20051:omm DEMON INSERT

% 3
\. x\

,.s b

= ”; »V‘ :“_V“' .~._.- A_ B
< WD316 APRIL £4.00
GAMES WORKSHOP'S MONTHLY GAMING
SUPPLEMENT & CITADEL MINIATURES® CATALOGUE

H 7026

<] 7

Al MORKSHOP.GO.W :

= 1
v

-




The Giants are coming...

..and they'll fight for just about anyone who can afford to pay them. The new Giant is
one of the best Citadel miniatures ever. The kit has been designed so you can make one
of four Giants: Orcs & Goblins, Dogs of War, Ogre Kingdoms and Chaos, but you can
mix bits up as you please, and as the plastic frames are crammed full of extras, no two
need look the same.

Besides appearing in four Army books, Giants are also available as Dogs of War for a
wide range of Warhammer Armies. | expect to see plenty of these lumbering behemoths
on the battlefield over the next few months. 205 points is not too high a price to pay for
such a ferocious monster that causes Terror, has loads of Wounds and a bag full of special attacks that can
turn an elite regiment into a pancake in short order. [ think I'll add one to my Empire Nuln army with a
Great Cannon club conversion!

Owen Rees

for the Greater Good

Last month | talked about the new Tau Empire Citadel miniatures being released on April 1st. | forgot to
mention the Battleforce and Tau Piranha Skimmer Team. With these great value kits, you can maximise the
Greater Good of your Tau army — the Battleforce saves you a massive £20 on buying the models
separately, and the Piranha Team £5!

notes, new scenario, Tallarn Combat Patrol showcase and desert fighting rules. The Taros Campaign pits
Tau against Space Marines and Tallarn Imperial Guard. The background to this Easter's in-store activities
centres on this mighty tome that’s available to buy in our Hobby Centres, now.

Fhis Summer a v d
With the release of rln- new Warhammer 40,000 buildings, the Cities of Death book and a whole host of
new models accompanying The Fall of Medusa V campaign (see this month’s news pages), this year
Warhammer 40,000 players are in for a real treat. Those of you who don’t currently play may want to
think seriously about starting... | know my Tahnelian Drop Troops are reinforcing for the coming war
making landfall at Sybilla Tertius Hive.
oo
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1] GIANT

20 ATTACK OF YHE GIANTS

The Giants are a debased and scattered race, doomed
to wander across the Warhammer world,

A6 MODELLING WORKSHOP: WAR MACHINES OF THE TRU ENPIRE

Tips an getting the most from Tau vehicle kits.

50 INDEN KENOS: VESPID

The winged bane of Space Marines dissected.

[ DESERT WAR

{62 DESERT WAR =
Designer’s notes on Forge World's Taros Campaign book, Tallarn
showcase from Hobby Specialist Pete Jarman, rules for playing in

desents and brand new scenario from the Taros Intervention.

LUNTENTD

30 BATTLE REPORT: CLASH OF THE GIANTS

Nao less than FOUR giants lend their muscle to Empire
and Orcs & Goblins armies in this fight to the death,

16 NEWS

The White Dwarf tells you the future!

44 STANDARD BEARER

Jervis reveals exciting new developments for Citadel miniatures.

56 THE FRLL OF MEDUSA ¥

Are you ready for this vear's global campaign?

74 ALITTLE READING
Conversions inspired by Black Library novels,

78 "EAVY METAL: THE HEROES OF ROHAN

Beautiful models painted beautifully.

82 WAR HOSTS OF MIDDLE-EARTH: GONDOR AND MORDOR

Four ways to theme The Lord of The Rings armies.

87 DOK BUTCHR

The Dok takes a look at a seriously nasty Ogre Maneater.

806 MODELLING WORKSHOP: BATTLEFIELDS

Build a table for wargaming at home!

94 TOOLBOX

Clip, cut or saw? A tricky question answered.

96 THY SOUL TO KEEP — PART THREE

The climax to our ongoing Mordheim campaign, who will win?

103 ASTRONOMICAN

Crimson Fists, Desert Orks, GW Hull showcase, GCN Club
Chelmsford Bunker — the Astronomican packs a hobby punch this
month.

120 DIRECY
New Tau components and Fall of the Necromancer advanced order.

126 FUEL FOR THE FURNACE

Your letters, our miniatures.

WHITE DWARF 316 - Rpril 2006
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NEUW RELEASES

64 page Codex, complete with
background, army list, colour |
pages and more!
CODEX: TAU EMPIRE |

Sweden Kr150 Denmark
Morway Kris0 Evro

= Prodluct code: 60030113002
1 Written by Andy Hoare

ON SALE APRIL 1st

(releasel 25/03/06 In Northern Europe)
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This blister pack contains

one Yau Ethereal

“TAU ETHEREAL £6
Swden KrB5 Danmark: Kr75
Norway K85 Eure €10

Product cade - 99060113026
Sculpted by Gary Morley

ON SALE APRIL 1st

freteased 25/03/06 in Northern Enrope)

Plctinres for ifustative puronses oy, Progoct corlents may vane, Peaducts soid wnpaited and odessembled, Cactain Citadel products may be dangirous i vsed incorrectly, Frices corree! ot Kime of gong o prags, pleass contgel ug for current
ayaialitity ang prives. Prices guated are for prodysts sofd by Games Workshoo through s own stores, catalogue or website. independent rfaliers ars responsible e delermining e arn prises.

s = = @ @ ——



SEWW BELEASES

TAU CAISHE BATTLESUIT TAU COMMANDER 1K
Gﬂﬂml_._ﬂ RRI5IS-KAMPFANIUG
COMMANREDR EX (COMANTANTE IN
EXD-ARBYIRE ERISIS ARMATURA CRISHS T.M.I
Wﬂl&ﬂllli T

This box set inakes one Tau
Shas'o or Shas'el in hattiesuit
with special issue wargear

_'Esun COMMANDER  £15
Denmark, Kel150

[releass /06 in Northesn Europe] == -
TAU SNIPER DRONE TEAM

WARHA IMER
- 40000,
: PER THU
: nnn_u; TEAM JAGDORDHNENTEAM
EUIPE DE SOUADRA DI DROKI
DRONES SHIPERS CECEHINI TAU
i ESCUADRAN DRONES @
IRANCOTIRADCR REA1=ER—2r Fmt

This box set contains one Tau

Sniper Drone Controlier and

three Sniper Drones
TAU SNIPER DRONE TEAM £15
Sweden Kr180  Denmark K150 '
Morway Kri80  Euro 170

Product code : 99110113015 '
Sculpted by Seb Perbet

ON SALE APRIL 1st
[released 25/03,/06 In Northern Europal

Pletures for Mustraties purpases anly. Product conlents May vary, Products seid sapainfed and unassembied, Cortale Siadal products may he efanyerous if wsed Sncorrectly. Prices correct at tisig of poing to pross, please contact us for surrent
auaitability and prices. Prices quoted are for products Sofif by Games Workshop Mirough its own storss, ) or wabsite, | bani! ralaitars are far i el ardt prices.




NEWY RETEASES
TAU PIRANHA SKIMMER TEAM e

This hox set contains
three Tau Piranhas

TAU PIRANHA SKIM

ON SALE APRIL 1st

irploased 26/03/06 in Norihera Eurape)




NELY RELEASES

This box set contains
one Tau Piranha

]
J

Burst cannon variant

Plohirgs for iustrativs purposes ooly. Product comntents may vary. Products sold pvpainted and pnassembied. Cartain Citade! produsts may bo dangeroos f used o orraolly, Prices corrpgt gf fime ol‘gm.lu fa ress, piaase cantact o3 for comment
dvallabiity gnd prices. Pricss quoted ive for products sofd by Games Wivkshop ¥uroogh its own shores, g or website. Inde retalers ang foy 7 fhair own prices.




_NEWW RELEASEY

TAU EMPIRE

VESPID STINGWINGS BOX

WARHAMMER

-

This hox set contains
one VYespid Strain Leader and
five Vespid Stingwings

TAU VESPID STINGWINGS
Sweden Kr 260 - Denmark
Norway  Kr 250 Euro;-_‘;

Product code: 99110113019
Sculpted by: Juan Diaz ==

(released 15/04/06 in Northern Europel *
'TRU VESPID STINGWINGS BLISTER

e

>>>MORE ON PAGE 50

This blister pack contains two

Vespid Stingwings
with Neutron Blasters

TAU VESPID STI_NGWIANGS‘ = - E6
Sweden  Kr85 Denmarke: Kr 75

Norway — Kr 85 Fure € 10
Product code: 99060113022 =
Sculpted by: Juon Dioz

ONSALEAPRILSth [
(reieased 15/04/06 in Northern Euronel i I

Fitures for usteative purposes only. Product coateols may vary, Produdts sold unpainted and unassembiled. Cartain Gitadel products may be dangerous i ysad incorrsetly, Prices correct at time of going 1o prass, please contact us for covrent
availalifiity and prives. Prices quoted are for products soid by Games Workshop Hirougi its oren storss, o websie. Ind rtiders an iies fear ining their cwn prices.
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TAU AUN VR, MASTER OF THE UNDYING SPIRIT

iﬂwnnm:\imm
40,000 _

TAUAUNA, MASTER  TAU AUN'VA,
OF THE USDYING SPIRIT  UNSTERBLICHE
AUNR, MAITRE DF
 UESPRIT IMMODRTEL

This box set contains
one Tau Aun ¥a with twe Tau
Ceremonial Bodyguards

TAU AUN VA i
Sweden  Kr 250 Denmark — Kr 200
Norway — Kr 250 Euro €727§D
Product code - 99110113018 - =
Sculpted by: Gary Morley ond Seb Perbet

| ON SALE APRIL 22nd
released 15/04/06 In Hlll‘lllrl! Earepel

AVAILABLE IN HOBBY CENTRES FOR A LIMITED PERIOD
TAU PATHFINDERS WITH RAIL RIFLES

This blister pack contains two

Tau Pathfinders with rail rifles

TAU PATHFINDERS £6
1 Sweden KrB5 Denmark K75
il MNaorway KrB5 Euro €10

Fraduct code ; 99060113020
Sculpted by: Mark Horrison and Malt Hollond

ON SALE APRIL 1st
(released 25/03/06 in Northern Europe)

Pictures far ilustratia purposas onty. Protuct contents may vary. Products sold onpginted and pozssemiied. Cartain Cade! products may be dangerous if used incorrectly. Prices correct gt fime of going o press, plegse comlact us fv covrent
avatlaliifity and pricas, Prices qualed are for products soid by Games Workshop rough &5 own stores, catalopue or pebgite. Indag ralaitars are ihile for their casn prices.




= ———

SNEW RERERSEY - —

Freeee MORDHEIM MORDHEIM BESTIGORS
Frenzied Mob. rnENZIEn "nB

FRENZIED MOB
Product code: 92111102056
Sculpted by: Mark Bedford ond Danel Pacey.

Mordheim Bestigor hodies are only available as
components and you will need 9947110101109

arm and shield sprue [£2] to make a complete
maodel, which is available seperately.

BESTIGORS = £3 (for a single body)

Product code: 9947110102102 (leh) 9947110102107 (right)
Sculpted by=Mark Bedford.

132 page miniatures guide il'llﬂlll]inn Hi_ﬂ, Elves,
Dark Elves and Wood Elves!

ELVEN COLLECTORS” GUIDE £6
Sweden : K85 Denmark Kr75
Nonway Kr85 Euro €10

BOTH THE FRENZIED MOB AND THE BEASTMAN Produc code - 60040299025

BESTIGORS ARE ONLY AVAILABLE FROM DIRECT

Fictures for Wystative pyrpoges only, Produed confants may vary. Products solo anpainied and wnassesived. Certain Citaoel products may be dangerous i used incorrectly, Prices correct at time of golng o press, please contact vg for cuorent
avaiiabitity and prices. Prices quated are for producls sold by Games Workshop through B5 own stores, catalogue o website. Indgpendent retafiors are responsible for defermining helr own prices.
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WARHAMMER 40,000

INCOMING!
MAR}LAMMER

STRATEGY BATTLE GAME
Fall of the Necromancer

o i 11
AT

! ]Op [ 1}"“”J Tr{w__

Codex: Tau Empire
Tau Battleforce
Tau Crisis Battlesuit Commander
Tau Ethereal Caste
Tau Sniper Drone Team
'Tau-_ Pathfinders with Rail Rifles
= Tau Pijranh;a Skimmers Team
Tau Vespid Siin_g'wings {Box set)
Tau ':Ve'spid- Stin'gw.fngs (blister) -

= : Tau Piranha

~ Tau Commander Shadowsun
Vbst_i‘oy'an Platoon

~Tyranid Lictor — Deathleaper
Tyranid Biovere

Imperial City

Tau Aun Va. Master of the Undymg Spirit

01/04/06

01/04/06
01/04/06
01/04/06
01/04/06
01/04/06
01/04/06

01/04/06

08/04/06
22/04/06
22/04/06

29/04/06
29/04/06

29/04/06
29/04/06

29/04/06

13/05/06

£12.00
£50.00
£15.00
£6.00

£15.00
£6.00

£40.00
£15.00
£6.00

£15.00
£20.00

£25.00
£15.00
£50.00

£15.00

£12.00

_ £100.00

WARHAMMER =

Elven Collectors’ Guide
~ Giant :
Fallen Giant Template

08/04/06

15/04/06

15/04/06

£6.00

£25.00

£4.00

T LORD OF THE RINGS NEXT MONTH

Fall of the Necromancer
'The'White_.'Co_Linci'l _

. C_'aiste""ans of Dol Guldur
Giant Spiders "

“Wood Elves (box set)

- Wood Elf Command
_.Gian_{ Bats

The Lord of the Rings Collectors’ Guide

Roughcoai

06/05/06
06/05/06
06/05/06
06/05/06
06/05/06

06/05/06

20/05/06
20/05/06

13/05/06

£8.00

£20.00

£7.00
£6.00
£15.00

£6.00

£5.00
£6.00

£8.00

For Norrhem European prices and re.-‘ease dates head into your nearest

Games Workshop or Independent Stockist.

. ———— —— ‘&=
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BLACK LIBRARY

l'llE IIllIIllS IIEHESY nonus BISIHG

It is the 31st millennium. Under
the leadership of the benevolent
Emperor and his superhuman
sons, the primarchs, the Imperium
of Man has fought a long and
blaody crusade fo rule the galaxy.
On the eve of victory, the Emperor
leaves the front lines, entrusting
the great crusade to 'his favoured
son, Horus. The promotion of the
idealistic Horus to Warmaster has
sown the seeds of doubt in the
minds of the other primarchs,
paving the way for dissent and
even mutiny...

In the grim Old World, the
bloodthirsty followers of the Chaos

God he land. | dark
r H I LOL D I'_IJ"\V D ugc; ifr?:l\c;c;grsoinse 0?1?:! oftslc?rger}? r|1 is
O]~ B T]{!RY .XL o time oo, of mighty heroes, of beld

deeds and great couroge.

Packed with dark fantosy fales from
the gothic Warhammer world, The
Colg Hand of Betrayal is a great
collection of Warhammer fantasy
short stories penned by some of the
Black Library's favourite authors. A
terrific collection that will appeal to
all lovers of dark fantasy.

THE COl.b Hﬁ ID OF BETIIA‘(AI.

_Ed" fted. by Mu.rc Gﬂs:orgne &

ON SALE APRIL 1st
released 25/03/06 Im Northern Europel

N HEEINEY———

LET THE GALAKY BURN

ﬁopuiar demand, we've
gathered up the best SF short ‘
stories ever written for the Black
Library info ane massive volume,
and added some brand new
tales! Worhammer 40,000 fans
will be keen to get their hands o
classic stories that have been
unavailable for some time, and
all readers will enjoy the exciting
and varied range on offer in this
high-value valume.

LET THE
GALAXY BURN

'LET THE GALAXY BURN :
2899

D enmark I(r'l 00

In a fantasy kingdom where
vialence is a way of life, the
number one sport is Blood
Bowl — gridiron football where
anything goes. In this, the final
rictous iook of the Blood Bowl
trilogy, the Bad Day Hackers,
veterans of the game of Blood
Bowl, are whisked away to a
strange, doemaonic realm.
There, they literally must play
the game of their lives to
prevent the destruction of

their kingdom.

BLOOD BOWL: DEATH hﬁm_cij
By Mcﬂ‘ Forbeck - £6.99

Sweden K120 Denmurk Kr120
N_o_rwqy Krl20 Euro €13

[SBN: 1-84416-202.8

ON SALE APRIL 1st

Iralaasod 25703/ 06 In Northers Exropel

WWW.BLACKLIBRARY.COM

Plcturas for Wustcathve purposes oaly, Product conteris may vary. Progucts sold unpaintad and urassembled. Corkin Citagel products may be ﬂ‘arjgerous Jf usad incorrectly. Prices cormect 3t ime of paing 10 press, Pease Sontact 0 1or cur
availabiiity and prices. Pricss quoten are far prodiucts sold by Samaz Warkstiop trough ifs ouwn stores, I or website, | ravatters are s i for i Midir ot prices.
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ORGE WORLD |
YRANID MALANTHROPE

ck = This product comprises
ne, ; one Tyranid Malanthrope

15
qelil

g
1Y This product comprises
one Black Templars

Brass Etch sprue

' RED SCORPIONS
 BRASS ETCHING

|

I 1500 P e %"@
0 B
e e e S [ et
@ alel® @
elal2[®
SIEEElls
@|iE[eiole

This product comprises one
Red Scorpions Brass Etch sprue

WWW FORGEWORLD. l}ll UK

nmnmn RIPPER swnnms

This nroduct comprises
three Tyranid Ripper Swarms

FPlintures: for iustrabies porposes only. Product conterts may vary, Products sofd onpainted and uasssribied, Dedtain Cifadel products may be dangerous it used incerrecti. Prices comeet at fime of qoing tp press, piease contacl us far current
availabilite and prices, Prices quoted are for products sokl by Sames Workskop through ifs ow stores, or website. refaliers ars far Bt vt gricss,




This month we begin the build-up
to our brilliant new worldwide
campaign, The Fall of Medusa V.
Now’s the time to get busy building
your armies so you too can join in
with the struggle!

- |

Medusa V is an industrial world whose
proximity to the volatile warp phenomeneon Van-:
Grothe’s Rapidity makes it of prime strategic -
importance. But the Rapidity is showing signs of
erupting, a catastrophe that will consume the*

| Medusa system in a coruscating storm of raw

| warp energy. Medusa V is'about to die, but

: upon its surface armies gather, for each has

something to gain from the coming storm... =

what you don't know is that we are releasinga
| whole slew of fantastic Citadel miniatures to
coincide with the event. You can see some of
these, and how to register, on page 56. You can
also see the Vostroyans. Doubtless you have
also seen our brilliant new Warhammer 40,000
buildings, and heard about Cities of Death, the
rules supplement that allows you to engage in
urban combat in the 41st Millennium, but that's
not all...

