 106924
PATRAS, Kaissa Pnlm;
Gounan & St
CHANIA, Kaissa Chanfan
73100, 168 Kyelonias St, Tel 0030 2821080596
PERISTERIOU, Kaoissa Peristeriou
Uilow 22, Tol; G030 2105786707
MAROUSI, Batle Bunker
Dranysou 9, Tel, 0030 2) E]
THESSA!.DNIK Kalssa Thnlsﬂlnnlkl;
ra A, Tol: 00 30 2310 257 307
ArﬂENs, anlnsy Shop: Halandri
Kolokotreni & Ginl 6, Tol: 0020 210 GB7I96

HUNGARY
SZOMBATHELY, Sarkanytuz
5700, Kosuth L w, 20, Tel: 00 36 70 31 68415
SZEKESFEHERVAR, Legendok Csarnoka
8000 Pityer u. 42, Tol: 00 367 0 2057 928
SZEGED, Csillagvey

6722, Gogo! u. 15, Tol: 00 36 2033 71 501
MISKD!.C Deran

3535, Deryna v, 7, Tal 00 36
BUOAPEST. Silverland
10306, Lajos u. 40, Tel 00 361 25 041 57
BAGVDGSZOVAT Warpsho,

2145, Kossuth L, 12, Tok 00 362 03818134
GYOR, New Ork

8021, Aryny J. u, 13 1 em, Tt 00 367 060 12310
'VESZPREM, Sorkanyiuz

8200, Kassuth ut. 10a, Tal: 00 3670 59 841 30
BUDAPEST, Trollbarlang
1061, Andrasay ul. 33, Tl 36

ICELAND
REYKJAVIK, Nexus

PO Box 5085, 125, Tel 1354
ISRAEL

TEL AVIV, Freak
Even Geviral 50, Tel: 00972 3
HERZLIA, Freak

Sakalow i: 00972 9I58I077

]

aott

1856

Qssstidn 33, Tel 008 p
RAMAT HASHARON, Tapuch Fantazy
Sokalov 40

HAIFA, Kilaro

Hanfit grandd mall, Tel: 00972 48
TEL-AVIV, Kitaro

tharkaz baalel Ha

MALTA, Forbidden Power

83 Triq Misrah 8amion, Msiaa, Tel: 00366 21 227469
MALTA, K Hobbles Lid

Mposch Road m Pla 43, Tal: D056 21 BAGA23

ALKMAAR, Bookers & Strippers
Botarslrant 19, 1811 HP, Tel 0001
ALMELOQ, Somberg Modelbouw
Gratesirant 136, 7607 CW, Tl 0034
ALMERE HAVEN, Fantasia
Kerngracht 49, 1354 AE, Tel: 0031 56 531 61T
ALPHEN AAN DEN RUN, Top 1 Toys Aric vd Panne
Hooftstrant 56-68. 2408 GL, Tal: 0031 17 247 2254
AMERSFOORT, Spellenwinckel
Schowlerstraat 811 EA, Tel 0031 32 470 0522
AMSTELVEEN, Het Ganzenbord
Padnvinker 59, 1106 783, Tak 0031 20 641
AMSTERDAM, Grulu Beer Speelgoed
Linnaeussiran € al: 003Y 20 463 BBBG
ARNHEM, Spcl\(wadmr Arnhem
Phicuvistag 34136, 6611 BL, Tel. 0031
ASSEN, Flnln
Stations G401 KV, Tel: 0001 59 231 3202
BERGEN OP ZDDM Big Bays Tays
Linvaviouwastraal 23, 4611 JJ, Tal: 0031 16 425 0848
BERGEN OP ZOOM, Stripwinkel Gilles |:|l: Geus
Bosstraal 4, MC, Tel G031 18 424 7462
BERGEYK, Wouters Technahahby
Pankepstraal 41, 5571 CP, Tei: 0031 49 755
OREDA, Madelbauw Oliok
Bonchi 23, 4371 GA, Tol 0031 70
BUSSUM, Bakx Modeltreinen
Laardorwoy 3. 1402 BA. Tel. 0021 35 61 8410
DELFT, Top 1 Toys Speldarade
Hippolytusbuur 21-25, 2611 HM, Tel 0031 15 213 4518
DEN BOSCH, Atomile Der sch
Himhammarstraat 80, 5211 Tel 0031 7
DEN HAAG, Intartayz Theresiostroat
Tharasiasiruat 280-284, 2503 AX, Tel: 0031 70
DEM HAAG, Spellenhui
Zoutmansirmat 93, 2518 (7, Tol, 6031 70 364 4782
DEVENTER, Knibbal Comics
Fhaowsaat 38, 74109 LM, Tek 005

aciin 12a, Tel: QU9

54 631 2981

02028

17 3120

7 061 675

DORDRECHT, Hobby Modelbouw Dordrecht
Vuorstrnl 360, 3311 CX, Tol, 0031 78 631 2711
EDE Tfnnen Soldaal

BE5 3206

EINDHDVEN Atomik Eindhoven
Higurasiia 5611 DA, Tel 0031 4
ElNDHDV{N Gumesworld
Willerns , 5611 HB, Tok 0031 40
EMMEN,I Floys J. van Peet
Derhstiaal 17, 7811 EK. Tol: 0031
ENSCHEDE, Pijplines
Piipanstant 34, 7519 GM, Tel 6031 33430 5
DEN HELDER, Proton Modelbouw
Zuldzma 36, 1701 BS, Tel: 0031 2
GELEEN, Tactica

Anjeli 6163 CJ, Tel 0031 -4
GOES, Fantus Frmrn;y Stare
Groana Weidje 16, 4461 /WY, Tel 0031 11 525 81
GCII!INCHEM Nell!n Modelbow

01 1V, Tek G031 48 333 6000
GCIUDA In!crfny: v/d Wal

Hieuwa Markt 70, 2801 GP, Tok 0037 18 251 33
GOUDA, The Movie Store

Langa Groonandaal 114, 2801 LV, Tol: (031 18 252
GRONINGEN, Krikke's Hobbyshop

Hisuwa Ving 20, 9711 TE, Tal: D031 50 312 8314
GRONINGEN, Wirwor

Oudn ik in 1t Jatsirant 40, 5712 £,

9 161 5495

AT

HEERLEN Alumlk Heerlen
LB HP. Tei: 0031 45 574 0232
HOORN. Hci Gl.-lt Teken
Groa Oost 33, B8R, Tok 0031 2

21 6623

51, Jacobastraar 4, ¥ A2
LEEUWARDEN, Spellckijn
Yeorstraak B4, 6311 TH, Tel, 00
LEIDEN, Talkienwinkel

o0 Rilndik 195, 2314 AD, Toi:

MAASTRICHT, Atomik Mu:l!lrl(l\f
kerhurnetraar 59, G221 ED, Tei: 0031 83 326 1631

MAASTRICHT, Hounjet

Burg Cartensir 18, L G GV, Tel: D031 40 363 6770
MAASTRICHT,
Bruzsols [ H PG Tol: 0031 43 425 1863

NEUNEN, Schellens Speelgoed
4, 5671 GG Tek (103} 40 283 2534

70. 6511 MP, 0031 24 3236110

OEGSTGEEST, Do Tombe Tays far Boys... and

Do Kempanaarsteant 77, 2341 GS, Tol: 0034 74 517 2377

OUD-BELIERLAND, Mourits Model-Hobhy

Croan 21 A, Tl 0031 18 £63 1031

ROERMOND, Bloemboetick Hermien

Iassaustraat 66, 6043 ED, Tel 0031 47 532 1710

RODSENDAAL, Jadin

Ourles Marks 50, 4701 P, Tal 6031 16

SCHIEDAM, BTS

Croongizan 49, 31 3, Tel: 0031 10

SITTARD, Atamik Sittard

Stawonateant 19, 5121 AX, Tal: 0031 46 451 5074

5LUIS, Top 1 ch: E. v/d Vijver

Quze Ken Q031 11 FAG 1393

SOEST, Top 1 Tny; Soest

W Viped CE, Tol: 0031 35 620 H444

TILBURG, Lobyrinth Tilburg/Brada
St

387

CF. Te

aran!