!‘ You may have heard some of this before, but

Tllll STEﬁlTII SllITS

|| This plastic kit gives you enough pi to build a
| Stealth Team of three and a Gun Drone. It includes
(i all weapons and equipment options in the box.

get lots of altention this Summer, with
“ius, the Slaaneshi champion who cannot be

f__ﬁSll AVAILABLE FOR CHROS R 1LTHTS LT (1 R3] (H
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THE FALL o
MEDUSA

FREE NEXT MONTH!

Read all about the history
of the benighted world of
Medusa V and the forces
that are assembling to fight
there in our free 32-page
booklet! Discover the
shameful secret behind the
Vostroyan Firstborn’s noble
history, learn why
Ygethmor the Deceiver
covets Medusa V, and
plenty more besides.

SPACE MARINE SCOUTS

The second plasti 'S pro .
armed with sniper rifles. It also contains & > launcher,
meaning all Scout options are now available in plastic.

[ ALSO AVAILRBLE FOR SPACE MARINES [[TTTTTTITIT]

(o stz ron oan [T




RETURN TO FIRE WARRIOR

Remember Fire Warrior, released way back
in 20037 Well now it's available on budget
PC CD-ROM, so if you've never played the
game before, here's your opportunity to
sample it for a really good price.

Also re-released is Warhammer 40,000:
Dawn of War, again at the RRP of just
£9.99.

Fire Warrior and:Dawn of War are Singles tournament, 100 Warhammer 40,000 tickets, 60

available to buy new from all good
software retailers and www.focusmm.co.uk
for just £9.99.

/ n Fey '; )
PBI\IATE E\lEN'I' ANNOUNCEMENT

Brian Aderson

Warhammer tickets, 24 The Lord of The Rings tickets. All
tickets £25 each.

You need 1,500pts for Warhammer, 1,000pts for
Warhammer 40,000 and a single force (Good or Evil) of
500pts for The Lord of The Rings.

Tickets available as of Saturday April 1st 2006, from GW
Bristol.

Doors open 9am on Sunday, June 11th 2006.

Held at the British Commonwealth Museum, Bristol.

CALL FOR DETAILS: 0117 925 153
INDEPENDENT STOCKIST ERRATA

J] TOYS
4C Ken Road
Clevedon
Somerset
BS21 6EL
01275 341819

Last month we had some
gremlins in our system and
printed the wrong details for
one of our hew [ndependent
Stockists. Here's the correct
details with our apologies:




HORUS IS RISING...
L B AN

| Heresy series comes a

WWW.BLACKLIBRARY.COM/MERCHANDISE

o +RECRUITMENT++RECRUITMENT++RECRUITMENT+

MRAY 2006: OPEN DARYS IN AMSTERDAM
Do you...

Have a passion for the gaming and Hobby culture? Have
the desire to give the very best in customer service?
Want to enjoy yvour job and continuously improve
and learn?

Then come and find out about career
opportunities in Games Workshop
Northern Europe!

People we would like to meet:

o Are fluent in Dutch and English

* Have excellent communication skills
* Are team players

¢ Are pro-active and motivated

If this sounds like you, then send your
CV and a covering letter, in English, to:

Mariette van Beek, HR Advisor, Games
Workshop, Willow Road, Lenton,
Nottingham, NG7 2WS, UK; or e-mail
mariettev@games-workshop.co.uk

We will contact you to book an
appointment.

Your letter should specify the kind of
position you are looking for and the reasons
why you would be the ideal person to do this
job. Please also consider if you would be

prepared to move to the UK or if you prefer to
stay in the Netherlands or Belgium. The letter should be in English.

There’s more information on the website: ne.games-workshop.com, or
speak to staff in our Retail stores.

CLOSING DATE: WEDNESDAY 26 APRIL 2006

NEWIS

1]

ULTIMATE KNOWLEDGE

Fans are always keen to test their knowledge of the
Warhammer 40,000 universe and to master the large
amount of background information requires a very
special person. Now you can lest
vourseli with the Warhammer 40,000
Quiz Book from the Black Library.

e How many Great Companies
are there in the Space Wolves?

e Who is the Eldar god of war?

e What is tactical dreadnought
armour also known as?

Don't worry they get harder (and if
they're too hard, then the answers
are in the back!).

ULTIMATE ULTRAMARINES

Also coming up from the Black
Library is the great value
Ultramarines Omnibus.

This awesome book includes the
novels Nightbringer, Warriors of
Ultramar and Dead Sky, Black
Sun as well as short stories — all
from our very own Graham
McNeill!

ALAMO PREVIEW

Last month we told you
about Warhammer
Historical's upcoming The
Alamo supplement. This
month we've sneaked out
the cover arl to show you!
This is a supplement to
Legends of the Old
West and you can find
loads more info on the entire range over at the
Warhammer Historical website.

www.warhammer-historical.com

STIRRINGS FROM THE SEWERS

The foul Skaven ratmen
make their appearance in
the latest Warhammer
Fantasy Roleplay
supplement, Children of
the Horned Rat. Crammed
with everything Skaven,
this is the perfect
sourcebook for players and
GM:s alike to explore the
underworld. Just don't go
into the sewers alone...

www.blackindustries.com
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Giants are huge, stupid monsters who blunder about searching for flesh
and beer. But it was not always so, for theirs is a tragic story...

This world was shattered
when the Ogre homelands
were destroyed by the
coming of the Great Maw,
forcing the Ogres into the
mountains. A war in the
heavens ensued. Though the
Sky-titans were mighty, the
Ogres’ numbers prevailed,
and they held feast after
feast in the castles of their

illennia ago, the Giants

lived in castles hewn
from the vast peaks of the
Mountains of Meurn, their
realm a peaceful archipelago
of plateaus surrounded by a
sea.of white cloud.
Civilisations rose and fell
below, but these Sky-titans
remained hidden from the
eyes of the smaller races.

victims before pulling down
their fastnesses and hurling
them into the valleys below.

The few surviving Sky-
titans fled. Forced into small
tribes, they became inbred,
their intellect dwindling.
Now the last remaining
giants are nomads,
terrorising the Old World
as mercenaries or brutes.



Components shown at 50%

Slavegiants wield chains in
battle. The rules for them
are thus slightly different to
those of other Giants,

Crogg the Blind

Once the ruler of Mount
Thug, Crogg was brought
low by a Deathmaw Ogre
raiding party, but not until he
had ripped apart a dozen of
his assailants. The Tyrant
who captured him had
Crogg's single eye put out
with a red hot spear to
ensure his obedience. But
Crogg is a cunning beast. His
remaining senses become
sharper each year, and he is
no longer as helpless as his
captors believe. He will soon
have his bloady revenge
upon the Deathmaw tribe.

Captured by Ogres and violently k
.- subdued, Slavegiants are chained
= Dbroken and forced to fight.

f all kinds of Giants, the Slavegiant is
the most pitiful specimen. In the
lands that once belonged to the Sky-titans,
their bewildered descendants are fair game

to the Ogres who now rule the area. The
few Giants that remain in the Mountains of
Mourn are solitary, hunted individuals,
camping in the tumble-down halls of their
ancestors, unaware of how far they have
fallen. They hide from the QOgres who will,
at best, beat them into submission and
chain them to cave a floor. At worst, they
will be eaten alive.

It is a mark of power for an Ogre
Chieftain to have a captive giant in his
tribe, for they are terrible weapons of war.

All Slavegiants
collared by the
Ogre Tribes th
captured them,

A millstone hangs roun
the neck of this Giant,
a symbol of its servitud

Yet Slavegiants are not quite as dangerous
as their free kin, having had their spirit
beaten out of them. They are characterise
by the signs of servitude — Ogres keep
them in chains at all times, and many are

€€ At best, they will be
beaten and chained, at worst,
they will be eaten alive. ’,

collared and have heavy objects hung
round their limbs to slow them down.

In the game they are not Stubborn,
though the chains they wield in battle do
give them a particularly nasty attack wher
fighting large opponents.



There are few things more
, | belligerent than a Giant, but
Greenskins certainly qualify.

This Giant was designed by
Brian Nelson to look as if it
killed a dragon. The

es, skull, and jawbone
ve all been taken from
animal. “If you wanted
ke it further,” says

tlan, “it would be very

1o model more scales
onto the rest of the cloth.”

'f. ®he Giants who live alongside Orc and
& Goblin tribes are perhaps the happiest
of their kind, for in the Greenskins they
find kindred spirits who delight in
‘breaking things almost as much as the
Giants do. Although it costs a fortune in

- Goblins and captives to keep a Giant's

massive appetite sated — even more than
it would to keep a Troll quiet — for most
Greenskin warlords the presence of a

nt is a welcome one. Not only do they
scare the wits out of the enemy, but many
Greenies revere Giants as living
embodiments of Mork and Gork, the
perpetually quarrelling Orc gods. They are
very much part of the tribe, at one with

the Orcy spirit of carefree violence. In fact,
50 buoyed up are they by the Greenskins
appreciation of them, that eventually many
of these giants come to see themselves as
nothing but enormous Orcs, and will daub

“ They are part of the tribe,
at one with the Orcy spirit of
carefree violence. , ,

themselves with tribal symbols, strap the
jaws of enormous beasts to their own to
emulate the classic Orc profile, and go
into battle bellowing warcries in the few
words of rough Orcish their feeble brains
can remember.

The Orc and
Goblin Giant's
head is the most
complicated to
assemble,

finest touches.

Little Gork

When raiding a Dwarf
brewery with his mates, the
Giant formerly known as Big
Lugg caught a stone from a
Grudge Thrower right in the
face. The projectile failed to
smash his skull, but it did
rob him of his wits. Big Lugg
awoke convinced that he
was in fact Gork. Before
long he had smeared his
hands and feet with green
paint, and he now takes any
opportunity to jump up and
down on any non-greenskin
he finds, shouting "Waaagh!’
at the top of his voice.

This squashed Goblin
is one of this great kit's

Components shown at 50%
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Components shown at 50%

There are many Giants in the Chaos
Wastes, not all of which may be
regarded as entirely natural...

This hored head
A lot of Giants protect particularly fearsofy
themselves with scraps
of armour and shields,
in this case, a cast-off

Chaos Warrior’s,

Herdstones are great
centrepieces for Beastmg
gatherings. Alternatively
they make handy tools k
Giants to kill things will

Cloven hooves set this
Giant apart from his
less warped brethren.

The Gourmet of Tilea

There is a tale in Tilea of a
gourmet who was a glutton
of the first order. He
imporled food from all over
the world, and became
addicted to a delicacy from
the north — a delicate white
meat. Under investigation,
he made a pact with the
gods, Soon he hungered for
raw human flesh, and had
grown (o three times his
size. By the time the Knights
of the Blazing Sun came for
him he was a Giant, his
mouth large enough to
swallow a man whole.

haos Giants are the most variable of

their kind, and can be found in a
bizarre array of shapes, forms and hues
that range from slightly sickening to
outrageously offensive to the eyes. There
are many large and lumbering beasts in
the far north, and although the Giants of
the Troll Country and Norsca are true —
albeit warped — Giants, what those
creatures are who live further toward the
pole, in the Chaos Wastes, is debateable.
Some are men or other smaller races
swollen by untamed magic to massive
size, others are less identifiable, huge
quivering masses of random body parts
that could once have been a Giant, but

could well have been something else.
Because of this, Brian Nelson had a bl

challenge when making the Chaos Giant.
“He needed a slightly different body

shape to reflect the warping power of

44 Others are less
identifiable, quivering masses
of random body parts. ,,

Chaos,” he says. “The plastic frame made
it unfeasible to add to the actual torso, so
the impression had to be conveyed with
the horned head, hooves and the
herdstone. Chaos is more difficult by its
nature — it's more warped.”



Sometimes the best way to stop a

Giant eating all your livestock is to

s of War Giants are often
in animals, for what use

Many Dogs of War Giants are first
recruited when they wander into
civilised lands from the mountains they
inhabit. It is, after all, better to have a
- useful soldier than to have a 30-foot tall
‘menace wandering around the countryside
eating shepherds and being a nuisance.
Not all Giants are evil creatures, and some
of them still possess the peaceable natures
~ of their Sky-titan forebears. They are just
13 very thick, and often very hungry, two
things which, when put together in the
~ body of a Giant, do not make for the
maintenance of the peace.
There are instances of towns or cities
adopting Giants as defenders or mascots,

pay it to join your army.

Giants crave beer above all
other things. Consequently,
the best way to get one to
jump up and down on your
foe is to buy him a drink!

There are

and the travelling menageries that wander
the Empire will also sometimes have a
Giant on their books.

The Giants that make their living from
war tend to be brighter than others, and

“ The Giants that make
their living from war tend to
be brighter than others. 99

will have scraps of equipment from all
over the world. Most exotic of these
mercenaries are the Giants of Albion, the
boggy isle which boasts the world’s largest
population of Giants, who can sometimes
be found in the armies of the Old World.

lots of great
touches in
the kit. This
one would
look great
on a base of
its own!

Components shown at 50%

The Middenheim —
Giant

Amongst the defenders of
Middenheim during the
Storm of Chaos was a Giant
nicknamed Thunderball, the
loader for the colossal
cannon known as Ulric’s
Thunder, Sadly, Skaven
infiltrators saw Thunderball
as an easy target, They used
warpstone to mutate his
body into a writhing mass of
tentacles as he slept. He
rampaged through the
streets, eventually being
felled by Count Valmir von
Raukov's Dragon Bow,

5



DRAGON JAW
l 6-7 Dragon jaw left & right

TORSO
[ 8-9 Front & back torso

LEGS
10-11  Leit leg front & back

Shteld vamhrace

FEET
27-28 Clmren hooves

3132 Three

HANDS
33 Four fingered left hand

LOWER TORSO

37 Groin

ACCESSORIES
Dead cow Ieﬁ &ri

50 Runmng peasanl

64 Sculped base
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The core of the Giant model is its torso
and legs. Everything else that you attach
is specific to the type of Giant or your
own taste, but the basic model is always
built the same way. It was designed to
go together like this: first attach the
groin to the front of the Giant's body
below the belly, then glue on the back.
Finally glue on his rump. Whilst the
body is drying, glue the legs together.
Once these parts are dry, assemble them
as shown below,

Hobby knife

Plastic glue

Plastic Clippers




RARE UNIT: DOGS OF WAR GIANT 205 points
M WS BS 5 e W I A Ld

Giant 6 3 3 GESCAEE 3 o Spcl 10

Unit size: 1

Equipment: Big club, rock, tree or similar

Special Rules: Large Target, Terror, Ignore Little ‘un Panic,
Stubborn, Fall Over, Move, Giant Attacks.

Special Rules
Large Target; Terror; Stubborn: These are exactly the same as the
rules of the same names from the Warhammer rulebook.

Ignore Little ‘un Panic: Units of cavalry-sized or smaller models do
not cause panic in Giants.

Move: Giants move over normal sized obstacles such as walls and
fences without breaking stride. Treat them as open ground when
working out how far the Giant moves. However, when crossing such
obstacles the player must test to see if the Giant falls over (see below).

Fall Over: Giants are ungainly and frequently befuddled, as a
consequence of which they often trip, stumble or fall down. When a
Giant falls over, it can easily squash anything it falls on. A Giant
must test to see whether it falls over in any of these situations:

1) When it is beaten in close combat. Test once results are
established but before taking Break or Panic tests,

2) Al the start of the Movement phase if it is fleeing.

3) When it crosses an obstacle. Test when the obstacle is reached.

4) If the Giant decides to Jump Up and Down on an enemy. Test
immediately beforehand.

To see if the Giant falls over roll a D6. If the resultis a 1, the Giant
falls over. If a Giant is slain then it falls over automatically. To
determine which direction the Giant falls, roll a Scatter dice — the
arrow indicates the direction in which the Giant falls. Place a Falling
Gianl template with its feet at the medel’s base and its head in the
direction of the fall. Any models lying completely under the template
are automatically hit. Any models partly covered are hit on a 4+.

Snotlings

[
| The following armies may hire a Dogs of |
Giant as a Rare choice:

* Empire
Y Dark Elves
AR Vampire Counts

¥ Skaven

¢ Tomb Kings “ﬂﬁnd’ﬁaﬁé
(hygiene. !
8 Dogs of Warby Haven

v automati¢
|
fc Up and.
yer's choic
A model hit by a falling Giant automatically takes econlﬂ‘l:;-t
one Strength 6 hit which causes D3 wouncls, If the unit is in (WGianL el
and the Giant has fallen over whilst attempting to Jump Up and = grwis
Down, wounds inflicted by a falling Giant count towards the m-1 Resu
result. In addition, a Giant that falls over automatically suffers 1% Stl.lff
wound itself, If the Giant is in combat then this wound counts | Wilﬁu
towards the combat result. ! i ca’
Once on the ground, a Giant may get up in his following § ‘Gia;\;
Mavement phase, but may not move that turn. Whilst on the £rog unﬁ-
a Giant may not attack, but he can still defend himself after a fasl aWﬁ
so the enemy must still roll to score hits on him. If forced to flee
whilst on the ground, the Giant is slain — the enemy swarm over The
and cut him to pieces, If the Giant gets the opportunity to purstE '.SWl
foes whilst he's on the ground he stands up instead. A Giant may! vid
attack on the turn it stands up. hits
Giant Special Attacks: Ciants do not attack in the same way as ol Hu
creatures, though they select their targets as normal. To determine’ “ﬁ
what happens, roll a D6 on one of the tables at the start of each of
combat phase. Which table you use depends on the size of the St
Giant's victim. When fighting characters riding monsters, decide N
whether to attack the rider or mount, as normal, and use the
appropriate table for the size of the target. 4 S
Giant fighting big things (Ogres, Kroxigors, Minotaurs or similar sif i
or farger creatures including chariots): 5 B
A
D6  Result
1 Yell and Bawl 6 |
2-4  Thump With Club

5-6  ‘Eadbutt
Giant fighting anyone smaller than above:

D6  Result
1 Yell and Bawl
Jump Up and Down
3 Pick Up and...
4-6  Swing With Club

You are here

Dwarf Human

Chaos Warrior




Giants are no longer the sole remit of
a select few armies — below are rules for
including Dogs of War Giants in your games!

wnd Bawf: Giants are deafeningly loud and tend towards poor
ene, Neither the Giant nor models in contact with him fight
have not already done so this round. Additionally, the Giant’s
automatically wins the combat by 2.