Langesiaut 176 Tek 0031 13 544 3700
UDEN, Gohlin
Beabarplein 162, 5301 GS, Tel 0031 41 327 0562

UTRECHT, Elf Fantasy Shop

Oude gracht 207, 3511 NH, Tal: 0031 50 281 71

UTRECHT, Whoops

Sprogweg 1, 3511, Tel, 0031 30 230 4

VENLO, Modelbouw Luthart

Oudla &t 7A G011 NL, Tal D031 77 354 2688

AR, Top 1 Tays

Langst 9. 2242 KK, Tal 0031 70511 0211

WORMERVEER, Mini-Wonders

Amfienstiaal 1, 1521 AT, Tl (131 75 640 1617

ZUTPHEN, Vreemde Zaok

Groane markt 2, 7201 HX, Tel: 003
LE, Bockenhalie

pursiraot 103, 8012 OH, Tl 0031 38 4

57 55

atl
36, B011 VX, Tol 0031 28 421 6385
HENGELD Top 1 Toys Mickey van Wezel
Burg. Jansonplnin 14-i7, 7551 EC, Tel. 0031 74 281 2200
OPLINEN, Spelkelder
. van Opficnshiant 20, 4184 ES O
SCHIINDEL, Top 1 Toys Annick
Haaldstrant 133, 5401 AD, Tel: 0031 73 547 7768
wm'rsuswuu Top 1 Toys Winlcrswhk

i E0, 7101 EX, Tel; 003

‘“" Mol Plastic Mods
oimakerstraat 64, 1991 JE, Tel: 0031 2;
GW AMSTERDAM
Hakin 36, 1012 KT, Tel 0034 20 6
W ROTTERDAM
amaveldgl

an

6016

3063

4012 AP, Tok 0031 10 280

ut 128, 2511 AX, Tal: 0031 70 392 78
GW HAARLEM
Gigrstraat 20, 2011 GA, Tel, 0031 17677

ZQETERMEER RC-PFitstop
2710 A, Tel 0031 70 316 0560

Qude Dm!.N 202, 3511 WA, Tel: 0031 30 233
AMSTELVEEN, De Groot Toy Special Slnrr
Remorandthal 42, 1181 2L, Tel 003
SPIJKENIESE Lord of Magic

a1 7, 3201 AR, Tal MH 181 618061

NORWAY

ARENDAL, Norll Arenosenter

Torvot 10, HOD, 37025454
BERUM, Ringo Brorums Verk Leker
o} 5 woion 2. -1317, Tel 067133450

BERGEN YES Vi Lakar Du!an Lokar
Onse tarsantor, Tel 055161200
BERGEN Ringo LLlu.klo!sr.'n
Osite Mesttonyel 16, N5
BERGEN, Avalon Bergen
Fanunan 4, M-56013, Tak 233,
BO | TELE.MARK Ringo Bo
Bo-Senteral, N-3800, Tek 35061132
BODO, Underholdningst
Sandgt. 3, N-8008, Tek 75
DRAMMEN, MIA
Mate Storgaton 6, Magasinet, 10013, Tel: 32626100
DOKKA, Yes vi leker Dokka
Seigloss ser 70. Tek 611 L1}
Glasmagasinet Ogrey
0, Tel 51451900
EIDSVOLD, Brio Eldsvall
SUNDGT. 7, N-20a1, Tel: 63961955
FAUSKE, Ringe Smart
Storgl, 72, M-8200, Tot:
FLISA, Ringo Bomsofar
Fliza Stormarked, N-2270, Tel: G 260
FREDRIKETAD Yoz vi !ulu:r Leketorvet
Brock Gt 7-11 3158
FORDE I'llngn I..:lkuhusl-r
o n 8, M-6800, Tal
EJBVH(. Ringo LEII.I!-UI:I:n
Storgt. 10, N-2615, Ti
HALDEN, H. .ﬂndum\m In!crhnk
Storgitn 16, H1781, Tel BIN78I00
HAMAR, Lekohusat Maxi
Aslak Botts gt 40, M-2315,
HITRA, Ringo Hilra
Jorien Kjopsonter M7240. Tel: 72441245
'HUSNES, Ringe Hvlnurud Libris
Husnes 5480, Tel i
JESSHEIM, Brio Jll:lhnlm
Jesshaim Slorsemar, MN-2050, Tel' 636
KARMSUND, Centra HnndulA.’i
Haraldsgt, 123, M-53508, el 580
KONGSEERG, Ringo Ralf I.Innu AS
Kitkagatan 6, M-3616, Tt
KONGSVINGER, Ringo Eﬁnﬂ}u Lnknr
Jembanagl. 6, N-2211, Tol: 62817611
Karis Hobl.vy

2G50

308

Z -

Tol: 6254




e

KRISTIANSAND, Hobby Huser
Honilk Viergetandsar. 26-36, -6
Outland
Warionsgl. 24, 14-3611, Tar 3803
KROKSTADELVA, Helmax Luker,
Suskorud Storeanter Sandstrands 24, 43054, Tel 3
LANGESUND, Rlngn Tarangers ki, Per
Totvet 4, N-2070, Tek
LARVIK, Ringo Sekrates Lokeland
Torvet 63, N-3256, Tel. 23105437
tILLEsAND Illngn Gavemagasinet
Steand Gt (L
Mol nANﬂ. Ringo l. ehlnrﬂnl
Werdabl Gcgs Gf. B,
MOLDE, Yes vi leker Leke Jarnet
Torget 1 NGA13, Tol. 79290263
MosmEN, Huhhy:nnlrv!
H 1 Tek 7
mnss Ringo Tm!lﬂuen Lnknr Mass
Amii Senterit Drar 530, 09240585
MOSS, Brio Frmnleldr
Oraningansgy, 10, W-1530, Tel: 63
MYSEN, Brlo Suknr og Ting
e am don 13, W-1850, Tol: €
NARVIK, Brio Lek Centor Nemsl
Beinnsnatn 1 Anifs T

2. Tel 32020310

M

1290

NARVIK, Ringo Barnas Vurdm
ong G570, N-8514, el 7¢
NESBRU, Ringo Eventyriand

Mogelund Veion 8 N334, Tet:
O5L0, Yas Neﬂnd’dnn Bakhnndnl

Iangoen Conte aldan, Tel 6EF11055
0SLO, EB Dnrnl:s

Aombang 16, 0154, Ter 22177077
oasLo, Brio. Netabeno lumh:rﬂ!ﬂ!ar
Langty NS, M50, Tak 2
asLo, Avulnn Oslos
e 5 NG151, T
osLo, Oulfund
Jembanetaiget 1, N-0154, Ta
05[0 Ouiland Paleer

K hane Gato 4

Bergon: «\! Tel

N-373, Tok 2
0510 Brio CC Vest

40107
SKI, EB Gnm!;
demnbanavesen &, 1.0

arggen 6, N-A401, Tok 6
SKIEN, Gulset Leker AS
Hyhusen 13 13728, fol
SKIEN, Ringa Bjarne l.nlﬂ:r
Lioriowel HAT17, Ter 0
5OLA, Ringo Sola Gaver og Leker
on, M-S0, Tai: S1651763
SDNEDAL Ringo Sogndal Glasmagasin
960 Storcenter, M-GAST, Tok: 767 1860
som'LANn Ringa Bamse Lclm—
Swubsgirinn, 10460, Tl 76 .
smvnMGEh. Vslatrikk
S 1813000, 7

23801

Wakousar, 12 u'uw- el 7
STROMMEN, EB Games
Stopaiiveion 5, 0, Tek 635
STROMMEN, Standard Hobb, o5 Leker
Stopeny. §, H-2010,
sunNAI:AL Ringo Prasangen

Anil 50, Tel 71657485
.wml.wsu Ringu Blindheim

Kyikavaien, 6239, Sykkiyven, Tok: 70251026
TONsBERG, Glcdu huset

0. Lan 7, H-3110, T
TONSOERG, Mlu
Fammans Steadst, Jumbanent 10, 3110, Tl
TROMSO, Tramso Sruktbokhandel
Kitkegt, 6, 148004,

TRONDHEIM, Avulurs Trun:illelm
Kangens gal 2, Tok 735108
TRONDHEIM, omlund

Lon i, 7011 Trondhain, Tar
TRONDHEIM, Tronderfrim
S Qlava Gt 41, Me7012, Tal. 7
TYNSET, Ringo Tynact Bokhandel
Bragl, 2A,
VADSD, Bria vnd;

W, Andaraonsgl. 4, b-0B11
VINJE, Ringo Vinlo
Vinj Mullshap, 3600, Vinje, Tol: 45071

wr

, Ringe
maz NGO18. Tol
ALESUND, l(mmmerllu:rz!
Langalanas vz
ALESUND, EB Gamaz
Gedmmergata 1, B00), Tal: 701
GW OsL0
Molierguea 7, 0179, Tul, 2
LIERSKOGEN, EH Enmus
Drammenve 20, 7o
DSLO EB Gnmw:

b 2500, Tol: 228 357 00

POI.AND

GDANSK, Spyder Games
ul Dywizionus 303 ne.2, BO-452. Tat: 00 48
WROCLAW, Ek:wnnhlnde Centrum Gler

Tod: 7014

ul, Ludna $50 50-353, Tel' 00 46 600 426 3

GLIWICE, Gumu Slnliun

L i Ve 10 12, 44100, Tol. 00 48 505
194

WROELAW Stan
ch S3-020, Tel: 00 48 713 (0B 500

wnnsznw.u Wcrsnw Madel Centre

ul. Powsinsk

WARSZAWA, Wursuw Model Centra

b Bitwy Warszowssic) 1920 v.onr 4, Tol: 00 48 22 8

WARSZAWA, Wunnw Madel Euntrl:

ul. Gstiobramska 75 ¢, Tol: 00 48 22 61

POZNAN, Sklep Wilczok

ul. Ziotona 1, Tel: 00 40 61 503 652 868

BIEISKD BIALA, Gnom
0, Srkalaa 15, Toi: 00AB 330124606

GDANEK, Iskra

B0 A

46 46

37 66

a9 16, Tat 0048 53

GDYNIA, Fulurex

B1-572.Wa i S2 Z0/886, Tel: D048 567511160
KATOWICE, Bard Centrum Gior
40044, Kon Zhi B, Tel 005! ST

ST otk S R T ) T

KIELCE, Sklep RPG Gracz
-300, Mala 12 fw bramie), Tel: 0048 507013387
KRAKOW, Bard Centrum Gler
31135, Balorego 2017, Tek 004D 1263207
LODZ, ‘Ajk' Firma Kslegarska
4906-103, Piotikawska 5, Tel 18426308301
LUBLIN, Krzys
20-0048, Kagucynsha 5, Tel: 4BB1E
OPOLE, HMS Il Computers
45014, Krakoaskn 413, Tel 487
NOWY SACZ, Hobbit

53100, Jag Tal: ABEOA1 30
POZNAN, Bard CLlnlmm Gier
G1-505, Sw. Mar T
I'QRUN Skh:p anlnrnl:l:y

7100, Szei 856652258
wnnsmwn, Ksiegarnia Bellong
G0-068, Krakowskeo Przedinvesein 11, To
WAESZAWA, Fober Fnhnr 51

ulivwakn 11 8

onska

46, Tok

wm! ZAWA, Kslegl:rnin susku rmeuR
03 Brazyfiha 9, Te 617
WAREZAWA Sklop Marlan sc
Sinrkich 124 Paw. 155,

LUBIN, Balrog
G8-300, Grotgin 9, 46
lQDZ Gaomelord

25, Plotrkocka 101, Tel 00 48 6311 11 81
wnnsz.nwn. Arlmnu Kslcl.kl
Pl Wilson IR 0417
WAI!SZAWA C]Hndnl

Al iff'r'\l 1t Edukac Nasodowey 98, Tel 00 48 601

N2T14615

ROMANIA
CLUJ-NAPOCA, Otala
fagalp Fordinand 7, 400428
RUSSIA

Kmsunmn Alegris-Jug (suulh)
i Tol: 008612

Tol: 00 4072 720

MINSK, Valohanovich ent
4 av b, Palace of Spons, second tioor Tel: 00RO

MDEEDW Alegris

ion Dulhanka, Mia ayn S 2001, Tel.