‘Up and... : The Giant stoops down and selects a model (Giant
s choice) that is within base contact or touching a model in
contact. The target may make a single attack to try to fend off
ant, If this attack hits and wounds, then the Giant's attack fails;
ise he grabs the model. Roll a D6 to see what he does next:

Result

Stuff into Bag, The Giant stuffs the victim into his bag along
with sheep, cows and other plunder. The model is effectively
‘a casualty and can do nothing whilst in the bag, but if the
‘Giant should be slain any enemy trapped in his bag are freed
unharmed at the end of the battle. Victory points are not
awarded to the enemy for freed models.

Throw Back into Combat. The victim is hurled back into his
awn unit like a living missile. This causes a wound on the
victim with no saves of any kind allowed, and D6 Strength 3
hits (saves as normal) on the unit.

Hurl, The victim is hurled into any enemy unit within 12" of
the Giant - randomly determine which. This causes a wound
on the victim with no saves of any kind allowed, and D6
Strength 3 hits {saves as normal) on the unit. If no enemy
units are in range, treat this as result 2 instead.

Squash. This doesn't really bear thinking about. Suffice to say
the mode| becomes a casualty and is removed from play.

Eat. The Giant gobbles his victim up, swallowing him whole.
The model is removed from the game.

Pick Another. The Giant hurriedly stuffs the victim

into his bag or under his shirt (or down his trousers if
they're really unlucky) and attempts to pick up another
victim. The second victim makes a single attack (as
above) to avoid being picked up. Trapped
models are effectively casualties, exactly as
explained in the Stuff into Bag result
described above.

Huge

Old Giant

Thump with Club: The Giant picks one model as his target and
brings down his club with a mighty stroke. The target may attempt to
avoid the blow by passing an Initiative test (use the lowest if the
enemy has several different values). If failed, the target is struck and
takes 2D6 wounds with no armour save. If a double is rolled the
Giant’s club embeds itself in the ground and the Giant cannot attack
in the following round while he frees it (this ceases to apply if the
combat ends before the next round).

‘Eadbutt: The Giant headbutts his enemy, automatically inflicting 1
wound with no armour saves. If the victim is wounded but not slain
then he is dazed and loses all of his remaining Attacks ~ if the target
has not yet attacked in that combat round, he loses those Attacks; if
he has already attacked, he loses the following round’s Attacks.

Jump Up and Down: The Giant jumps up and down vigorously on
top of one enemy unit in base contact. First, the Giant must test to
determine if he falls over. If he falls over, work out where he falls and
calculate damage as already described. Any wounds caused by the
fall (on either side) count towards the combat result. Assuming that
the Giant remains on his feet, the unit sustains 2D6 Strength 6 hits
allocated as shooting hits. A Giant that starts to Jump Up and Down
will do so in the next combat phase, and will continue to do so until
he falls over (test every turn) or until the combat ends.

Swing with Club: The Giant swings his club across the enemy’s
ranks, inflicting D6 Strength 6 hits, allocated as shooting hits.

DGR TF LML SO

New Giant!
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The Giants are employed as spoilers in this army. Using Terror to disrupt
the enemy and their speed to attack the flanks, they can force the
Greenskins to alter their plans and allow the Empire troops to hit them
where it hurts with relative impunity.




Deif (Black Orc
boss) -

Goblin Wolf

sl vt @)

L #0rc Boar;Bq;}?‘

* Boss, Musician and
‘Standard Bearer

nice big Empire unit whilst the rest of the Orc army manoeuvres into
position to administer the coup de grace.

The Giants in this army fill the role of shock troops. Because they are
Stubborn and have Ld 10, they are more than capable of holding up a




EMPIRE
Nick: “On one flank, the Knights and
my Giant, Burplap, closed with Phil’s
Giant — | was determined to take the
brute down! On the other flank, and in
the centre, my infantry blocks held firm
and prayed 1o Sigmar that the war
machines and crossbows would wreak
havoc. Alas, they didn't — a measly
three Night Goblins the sum of their
efforts. My Wizard was spectacularly
useless. Phil, on the other hand, had
much more success — his Spear Chukka
causing 3 Wounds on poor Burplap.
“Though wounded, Burplap started
Turn 2 by charging Fuggli, although he
received a nasty 'Eadbutt for his
| trouble. The Knights dithered, causing
my flank attack to falter before it had
begun. In the centre, Gungaduff
charged the Black Ores, and although
he was badly wounded by Fanatics, he
made the Black Orcs and the Warlord
flee — hurrah! Meanwhile, my war
machines blasted the Wolf Riders, but
the little blighters stayed put — bah!
The Crossbowmen also nailed a
Fanatic - just five more to go.”

w  Deterred by the hull

&  Giant, the Knights Panfl

«>  resist the charge, caus
/ % Nick’s flank to falter.
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but Phil's managed to dodge it with a successful Initiative test and
“Eadbutt his foe in return! This not only caused a wound but also

; nt that Nick's Giant could not attack next turn. Phil’s Giant then
inished off the helpless Burplap with a Thump with Club that caused
d slaggering nine wounds! Nick’s slain Giant then toppled bodily onto
18 killer, causing two wounds in his death throes, The irony...

L

‘) Slaught-o-Meter

All eyes were on the fight between the
two Giants in Turn 2. Nick’s Giant
stormed in with a Thump with Club result,

ORCS & GOBLINS

Phil: “Mercifully free from Animosity,
my greenskins belted forward towards
the Empire lines. | set up one Giant on
the left flank, making sure that the
Knights could not charge past Nick’s
own Giant to get at him, and that |
could counter-charge with my
Boarboyz and Wolf Chariot next turn,
The left flank saw my other Giant,
Little Gork, supported by the Wolf
Riders and the Wolf Chariot. | was
hoping to force his artillery’s attentions
away from my Giants, whilst
concentrating my own fire on Nick's
lumbering twosome,

“The first part of the plan worked,
with my Spear Chukkas doing sterling
work, and even my Night Goblin
Shaman wounding a Giant with a
successful “Eadbutt spell.

“In Turn 2, Fanatics were whirling
everywhere, and | grinned evilly as one
careened through the stalled Knights,
killing four of them. The Fanatics on
the right flank smashed through the
Free Company detachment, sending
them packing, and their Wolf Rider
cousins on the right flank wreaked a
bloody revenge for their fallen mates
by killing two of the cannon crew and
riding the last one down. The Mortar
crew panicked as a result, which was a
bonus. The only thing not going to
plan was the failure of my Black Orcs
to rally - | thought Black Orcs were
supposed to be disciplined!”




EMPIRE
Nick: “The Grand Master hurled
himself at Phil’s Giant and killed him
outright with the Sword of Fate! My
Wizard was finally galvanised into
action, turning a Fanatic to cinders
with his Doomfire Ring. However, by
the end of the Shooting phase there
were slill three left. My infantry
advanced steadily — with all my
artillery dead or fleeing, | had to take
the fight to Phil. Finally, Gungaduff
caused the Night Goblins to flee as he
loped towards them, only to run them
down. This was too much for a Wolf
Chariot, which panicked and fled too,
and not even a blow struck!”

ORCS & GOBLINS
Phil: “As planned, | counter-charged
the Grand Master with a unit of angry
Boarboyz. The ensuing challenge had a
predictable result — my Boss was sliced
in two, but Nick’s Lord still lost the
combat and fled, never to return. My
Spear Chukkas sealed the deal with a
cracking shot, sending the Knights
running for their lives. See yal

“The right side was looking less
rosy — my Night Goblins had failed
their animosity test, and my Wolf
Chariot was destroyed by a revoltingly
lucky stand and shoot reaction from
Nick’s crossbowmen. Still, my other
Giant was holding the flank together.”

i g




Slaught-o-Meter

Giants can cause one
hell of an impact even
before they get stuck in.
Both Phil and Nick felt
the effects of Terror in
the first few turns, with
Phil’s Black Orcs
running away as they
were charged by Nick's
Giant and failing to
rally the next turn,
taking them out of the
game for a full three
turns. On the right
flank, Nick suffered a
similar fate, with his big
Halberdier unit turning
tail and fleeing from
Phil’s Giant, leaving his
flank in tatters,

‘ L 37 ~



EMPIRE
Nick: “No General, no Knights — eek!
Don’t panic; | still had my infantry
intact and Gungaduff the Giant. The
big fella charged the rallied Black Orcs
and got so excited he Jumped Up and
Down, turning six Black Orcs to jam.
Sadly, the Warlord killed off the badly
wounded Gungaduff, who then
proceeded to fall on top of the Black
Orcs, killing four more — Hoorah!
“The Night Goblins fled in the face
of my charging Swordsmen, so | moved
up the Greatswords ready to support
them. I'd been very cautious with this
unit so far, but | felt that holding them
in reserve would pay dividends later,
Rudius killed another Fanatic with a
Fireball - one to go. Of all my troops,
the Halberdiers were probably the
most nervous — they were about to be
charged by Phil’s Giant...”

ORCS & GOBLINS

Phil: “I finally got to charge the
Halberdiers with my Giant, supporting
him with the remainder of the Wolf
Riders. My Boar Boyz about-faced to
threaten the big Spearmen unit
approaching Deff and his recently
rallied Black Orcs.

“My Orc Shaman was ready to
unleash havoc with a Brain Bursta
when, somewhat ironically, his brain
burst. Even the Shaman’s Dangly
Wotnots couldn’t avert the miscast, as
I'd rolled three 1s! To add insult to
injury, he took a Black Orc to the
Great Green with him. My Goblin
Shaman made some amends by killing
the Greatsword champion with an
"Eadbutt spell.

“1 cheered up fast when my Giant
rolled a 'Pick up and...’ result for his
attack — always entertaining! Despite
needing a 6 to hit from a failed Fear
test, Nick’s Empire Captain managed to
fend off the fumbling Giant and wound
him into the bargain. Gah! Even with
the Wolfboyz’ rear charge, the combal
was a draw. The tide was turning fast.”

i g

Gungaduff n
mincemeal o
Black Orcs!




¢ Gork fails to pick
Nick's Captain.

Even in death, Giants
are deadly. Several tons
of brutish beast falling
on top of you is enough
to ruin anyone’s day.
Both Nick's Giants
were particularly
vicious after being
slain. One fell on top of
Phil’s Giant, causing
the wounds that
enabled the Grand
Master to slay it in the
following turn (he
caused 5 wounds in
total), while the other
nailed four Black Orcs
(almost as many as
were killed by the Jump
Up and Down). These
casualties were crucial
as the unit was reduced
below 25% when it fled
in the final turns,
meaning it couldn't
rally.




EMPIRE
Nick: “My Halberdiers were holding
their own against Phil’s Giant, who
must have had sore fingers after my
Captain thwarted his Pick Up attacks.
In the combat that followed, the Giant
tried a Yell and Bawl, but my troops
held firm. The beast triumphed finally,
picking up my Captain and throwing
him across the battlefield to land
squarely in my Greatsword unit.
Bizarrely, he survived and filled in the
incomplete back rank of the unit!
“The Swordsmen were facing off
against the Black Orcs, and | was
banking on their rank bonus being
enough to send them packing. This
heroic stand left me open to a flank
charge from the Boar Boyz next turn -
that was going to hurt. Meanwhile, the
dogged Halberdiers, even without their
Captain, slew the last Giant. The
Greatswords got stuck into the Night
Goblins but, due to the Netters, could
only manage a draw. With units locked
in combat, a seemingly doomed unit of
Swordsmen and a hapless pantomime
Wizard achieving very little, | had to
hope | could hold out.”

Giants are bizarre
creatures, fun to pl
and wonderfully
unpredictable. Tak
Phil’s Giant throwi
Nick’s Captain intc
Greatsword unit. T
turned out to be o«
fortunate as it enal
the Captain to join
unit and make up !
missing model in t
last rank left by the
dead champion. T|
piece of luck was
crucial as it meant
the unit got the ex
+1 to combat reso
they needed to be:
Night Goblins, cat
them and their Sh:
to flee in the last tt
the game!




‘ Slaught-o-Meter

ORCS & GOBLINS
Phil: When the going gets tough, the
tough get going, so | had charged my
Black Orcs - all four of them — into the
waiting swords of the Empire unit
ahead. Suicide? Perhaps, but all |
needed to do was hold them for a
single turn and my Boar boyz would
smash into the flank and run them
down. | was confident in the abilities
of Deff and his ladz. Too confident, as
it turns out — the Swordsman champion
skewered the Black Orc Boss, and
though Deff and his ladz killed four
humies in return | still lost the combat.
| passed the break test, but it was
merely a stay of execution. Next turn
the beleagured Black Orcs were not so
lucky and fled, too depleted to rally.
The Boar Boyz got their flank charge,
skewering Spearmen left right and
centre. They ran down the Empire
troops, recapturing the Black Orc
banner, but it was too late to save the
hefty chunk of Victory Points
represented by Deff’s unit. The
momentum of my attack had been
halted by Nick’s Giant and his suicidal
heroics. The Kymester had turned what
had looked like total defeat into a draw.

w



“ Anarchy was
the only master in
a game more
unpredictable than
the path of a
Goblin Fanatic. 99

“ It was highly
entertaining to see
the Giants tipping
the balance by
belly-flopping their
opponents! ,’

A FUNNY OLD GAME

Nick: Okay, it's corny but adequately
describes this battle — what a laugh!
Anarchy was the only master in a game
more unpredictable than the path of your
average Goblin Fanatic. My plan went to
pot from the outset, having to send
Gungaduff to do over the Greenskins on
my left flank. Followed by the Knights’
total failure to make an impact, | thought
it might be curtains. However, the Giants
came up trumps, doing crucial wounds

MASS DESTRUCTION!

Phil: | can confidently say that the
inclusion of four Giants in this battle
report ensured that:

1) The game was total chaos from
turn two onwards.

2) We had twice as much fun as a
normal game.

IIl never forget the
spectacle of my
Giant ducking out

even when they died and ultimately |
changing the course of the game. Hats off
also to the brave Halberdiers, who staved
off a Giant’s assault and eventually killed it
— it also treated us to the funniest moment
of the game, the Captain joining the
Greatswords by way of becoming a
human lawn dart and helping to win the
combat. What a game, shame about the
Knights Panther — never did place much
faith in horses...

|

of the way of his gigantic enemy’s club, L
only to come back in with a headbutt that
knocked his assailant senseless. Classic!
Never before have | seen so many flying
foreheads in a single battle. It was also
highly entertaining to see the Giants

tipping the balance of the game by belly-
flopping their opponents as they were
finally toppled. The tide of the game really
swung round about Turn 4, and it’s mainly
due to the failure of the Black Orcs to
deliver — Deff will have a phobia of Giants
for some time to come!

Gungaduff

& Scared away
Black Orcs
3 Scared away
Night Goblins
3 Scared away
Goblin Chariot
% Killed 10 Black Orcs
(4 by falling onto them)




OK, so it’s an impressive
miniature. But what can it
achieve on the battlefield?

&  Counter-attack. A shooty army  @» Double whammy. A pair of & Flank anchors. Try protecting
without much punch in close giants marching forward in vour flanks with Giants — as
combat can really use a Giant concert is so intimidating for they cause Terror, your
as a fast counter-attack unit. your opponent he will most enemy’s flanking units will
Keep him in reserve, in case likely break his battle plan probably have to take that all-
any enemy unit makes it wide open to try and counter important test on their own
through your storm of the threat, leaving the rest of Leadership, as they usually
firepower — then let ‘em your force ready to turn the range beyond the General’s
have it with the big lad. ensuing chaos into a massacre. field of influence.

For those of you who can’t
hire Giants, here’s how to
get rid of the brutes!

Repeater Bolt Throwers

Giants are large targets, so missile fire is at +1 to hit
them. Short range for a bolt thrower is 24", so these
Elf-crewed skewer launchers will usually be hitting
Giants on a 2+. Combined with a high rate of fire, it
is possible to turn a Giant into an enormous kebab
in a mere two shooting phases.

Slayers
Dwarf armies can field a type of warrior called a Giant Slayer.
Guess what? They are even better than your average Slayer at

taking down Giants — they couldn’t care less about Terror, they
hit and wound Giants on 3s, and never, ever run away!

Trebuchets

Bretonnian players know all
about nailing Giants with a
well-timed Grail Knight charge,
but there is a much safer —
albeit less chivalrous — way to
take them down. Use Trebuchets
to fling big rocks at the
monstrosities, and if you're
lucky enough to get a direct
hit, consider it dead!
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Veteran Studio
games designer
Jervis Johnson tells
us why he is so
excited about the
new Giant kit....

THE OLD WAY

Traditionally, we make our
models out of Green Stuff,
plasticard and the odd off-
the-peg plastic or resin
part, before turning them
into a mould and casting

them in plastic or metal.
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New Model Armies

Bearer | thought | would take a closer

look at the new plastic Giant we have
released for Warhammer. I'm not planning
to go on about what a great kit it is (even
though it really is an awesome kit!), or
how a Warhammer army that can include
a Giant simply won't be complete unless
it has one (though the army really will be
sadly lacking without at least one of the
new Giants), or about the amazing
opportunities the kit offers the expert
modeller (though | do expect to see quite
a few Giants appearing in Golden Demon
competitions fram now on). No, what |
want to talk about is why the release of
the new plastic Giant is something that's
important even if you don't have an army
that can include a Giant, and even if you
don’t play Warhammer.

I n this month’s instalment of Standard

Plastic is the word

You see, the key word here is not Giant
but plastic. For while the Giant is an
awesome, ground-breaking Citadel
miniature, that is bound to set the gold
standard for Warhammer kits for years to
come, it’s the fact that it's one of the last
plastic kits we will make the traditional
way. The great lumbering brute is nothing
less than the herald of a series of
technological innovations that are going
to redefine the way that Games Workshop
makes plastic models.

Martin Footitt at work on our sculpting computer,

Id like to be able to explain what
these innovations are for all you
technologically-minded types, but
unfortunately it is far beyond anything
an old Luddite like me can understand.
Suffice to say that they are using magic
ju-ju machines with lasers and computers
to create the models. Personally, | think
they should start using dry-ice machines
to add to the effect, but sadly my own
innovative, ground-breaking ideas have
gone unheeded.

But | digress. Not content with just
being able to use computers to make
Citadel miniatures, the boffins have come
up with a machine which allows us to
reverse the process and create a computer

‘c The great lumbering brute is nothing less
than the herald of a series of technological
innovations that are going to redefine the
way that Games Workshop makes plastic kits. ,,




version of a physical abject. Once again, |
have to admit that I'm hazy on the tech
heing used, other than that it uses laser
beams and computers. It's all very Star
lrek, though sadly without the lovely alien
women in skin-tight costumes!

What it all means

The implications of these innovations are
profound; it’s now possible for a sculptor
to create a model on a computer.
Alternatively, a sculptor can work
traditionally and then have that model
converted into a computer version. This
means we'll be able to make new plastic
models much more guickly, which has to
be a good thing for all concerned.

If this was all that was going on right
now, then it would be exciting enough,
but the fact of the matter is that the
innovations I've been talking about aren’t
confined just to the Studio. Equally
ground-breaking new techniques are
being developed by the unsung heroes
that staff our plastics manufacturing plant.

These innovations will make it much
more straightforward for us to make new
plastic kits, and this in turn means we can
start to conceive of a time where the hulk
of the models that make up an army will
be made in plastic. Up until now it’s
really been just the regiments or popular
troop choices that we made in plastic,
with a couple of notable exceptions, but
| predict that within the next decade
players will be able to field ‘all-plastic’
armies for all of our games.

But that is not all, oh no, not by a long
chalk. The new technologies being
developed also mean that we can
consider making things in plastic that we
could never have dreamt about making
before. We can consider making more
terrain features, such as the plastic hills
we included in the Battle Of Five Armies
boxed game. Most excitingly of all, it has
allowed us to think about making some
really large plastic kits, even bigger than
the Giant or the Mmak; a siege tower for
Warhammer, perhaps, or maybe a super-
heavy tank for Warhammer 40,0002 All
of this is beside the other improvements
that the new tech offers us. It really is all
rather exciting...

If you want to comment on this columnn then you can do so on the forum:

& www.games-workshup.co.uk/forums/amesdevelupment/

After being made, the

Carnifex was scanned P el
info the computer, } f‘. ‘_‘%%
alfowingustodo | e

all kinds of funky
things with it.

Good things come...

Having got you frothed up into a frenzy of
anticipation (well hopefully, anyway), I'm
going to have to bring things back down
to earth again. Like all good things, it is
going to take a little while for these
techniques to really start to kick in, so
don’t expect to see a slew of plaslic kits
being released tomorrow. When all is said
and done, the Giant that inspired this
article was mainly designed using the old-
fashioned techniques we've developed
over the years for the rest of the kits in the
Citadel range. In fact it is only the base on
which the Giant stands that was designed
‘virtually’, Even so, the Giant still qualifies
as the forerunner of a host of innovative
new designs, and you will soon begin to
see more kits that have benefited from the
cutting-edge work carried out by our
sculptors, master mould-makers, and the
guys in our plastics plant. A brave new
waorld beckons!

3

THE NEW WAY

This upcoming Eldar
support platform was
partially created virtually.




i

it
i
1
st
ST

it

Ul

T

e

=R
a=
=
2=
=
=

t

it

Assembling and painting sleek Tau tanks is different from
building angular vehicles. Here’s how to get the most
from your kits, including some basic and advanced
construction tips, how to paint Tau vehicles and a
masterclass by painter Chad Mierzwa.

Assembly Tips

Tau tanks have smooth, curved armour plates so
mould lines and blemishes from attachment points
look obvious. There are plenty of unusual features
too, such as whether the mocﬁrl is mounted on a
flying base or stands on its landing gear.

& Parts can be damaged
if you clip them off
the sprue too closely.

@ Leave plenty of sprue
attached: trim it flat
with a modelling knife.

Basing

There are a number of
ways to base a Tau tank -
it comes down to personal
preference. If you have a
model with its landing
gear down, you can get
the best of both worlds

by mounting it on a
removable flying stand.

& This Sky Ray has been glued to a flying
base, which has been flocked.

‘Vehicle Accessori

Additional parts such as
stowage and crew make any
tank appear more realistic
and ‘lived in’. Tau vehicles
have a cleaner look than
vehicles from Imperial or Ork
armies, but the addition of a
commander, and wargear
such as sensor arrays, make
them look more individual.
Weapon options can also be
dealt with in a practical way.

Mould Lines

Unfortunately, mould lines
and flash are an inevitable part
of the plastic casting process. These
are generally very easy to remove, as

they can be scraped off with a hobby knife.

& By drilling and pinning the model to its
flying base, it can be removed at will.

&

P




m c d The commander is an optional detail that can be added during assembly. Alternatively, you
Ommanaer may find it easier to assemble and paint the commander before gluing him into the cupola.

= e T —g— . — —
® Glue the commander’s & Attach the arms to @ Position the @ Use a Fire Warrior head
body into the cupola. the torso, commander’s head. for a simple conversion.
war gar We recommend specific places to attach the additional wargear that
ﬂ comes with the kit but feel free to put them where you like.

- . - o =
& Front wings/nose. & Under the nose. & Fit them instead of & Specially designed
the Gun Drones. recesses.

- e

| waalmns lllmmls e £ Some parts on the
If you want the option to < A5 kits, such as the
change weapons from i : y Drones, are designed
game to game, why not Sy . e to be removed.
assemble both the railgun ' ’ B Others, like the
and ion cannon, holding < engines, can be
them in position on the y N, movable. Make a note

turret with pins? | of which parts you

i wanl to be able to
move, then take extra
care not to glue them
during assembly.




Painting your Piranh
The armour plates on Tau vehicles look best with

extreme highlights painted onto the edges. Tau use
camouflage patterns, but quite unlike those used by
other races — it is much more geometric in style. |
However, you could take inspiration from other

sources, such as animal hide (see Imperial Armour
volume three).

Gamouflage

§
fa&’o 7

® Apply several thin coats of & Start to fill in the & Fill in the rest with a 1:1 & Carefully paint in the
Vomit Brown over a black camouflage pattern. mix of Vomit Brown and panel lines with Bestial
undercoat. Once dry, use Paint some of the shapes Vermin Fur. Brown thinned down
a soft pencil to draw the Bronzed Flesh. with water.

pattern on the hull.

Hat panel lines

S"’gﬁ
- 4

@ Start by lining in the panel & Apply extreme highlights @ Highlight the prominent # Mix more Skull White
lines with thinned down to the edges using edges of the panels with into the highlight colour
Bestial Brown. Bronzed Flesh. a 1:1 mix of Bronzed and apply to finish off.

Flesh and Skull White.




Masterclass

Chad Mierzwa has given this Hammerhead a
stunning paint job, featuring a fully painted
crew compartment and a multi-layered
camouflage scheme. Here’s how he achieved
these effects.

Gamoufiage

Sz,
Se
7

# Catachan Green was
stippled in patches onto
the black undercoat.

# Codex Grey stippling
was applied on top of
the Catachan Green.

St
Be
== o

& A 1:1 mix of Catachan ¥ Masking tape was cut
Green and Shadow Grey
was applied next. A final
stipple of Catachan
Green was applied to
mute the colours.

into rough lightning bolt
shapes and applied to
the hull,

# The tank was painted
with dark grey paint,
then the tape was
removed to reveal the
camouflage.

Stippling i
+ Stippling is used to build up patches of colour such

as camouflage. Use a large drybrush and wipe most

| of the paint off. Rather than drag the bristles across
the surface of the model, dab the paint on, creating
random patterns. With successive highlights, build

up some areas to get a mottled effect.

Crew Compartment

A wash of Bleached Bone
was applied over a Skull
White undercoat. The
seals were painted
Catachan Green, and
highlighted with Rotting
Flesh. The doors were
painted with a 1:1 mix of
Codex Grey and Chaos
Black, and highlighted with
Fortress Grey.

D
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The Vespid Stingwings are an alien
- race subservient to the Tau Empire,
and they pose a threat even to the
Imperium’s best armoured warriors.

he Pespid

3 The Stingwings hail from the storm-
- wracked, high-pressure gas giant of

Vespid, where they evolved amidst
drifting, lighter-than-air rock islands,

~_ Each island is an independent nation,

with its own leadership and traits.
Vespid is fully integrated into the Tau
Empire, lying as it does close to the Tau
Sept world of D'yanoi.Upon contact with
the Tau, the Stingwings displayed no
hesitation in joining the empire, and now
fight in Tau armies, where they are
_afforded an uncommon respect by the
“warriors of the Fire Caste.
~There are a number of characteristics
hat make the Stingwings extremely
aliiable to the Tau. The first factor is the
ing;n;,s weaponry. Each Stingwing
Cames a neutron blaster fitted with a

' {ryszal harvested from the deepest reaches

of Vespid’s cloud seas. The weapon was
designed by the Tau Earth caste, and it is
capable of emitting a short-ranged, but
deadly stream of radiation. This blast will
ignore all but the most sturdy of armour,
reducing biological matter or delicate
machine components to cinders.
— The second advantage the aliens
“possess is their wings, upon which they

~ are able to fly, weaving in and out of

~ cover to close on their foe. Those few

— warriors who have survived a Stingwing

~ attack state that they appear from

~ nowhere, darting out from concealment to
~ unleash a devastating burst of neutron fire.

These two features combmem dictate

= the most common tactic used by

Stingwings. The Tau frequently direct their
allies to attack through dense terrain — the
type of ground from which the enemy
would scarcely expect the Tau themselves
to approach. It often comes as an
extremely unpleasant surprise to an
enemy when he discovers the flank he
thought anchored by dense terrain has in
fact been infiltrated by fast moving aliens,
The Tau, specialising as they do in
combined arms warfare, launch
mechanised and battlesuit attacks at key
enemy points, timed to strike at the exact
moment the Stingwings assault,

To date, the Tau Empire has fielded
the Vespid Stingwings in a number of
campaigns, where they have gained a
terrifying reputation, and are already the
subject of a number of battlefield myths.
One early account that was believed by
many held that the Vespid are prone to
consume their own fallen. This tale was
taken as canon by many in the Imperium’s
upper command echelons, but is now
believed to have been a simple case of
misidentification between the Stingwings
and the barbaric Kroot; another race
subservient to the Tau.

The pame ‘Stingwing’ is in fact an
appellation coined by Imperial
Guardsmen of the 15th/11th army group
posted to defend the frontier worlds
bordering the northern marches of the Tau
Empire. The name is entirely appropriate
to the aliens’ style of attack, which has
made them feared by almost every race
that has faced them on the field.
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Thls Stingwing unit sports armour and markings mdlcatmg
that it serves with the Fire Caste forces of the T’au Sept.
The blue mottling on the warriors’ chitin link them to the
strain that served alongside the famous Commander
Puretide at the Dal’yth counter attack, one of the first
battles in which the Tau fought alongside the Vespid.

The orange markmgs on the weapons here indicate this
strain is serving with forces from the Sa’cea Sept. The
colouration of the armour conforms to a pattern worn

y Sa’cea Hunter Cadres when operating in urban
warzones. This example was seen on Kee’an Prime,

~ a settlement to the galactic south of Medusa V.




R
Vior’la
These Vespid bear the red markings of the Vior’la Sept,
and their armour is of a pattern shared by Fire Warriors
of that world. They demonstrate the fact that, although
the blue colouration of the first example is the most
common, many of the Vespid nations exhibit unique
skin and chitin colours.

D’yanoi is the Tau Sept world closest to Vespid, and its
Hunter Cadres are frequently accompanied by Stingwing
allies. These Stingwings bear the blue Sept markings of
D’yanoi, but not the brown armour commonly worn by
D’yanoi Fire Warriors. This may indicate that they are
serving in an expeditionary force upon another world.
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= -~ DEADLY URBAN COMBAT -
& INTHE 41°" MILLENNIUM!

_-ﬂ

' Across countless worfdéﬁefﬂrces of the %
Imperium struggle for supremacy against ~
= powerful alien races. On these worlds, 2

' the most bitter cunﬂlcts are reserved form

in this new Warhammer 40,000 gaming
= supplement, you will find:

* 80 page book
* Full rules for urban combat

* 22 strategems to undo your opponent
& 11 new missions-




with a uniq
account. Aft

of this warp-doomed world.

‘Website Featu res

¢ Service Record
Tally your triumphs and defeats

* Unique battlefields
Battle over spaceports, ruined cities, agri-complexes,
ite wastes and more

o Leader Boards
Measure your mlght agamst the rest of the orld -

. Scenarlo tdeas-and objectives
More ways to play _

‘e Hobby Section ;
Comprehensive modelling and painting guides

edusa V worldwide campaign could not be

» medusav.games-worshop.com and provide your
and a password. You will then be sent an e-mail
ty code which will enable you to activate your
is, you will be able to post the results of your :
Warhammer 40,000 battles online, and help to decide the difference
between glory and defeat for your faction upon the blasted surface

Special Events
All Games Workshop stores and
many independent retailers will

‘be running battles and other

events over the duration of the
campaign. Participation will be
reflected upon your Service:
Record with special campaigrr
ribbons and citations. Check
White Dwarf and the web for
more_detai[s]

New Releases

The Medusa ¥V campaign will be
syipported by a range of new
Citadel Miniatures. Some of
these are detailed on the
following pages, but this is only
a taste of what is to come®

White Dwarf wild bring you the
full details of these models as -
they are released.

Timeline

03.05.06 YWebsite online
07.06.06 Website opens
21,06.06 "Registration begins
05.07.06 C;mpaign starts

~ 30.08.06 Campaign Ends
+ 01.09.06 Results posted

i &"‘v)

MEDUSAV.GAMES-
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Imperial Guard

Regiments from across the Imperium flock
to Medusa V, and the honour of leading
them has fallen to Lord Marshal Graf
Harazahn of Vostroya. Harazahn has
vowed to secure complete control of the
planet in the name of the Emperor, no
matter the cost.

The hulk of the infamous Bad Moon
Warlord Nazdreg Ug Urdgrub has
crashed into the world of Medusa V.
Nazdreg's Weirdboyz have warned him
of the end of the planet, and the
Warlord means to escape.

i Ork Big Mek

~ The Tau Empire

From their hidden facilities on Medusa V, the
Earth caste strives to undo the last check on
Tau power — their lack of Warp travel. Their
Etheric Scanners, pointing at Van Grothe's
Rapidity, are harvesting data, in a bid to
unlock the unknown mysteries of the Warp.

The webway was once the Eldar’s key to
power. Now shattered, it may prove to
be their undoing — the portal on Medusa
V is permanently open. The power of
Chaos must be prevented from entering
the webway, so swears Elarique
Swiftblade of the Alaitoc Craftworld.




k Eldar

Slaves are the coin of the Dark Eldar
realm, and slaves in war are easy to
take. Archon No’Akei, Daughter of
Pain, plans to take as many as she can,
so that she may return to Commoragh
in triumph, and cast down her former
master Asdrubael Vect.

Necrons

The minds of the Necrontyr are full of
loathing for flesh, yet it is within flesh
that reside the souls they crave. The
storm offers them a rich opportunity — if
tamed, it could seal off the world,

allowing them to feed in peace forever... *

Space Marines

Captain Sicarius of the Ultramarines, hero of the
Medusa Schism, has returned to the Medusa
system at the head of a crusading force drawn
from dozens of chapters of the Adeptus Astartes.
They know the power of Chaos, and that
Ygethmor must be stopped.

Chaos

Abaddon has dispatched Ygethmor
to Medusa V. This fearsome Chaos
Sorcerer has forseen a planet
scoured by the changing power of
Chaos, transmuted into a Daemon
World, himself as its master.




TYRANI

In the crucible of urban war, a

new strain of Tyranid is evolving,

a breed of Lictor that is d
all but invisible. Should it be
reabsorbed by the hive-mind, it
would further the cause of the

Great Devourer across the galaxy.

Tyranids

The new Biovore
provides long-range
fire support for the
Iyranid hordes, while
the.'Death Leaper’
Lictor species
spreads terror in
Medusa V's teeming
hive cities.

: . The Tyranid hive-mind is%hut one s 3 - § L-W = ‘é :
- 1n B £\ g

threat Medusa V's defendésface. _ ° - R
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-%:Ehe Taros Campaugn is the third book in the Forge World Imperial
\rmour series. It’s available in our Hobby Centres right now and,

to coincide, the Tallarn Desert Raiders are being re-released. The

~ book also ties in nicely with the latest Warhammer 40,000 release,

_ Codex: Tau Empire.

mperial Armour 3: The Taros Campaign ZeF Hundreds of lavish photographs

much like its predecessors is a lavish, Full-colour images and black and white

glossy, hardback volume, literally pseudo-war photography litter the book

-rammed with background, rules and throughout and include battle scenes, maps,
"'l"USll’atIOf‘IS Where it difiers, however, is the sketches and more.

: ipaign element to the book, which is

esc:ibed in comprehensive detail. “#F Vignettes and forces background

Exquisite, never-before-seen vignettes
he bgok weighs in at a mighty 320 pages, including The Raptors Space Marine Chapter,
mprlsm;, of the following sections: Tallarn Desert Raiders, Kroot Gnarloc Riders

and Elysian Drop Troops.
Detailed and immersive campaign
kground and story ¥ Hundreds of technical drawings

he campaign is broken down into seven In full colour, these precise drawings depict
chapters, starting with the background of all of the vehicles involved in the conflict on
Taros and the outbreak of hostilities, through both sides, encompassing exhaustively the
the major conflicts of the war and the Raptors, Tallarn Desert Raiders, Tau, Elysians
eventual conclusive battles and actions. and more.

continued next page...
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continued from previotus page...

FeE New vehicle rules

A host of new vehicles, all available from
Forge World, are described with full rules
and background.

Tau; New battlesuit variants, Tetra Scout
Speeder(a smaller version of the new
Piranha), drone sentry turrets, Tiger Shark,
Barracuda, Orca, the awesame Manta and
many more.

Imperial; Bombard, Drop Sentinels,

Aquila Lander (a crashed version is

available in the Battle For Macragge box

game), Thunderhawk transporter and
‘arhound Titan.

=5 New army lists
Three new army lists to use with the forces
described in the book, the major protagonists
of the conflict.

*23rd Elysian Regiment: Drop Troops

s The Tallarn Imperial Guard

e Tau Auxilaries

“Tactics are
broken down
and analysed,
war diaries

< =25 Scenarios
from the major

A near-exhaustive raft of scenarios, enabling

t . t vou to re-enact the pivotal moments and

prO agonfs S hattles of the campaign, from the ill-fated

Offer insfghts ‘Attack (m“lh'e‘ -(;.overm)r’s Pala’(ze‘ to the
desperate ‘Mission Deathblow’.

into the

. : : =5 Appendix
unfoldmg Imperial Warhound Titan As if all that weren’t enough, there’s an

. 7” Appendix section that includes updated and
Contht- new rules for Super Heavy Vehicles, Flyers

f‘ﬂ rge wﬂrLd and a host of Taros inspired colour schemes.