4(!’1
NOHLIEK Na Srykn ernv
3 nl i

Nuvnsmmslt Icehummer

u 50. Dom Byta
SARATUV Du!skiy Mir
Mir,

mmhov Hobby and laruxhkl
sionalaya st, b54-b, Tormavy Wi, Tet: 007
Mnscaw Alegris

ni iz

ya Prospekt Mim 103, To,

SERBIA-MONTENEGRO

BELGRADE, Exit thhy Stare

Cina Ljubina 1, Tal; V11627

PODGORICA, Nzulran Pnd‘gurim

1 Roputdike, Toi 00 38) 69 )

BELGRADE, ANET Hobbystore

Visagradska G, 11000, Tel: 00 381 11

BELGRADE, ANEr Hohhyslure
15000,

NOVI 5AD, Vulhuln

21000, Masarkos 18, Tel 00 381

NOVI 5AD, Dragan

21000, Krafia Aleksandra 4, Tek 0 301 63

BELGRADE, White Dragen

V1600, Vojado kienka 44, Tel 00 381 6

ZRENJANIN, Toke;

23000, Sarging 5,

SLOVENIA
LJUBLIANA, Crna Luknja
000, Pojanaka 18, Tel: D066 01
LIUBLIANA, Pri Goblinu
1000, Dolanyska Casta 11, Tol 00306

SOUTH AFRICA
RETORIA, The Smelly Trnll
7 Lynnwand Raad, Tel GBI 07T

DURBAN, The Haobby 5pnklulis!:
33 Ken S

i, Tal

38

72104

CAPETOWN, Wizards Warehouse

Stiep G19, Stacwum ar tha kain, Toi: 0027 216430360
LINMEYER, Bragions Don

b, Tok 0027 082
m HA NN Esuums RG, Excviex Rotall

JOHANNESBURG, Wizards Warchaouse
Lowar jovel £ Vale, Tel: 0027 21 663 0560
JUHANNEBURG Wizards

dan Smuts Avonua

RANDBURG, mhcrlund
Shop G100
ik

Nd, Tei; 0027

E(JI.ITH—AFRIU\ Bottle Planet

fio 4 WEM Centro, 177 Ceclle Steat, Tol: G0 2
SWEDEN

MALMG, Utopia, Malms
Regamentsgatan 8, 211 42, Tel 040 127250

JOHANNESHOV, £ Guiies
Atgravagon 55-63, 121 77, Tel (8
KARLSTAD, EB Gumc:
Dionninggatan 21, 852
STOCKHOLM, EB Games

142, 111 56, Tol: 08-2

Tol 054183 010

FMUN EB Games
et Helman Ostra Hamngotan 6, 791 71, Tl 023-122

Kls'm EB Games
an, 164 61, Tok: 08-750 65
NYKDPING, ) Games
Vilswa Storgaten 12, 611 31, Taf
ESKILSTUNA, EB Games

Cityhusat - Kungagatn 24, ¢ ., Tek 16514 500
GAVLE, EB Games

Hian - Drotninggatnn 9, 803 20, Teb 025120 80
JONKOPING, EB Games

Ostra Stamatan 7.9, 1, Tek D36-129 775

Sriasdi e e

B =

KARLSTAD, Spal och Fantasi

Kungastan &, b0 1070

QSHARSHAMN, Erlu-Dskurshnmn
To: 04

Lila tor 70 &6

@

en
Stock :J!mw-‘lqw 78124, Tel: 0176 574
STOCKHOLM, Dragans Lair
Kung torg 8, 112 21
DEGERFDHS Bu;kul
69

of 00 44 5
lekuplng

ARVIKA, Perry Dala
Kegmangatan 4, 67121, Tol, 57010669
ASARUM, Luk & Fritid

2 T+ 52, Ter

Bou.ms anghndan

Wikstrir Staty 3, Tot 276611304

530,

BORAS, EB Gums
Knaflanan, Skaraboms
DORAS, EB Games

Brogatan 7, 503
BORAS, th x
1Al 34, 506 30,
aDm.nNBE sa Gamus  Borlange
Kupsien 16, 781 70,
DANDERYD, lesukshu:el
Morby Cenfrum, 182
ESKILSTUNA, lussv:s Lnk_'inker
Kungsgatan 23, 632 20, Te 16130335
ESKILSTUNA, Barnons Hus
Follestiloden 40, 635 10, Tol 16481138
FALKQPING, anP,rs
Storgatan 2.3 2, Tet 51901150
FALUN, Ty- pnl:hnrﬂn
Fulugitan
FALUN, Spel & Hubhy
Asaatan 43, v91 00, 7
FARSTA, EB Gomos
lorsplan 42 120 47 Tel 26058560
rmsp.lm;, Allilek
Jalargat, Kalugnsgatar
r.muesmnsu Lnk:nluhmgusln:l
o ]

530, 2MGsEIL

126719

a0

GISUWED Nbe Laksnker
Sodha Stngatan 10, 3
BALLWARE Lekia
Vagan 14, 962 30, T
GnVlE Hollbplmpnn
Dion 11, Tol: 26160,
, Lilla Guls i
Gu parn Comain, 134 40, Tel! 8570
GOTEBORG, EB Games
Kungsaatan 58-60, 411 08, Tek ¢
GOTEBORG, EB Games Golcborg
Jurntorgal 4. 413 04, Tel: 31241468
GOTERORG, E8 Games Gétohorg
Fammanhiset, 411 06 Tal: 31
HALMSTAD, EB Games Halmatad
Drotining Kristina Pessagen 10, Tal: 351
HAI.MSmD , Brio-Halmatad

F ATH0733

HUDIKSVAI-L.AJ ins | Lrluukm'
Storgstan 2. 5082
H'ERNOSAND Es:l'.l e Dnln :

JARFALU\ Hobbex
whar 39, Tol. 85801800
mnFI\LLn £B Games
Mel, 177 30, 1550
JuNumG EB Games
, 55305
I(AI.MAR Tjtoy
Skeppabrey. 12, 352 31, Tal: 40022002
KALMAR, Kalmar Lek & Habby
Shdra Langgamn 42, 4
KARLSHAMN, L k.!ulﬂh
Rannbyg 97, 3 5, Tel
KARLSKOGA, Lekladan
Bargomansg 17, 631 31, Tol 0
KARLSKRONA, Fact & Fiction
Marea Kunigsgatan 7, 37133, Tal:
MﬂlsunDNA, Leksakshuser
siedizgl 5, 57 164, Tal: 4
KARLSTAD EB Gomes
o1 Frjk
KII‘!I.!NA Lukhum
ok 200 4]
Kulsrlnnsmn Spul & Vallgatan
sty sam 2, 231 34, Teb £3161091
KUNGALY, Lek & Habby
Vistra Gatan 62, 442 31, Tal 3021
KuNGEBACm Lok & Hobby

Y

S Torgy AN019136
'M £8 Games K

Rungsmisean, 434 24, Tol 26071210

KOPING, MD hy

Sche VT 7aRzE1E

LngLM. I.rksuksnlluron
Teiidghrdsgatan 14, 31222, Tol:
LANDSKRDNA, Leksakshuser

GG

Tummonm 15, 261 26, 4181070
LERUM, lecku

atian, S43 50, Tal: 30214340
I.IDINED Karana

181 34, Tot
LIDKGPING, Game Manlacs
Anghagsgaton 11,531 00, Tal: 0705 190374
LINKGPING, Sagolund

Svadanpatan 11
lempma EB G\:mn:
Tanr ]
L.II.INEEY Brln-L|un||:y
1, 341 30,
LULEA, Barnens Hus
Barv 25, 973 40

TESHEE0

B702

I.llNIl 5 ulpu clnmnnnnrgnl

22221 AB1Z7610

{HND Eﬂ G—umes Lund

0, Faratngaviigen 10, 57761, Tol: 461
“’EKEB\‘ 5=r|ll|u;:m|

ein, 5 Femadsg 41,
MALM&, Kronprinsen
Regomants G g
MORA, Lek & Hobby
Shalmyrs. 30 Narot K
NACKA, Amusar
gatan 10, Terminaly
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NUIHIKUPFNE Brio