DEATH IN THE DESERT
The storyline in The Targs Campaign is
incredibly involved and compelling, reading
like an authentic war journal. It's exciting too
— the accounts of the massive battles and
tactical manoeuvrings are akin to some of the
heroics ripped out of a Black Library novel.

Add to that tactics, maps and diagrams, the
vast array of schematics, technical drawings
and other imagery and you've got a
comprehensive volume describing a conflict
in such exhaustive detail, and in every
possible theatre of war, as has never been
described before.

Tau Orca

(2
]
|
o




Rough Riders — Carrying powerful hunting lances, Rough = ==
| Riders pacik a powerful-punch (i close combat and are a = =
L common sight in Tallarn armies. =

THE DESERT RAIDERS
The Tallarn are mobile guerrilla fighters,
evasive and opportunistic. They are ; i : = = 3
especially well-known for their hard-fighting e . ; ‘ A s : s =
Sentinel squadrons and are masters of hit- . : -2 ‘
and-run warfare. Tallarn are all accomplished * ¢
riders; often they will use riding mounts to
move from battle to battle, dismounting only
when they are close to the enemy and wish
to employ stealth. Once the %
enemy are sighted, the Tallarn
will stalk them relying on
their practiced marksmanship
and lighting-quick curved
knives to achieve victory.

Preferred special weapon:
Plasma gun

Preferred heavy weapon:
Missile launcher

* Priests

* Hardened Fighters

* Rough Rider squadrons
* Light Infantry

¢ Sharpshooters

CAPTAIN AL’RAHEM

Captain Al'rahem is one of the legendary heroes of the Tallarn Desert Raiders. Although there
are no rules for him as a special character, you can still represent him in your games using the
profile of a Heroic Senior Officer and the wargear given below:

|
B
i

WSBS § T W | A Ld Sv
e e E R Y

Wargear: Master-crafted power weapon, master-craited plasma pistol, Macharian Cross,
Trademark [tem (sunglasses) and refractor field. His command HQ can be upgraded as normal.
Points: 160

Captain Al'rahem has had an illustrious and decorated career. For the full background behind
this character and his exploits follow the link below.

IMPERIAL ARMOUR 3: THE TAROS CAMPAIGN AVAILABLE NOW - £55




Pete Jarman has been

with Games Workshop

for over 5 years, the

past year spent in
Direct. He is currently

working on too many
projects to mention,
but took time out to
paint this ace Tallarn

Combat Patrol.

The army includes these great

@

ehjective markers.

Pete: | have done a few Imperial Guard
armies in the past, so with the re-release of
the Tallarns (My favourite metal Imperial
Guard regiment since the plastic Cadians
replaced all my metal ones!), this was the
perfect opportunity to resurrect my passion
for the Emperor’s finest.

ARMY SELECTION

400 points isn’t a lot to play around with for
most armies but Guard are relatively
inexpensive, man for man, so you can have
your cake and eat it!

Doctrines: It's all too easy to make an
Infantry squad cost over 100 points with all
of the skills and wargear available — not very
practical in such a small game - so |
decided to stick with a standard Guard army
and not use doctrines.

Troops: A standard Infantry platoon led by a
Junior Officer was a solid base for my force

i
e

I
<
)
o

— with lots of models to put on the table and
an impressive amount of firepower as well.

Squad One, with both a grenade launcher
and mortar, would deal with large units, The
mortar could also suppress enemy fire with
its pinning attack.

Squad Two, with an autocannon and plasma
gun, would deal with light vehicles, and
high Toughness/high armour save troops.

| gave the Junior Officer a bolt pistol and a
lucky Guardsman got a melta gun, but
otherwise | left them without upgrades —
their role would be to plug any holes in my
line or to boost the firing of another unit.

Elites: To support the Infantry, was a unit of
seven Hardened Veterans with a missile
launcher. The Sergeant got a boltgun (just
because | really like the Lieutenant model, |
couldn’t bear to convert him!). Their higher




PAINTING

e Chaos Black undercoat

* Use a fairly brown and

BS allows me to deal with anything | may
miss (literally - | have notorious bad luck!)
with the rest of the army.

Fast Attack: The five Rough Riders give the
force some edge in close combat. | can leave
them back to counter-attack the enemy if
they get too close to my front line.
Alternatively, | can use them to get around
the table quickly with their Fleet rule to take
objectives or annoy my opponent. Their
lances are a bit of a ‘one trick pony’ (oh

dear — Ed), so | have to be careful when |
commit them to combat.

Finally, | went for a Sentinel, giving me
another weapon to deal with armoured
transports before they (or the troops inside)
became a threat.

SIIMMARY
All in all, this is a scouting force, both in
composition and background (I prefer to

CEAMES-WERKSH

make pretty armies for my games rather than
practical} — something | aim to continue
when | expand the army.

EXPANSION

Rather than using the Tallarn doctrines given
in the back of Codex: Imperial Guard, 1"l
choose a few of my own to represent a
different formation. | want them in
Chimeras, so the Mechanised alternate
Regimental Organisation is a must, and
backed up by Ogryns (I want to try some
ideas for converting from the Warhammer
plastic Ogres). I'll also choose Rough Riders
and may be tempted to take the Xeno
Mounts specialist kit (see WD292 or the
Chapter Approved section of the website for
the rules) to beef them up in close combat
(providing | can bring myself to pull the
models off their harses!). Lastly, I'll take the
Sharpshooters skills and drills, just so | can
re-roll all those 1s when | shoot (trust me -
there are loads of them!).

T
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co-ordinated
camouflage colour
scheme to tie in with
their desert raiding
background.

Basecoat Bestial Brown
with patches done in
Snakebite Leather and
Bleached Bone.

s =y
¢ Pouches and
accessories were either
left black or painted
Scorched Brown to
keep the model simple.

e Headscarves

and trousers were
painted Fortress Grey.
This helped the overall
composition of the
model whilst not
making it look out of
place or too bright.

@




Tau operations were being
conducted from a compact
command complex situated in old
mine workings underneath a non-
descript cluster of ofd mine
buildings just west of Tarokeen.
The bloodied and dusty General was
led down to meef his nemesis. Within,
waited the Shas‘o, alongside him stood
' “his advisor, in long priestly robes.
Another civitian, a dipfomat or
tfator, was also present to act as an

nded Syckava on his
“and bravery, but he
that the war on Taros
wred the General that
n be part of the Tau
uestioning the General
erial Guard’s remaining
their future intentions (afl
hich the General stoically
“answer), the Fthereal asked
eral would act as an emissary
periors. The Ethereal had an
fimatum tor the Gue’la, a ceasefire
sifer to end the bloodshed and allow the
humans to withdraw unmolested, if they
disarmed. The Tau would aflow transport
ships free access to Taros to evacuate their
soldiers and personnel under the ceasefire
agreement, as fong as the largest war ships
withdrew from the system. The Ethereal also
offered to turn over the renegade Planetary
Governor Aulis, whom they had under close
guard, in a prisoner swap for all the Tau
captives the Emperor’s forces were holding.

“The Tau would
allow transport
ships free access
to Taros to
evacuate their
soldiers and
personnel under
the ceasefire
agreement, as
long as the
largest war ships
withdrew from
the system.”

o= — E: NA

In return for his assistance the General
would be assured a new position
commanding the human auxiliaries now
under the Tau's controf on Taros. With the
Emperor’s forces defeated the post of
‘Commander of the Taros Garrison’ would be
his for life, an honoured position with all the
attendant wealth and status human
commanders seemed to crave — if he helped
the Tau now.

1l

»
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security that would cost the Tau dearly. The

ers would turn him
. He would not
‘a ceasefire, even |
e of luxury. If the

mmanders, “We will
ep of the way.”

Shas‘o sent the General back
ithe other prisoners. There would be
't end to the war. it was a lapse in

other prisoners were divided up and sent as
new labour to distant mines. Despite his
severe wound, afl the time he had been a
prisoner General Syckava had been
observing, taking-in details. As a high-
ranking officer he had had access to maps
and secret information about Taros and the
overall campaign plan that the other
priseners had not. He would put that
knowledge to good use. From his
observations he had a good estimate of the
location of the Tau command post, and from
his transport’s flight path a good idea of
which mine he was en-route to. General
Syckava had been a loyal servant of the
Imperium all his life, he was still one, and
he would not lie down whilst the Tau
completed their ultimate victory. He planned
to escape, or die in the attempt. Gathering a
small group of Elysian prisoners about him,
men who were still foyal to their former
commander, Syckava made a plan to escape
from the mine and strike out for the nearest
Imperial Guard lines.

He did not wait long to act. On the first
night at the mine Syckava and five men
overwhelmed three human guards, stole
weapons and water canteens and struck out
into the desert. The escapees split up to
confuse pursuit. Using his inside knowledge
Syckava headed westwards, to where he
believed the 331st Tallarn regiment’s lines
were positioned,

The guards did not bother to organise any
pursuit. There was nowhere to run, and
without supplies nobody could survive the
deserts for long. The escapees were dead men.

They were almost right. After three days
under the mercitess sun Syckava was on his
last legs. Stumbling westwards, down to the
dregs of his water, face and hands blistered
by the heat he finally colfapsed. By a last
desperate act of will power, rather than lie
down and die he scraped a vague outline of
a large Imperial eagle into the sand, and
prayed to the Emperor thal somehow
somebody would see it.



SCENARIO:

the desert, desperate to return to Imperial
lines. Cresting a high dune he discovers he
is not alone in the arid landscape, a Tau
reconnaissance operating in the area has

' picked them up on their radar.

Believing they are doomed, Syckva resigns
himself to labour in the mines, just when a
patrol from the 331st Tallarns appears...

THE BATTLE

General Syckva and his men are caught in "
tairly open terrain between the Tau and
Tallarn patrol forces. Armed with nought but
a stolen las pistol and some improvised
weapons, Syckva and his men cannot
contribute to the battle and must escape.

SET-UIP

The game is fought on a 4'x4' table. It is
largely open terrain but high dunes and
other natural terrain provide some cover for
Syckava and his men. Alternatively, you
could roll on the desert terrain generator on
page 50 to determine the nature of the
battlefield.

1. General Syckava and the other Elysidns
are placed in the centre of the table first,
before either of the Tau or Tallarn force;
arrive. L=

2. Before any units are placed, General
Syckava and his men {controlled by the

Imperial player) may make a single moxe.

3. Both sides roll a D6. The highest roll m

decide whether to take the first turn. All

units for both sides are in Reserve,
although as Syckava effectively takes a
turn before anyone arrives it is treated as
turn two as soon as it is the first player’s
turn (ie, their units will arrive
immediately on a roll of 4+). After this
initial move, Syckava will then take his
turn with the Imperial player.

General Syckva and a handful of Elysian
survivors have escaped the Tau mines into

4. The Imperial player comes on from the
table edge Syckava is heading towards,
and the Tau player the opposite edge.

OBl ECTIVE

The Imperial player must ensure that
Syckava gets to safety by exiting (whilst not
falling back) off the Imperial table edge.

The Tau player must destroy Syckava before
this happens. If Syckava is Falling Back
when he exits the table edge he is
considered destroved (lost in the desert) and
it is a victory for the Tau.

SPERIAL RBLULES

Reserves, Dusk and Dawn.

General Syckava and his men: General
Syckava has the characteristics of an
Imperial Heroic Officer but note that due to
his weakened state he has 1 less Wound and
1 less point of WS, BS and I.

General Syckava is accompanied by four
other Elysian prisoners. They have the
characteristics of normal Imperial
Guardsmen but have 1 point less of

WS, BS and I.

Syckava is armed with a laspistol,
whilst his men are armed with close

combat weapons.

Combat Patrols: Both forces

Yatroliréstrictions given in the
Warhammer 40,000 rulebook.

Rough Riders: These desert
veterans are constantly patrolling
the dunes, ever ready for signs of
trouble. If the Imperial Guard
player chooses Rough Riders
these will always arrive
automatically from Reserve.

Taros is a fairly barren
and desolate planet,
encompassed largely by
hostile desert terrain.
It does, however, have

| one chief and salient

virtue — it is a mining
world and the ore it
provides to the

. neighbouring Stygies

VIl forge world is vital
in the production of
Imperial tanks and

other vehicles, hence

its strategic value to
the Imperium.
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ROLL 2D6 FOR EFFECT desert-environs of desert worlds around the Imperium
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Desert Creatures: Roll a : ng theatre Of war, very distinctive and
Do to determine the nature (= different in comparison to more conventional battlefields.

of the creatures
encountered. 1-3: Sun

!\’L""‘J:”":' ':H*";'B':‘g" itin ‘some terrain types that you can Players should roll a D6 to decide who gets |
Irns ace S ] . 7e 4 = - . .
Wm‘:murfn the ba",;_,?md‘ ames iought on a desert battlefield to place the first piece of terrain, which will

They may not be placed then alternate between them. Once both
within 12" of any table == : players are satisfied there’s enough terrain
AN ¥ I A v s ~ - -

edge or within 12" of each TERRAIN E on the board it’s time for battle!

other. Any model moving E_E_N_E.RAT OR-

within 6" of a Sun Worm

must take a dangerous Before you play any battle on a desert world Alternatively, both players could simply
terrain test, 4-6: Sand or similar environment, roll 2D6 on the choose the terrain they want to use and
desert terrain generator below to determine place it any mutually agreeable manner.
the terrain Lype.

Waorm, Roll a D6 at the
start of each player’s turn.
On a 1, the opposing
playver must place the blast
template anywhere on the
table and then scatter it
2D6" (it always scallers,
even if you roll a ‘Hit’) 1o
represent where the Sand
Worm attacks. Every model
under the template is hit as |
per the normal rule for |
blast markers, Every model
affected must roll equal to
or under their Initiative (a
6 always fails) or they will
be sucked down into the
sand by the creature and
are removed as a casualty.

Sangar: See below
Deir: See below
Hammada: See below
Wadi: See below ‘ i
Sand Dune: See below . - . U g 1. SANGAR
Oasis: See below
Scrub: See below
Mesa: See helow

Blinding Heat Haze: R A =
Designate an area of the
battlefield 3D6" x 2D6" |
affected by the heat haze - |
any model in this area or
shooting through it suffers
a -1BS. Any unit inside this
area suffers a -1 to Ld.

Sandstorm: The sandstorm
covers an area equal lo the
ordnance template in size,

Line of sight is blocked for nESEBT '!Enal!x T‘Ilis

models shooling through it g
A model inside the : TERRAIN TYPE DESCRIPTION

sandstorm may shoot, but

e e e : Deir Shallow dip in open ground.

They also suffer D3 | | Hammada (3) Open ground strewn with Joose rocks.

Strength 1 hits each turn at | | A > . ; s

the start of their turn. Roll. | | Wadi (5) Deep gulley formed by flash flooding during infrequent
a D6 for the sandstorm at | rainy seasons

the start of each player’s

turn. On a 1 it dissipates y

and is removed, 2-5 | Mesa (2) Flat-topped, rocky outcrop formed by fast-flowing
nothing happens, 6 another { water of eons past.

sandstorm appears and is | " 1 & x

placed D6 from original as . Oasis (7) WYSIWYG, or Size 3 area terrain.

indicated by the scatter  Scrub (4) Low, dry grass and bushes, Size 1 or 2 area terrain.
dice (this will always i =

scatter, even if a 'Hit' is Sand dune (6) Hills.

rolled). Roll for all the sand | 3 . g e | el y L

S (BEhs EabataiEl s n e - Sangar (1) Loose rocks piled high, as the ground is unsuitable for
start of each player's turn. trench digging_
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| Sun Worms are just one of the many deadly

| denizens of the desert. They are likened to
small biological batteries that reside half in

' the sun and half in shade, capturing and
utilising solar energy to survive.

| The danger inherent with Sun Worms is not
overt like some of the foul and ferocious

|
1

!

| The army includes
| these great

. obfective markers.

EFFECT
6+ cover save.
Difficult terrain.

move counts as difficult terrain.

5+ cover save.
6+ cover save.
Hills

Fortifications.

creatures of the 41st millennium, rather it
is the energy conserved in their bodies that
poses the most severe hazard. The solar
energy stored by Sun Worms is released
sporadically, as a defence mechanism, in
the form of a powerful electrical charge.
Such a blast can easily be fatal.

If very narrow, this might be dangerous terrain, as they are hard to spot. If wider — |
troops may pass down it unimpeded, but climbing into, out of, or over il in one

WYSIWYG. Difficult terrain test required to scale, open terrain across lop.

Tactica

Nick’s asked me for a few words
on the subject of fighting games of
Warhammer 40,000 in desert
terrain, so looking over his terrain
generator, these are my thoughts.

Obviously, the defining feature of
a desert table is the open ground.
Open ground does not have to
mean lack of cover, but it does
mean the enemy will be able to
draw a bead on your forces from
almost anywhere else on the table.
More crucially though, it means
that movement will be far easier to
coordinate across an army, so
tanks and transport vehicles won't
get bottle-necked like they would
on a more conventional table.

Th;!gﬁ,cﬂ“ be dealt with in two

ws| One way is to dig in, but

are of forming long, defensive
38¢ These will be quickly
Hanked and rolled-up, as fast
ng enemy assault units will
ble to move in on the extreme
Instead of forming a line,
ink about deploying in defensive
strong points, with your heavy
weapons arranged within, covering
every angle of approach.
The opposite tactic is to utilise fast
moving units, as these will come
into their own in the open terrain,
where they can move around
without being slowed by terrain,
bringing lots of force to bear
exactly where and when you
choose. A great example of this
would be a Tau army heavy on
Fire Warrior teams mounted in
Devilfish troop carriers. The
vehicles will have plenty of room
to manoeuvre, and thus mass their
attacks on enemy units of their
choice, the Fire Warriors
disembarking to Rapid Fire their
foe into a sticky mess. Of course,
the downside of taking lots of
vehicles into open desert is the
enemy’s long range anti-tank
weapons will be able to target
them, so be sure to pick your
targets carefully, coordinating your
attacks to quickly reduce the
enemy’s ability to hit back at you.

Lastly, a famous general once
described desert warfare as a
“tactician’s dream, but a
logistician’s nightmare”, Once
underway, you'll have an idea why!

@



The distinctive red furbans indicate
officer status in the army. The
more high-ranking miniatares also
have a bluish linge to their tunics
“and fatigues, unlike the yellow-
brown of the standard troapers,

IA.LJ_.A_E,N ARMY

By Matthew Toone

These are some of Matthew Toone’s
Tallarn models. Matthew hails from the
Isle of Wight and bought the Tallarns
when they were first released, but has
only recently got around to painting
them!