11162120

NORRKDFING Lcklmsnl

Jdngalan 21, 802 23, Tal: 1 {28707

NORSBORG, EB Games Norsborg *
Hallunda Torg, 145 B8, Tek BE3175100

NYKSPING, Laka TV Spel
G Azol, Vitnim 5 AN 13, 61131,
NTNRSHAM.N SvensL lenhhy
dalnispiatnan 4, B0t
ommas Hﬂppfu.l g
Ominga Contrum, 132 00 I
FrriA Barnens Hus

. a7, Tel 91115910 ¥
mmau Fantasybuiken
agatan 7,
SALA, Elons Leksaker
Rivdhusgaten 10, 733 30, Tel
SKI\RHOI.MEN EB Games
Swrhatnwyg. €, 127 40, Tek 7405100
sn:usrrEA Barnens Husz
Uppimnaey 5, 931 42 Tel: 21013930
SKELLEFTEA, Lok & Hobby
W) 43,831 31, Tel 91012
SDLENTUNA, Barnens Hus

01004

2410914

v 1100 7
EDLNA, EB Gume;
Hetokyaman 8, 171 45, Tel: BA705400

STENUNGSUND, Barnhusct
ung 4 50, Tet O
5TOCKHOLM, EB Games
Kariapian 13, 115 20. Tel: BE602310
STOCKHOLM, Science Fiction Bokhandeln

Varerang Galan 4 Tel 8215052 E
STRANGNAS, Tv Spl:lshn sen

Tidrh 2

Morby Shuy EA04TT
STRGMSTAD, Nlulls Luk A thhy
Sudru Hnmnoatan &, ol 52615909
SUNDSVALL, EB Gnines Sundsvnll
Varidshusat Storn Gatan 4, 052 30, Tel: G05364749
SUNDSVALL, l:’flﬂﬂlpul och backer
Kapmangaian 6, 852 31 1ok 60155947
SVEDALR, Elbe Lels
5 233 3), Tel 40300310
SAFFLE, Bergers Lek & Bosatining

SGDERHAMN, Barnens Hus
EC 4

10 Tal: 27014
SQDERTAIJE EB Games
Storgman 4, 151 71, 5

TOMELILLA, Alfs Laksaker
Munegatan G, 27, 1710008
Tnou.HAnAN ann]
vaden 12, 461 70, Tai: 52078409
'rmLLHnrrAN EB Games $&5 Husel
Lutnghtsiden 15, 461 70, 32031070
TUMBA, Lnk:uk!kungcn
Tumba Torg 7. 147 30 Tat
TUMBA, Kom & Lek
Brygoan. 8.7, 147 50, Tal: §
TABY, Hobby & Prylar
Vallaterp 1F, 10752, Tol: 651060426
ma\' EB Games

50, 163 34 Tel
unsvm.u EB Camaz l'ﬂrp
Tonp §, 4517
UDEVALLA, Alimd:
Torp Kopeemnim, 451 76, Tal, 5
UMEA, Barnens Hus
giamv 11, 506 40, Tot 96777702
UMEA EB Games Umed

520380000

HOEOOT]

26, Tk 90701590 8

Stargaton 44, 00 Gy
uPLAan Vissv Lekia
4 00, Tod

LIFFSAI-A. P isfyndat

al 21, Tal 1B108607 2
IJPPSM.A_ EB Games
Hioadgrand 4, 753 24, Tel 15141315
UPPSALA, HobbyGames
Sholgatan 7, 750 02, Tel: 1871
UPPSALA, Barnens Hus
Bolandsgatan 152 423, T
VAHBERG Spulhu?ikun
244
VETI.ANDA, 1:|un|u|ugr!|
Lasarolisgaten 21, 574 40, Tol: 2u319ui0
VIM.MEREV. Kerstins Hus
Sedda Indusing 15,5
VISAY, Lekstugan
Hislgaten 18, 621 57, Tal 4068215050
VASTERAS, Inﬂquundx
gatan 33 2
VASTERVIK, Lﬁk;lugm‘l
Hamn G 30, 593 20 Tal 3303547
VASTRA FROLUNDA, 'uy:
Liaskonigntan, 421 21,
wu.m Hn!gl.-l Hﬁln

!

atnan

262 B4, Tal: 0431 60527 i
DnAKM EB Gnmns Odékra 4 f

ORNSKOLDSVIK, Lajbans |
typatan 18, 051 33 66083100 5 |
ORNSKOLDSVIK, Sound & Vision

Skolgatan 11, 899 33, Te
GSTERSUND, Hobbyhodan
fedpmangatan 31, 831 30, Tek &

CW STOCKHOLM

jatan 30, 111 53, Tel ¢ RN 3
GW GOTEBORG 1

11 33058

TURKEY ré
BESIKTAS, Sihir £
Hasfiln Cad. Mo 235,
UKRAINE

umr Charge
10 (otra Rorestoska), An

Tol, 0028

UNITED ARABE EMIRATES

Unllnd Ar:lh Eml uIE!, Faontasy Games Trading
1 Beach Aoad, Dubai, Tol 0071

—
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GAMES WORKSHOP CAIVIBRIDGE

“At the Cambridge Gaming Room, there’s
something for everyone,” says Andy Oldfield,
ex-manager of the Enfield Hobby Centre, who
now runs Cambridge with Manager Dave Pond.

A popular venue, Cambridge has around 20
gamers on Tuesday and Thursday Games Nights
and runs a variety of different systems. It has
devoted followings for Warhammer 40,000, The
Lord of the Rings, Warhammer and all the
Specialist Games.

Andy's mission is to make Cambridge really
belong to the gamers — he wants his hobbyists
to have a big impact on what happens there.
“It's their place,” he says. “We have really good
communication with our gamers. They influence
what games we run and the terrain we make.
We also actively encourage hobbyist-run
campaigns.”

This very strong hobbyist involvement in
Cambridge is driven by passionate, enthusiastic  [£F .
staff as Andy attests, "We're all rabid about I 3

what we do.”

Fight across blasted cityscapes.