A throw back te his historical
gaming, Matthew has modelied his
awn thin ‘bases” for his models and
flocked them appropriately.

Matthew was a historical war gamer originally and based his Tallarns on a huge Sudanese Colonial collection. *You don't see many
warriors with dark skin in Warhammer 406,000 — but Tallarns fight in deserts, so il seemed like a good choice.”

ITaLrpEapN ROllcH RIDERS = - .3
By Rhys Knight

Rough riders are a very underused troop type, and | always like to have the ‘underdogs’ in an
army. Also, | had just watched ‘The Mummy’ and all of those guys on horseback look cool.

TALLARN CAMO SCHEMES By the UK White Dwarf Team.

Forest — Nick Kyme Red Desert — Christian Byrne Ash Wastes — Owen Rees




war is bemg played in
and how your armies ¢

The Taros Campangn is raging
Games Workshop store near yo
this Easter holiday. Ring your local
Hobby Centre to find out how the

Elysian Drop Trooper heavy weapons (heavy bolter and mortar)

AVAILABLE NOW FROM

fhrgglﬂurtd

Tau Tetra
Light Skimmer

learn that therra%‘&sce
g systems, enablmg Yo
grand scale as the con
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Epic Tau Manta
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A LITTLER

The novels and art
books published by
Black Library explore
the rich backgrounds of
Warhammer and 40K.
With a little work, you
can bring those novels
to life on the tabletop.
Dave Taylor shows us a
few examples from his
Empire army.

WARHA
ARER
VIMED

ARERAED
‘K’J?-Py.’l' lﬂ TR YRI YRR

l-.vum\n‘mq of
“‘t '“-‘(\‘;f
am McNeil]

Dave: The novels and art books published by
the Black Library are among the best places
to gather ideas for building an entirely new
army or adding some great flavour to an
existing force. I've always been a fan of Dan
Abnett’s work, and Gifead’s Blood and
Hammers of Ulric have insp a number of
army themes for me. Also, Robert Earl's Wild
Kingdom has me thinking about a new
Rhinox conversion I'd like to work on.

Blood on the Reik is a great book that has
provided me with a slew of modeling ideas.
Filled with page after page of great sketches
by Dave Gallagher, this book explores the

¢ stirred to action by the ‘fire and

74 A LITTLE READING...

nd his preacher.

EADING...

...can go a long way

darker, grittier side of life in the Empire. It's
not all frilly shirts and fancy plumes, you
know — sometimes, it's about mad women
swinging cats!

For more on the Black Library, check out
www.blacklibrary.com.

Black Library books are available at:
most good bookstores, the Games Workshop
Hobby Centres and the online store:

www.games-workshop.co.uk/store/blacklibrary




BRINGING THE ARTWORK TO LIFE

Warrior Priest  This guy was a fairly simple conversion that combined a mix of pieces from my bitz
e box: a Space Marine Sergeant torso, Chaos Maratder legs, Empire Militia arms, a
; Bretonnian head, and Karl Franz's hammer, He'll be a Warrior Priest in my Empire army.

Amethyst Wizard

This famplighter mode! is
based on an Inguisitor's
Henchman, The toughest
part was hiding the
promethium tanks on his
back, He'll serve as a
standard bearer in a Free
Company regiment.

Executioner
Everyone fears the executioner! |
maele this charmer with Free
Company legs, a Marauder
torse and arms, and a
Beastran axe. | buill up
the hood with lavers of
Green Stuff and added
studs cut from a
plastic rod. This

The Amethyst Wizard was a pretty straightforward
conversion, [eut the plasma pistol away from a

> Daemonhunter Acolvte, replaced it with a Zombie
madel will become hand holding a skull, and added the scythe blade

a Sergeant in a unit

from Typhus. | used Green Stuff to form a simple
of Free Company

hood aver the bionic eve and wires that covered his

soldiers, head. To add a little more stature, | placed the
Wizard on a few rocks made from Green Stuff,
He will, of course, become a Wizard in my Empire
artmy when [ want to use the Lore of Death.
Preacher

This character was, by far, my
favourite sketch from Blood on the
Reik, This drawing was full of gritty
humour and wild fanaticism — just
perfect for a Prophet of Dogm!

Getting him right was really a matter
of assembling the right parts; the
Bretonnian monk model as the blind
strongman, a spare shield as the
stand, and Zombie and Free
Company parls for the zealot. The
enormous book an his back is from
the Inquisitor range, and the
screaming head is from a Space
Woll. Converting Rule #1: NEVER
throw anvthing away!

www.games-workshop.co.uk/store/blacklibrary 75



The Horus Heresy

HORUS RISING

= ] The start of a major new series that tells the
= Tar-Horus Heresy : greatest ever story from the Warhammer
: Z = 40,000 universe!

s The Horus Heresy is the single most important event
Dan Abnett |1 inthe history of the Warhammer 40,000 universe and
~ | 5 now the Black Library dares to tell the complete tale
HORUS RISING | of how it all began, how it unfolded and how it
Thit soeds of lieresy arie so : ended! This epic new series will take you back 10,000

years and throw you right into the action - will you
dare to choose a side?

SPguts of i

HORUS RISING
by Dan Abnett

After thousands of years of expansion and conquest,
the Imperium of Man is at its height. His dream for
humanity nearly accomplished, the Emperor hands
over the reins of power to his Warmaster, Horus, and
heads back to Terra. But is Horus strong enough to
control his fellow commanders and continue the
Emperor’s grand design, or will such incredible power
corrupt him?

Novel » £6.99

THE HERESY DEEPENS WITH THE BLACK LIBRARY'S RANGE OF COOL WARGEAR,
WHICH TIES IN TO DAN ABNETT'S HOT NEW NOVEL!

Horus Rising T-Shirt (L or XL) * £16.00 Horus Rising Poster * £8.00

AVAILABLE NOW AT WWW . BLACKLIBRARY.COM/MERCHANDISE
OR BY CALLING 0115 900 4144

LTI ﬂ
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WARHANDMER 2%

THE COLD HAINR
OF BETRAYAL

Edited by Marc Gascoigne
& Christian Dunn

All-action tales from the grim Warhammer world,
including a brand nes story by Guardiarm of the Foreat
author Graham MeNeill,

Falited by AMare Gascdigne & Christian Dinn

GALAXY BURN

THE COLD HAND OF BETRAYAL

eds. Marc Gascoigne & Christian

All-action tales straight from the dark
and gothic world of Warhammer.

Includes work from a rar:jge of hot new

talent along with a brand new story
from Black Library veteran Graham °
McNeilt!

Anthology Novel » £6.99

Omnibus Graphic N

LET THE GALAXY BURN

eds. Marc Gascoigne & Christian
Dunn

Storming tales of action and adventure
from the grim darkness of the far future!
Includes stories from some of the Black
Library's best authors including Dan
Abnett, Graham McNeill, Gav Thorpe,
CS Goto and lots more!

L

WWW.BLACKLIBRARY.COM

-Nove_l *£6.99

ey

DEATH MATCH
by Matt Forbeck

The seconds are counting down and
the Bad Bay Hackers are in the most
crucial game of their lives. Can they
survive to the final whistle or will the
game of Blood Bow| be the death of
them?

READ TIYLL YOU BILEED



’Eavy Metal are the
most talented team of
professional miniature
painters in the world.
This month, we take a
look at their heroes of
Rohan models.

EORL THE YOUNG

Eorl was the first king of Rohan, a province gifted to him by the
Steward of Gondor in gratitude for his aid at the Battle of Celebrant.
He is depicted here wearing a stately white cloak and carrying a
broad shield, artefacts of an earlier time.

Eorl’s armour and the horse
barding are painted in the same
way, giving both horse and rider a
coherent look on the battlefield.

i

Eorl’s beard has been defined with
shading to help the pale colour
stand out against the flesh tones.

The shield carried by Eorl is larger than
those borne by his descendants. The
devices and boss have been painted
gold, against a dark green background.

@4 10° 11p: BASES

Stick sand to the base
Pete Foley: “Eorl is painted in bright colours as he was a with PYA
king, so he is bound to have been cleaner than everyone :

else at the time, also, unlike Théoden and the other :
members of the Royal House of Rohan we’ve done, he

wasn't living during the War of the Ring, which were 3 g)ryil()r;;sh Ilt th
desperate times.” parSItc eane

“Even though Eorl is very brlghtly coloured, we undercoated
him black like we do all our models. We tend te layer our The
Lord of the Rings models, as the different elements are a bit too
small for blending. The cloak is:the brightest element, and |
painted that Fortess Grey to begin-with, gradually layering it up
to pure Skull White throtigh a number of mid-tones, mixes of
Skull White and Fortess Grey; adding mere white each time. The
trick with bright colours like this is to use thinned paint and a lot
of coats to get a consistent finish.”

“Harses can be quite difficult to paint, there’s too much to go
into here, but keep aneye out for The Two Towers supplement,
out later this year, in-which there will be a detailed guide to
painting horses a variety of colours.”

Drybrush it with the
same mix, with a little
Skull Whlte added

Glue patchcs of Citadel
Static Grass and clump
foliage to the base




EOMER, MARSHALL OF THE RIDDERMARK

Eomer’s intricate armour is painted from the
‘inside out’. Begin by painting all of the metallic
areas, then re-undercoat the straps with Chaos
Black before painting the red leather.

The brown lones are consistent
all over the model, and the
saddlecloth is painted in the
distinctive Rohan green.

Colour Reference |

A Rohan motif is painted onto the back of
Théoden’s armour. This is a great way to
add exira detail to a model, requiring a
fine brush and a steady hand.

¥ Théoden’s shield is plated entirely
W with bronze, and his horse’s armour

is a dark, patterned leather, reflecting
his regal status.

- €
HEROES OF ROHAN

Colour Reference




GAMLING, CAPTAIN OF ROHAN

Folded cloth on a model always
provides a good opportunity to
practice your shading and
highlighting skills.

The Royal Standard of Rohan
is the main focus of this model, and
has been given special attention,
particularly on the white horse motif.

Colour Reference

The helmet at Eowyn's
side is painted in the
same colours as that
of a normal Warrior
of Rohan's.

As Eowyn is disguised as a
regular Rohirrim, her armour
and clothing are quite drab. This
makes her golden hair a focal point.
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Bold horsemen, the Rohirrim are staunch allies of Gondor,
and many times have they aided them in war.

Command a force of cavalry with the Army of Rohan. The best horsemen in all
Middle-earth, they are masters of the throwing spear, bow and axe, and boast many
mighty heroes within their ranks.

Rohan boxed sets available from the extensive Citadel Miniatures range include:

Riders of Rohan

6 figure boxed set

Product Code: 99121499004
Price: £12.00

Sek/Nkr 180.00, Dkr 150.00, Euro 20.00

ORD s

RINGS -

Valiant Rohirrim L(")lefi% o § Walrrlors of Rohan
42 figure boxed set — 18 Riders of ‘ I{llN(’;S B v haet e 24 figure boxed set

Rohan and 24 Warriors of Rohan TR } Product Code: 99121499007
Product Code: 99121499017 Price: £15.00

: Sek/Nkr 180,00, Dkr 150,00, Eura 20.00
Price: £40.00
SekNkr 600.00, Dkr S00.00, Euro 70,00

Cagyight O Ga Wor 2008 eaceping 3l materals pedaining 1 ha New Lira theainest oroductions: The Fel\o‘us%ﬁaﬁm Ring Tha
Te Towwrs: and The Hatun ] o Line Proguclions, ne. Al Aignis Rasendac Tha Loed of The Fings and ihinames of 1 characters, flams,
NEW LINE CINEMAL avpsly i Clasas Ferein ae 1 i The Saul Zaenlz Compary d'o/a Telken Epterpraes under [cersis # Maw: Lina Productions, o ang Gamas Weekshap
ks AN RS LRI RV L. Games Wiarkshos, T Geme: 00 kg Wamamre: and IFe Warammor 40,000 deyice ara efiner &, TH sndior £ Games Warkahep LIS 20002006,

A imx/utie Cinipaty wariptly g sheead in e UK end omiar counlres amuna e wodd, All Fights Rssered.

usiralive puposes only. Product consents nn; vary. Prodects scid unpalnied end Unassembied Castain Cisadel prodycts may ba sangerous if usad Incoractly. Prices corract af ime of golng 1o
e CONBBCY U 101 current availaiility and pricos. Prices quoted are for procucts ol by Games Wodkstop through (s cran stores, catalogue or websie, Indapandant relaliors anerasponsibie for
3 Ihir oo rioes,

We have many metal

and plastic Rohan figures
available in boxed sets and
blisters. These include:

* Theoden
« Eomer
« Eowyn
* Gamling

* Rohan Royal Guard

Helm’s Deep Théoden.

CITADEL

MINIATUIRES®



THeNArmy of Minas Tirith

Full of well-armed, well-trained veterans, this army represents the might of
Gondor befare the War of The Ring. This particular army is primarily a garrison
force, as would defend the outposts of Gondor, like the Glamorgarth or Amon
Barad. As such, it is quite slow to move and manoeuvre, managing without
cavalry and more lightly armoured scouts. In gaming terms, it’s a durable force,
relying on the high Fight and Defence of its heavily armoured warriors to preserve

them from the worst a foe can muster.

il
I
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I

When you want the best, and aren't afraid to pay
the cost, Boromir is the Hero you need. With 6
Might Points and 3 each of Will and Fate, he's a
veritable powerhouse. As if that were not enough,
the Horn of Gondor further augments his fighting
ability, whilst the Banner of Minas Tirith gives a
marked boost to every friend in close proximity.
There's nothing subtle about Beromir - get

Ab-PLACAHAPR AL

10NS of

Boromir, Captain of the White Tower.

him stuck into the enemy, as quickly as possible,
While he can become a little vulnerable if there
are a couple of Nazgtl floating around the
battlefield, vou shouldn’t worry for Gondor's first
son. Even Mordor Trolls, which normally cause
havoc with Good Heroes, can't guarantee taking
him down whilst the banner flies aloft — a Fight 7
Baromir is not a foe to be taken lightly.



‘O/nia' dle—earth

Four themed armies for The Lord of the Rings battle games.

The Guardians of Ithilien
This force represents Gondor's defenders at the end of the War of The Ring: small
bands of swift-moving veterans, seeking and destroying the servants of the Enemy.
Such an army is often outnumbered, and relies on whittling down the foe from a
distance before unleashing a devastating cavalry charge to shatter the remnants.
Gaming with a force of this kind requires an excellent grasp of timing, knowing
when to abandon archery in favour of ferocious melee. If you've directed your fire
correctly and well, your troops will sweep all before them. If not, it could be a very
costly day for Gondor.

Damrod, Ranger of Ithilien Madril, Captain of Ithilien

At just 20 points, Damrod is
incredibly good value. As a
Hero, he's invaluable for adding
a little hit of resolve to a wobbly
section of the battleline, not to
mention his always-useful point
of Might for when you have (o
get that vital charge.

Though Madril is not a first-
string hero he is excellent value.
He contributes 3 Might points,
and has a Shoot value of 3+.
Bevond that, he has an
invaluable special rule that
allows Good reinforcements to
get to the battle more quickly:

A-FAPEAT AT ATRCAT AN AL AL DRCALFASE A AL 2L » YIE




The Army of Morgul Vale

The army that the Witch-king leads to the siege of Minas Tirith is drawn from the four
corners of Mordor and beyond. It is an army of Orcs, Trolls and much worse.
Playing games with an army like this requires keeping a careful eye on how many
of your minions you're expending — too many, and you won't have enough to
complete your goals, too few, and Good Heroes are likely to survive round after
round of combat. It's generally a good idea to let your Trolls set the pace of the battle;
if they’re wading through the enemy without much trouble, mass your Orcs to swarm 5
an enemy Hero. If your Trolls are in trouble, back them up as soon as you can... 741 pOIntS

Gothmog, Lieutenant of Morgul

Gothmog is quite possibly one of the best Evil Battle’ special rule. With Gothmog lurking nearby,
characters that can lead your army. Firstly, he's an Good Heroes will be unwilling to commit
excellent fighter, with a profile that puts every themselves to Heroic actions, because Gothmog
other Orc (and quite a few Men) in the game to will be able to counter with one of his own for
shame. With a moderate amount of backup, free! The only way for them to prevent him from
Gothmog is more than capable of making a mess doing this is to tie him down in combat and, as
of anyone foolish enough to cross his path. we've already discussed, that can be a very risky
His true worth, however, lies in his ‘Master of proposition indeed.
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Tﬁe Black Gate 6f Mordor

At the final battle of the War of The Ring, the cream of the free world comes face to
face with the elite of Sauron’s armies. Threaded amongst the multitudinous Orcs
there are hulking Trolls, and cruel-eyed Easferlinys_. More intimiclating still, the
Nazgtl swoop and dive overhead - a shadow: that none can escape.

An elite army, this force can give and take damage with the best of them, the
only problem is that it doesn’t have a horde of reinforcements to fall back an.
Victory lies with making your Heroes count and careful use of the Transfix and
Compel magical powers to swamp vulnerable Heroes.

The Mouth of Sauron

The Mouth of Sauron is often overlooked by Evil
players when they're picking Heroes, as they often
choose to spend points on a second Troll or
Nazg(l. That said, he's worth a second glance.
With a profile comparable to a Captain of Men,
the Mouth of Sauron is a competent fighter and
leader ~ a valuable thing in the coward-rich

ranks of Mordor.

What makes him particularly valuable is his
small, but focused, array of magical powers.
Generally speaking, spellcasters aren't fantastic in
combat, they can Transfix a foe, but not capitalise
upon it. This is not true of the Mouth of Sauron.
With two Attacks and a Strength of 4, he's more
than capable of stunning an enemy Hero and then
rushing in to finish them off.

(

+
+
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~ WARHAMMER 40,000 CAMPAIGN WEEKEND:

The E all:
J—+r1s‘("f)\1 r‘_j i d,!_,\in'l,"‘ t()T}

gy hg Imperium is under
threat. Armies of :
Tyranids, Tau, Orks

~and Eldar, each with their own
~ agendas, make ready to attack.
It is a world beset by many
~enemies. A world plagued by

* war and suffering. A world
preparing to die. The planet’s

~ fate lies with you in this

~ prelude to the Medusa v
campa;gn

To play, yuu wnl need a 1 ,500
‘points force and also a Iegal
_Combat Patrol for your chosen
army that follows the army
building regulations in the
rules pack. Thesecanhe "=
downloaded fromthe UK- -
“Events Dlarv onlme '

PLEASE NOTE! Eash Xenos ‘\
race will only have -~ .
fourteen tickets available,

S0 book yours now to

avoid disappointmenf.