Alex's menacing Mortifactors are heavily converted using additional components and afrange a time for a tutorial WEREVET YU l1kg asieng as
Green Stuff. The models here are part of a 1,500 points army. [ STQre,  Ne:s

b i TTa R B Ty ) PV £ ALY T AL 370
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Find your nearest Gaming Room on these puges
on our-website: www.games-workshop.co.uk/storefinder
by calling us: 0115 91 40000

= S - b
A PLACE FOR EXPERIENCED GAMERS YEARS OF EXPERIENCE ALL GAMES CATERED FOR

The age limit on Gaming Rooms gives older gamers a place to play games When you grow weary of canstant battle, you can head to the Gaming Play the games of your choice. There are tables and seenery for
withoul distraction. All gamers who attend will have some degree of Room's special painting area where you can sit and paint while swapping Warr}ammer 40,000, Warhammer, The Lord of the Rmus: Epic, Battlefleet
experience, 50 you should have no trouble finding a challenging opponent.  madelling knowhow and old war storiss vilh other habbyists. Gothic, Blood Bowl, Inquisitor, Necromunda and Mordheim,

- — ~\ Equipped with loads of tables and S NTIIER oo ] i Ta ke
=6 scenery, our well-appointed Gaming  QEEIREIER =R €iiE Bl6)
Rooms are the best.pluces f0goto . gy aperdeen........... 01224 649779
play games and enjoy the hobby. *GWBath ... 01225 334044
You'll find everything you needto ~ * gw g“:"'ev ------------------------ gfggg gggggg
. . . ® L1 [1] 7 Qe
fight a great battle, paint, get advice GW Cambridge................. 01223 313350
and more. * GW Carlisle ................. 01228 598216
. _ * GW Chester ...................... 01244 311967
Like a regular Hobby Centre, all Gaming  « gw pumfries ... 01387 249702
Rooms provide the full range of Games  « gw exeter ... 01392 490305
Workshop services. They are larger than o gy Glaggow.............. 01412 211673
a normal Hobby Centre and have many —, gy garrogate ............... 01423 564310
fables, making them perfoct for MEHND  « Gy spgiich ... 01473 210031
elow eDRrEs. * GW Liverpool...................01517 030963
o s Wiy g s o e | DUTING H10 WGk We Rave 10 TSt o G Maceesfel ... 01625 619020
two Warhounds. Gaming Room facilities to those over * GW Maidenhead ................ 01628 631747
the age of 16, but at weekends the * GW Middlesbrough ............ 01642 254091
facilities are open to all hobbyists. * GW Newcastle ..................01912 322418
Jon Bennet, a kgy- . . GW NEWJJDI‘I ............... .....01633 256295
nf'mer. painted this Gsm!ng Room Feafjlll‘egl ; * GW Northampton ................01604 636687
Plague Marine. Its | \iaried scenery and table se ups GW Pool
just part of h . T rE 01202 685634
conerte purgie | for Warhammer, Warhammer 40,000, Gy sprevgpury - 01743 362007
army, which uses a The Lord of The Rings and all the « GW Sutton Coldfield 01213 543174
Iof of Warhammer Specialist Games. e SR
Chaos components. | Dedicated painting areas e GW Uxbridge ...................... 01895 252800
: : : * GW Wakefield ................. 01924 369431
* Special events, battles and campaigns. «GW W t 01905 616707
* Minimum age of 16 on weekdays. OIGBRIEE casanisgive
Ben Cartwright
painted this High £ WR
Mage for the store.
Notice the glow
effect Ben has 5 W THE
applisd around the All our Gaming Rooms run regular I T ™S
arh at;c;)._sc?ﬂrge. ft'sk events including classes, campaigns |OR iJ
i and special games. Each one is Y TOE THE
different, so ring your local Gaming = - —
Room to find out what the staff have in iLij' T“I{ -
store for you. Lo L MR I )

.

STRATEGY BATTLE GAME

R e e e 2 o o T T e ey — oy e, e A M LD et a1 2 B LA M e s e

VTN Tty & MR L L L Ak St o e i)
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SUPPL

On these pages you will find a selection of some of the Hohby tools and aids Games Workshop produces. These
specially made products make the assembly and painting of your models easier.

CITAD|
MODELLING

Side Cutters £7

[CITADE

CITADEL
MODELLING SODELLING

CITADEL
MODELLING

Set of files £6  Sculpting Tool £3  Tweezers £5

Denmark..
Narway.
Swadzn.
Euro ...

CITADEL] |

g
"
B

Ba caraful when
using giue

Make sura you
read and follow the
Instructions an the

packaging.
Pliers £7  Pin Vice Set £8  Superglue £3  Plastic Glue £3
Denmaik.......kr 100.00 kr 40.00 r 40.00
Norway ., kr 45.00
Swede kr 45.00
Eura .. € 550

CITADEL MODELLING]

=

Modelling Saw and Blades £10  Pin Vice Drill Bit Set £5 Cutting Set £12
Denmark. Only available from Denmark........kr 150.00
Norway . Hobby Centres. Norway..........kr 180.00
Sweden Swedan Sweden.........kr 180.00
Eurp ... Euro ...... EUFO cooereerrrenes € 2000

B e
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GAMES WORKSHOP
\ [T 3 e-mail: hobbyspecialists@games-workshop.co.uk
=SSENTIAL HOBBY e ;

call: 0115 91 40000

TO O LS A i 'r r T[ P S : | website: www.games-workshop.co.uk/store

ORC FIGHTING PIT

Orcs love to fight — even against each other! Having a pit to fight in
makes it even easier for everyone else to cheer them on. Here is a
simple way to make one out of polystyrene and wooden dowels.

STEP1
Cut the base from hardboard and sand the edges down, Shape
a hill frem your polystyrene using a hobby knife and
sandpaper. Cut the middie out then glue the hill to the base.

- STEP2 |
Cut some wooden dowels. Carve pointed ends on some of them ;
with your hobby knife. Glue them around the inner wall of the pit. |
Use different heights and widths to add to the Orcy appearance. |

STEP 3
| Fill the gap between the spiked wall and hill with PVA glue.
. Embed and glue rocks to the sides of the hill and glue sand

around the hill and inside the pit.

: STEP 4 |
Spray everything with Chaos Black. Drybrush the floor and hill l
with Bestial Brown followed by Bubonic Brown and then |
highlight with Bleached Bone. Drybrush the spikes with Codex |
Grey followed by Fortress Grey and then highlight with |

Rotting Flesh to give them an aged appearance. Paint the |

tops of the spikes Desert Yellow and highlight them with |
Bleached Bone and Skull White. Finally, drybrush the rocks with ;
Shadow Grey followed by Fortress Grey and Skull White. |

STEP 5
Glue flock to the hill. Use spear tips from the Goblin sprue to
make spikes. Drill holes into random posts and glue the spear
tips into place. Add small details such as skulls and discarded
weapons in random places. Finish with some Brown and Red Ink
blood splashes. Now you're ready to begin the fighting!

B L et

www.games-workshop.co.uk/store 141



FUEL FOR THE FU

RNAC

Deep in the vastness of the Worlds Edge mountains, far below the snowy peaks, the White Dwarf sits
upon his throne within the hall of his secret hold, watching over his minions as they work upon this
very publication. As he does so he reads your missives, sometimes dguffuwing at your beardling

foolery, sometimes sinking deep into thought. Whatever Grombrin

al thinks, we scribes thank you,

for your letters provide us with the fuel for the furnace of our steam-powered printing machine.

W o] g

EXCELLENT MINIATURES

| Mikael Silvanto

Dwarf at last — Guy

PICK OF THE MONTH

My name is Mikael Silvanto, but to some | am known as ‘Migsula’ from
the Dakkadakka and Bolter and Chainsword forums. As with most gamers,
it’s a big dream of mine to have some of my models featured in White
Dwarf, something that actually almost happened a few years ago. | was
invited to the Studio and later interviewed and my models photographed. r
The army in question was my Tau, but it so happened that Tom Hibberd, ,,
- who took the pics, moved on from White Dwarf, and Space McQuirk, who!
' did the interview, | haven't heard of since. The last contact was an email =
18/ months ago saying they hadn't forgotten about me. t

I've attached a few pics of models by myself and my right-hand man il
Marko Parviainen (aka ‘Hammer’). We hope you like them.