TidetPric £45 |

- Your ticket covers

SEven games across £,
both days, lunch'on hoth
days and an evenmg meal on

Saturday.

Age Timit: 16+

Fort e an SR a1 o e nded Fa

= = /

20th & 2st Mu 2006 WARHAMMER WORLD, Nottingham
~ FoR FURTHER DETAILS CALL: 0115 91 40000




He’s a tuffy dis one, big enuff to make even my boss fink fwice abart hittin® "im. Not dat

H ello dere. We've gotta reel big boy in dis munf, a Hogre wot eats Oomies like youse lot.
he'd not hit "im, "e’s a bit fick.

WRE MANEATER o iRoN am& ﬂfﬂtmes

Rollupa mali pea-slzed Iump of
gfeeﬂ stuﬁ'. =

by Chris Straw

| decided to see if | could make an Ogre Maneater from
a plastic Bull. This is easier than it sounds, as there are
plenty of extras in Citadel kits that can be used to
represent a veteran Ogre’s equipment. Additionally, |
wanted to add a unique sense of movement to the = = ,
model, so it is more extensively converted than strictly 7% Place the Green Stuff on the
necessary. The most complicated part was the shoulder, Ogre and make an indentation in
which | remodelled with Green Stuff. ——the centre with a blunted cocktail -

To finish the model off | added plenty of piercings, ~ stick. This will form the ring
inspired by the artwork from the Ogre Kingdoms book. = shape.

Chop off the pointed end of the

~ cocktail stick so it is flat. Use"thps—
to smooth the centre of the rmg
and expand the circle.

Allow: Iha nng to dry. Add a
small bead of Green Stuff to the
'_ ‘edge of the ring and smooth it on

~one side,

ra]o,’th_é.(}reen Stuff down fo
give the impression that the
welght of the ring is pulling on
— the Ogre’s skin, Neaten the
= Green Stuff “skin’ in the centre of -
“; the ring with the cocktail stick.

TIIUTH PIERCINGS

These are made from smaH paeces

of plastic rod sharpened with a
modelling knife and then cut to size.
Glue them in place and add Green
Stuff as in-step 5, above, but here
smooth the putty out on both sides to
make the teoth ook like it has been
pushed through the skin,

DOK BUTCHA 87




WORKSH

An ambition of almost
every gamer is to own
a “games room” where
vast battles can be
waged. The sad truth,
however, is that most
of us don’t even have a
wargames table, much
less a room. Here’s a
few tips to help you
build your own,
practical gaming board.

BUILDING
BATTLEFIELDS

Any wargame is more enjoyable when
played across a well finished battlefield.
The table below looks fantastic not
because it has been crafted by experts or
because a lot of difficult techniques were

used, but because matching flock and
static grass has been added to the table
surface and all the terrain features.
Although larger in scale, this process is
no different than flocking a model’s base.

This wargames table has been
made from a flat wooden board
purchased at a DIY store.
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The surface is a mix of
Citadel modelling flock
and static grass.

TERRAIN

Static Grass Hills

Hedges

No battlefield is complete without terrain. Though you can make your
own, Citadel makes a range of basic scenery pieces designed specially
for our games, so you can have your own warzone up and running in
next to no time.

Brick Walls

= = Barrels and Crates

Sand Bag Barricades



SIMPLE BOARDS

BLANKETS AND BOOKS

Did favourite ¢

N ! : Blankets are great if you can You can add rocks and
SanEle D e lERInG find the right colour. We got pebbles from your garden to

may scoff at this classic set- hi f b the blonket &

up, but draping a blanket this one from a craft store. e blanket for easy scenery.

over a table and some books
is easy to do and looks
surprisingly effective.

1 Advantages

« The price varies, but
it is usually quite cheap.

« Blankets are very easy

to store.

¢ Very durable and Stacked books or even rolled-up
machine washable. jumpers make good hills.

¢ Quick to set up and
put away.

4 Disadvantages

= You will require a large,
flat area to spread your
blanket out on.

= Finding cloth in suitable
colours for a battlefield

is not always easy. Green blankets are great Grey blankets are You can use a white
for games of Warhammer perfect for games of blanket to represent a
or The Lord of the Rings. Warhammer 40,000. snow battlefield.

GRASS MATS =

@ Easy option

A grass mat is a specially
made scenery product that
can be rolled out, instantly
turning a table into a
battlefield in much the
same way as a blanket.

1 Advantages

* Quite affordable. The
Citadel Grass Mat is £15.

e Grass mats are easy to
roll up and store.

This grass mat is available Much of our Citadel
from Games Workshop. scenery matches the
grass mat perfectly.

¢ Quick to set up and

put away.
Grass mats can be glued to Grass mats are made 3 msm‘aﬂﬂs
a board for a more specifically to look like : .
g e * You will require a large,
permanent gaming fixture. realistic ground cover.

flat area to spread out
your grass mat,

s Over time it may
crease or tear.
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POLYSTYRENE BOARDS

MODULAR BOARDS

Advanced option

from several square or
rectangular sections of

area in sections.

1 Advantages

 Easier to store and

counterparts.

* Polystyrene is light and
can be cut and shaped
with a craft knife.

4 Disadvantages

rest your sections on.

be easily damaged.

¢ Can be expensive,
depending on the
materials you use.

Modular boards are made
polystyrene, resulting in a

lightweight, portable gaming

transport than its larger

* You will require a table to

e If not edged with tape and
stored properly, they can

!

When not in use, these modular Modular boards open up
tiles can be stacked away exciting possibilities, such
neatly on a shelf in a closet. as modelled-on scenery.

You can transport modular
boards easily in a car.

High Density sheets are very Low Density sheets, while not
strong and versatile and as robust, are cheaper and
can even be sanded into shape. more readily available.

FOLDING BOARDS

This 8'x4' gaming board has been constructed out of 2'x4' sheels
of low density polystyrene that have been taped together and
; hinged with duct tape, Additionally, one side has been flocked
green for games of Warhammer and The Lord of the Rings, while
the other side has been painted grey for Warhammer 40,000,

This board is perfect for
storing under a bed or on
top of a wardrobe.
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WOODEN BOARDS

FLAT BOARDS

This 6'x4' wargames table
has been made from a flat
wooden board that has

simply been painted green.

You can base your scenery
yourself to match your
gaming board’s finish.

MDF, or Medium
Density Fibreboard,
is extremely sturdy.

Chipboard is quite
thick, but the corners
can be easily damaged.

Hardboard is quite
cheap and tough
but can warp.

Plywood has many
intersecting layers
to prevent warping.

DIFFERENT FINISHES

Painting the board is the easiest way to complete it, but not necessarily
the best looking. There are many options for finishing the board, only
limited by how much time and effort you want to expend.

€ ash grey

e

o

%\

Perhaps the most common
type of battlefield is simply
a flat, wooden board placed
atop a strong base. The base
may be something like a
sturdy folding paste table or
a dining room table.

1 Advantages

¢ A very cheap option.

e Materials are easy to get

hold of.

e Can be purchased and
painted the same day.

§ Disadvantages

= Not the easiest table to
store, but it can be kept in
a garage or stored under a
double bed.

¢ Good durability, but some
types of wood may warp
if stood on end or allowed
to get damp.

WHERE TO
FIND IT ALL

If yourhave a Games
Waorkshop store pear you,
you will find that itis a
great place lo start-as quite
- like

flock, terram-and paint, are

a lot of hebby:supplies

readily available. Most
crucially, the staff there will
be happy to direct you to
local shops-for items such

as'wood and polystyre

needed to construct your
gaming table.,

n
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35 _ai'i_vairié‘ty of terrain items, kits and accessories so you can
pking battlefield with the utmost ease...

PLASTIC HILL

e | Atwo piece hill that can be
JAeezs © Fassembled in two ways. Combine
| two sets for a really big hill!

HILLS

Dkr 200.00, EEI
[}, r 200.00, Euro = =
Three plastic hills.

Suppliad unpaiitad and onflacked

£12.00
Sek/Nkr 180.00, Dkr 150.00 Euro 20.00

BATTLEMAT
This 6' x 4! grass mat is the
quickest way to make a battlefield.

| HEDGES AND WALLS
Contains three hedges
and three walls.

£10.00
Sek/Nkr 150.00, Dkr 125.00, Furo 17,50

QAES
WORHSHOP

MODELLING SAND MODELLING FLOCK MODELLING GRAVEL

£4.00 £4.00
Sek/Nkr 60.00, Dkr 50,00, Euro 6.50 Sek/Nkr 60.00, Dkr 50.00, Euro 6.50

£4.00
Sek/Nkr 60,00, Dkr 50.00, Euro 650




MIGHTY FORTRESS A eee ot Do

Nothing is more impressive on
thetable than a castle! Also
available in component parts.

00
00

Suppied uragsambied and unpaitted

WARHAMMER 40,000
BATTLEFIELD ACCESSORIES

Two versatile sprues of tank traps,
oil barrels, supply cases and more!

WARHAMMER 40,000

CHAPEL OF SANCTUARY

A fully painted ruined chapel complete with
stained glass. A great battlefield centrepiece.

URBAN BARRICADES
Contains six sandbag
barricades.

00

: £10.
Sek/Nkr 150.00, Dkr 125.00, Euro 17.50

intatore naf included

WATER EFFRCTS
Lay anTiFCiELLE
WACSENRFFERTE
IFECTO DE AQUA
FERTTO DAGHATO
Kl SRR T

JUNGLE PLANTS WATER EFFECT
Four sprues of jungle foliage, perfect 237 ml of liquid for

N =
for Death World and Lustrian tables. creating water features. i
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Cutting Set,
4 Clippers and Saw

Citadel produce a range of essential hobby items, each designed with
specific modelling tasks in mind. A well-stocked modeller’s toolbox
should include a knife, a pair of clippers and a saw, each of which is
best used for specific tasks. Here, we take a look at the intended uses
1 of these items, and provide a few safety tips for them.

Cutting Set

B 1 knife B 1 metal rule
| M 1 cutting mat B Spare blades

=

A good craft knife is essential for cleaning up
miniatures prior to assembly and for removing
small parts from plastic frames. Games-
Workshop sells a cutting set, which provides you
with a knife and a cutting mat that will protect
your work surface. The kit also comes with spare
blades and a metal rule.

Plastic Cutters
M 1 pair of cutters

A pair of cutters is your first port of call when
removing parts from a plastic frame. They can
also be used to remove tags from metal castings.
Games Workshop plastic cutters have been
designed with this purpose in mind and have a
fine point for reaching into plastic frames and a
flat back to leave an even surface when cutting.

Modelling Saw

B 1 saw
M Spare blades

When converting miniatures or removing large tags
you will need to use a saw. If you want to remove
arms, legs or heads, don’t be tempted to reach for
the plastic cutters. The modelling saw offers greater
control when cutting small parts.

CUTTING TIPS

Choosing which tool to use
— knife, cutters or saw -
should be a careful
consideration before you
attempt-any cutling activity.

B When removing parts
from a plastic frame,
aim to cut the frame
rather than the model.
Use a knife-to remove
mould lines by scraping
the miniature.

Always cuf on a cutting

~mat. Unlike your table;

these are self healing.
When using a saw it is
best to clamp the
miniatute-or partin a
viceto hold it steacly
and reduce the risk of
the saw blade twisting
and breaking.
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RHAMMER WORLD, Nottinghi

What you need to attend:

* A Blood Bowl team based on the restrictions
stated in the event pack.

~« The full rules pack is available as a download

on the Web.

o All miniatures must be fully painted
and based.

* All participants must be over the age of 16.

* Purchase a ticket from Direct Sales on
0115 91 40000.

¢ Tickets cost £50.

What does the tlcket cover:

* You play six rounds of Blood Bowl over
two days.

* The ticket includes lunches on Saturday and
Sunday and an evening meal on Saturday. It
also includes tea and coffee in the morning
on both days and doughnuts on Saturday to
get you started.

* You also have access to all the Warhammer
World facilities over the two days including
the new Citadel Miniatures Gallery.

Death Match artwork courtesy of Black Library

FOR FURTHER DETAILS CALL: 0115 91 40000
www.games-workshop.co.uk/events/diary



Part three df a Mordheim éam

crew your courage to the
sticking post, brave

traveller, as we journey to

the City of the Damned for the
last time. Our destination is the
Temple of Morr and the final
battle for the fate of the lost souls
of Mordheim...

In this final instalment of the
White Dwarf Mordheim campaign
we reveal the final multi-player
scenario, feature the remaining
two warbands and discover who
the victor of the campaign will be.

TBhe Btory So ar...

Soloman Vantor, High Priest of Morr has
been changed by the chunks of altering
wyrdstone buried deep in the earth of
Mordheim, Crazed with power and
seduced by delusions of godhood,
Soloman has constructed a device of evil
- a Soul Engine, capable of trapping
souls and using them to fuel his power
and desires of ascension.

Scloman's will does not go
unchallenged however; six priests, the
original acolytes of Vantor, have
ventured back to the City of the
Damned to prevent the ritual. Little do
they realise they are being drawn slowly,
inexorably into a trap. For only if
Soloman can claim the souls of the six
priests will his godhood be assured.

The priests and their followers,
warbands of brave warriors and
despicable villains, have battled each
other to reach the Temple of Morr and
the final confrontation with Vantor,

The outcome? In the balance. ..

96 MORDHEIM
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“If Soloman can claim the souls of the six
priests his godhood be assured”
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tBat. flocf to ordfein..

 the time of Mordheim the Empire is fractured and as a player

‘Andy: My warband, g

“Kliver's Bows are one s i
~ of those who

“disappear without
trace in Mordheim.
So, where did it all go
wrong? In a word:
Youngbloods.

Witch Hunters (my Champions died and
Kliver suffered a deep wound), meant

The next few games were little better,
with the enocunter against Owen a
clinical killing exercise by his Vampire.
At least with some Youngbloods hanging
around, staying out of trouble, I
could've generated some income and
replenished my losses. Ah well...

James: [ emerged
from my fist two
games with one win,
no deaths, few
injuries, a good haul
of gold, an extra
attack for each

; Possessed and an evil
o James Griffiths grin on my face!

= Game three was one of those rare
e occurrences when every dice I rolled
% was great and every dice my opponent
rolled was terrible, resulting in me
wiping out every last Dwarf in Rik's
S warband and gaining much experience.

Against Nick's Witch Hunters though,

every dice I rolled was terrible and every
dice he rolled was great! I lost the game
and a Beastmen... permanently.

% i

“In-my final game — The Gaol - things fell
apart. [°sp’ffbw1y attack to try and take
out Andy s-Reiklanders and the Gaoler
at once, but the Gaoler ripped through
my warband and I lost the battle.

L
T
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finaf scenario: tBe tempfe of mors

The warbands have fought long and hard
to make it this far. Now. npon the
blasted grounds of the Temple of Morr
do they meet: all of Vantors banished
Pricsts together at last. Across the ruined
structure of the great temple do they
starc at each other, in its highest tower an
eldritch light blazes. Here lics the Soul
Engine - th:r can feel its very power
draining the life out of them as they
stand there - the culmination of the High
Pricsts madness. Vantor must be destroyed
and his nefarious machine with him, for
good or ill..

Fi

This scenario is staged over a 4'x6' area.

“the middle of the table with the Soul
Engine Avits centre (use a counter or
small coin to'represent it if you don't
have a suitable model) and is
surrounded by various small ruins,

graves, mausoluems cte representing
the temple grounds.

muttipfaper game

The Temple of Morr scenario is a
multiplayer game. For all the rules on
how t6 setup and the order of play,
download the Chaos on the Streets
rules from: -
www.specialist-games.com/mordheim

And look for it in the Articles section. If
you are fortunate enough to own a copy
of the Mordheim Annual 2002, the rules
can alsobe found there on page 26.

SE["HP
See the Chaos on the Streets rules.
Please note the Warband with the
highest rating automatically goes first
and chooses which segment to set up
in. Soloman Vantor is placed inside the
Temple within 2" of the Soul Engine. His
deranged disciples accompany Vantor,
and they should be placed 10%away
from the Soul Enging: There are cight

- disciples and two should face toward

-~ cach of the table edges

The Temple of Morr should be placed in

Soul Engine: This evil device, wrought
from the tainted iron littering Mordheim
and bent into shape by dark magicks,
throbs with malevolent sentience. Any
warrior within 8" of the Soul Engine
(barring Soloman Vantor) at the start of
their turm must try to resist its evil
ceffects by passing a Leadership test. If
they fail they instantly suffer a wound
with no Save for anything,

Any model that is taken out of action in
this way adds +1 to Seloman Vantor's
Wounds (this can take him above his
starting level). If any of the Priests are
taken out of action for any reason in the
game, their souls will instantly be
consumed by the Soul Engine and
increase Soloman's power (see below).
The Soul Engine, whether its power is
coveted by the Warbands or shunned by
them, must be destroyed. It has the
following profile:

Toughness 6 Wounds 4

The Saul Engine is tough and the only
sure way to be rid of it is to tear it apart
in close combat, as such any wounds
caused by missile fire or magic are
ignored on a roll'of 3, 4, 5 or 6:

Vantor will always remain within 3" of
the Soul Engine, but if a warrior is on
the same level as him and sithin charge
distance, he will charge them. If he
takes the model out of action he will
then move back to within 3" of the Soul
Engine. He will never move off the level
with the Soul Engine on for any reason.

The disciples move in groups of two.
Each model in a group must remain
within 3" of each other at all times. They
will remain at 10" away from the Soul
Engine unless a model approaches
within charge distance, in which case
they will charge them. After the combat
is over they will move back to 10" away
from the Soul Engine.

Both Soloman and the disciples are
immune to psychology. All Alone tests
and will not Rout.

ending the game

Unlike most games of Mordheim, the
game ends as soon as the Soul Engine is
destroyed. The warband that achieves
this is deemed the winner and indeed
the winner of the campaign!

However... If Soloman Vantor manages
to survive and all the warbands are
destroyed or routed then all the players




souls until another band of
can stop him...

ning Leader. The leader of the
‘warband gains +1 Experience.

emy Out of Action. A Hero
erience for each enemy he : TS =
f action. This includes any of : = 1d 50 it X caled: c
g i s the
isciples.

v _ ’ricsts of Morr belie
have been seot by the Death God
use by Vantor to gather them in onc
“he could feast on their souls and attain
ominion over all mortals. As the Pricsts an
eir accompanying warbands surrounded the
ruined femple, all knew a rcckoning was close
.~ but would they serve their own petty agendas
or fight for the salvation of the war-torn
Worlc??

troys Soul Engine. A Hero
Experience for destroying the

ays Soloman Vantor. A Hero
+2 Experience for taking Soloeman
antor out of action.