* Your models are excellent! Here are some of them, in the pages of White

henchmen and a -Space-ﬂ/’.'arfne Sergeant - ;-"’_ T
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WHIRLWIND

In the WD305 Chris Kelly was
asking for the templates for the
classic version of the Space Marine
Whirlwind that appeared in WD117.
Having recently the conversion work
and started painting my second
Whirlwind, | happen to have the
issue in question. If it's still needed,
| would be happy to send a copy.

Tuomas Pakkala

There was a lot of response to this
— Yann Head, Al Scott, Kelly Dodds,
Pistol Law and David Clarke also
wrote in. So, if you'd like the
templates Chris, send us an e-mail
and we'll put you in touch with one
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of them, as | sadly no longer have
vour address — Guy

LIZARD PALS

In WD304, it said about a doubles
tournament, using allies. However it
failed to include Lizardmen. Does
this mean Lizardmen can take no
allies, or is it just a typo?

Alasdair McMillan

It's a mistake. Lizardmen players
can ally with Empire, High Elves,
Wood Elves, Bretonnians and
Dwarfs, who are all ‘distrustful’, and
Dogs of War and Ogres wha are
‘trusted’. Go to the Events part of
the Community section of the

B e e
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Games Workshop website for more
information on tournaments — Guy

GREY OGRES

Just out of curiosity do you know
why they decided to paint the GW
Ogres grey? | have included two
pics of mine, which are painted
flesh colour instead.

Martin Brodigan

Hello Martin (Martin and | worked
together a long time ago in the GW
Hull store). 've had a few pictures
from people who have painted their
Ogres human flesh tones. The GW
Ogres are grey though because,
well, they’re not human! However,
what colour you paint them is up to
you. It's your hobby — Guy

Martin’s Ogres, headed for muscle beach.

HIM AGAIN...

I've just picked up WD304 and well
done on another great issue. | really
enjoyed the Iron Lords campaign
and the background on Terminators
and Graham McNeill's Zealots,
another nice touch that makes the
Warhammer 40,000 universe a little
darker. But enough of all this ‘round
base' nonsense...

| just finished reading A Tale Of Four
Gamers and | have to say that I'm
pretty impressed with how
dramatically both Paul Scott and
Asger Granerud have turned my
opinion around since | last wrote.
They have both touched the true
spirit of the hobby.

With Asger it has been his
imagination and willingness to try
new things in his army and the
hobby. The fact that he is out there

P e A L~ UL
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and doing some wacky stuff in
terms of conversions and army
building is exactly what A Tale of
Four Gamers is really about. Okay,
so he didn't manage to pull off a
great conversion with his
Warhammer snood but the Beasts
of Nurgle are awesome. It adds to
the theme of Asger's army but also
reinforces the presence of the Great
Unclean one in the Warhamer
universe.

Paul Scott has struggled, not just
with the basics like painting and
troop selection, but also with being
disciplined enough to finish what he
started. But he stopped moaning
and has really got his teeth into the
project. | have enjoyed seeing him
come up with some simple and
effective conversions. The River
Patrol and Mathilda are really great
examples of this! Nice one Paul
(must not comment about the witch
must not comment on the...[).

Steve's article on Undead tactics has
given the type of insight all
hobbyists are looking for — ways of
creating tactics and thinking about
defeating such armies on the
tabletop. Steve has given me some
things to think about the next time |
face Undead.

So that just leaves me to say that
yeah, fair point, everyone
approaches the hobby in a different
way and as a result it adds to the
fun. I've really enjoyed A Tale Of
Four Gamers because of this. Well
done and fair comment!

Marc Bevan

You may remember Marc wrote in a
while ago about To4G (WD304),
and was a little critical. He wrote in
again, but | couldn’t print his letter
as he was just very mean!

I'm glad that the gamers have gone
up in your estimation though, and 1
am happy you enjoyed the rest of
the series — Guy

L




BACK TO BASICS

Reading Guy's editorial in WD305
got me in the mood for a change. |
have been playing Warhammer
40,000 since Space Hulk was
originally released and have always
painted bases in either traditional
green flock or the ‘modern’ Imperial
grey sand schemes. But | recently
managed to visit the GW in
Wolverhampton. After sitting with
the staff there and having a good
drool over the new Tyranid Carnifex
they were painting, | got onto the
subject of basing models. This was
when the revelation took place!

After a quick demo by the staff, my
new Cadian platoon is now based in
a quick, simple and strikingly
contrasting way. Using the usual
PVA glue and sand mix, a quick
wash of 1:1 Flesh Wash and water,
then finally random blobs of static
grass have all combined to make
my run of the mill Guardsmen look
presentable to the gaming public.
Ramble over. It's refreshing to see
that even though | have been in the
hobby for nearly 20 years a chat
with someone who has the same
level of enthusiasm about their
hobby can lead to a new direction or
a rethink.

Keep inspiring, and many thanks.
James Maliska

Yes, but will you ever paint a base
puce? — Guy

OLD ORCS

Further to recent pictures of old GW
models, and comments on painting
quality and who actually painted
them, | have attached some pictures
of a couple of old figures from my
collection. | think they're painted
pretty well, and | painted them!

Tom Mainprize

Here are Tom’s Orcs, a couple of ciassic
Marauder miniatures.
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OP UK GNLINE

. Owen: It's September, which can mean only one thing — Gumes Day! Games Workshop's flagship event
. has changed venve fo the NEC. One thing I'm looking forward o this year is the Bring and Battle
- stands and seeing people’s urmies. During the day White Dwarf will be reporting on the event hy

getting stuck in. We’ll also be publishing the day online, so if you can’t make it, you can still see some
of the fantastic stuff going on. Log on. See you therel

" RELATED LINKS
- Building Moria :

This month’s-Battle Report; with

- The Fellowship-trying to escape the
- Mines of Moria, has some great

terrain-articles online. Making

= Moria Pillars and Building the
- Mines of Moria can both be found
. on'the Dwarves homepage:

www.games-warkshop.co.uk/
_dwaives

--Vampire Special Characters
_-Heinrich-Kemmler's invasion of

Athel Loren is-recounted-this issue.
Yot-can add even more-variety to
your-eampaigns with other Undead
Special Characters. Remember ta
askyour-opponent first!

WWW.games-
waorkshop.co. ukfvamplirecounts/
special-characters/

Warhammer 40,000 Terrain

[f you were inspired by this
month's War Zones article, why -

- not-take a look at:the wealth of

adviee on building terrain for all
our armies on the Warhammer
40,000 terrain page.

www.games-workshop.co. uk/
warfiammer40000/terrain/

IN-THE MAKING
The Knights of Dol Amroth get a
makeover!

- Owen: | couldn’t resist painting

same Knights of Dol Amroth in a
Gondarian paint scheme for my
army. | reason that mine had been
garrisoned in Osgiliath during The
War of The Ring by fmrahil to help
Faramir and his Rangers fight back
against the forces of Darkness, and
thus they wear the uniforms of the
White Tower.
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Owen's Knigfit painted-in a Gondorian
colour scheme to-match. his-force.

WHISPERS FROM THE CHAOS WASTES
Damien Kennedy... David Hughes... Sorry, you'll have to wait until those are updated. Maxwell Kirwin...
Joshua Sutton... Dr Gavin Hughes... We don’t publish historical stuff. but try getting in touch with
Warhammer Historical. Ralf Ptok... Margo Grigoryan... For jobs at GW, keep your eyes on the website
vacancies section. David Howie... That was a cool story. Tony Cole... Nice scenario. Michael Marrigif... if
your opponent agrees, you can do what you like. James Buchanan... Fair enough. Christopher 0. Serlje...
Michael Galvert... Oscar Eriksen... We'll bear what you say in mina: Seott C... Mike Bedfern... Max

o

Owen Rees, Online Editor

THE INBOX

“Why are you always publishing
archive articles and not-new
ones?”

Owen: We wantto.give every
major force in each of our games
systems afair amount of coverage,
and the best way to build sections
that'support all the different armies
and cover every aspect of the
hobhy is to use the White Dwarf
archives and the articles created by
our central web team. This means

‘we can publish & number of

articles a week; ensure that they
are of a decent quality and that
they are relevant to the latest
releases and events.

Games Workshop Online is the
online store, thelatest news; a
hobby resouree to defve into and
a community and information
paint for all GW activities.

If you have a burning guestion,
query or suggestion for the UK
Weh Team, email us at;

ukwebteam@games-warkshop.co.uk

THE WEB TEAM

- Owen Rees Online Editar

Rik Turner Web Daveloper

O’connel... Can't tell you that. Marcin Gerkowicz... Louie Hill... It does count! Kyle Hews... Carl King... For

that kind of thing, you really need to write to Games Development. Nick Johnson... We won't. Pete Coleman...
And why wouldn't Guy be my real name? Russell Rainford... The Tau’s technology is different, that’s why. Also,
we can't possibly tell you that. Stephen Farthing... Hope your Marines did well at the Conflict!
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Desperate to get your eager paws on the
next issue of White Dwarf?

Luckily, there’s no need to wait. By

subscribing you'll get your copy up to a week

earlier than it’s available in the shops!

Benefits you'll receive include:

__________________________________________________________________________________________________

144

& 1year- 12 issues - (wosus1)

A crisp, new issve rushed fo your letterbox, hot off
the presses, earlier than it appears in stores.

Never missing an issue again.

Savings of up to £36 — more than the price of a
Land Raider!

Special offers — subscribers can buy tickets for
events like Games Day a week early.

| would like to subscribe to White Dwarf
starting with issue number WD[_ ][ ][]

(il na issue number is stated o if the Issue number selected Is no longer available we shall start your subscription will the next avallabie issus)

| would like to subscribe for:
£36.00
£60.00

M 2 years — 24 issues (wosugz)

I am an existing subscriberJ or | am a new subscriber ] ez

MY DETAILS

Mr/Mrs/Ms/other: ............ FOrenames: - . i e e
LTI e s o Date of birth: voveveeceieniiniieien,
AddregSET et Bt B o, GRS W R e
POSTGOO Bt aes h eesires COUNTY: ..ot IR
Tel:(InctSTRICOda)R «2 . Fninr i sbatigr . S S e e
The subseription is a gift for the person detailed below [ s ickabog
Mr/Mrs/Ms/other: ............ 0] 1 T o o0 R o s
SUTMAMEI e e wiah st o alateba s wrieny Date of birth:........covemeeniacan.
(T Y et AL g AR ISRPRE AR .
Postoode e e COHTREIE LT sl o a2y,

SUBSCRIPTIONS

- SUBS

CRIPTION OFFER
Take out a one year subscripfion for £36 and save £12 off the
cost of the cover price - effectively giving you three issues free!

OR

Take out a two-year subscription for the bargain price of £60 — -
saving you o massive £36 off the cost of the cover price,
effectively giving you a very impressive nine issues free!

HOW TO SUBSCRIBE:

POST IN-STORE
Complete the form on the right and postit ~ Just ask the guys at your local Games
to the address given on the form. Workshop store for more details,

TELEPHONE
For details call now on:
(++44) 0115 91 40000

ONLINE STORE
You can also subscribe online at:
www.games-workshop.co.uk/store

METHOD OF PAYMENT
" Postal Order(uk onl'y):'[}heque W (made nayahlve 10 Games Wn!kshnp.LtUJ
“Mastercard @~ VisaM Switch/Delta Ml
Card No: (111 CICICIC] CIC IO COOOEEE
Valid from; [C]C]CIC] Expiry date: 1] Issue No:I[C]

Cardholder's Name: .........ccooeieiiiiiiiiiiiiiiiirsiniaeeaeans

SignatiresWoms o s s B de e Dater. .. veeasien

(signature of parent or guardian required If recipient is under 16 years of age.)

Fill in-and return this form to:
GW DIRECT SALES,
WILLOW ROAD,
LENTON,
NOTTINGHAM
NG7 2WS,

UNITED KINGDOM

Reply by 28/10/05 to taka advantage of this offer.

Data Protection. Games Workshop Limited s registered us o Data Controller in the United Kingdom under the Data
Protection Act 1998. The dota will be held and processed under the terms of the Data Profection Adt in nccordance

with our nolification to the Dofa Protecion Commisstoner. We may use your detalls for internal marketing and
security reasons, for the purposes of the subseription and fo occasionally e-mail you with details of special
promotions and offers. Please note that we will not send materiul o peaple who have not opted o receive it below.
We will not scll, share or give the ahove information to anyone outside the Games Workshop group of companies
without your explicit eansent or unless the low permits or requires us fo do so.

1 WANT TO RECEIVE FURTHER MATERIAL T (please tick) WD307
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Dark P [aces

‘More varied than the courses in a fat Halfling’s wedding feast,
the articles in White Dwarf 310 are a veritable cornucopia of

. hobby delight! Black Templars, Orks, Wood Elves, Gnoblars
and Empire all feature next month, alongside masterclasses

. the likes of which have rarely been seen hefore! Learn.how to
paint faces with Golden Demon Winner Matt Parkes, thrill at

* our-additional Kill-team rules for Warhammer 40,000, and

" immerse yourself in hobby advice for converting The Lord of -

the Rings Captains! Don’t read it at all at once or your-head.

- will explode, surely! No hobbyist was designed to take so

~‘much. excltement ;

Eoosa b= e o e N

" WARHAMMER R
* Dark Places — A Warhammer Chronicles that allows you to use the
Lustria rules in any of the Warhammer World's forests.

_» Gnoblar Hordes — Everything you ever wanted to know about

.- Gnoblars, but considered them too far beneath your station to ask.
Includes an examination of Gnoblar culture (such as it is) and a
full army list!

ARKE r 40,000

ormatio orrect d g ar going (o pre

~ DON'T MISS OUR NEXT ISSUE: ON SALE 28TH SEPTEMBER
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NEXT ISSUE 145 -
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Power can be held in the smallest of things...
and used for the greatest of evils