- Wyat Lagus set his warband of foul chaes
. creatures on the Reiklander Mercenarics. A
E b]oody fight ensued inside a ruined building:

2 '.ggurl] mirj:la]:njrics went d:i)w(n) bt{caéc_tgcy
2o : : i -  fina illed a corrupte re. Reinhart
Sofoman Dantor - Bigh ° special vufes B o e bt o B ired whe
ﬂ}ﬁﬂst Of ovy - Soul powers: Soloman has already ;,Rﬁ:lkalndqrs. slew one of the foul Possessed
Onee the e developed powers over the dead, -~ with a vial of holy water.
benevolent : seeking to become a version of Morr - Meanwhile, numerous warbands clashed at the -
pensctorof Rimscll e dark and cred one. | {07 1l i s o dopets 1o
Mordbeim's He already has the power Portent. With the aid of his Dirc Wolves it was
decedsed, Each time a Priest of Morr is taken out Malachias von Carstein who took that hono
Soloman's of action during the battle Soloman - charging Vantor with preternatural fury.
quest began may increase in power. The effects of - However, the Arch-Priest of Death was bare

- human and cven the Vampire struggled as th

nobly enough which are detailed in the table below. S traded blows.

but now be is a - As Malachias and Vantor fought, Beastmen

raving Priests Power flooded into the temple ante-chamber that was
wadnian. 0 Portent Vantor may re-roll all dominated by ‘th: soul cqginc: a_gyroscopic
Imbued by the Step Aside and Dodge rolls. The f o ool e e
wyrdstone second result stands. Riagsione: Binghal s centren s miote

~ creatures cotered, the dread machine bean to

saturating the + take its toll. Spirit forms were visibly ripped

damuned city, 1-2 Dread Aura All hand-to-hand  from their bodics and sucked into the glowing
Soloman bas ~attacks against Vantor suffer a -1 -i‘ﬁyfd;‘_““ the g lms‘i:,’P‘t"- "?85 g Ud“ g?s“‘-fi (
= " 2 = A1l 1ng mangCa 5 antor launche: 1MSE,
become a deadly creature. to hit. Warriors immune to : - at Malachias, ust yas Borin Fatalismus. crashed
psychology are unaffected. : . through the staincd-glass window. :

seloman hasshe folloniag protile:  Distracted, Malchias struck Vantor a fatal

3 Resurrection At the end of his = | = = blow and the corrupted Pricst fell. mortally
M WS BS § T W I A Id turn, Yantor can ressurect D3 of |- ﬁ‘zwoqnd:d. Vantor crawled towards his soul s
ZRER et D St T S s R SR T his disciples taken out of action = cogine but Borin prayed to Morr and his god

vered Vantor from his mortal coil. The
rch-Pricst would go and meet his betrayed
aster,

of a roll of 5+.
Weapons/Armour: Vantor is armed :
with a staff and wears light armour. 4-5  Hand of Death Vantor now fights |

Borin approached the soul engine, wary of the 1
as unarmed but suffers no PP z? 3

. Vam[m: skulking closc by. He immediately

Skills and Mutations: Fuelled by penalties from it. If he rolls a 6 E—fch its power: maybe he could put the
prolonged wyrdstone exposure and 1o hit, he automatically wounds |~ machinc to good use? End the needless
the power from the souls he has and for any wounding hit he s,“fé?"nfll,“f S *‘f}‘s dark h'.‘mc? As if §

d e Ui e i reading his thoughts the Vampire hissed, and = =
already ga ) as-beco adds 1 to injury Tolls an threw his black blade into the wyrdstone core
more than just a mere mortal. He has ignores Armour saves. ‘of the machine. The stone shattered and the
the skills; Step Aside, Mighty Blow, ;lu c metal rings spun crratically and then
Resilient, Lightning Reflexes and 6 Path to Godbood Vantor adds +1 roke apart, mctal shards flying in all

: j ; : ifferent directions.

Dodge. Vantor also bears the following to his Attacks, Strength and : A
mutations; Daemon Soul and Hideous Toughness, and has the rules ]:rl;:né ii;fﬁ%]]aIfjs:f&z};hcthc;nfﬁ:is (:Ifw‘h:: Old
(this is more a result of the dread : : Skull of Iron 'and Staggered, but Viehadibesn );avcd by a c:mur: ot ;Er: =
energy surrounding him from the Soul not down (see p34 of Chaos on vil
Engine rather than any horrific S the Streets in the Mordheim

physical abnormality). - ; 2002 Annual or on the specialist
S - games website), :
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SOUTH NORTH
The Crowne Plaza Glasgow, Alexandra Palace, De Vere Whites Reebok Stadium,
Congress Road, Alexandra Palace Way, De Havilland Way, Horwich,
Glasgow G3 8QT. Wood Green, London. Bolton BL6 6SF.

Sunday 21" May 2006.  Sunday 18" June 2006. Sunday 4" June 2006.

10am-6pm. 10am-6pm. 1oam-6pm.
Tournament tlcket — £40 ~_ . Open Pass — f10
(admits two people) ., (admits one)
To become a regional champion.‘ get yourself Each Conflict event offers a wide range |
and your gaming partner to the battlefield at of:hobby activities for Open Pass
one of the locations listed above. (non-toumament) ticket holders
= Regional Doubles Tournaments: | + Conflict Palntlng Competition.
{ ‘ - The Lord of the Rings ' * Painting ad\nce and tips from experts.
(250 points force of either Good or Evil per player * Terrain-Factory — make scenery and
Each Doubles pairing must be either Good or Ewl ¥ take it home. 5
Warhammer 40,000 : . » Participation Games. ;
(400 point Combet Patrol force per player.)
=~ Warhamnier =3 * Army Workshops and tactical advice on
(500 points Border Patrol force per player) amY composition.
S o * The latest releases and hobby supplies.
& Age restriction 12+ =

Games Workshop reserve the right to alter or vary the event due to circumstances or events beyond our control without being obliged to refund menies or exchange tickets. This does not affect your statutory rights.

Please ask Staff at your local Games Workshop Hobby Centre for further details.
You can also check our wehsite at: www.games-workshop.co.uk/events for more details about these and other events.

@ RATED ﬁﬁgpﬁ{ uﬁ\lr'ltﬁ g

NEW LINE CINEM/ Comyr o Games Winekshep Limthnd 2006 excopling & materals pensning to the New Line thealrical procictions: Th Fefiwstp of the Risg: The Tax Towers: ind The Rebam of The Klnu \ihh are € MMVI N Lisee Prodecsions, ioc Al Bights nn- ), T Lovd ol the
_____ ( A Riogs, e fedowstep of T Ging. Tho T Towws, The Rl of The Kng ard e names of the chanctées, fers, cwnts and places theron ane tadtomsis of The Saul Zentz Company it TURRN Enserpisis under Toeee o New Lire Proeuctions, g, Al Rights Raserved,
Games Wodakon, me Gamas Workshoo oga, Ty Natal, Citade and te Criacel Sedos 208 s 0, TRE andion S Games Worksliop Ly 2000-20086, wrishdy segetered 1 the Uunnm ol

WARHAMMER
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- WHITE DWARF ONLINE NEWSLETTER e e N 4

BIHTH OF A NEW AGE

With an all-new look-and, wait for it... pictures... the
new White Dwarf Online Newsletter has been
completely redesigned, and will continue to bring you

Rik: Greetings citizens! For the
last few years, these have been
the opening words of the
Inquisitor Online Newsletter,

penned by none other than Yours  all the latest news and articles, as well as the - .‘- T ;"‘
“ Truly (aka Inquisitor Robespierre)  occasional exclusive not found anywhere else on the .0 ¢ = o-a’ S
Rik Turner - a righteous tome, charged with website or here in White Dwarf. WD Online will now & >
bringing you the latest news and hit your inboxes on Tuesdays, allowing you to read Commuriity =
articles of the Games Workshop website straight to forthcoming articles and new releases published on - All the latest news and events
your e-mail inbox. the following Friday — three whole days before anyone ~~ from Warhammer World, hobby

else gets to read them, as well as letting you catch an contros; dubs and 116 ommuaity.

DEATH OF AN INSTITUTION
Alas, these are Inquisitor Robespierre’s last words —
having no doubt been charged by his peers for his
prolonged use of unsanctioned psykers and
subsequently dispatched.

All of which brings me to the following: | am
saddened to announce that the Inquisitor Newsletter
is no more. Having served us well for more than five
years, the decision has been made to discontinue the
newsletter under its current guise. But fear not, as |
am delighted to announce that the decision has been

even earlier glimpse of any Sneak Peeks and
exclusive announcements.

If you haven't already received a copy of the new WD
Online Newsletter, the first of these new despatches
will be winging its way to you soon.

W IHO ONLINE SUBSCRIPTIONS
If you don't currently receive the Inquisitor
Newsletter/WD Online Newsletter and would like to,
you can find full subscription details on the Games
Workshop website at the address below.

Store Finder
Want 1o to find a Games Workshop
hobby centre or independent
stockist near you? They're all here.

'}

made to begin work on the all new, White Dwarf

Online Newsletter! Rik Turner

U

www.games-workshop.co.uk/wdonline =
Ordering Direct
ONLINE DIRECTORY * It's possible to I:glzyour produds - -
* DIRECT SALES ................ www.games-workshop.co.uk/store, Tel: 0115 91 40000, Fax: 0115 916 8002 online or over the felephone;
*» GAMES WORKSHOP ONLINE . 2 5 . Www.games-workshop.co.uk all the information is right here.
* GAMING CLUBS............ccocoiveveinne W, gamrngc!ub org uk E mall clubguy@games workshop.co.uk i y i 5‘,
= FORGEWORLD b e www. forgeworld.co.uk, Tel: 0115 916 8177, Fax: 0115 916 8044 S :
® THE BLACK LIBRARY .........0cciriiiiiinniiisiesinsssisnesossasnesessssssensassannasmsnensessneneenneneneenss WWW. DIGCKIIDITY.COM - .
D AL S TG AN S I . www.specialist-games.com oy

nvy
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used expanding foam,” he says, “and
with chiunks of wood and polystyrene
\ setinto it | created a reverse mould.”
Once remaoved these made natural-
fooking corridors and rocky clefts. For
the rocks, Dan used plaster bandage
to coat the foam and then used
textured paint to finish them off. “it's
good for arganic rock, " he says.
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CHAOS
SRAnL Manmes
CaLITTeNY pwet

Dan Doughly - Manager, GW Huit

HOBBY HOMECOMING

Nick: Nostalgic. That's a good word to describe how |
felt when | revisited Games Workshop Hull, the store of
my youth. It'd been a while, so had my rose-tinted
glasses slipped or was Hull as lustrous as ever?

Of course, the latter was true and as | stepped through
its doors, | was overcome with something akin to that
feeling you get when you walk into a Games Workshop
store for the first time. You see, back when | was a
mere boy, Hull was the first GW store | ever went to. It
was a special occasion, heading out across the Humber
Bridge with my brother in his dinky VW hatchback.

Obviously, things had changed but it still had that hobby
magic | remembered so fondly...

Dan Doughty, is the man at the helm for Hull these
days. He’s been at the store since March 2005, but like
me, coming to Hull was something of a nostalgic return
for him, too. “I used to work at the store fifteen years

ago,” says Dan. This was way back when it first opened
in 1990 and since that day it's always been at Paragon
Street — one of the real warhorses amongst GW stores.
“It was weird coming back,” Dan explains, “strange, but
familiar." | know how you feel.

Being a hobbyist for so many years, Dan has collected a
few armies. He's currently working on his Emperor's
Children Chaos Space Marines. He's also a big fan of
Inquisitor, “| like working with large scale models,” he
tells us. This is evident in his 40K army, which hasa -
large Daemon Prince based on the Necron Deceiver.

CONTACT DETAILS: /7 you fancy a trip to Hull
then give the guys a call and find out what's

happening in the Hobby Centre.

CALL ON: 0148 258 9576

Event information correct at time of going to press. Games Workshop is not responsible for events not run by Games Workshop.



B GAES WORKSHOPES

Some of the great models 3 . HAE

i I I ! ¥
on display at the Huft Ll | I
- Hobb}f Cenrre.i . To say Hull
is the
tournament

capital of the
north isn’t so
| far fetched if
their results
d are anything
m——_ 10 0 by.
Nick Langrick  gy|\-timer Nick
Langrick gave me the skinny on
their gaming exploits. “We won
five out of eight tournaments
we entered this year,” Nick
says, quite humbly, referring to
! : the Hull tournament team. Nick
Mordheim Magister and Possessed — Robbie Crawforth King of the Dead — Dom Talfentire also won his heat at the 40K GT
: this year and the guys have had
< : success at the Doubles
- : : Tournament at the Gaming and
Events Centre in Sheffield, the
WPS GT, Conflicts and other
independent gaming events.
Considering Nick has only been
going to tournaments for just
over a year, that's guite an
achievement!

So devastating are the Hull
boys’ performances that they've
carved something of a
reputation in tournament
circles. “We're notorious on the
Net," Nick explains, laughing,
“the fear is coming,” but adds,
“It's not about winning though.
- It's good for me, really lifts me
up and I've met a lot of friends
too - it's social as well.” Well,
that's what it’s all about, Nick —
but the winning’s nice too
though, | bet.

.. Dan Doughty’s Daemon Prince bears a
striking resembiance to him —apparently the '
head was modelled on Dan’s old haircul.

b : B

Emperor's Chitdran Dreadnought - Dan Doughty ; Orc Shaman, Orc Warlord — Robbie Crawforth

Event informatian carect attime of going to press. Gamas Workshop is not responsible far events not run by Games Workshop. www.games-workshop.co.uk/shopping 105
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—— Dave Binnie

f the many chapters of the
Adeptus Asatrtes, it's the
Crimson Fists that float

Dave Binnie’s boat. A popular

choice amongst hobbyists, owing to

their appearance on the original
Rogue Trader book (the very fist
version of Warhammer 40,000),
Dave has a different reason for
choosing Rogal Dorn’s brethren.

I based them on a Black Library
book from the Soul Drinker’s
Trilogy; Crimson Tears,” he says.

Dave's Crimson Fists are part of
the second company and are made
distinctive by the prolific bionics in
the army, “It was during an Ork
invasion that the Crimson Fists
were taken out by their own
defences — I wanted to reflect the
fact that the chapter is full of
injured veterans,” Dave explains.

The colour scheme Dave uses on
his Space Marines is simple,
effective and achieves a high
gaming standard for any tabletop.
It’s good lesson for anyone who
struggles to get an army painted up
quickly or if you have a lot of
troops, like an Imperial Guard
player for example.

Dave currently has around 1.000
points of Crimson Fists, including
lots of tanks and transport vehicles
as it's a mechanised force. Next, he

plans to paint up a Command squad

and some more transport vehicles.
A particular conversion he has in
mind is Captain Reinez, a character
from Crimson Tears, who wields a
thunder hammer.

106

ROGAL DORN'S MEN

CRIMSON FIST MINI-SHOWCASE

Terminators

One of Dave’s tactical ploys
involves his Terminators. “{ give
them cyclone missile launchers.”
he says, “which most people
don't rate that highly next to the
assault cannon. However. if vou
give them the Tank Hunters skifl
they can cause some havoe.”

C

“I based them on a Black Library

book from the Soul Drinker’s
Trilogy; Crimson Tears.”

Librarian
“The Librarian Is my favourite model,” says
“Dave, "t based it on the Tigurius special
- character and removed alf the Ultramarines
insignia. £'m realfy please with his Servo-
skutf too.”

Tactical & Devastator

Squads

Dave has modetled
snow flock on fis
bases. “It sets off the
dark biue colour
scheme really well.”

© Undercoat Chaos Black.

© Basecoat power armour with watered down
Regal Blue and Chaos Black mix.

@ Wash this mix over the armour to ‘stain’ it.

© Fine line the edges of the armour with Regal
Blue.

h——"

CRIMSON FIST COLOUR SCHEME

© Use a mix of Regal Blue and Skull White to
pick out the very edges of the armour.

@ For the shoulder pads and any red areas use
Red Gore as a basecoat. :

© Highlight Red Gore with Blood Red.

& Use Red Ink to “dilate’ the effect.

~

Event information correct at time of going to press: Games Workshop is not responsible for events not run by Games Workshop.




part of staff member, Andy
Vaughn's, Blood Axe army.
Andy, works in our Gloucester
" Hobby Centre and describes his
motivation for collecting the
greenskins as, “They're just fun —
the Klan thing is really cool.”

F hese cool Ork conversions are

Andy has plumped for one of the
sneakiest, and arguably least Orky
Klans going. He was inspired by
the Orky character, Boss Snikrot —
who leads the Red Skull
Kommandos and is in Codex: Orks
— and explains his penchant for
using Imperial Guard vehicles in
suitably Ork-like fashion, “I looked
at the Guard list, then the Ork list...
I"m thinking... then I've got a
plan.”

“They fight as one disorganised
mass,” says Andy of his tactics and
his twenty five-Ork mobs in his
army “There’s nothing like rolling
fifty dice and killing one Space
Marine,” he laughs.

Andy has 1,500 points of Blood
Axes and to the right is just a
sample of his great converted
models. If you want to chat to
Andy about his army and indeed,
see the rest of the army, why not
take a trip to Gloucester.

8 _ﬁi@ip_{gﬁs_»{ﬁ@t}:' These afe Andy's Lootas. “I just
love-deserts and desert warefare,* Andy explains of his

Gd

- head and some feet surrounded by Green Stuff. Andy has

2 ép ial weapon ehoice fie says — everything mirrors the
- Imperial Gu;grd 2

s WOREBHEP R

:_—__,__,—_-—--‘—"

Blood Axes fl:OIi‘l
: GW'Glouceste;'_

choice to base the Killer Kans c}n.

the closest thing,” Andy tells us.

of plasti-card and Green Stw‘f to m;sﬁ ihe :
conversion off."

ouffage choice, As for converting them... “Its just a

(i snfpers and three spotters. “They represent a

BULL CHARGE!

These dynamically posed Ogres are currently rampaging in our Sutton Coldfield Hobby Centre. “They
were a combined effort by all the staff;”” says Adam Sharpes, the manger. “We wanted to do something

a hit different,” he continues, “and at the time, we all collected Ogres.”

There are a variety of different poses, from extended postures and bull charging, to one of Adam’s
favourites, the backhanding bellower.

. Event information correct af time n'u;oiﬁgmpreg.S.'sanée;Womsnopis not responsible for events not run by Garmes Workshop., www.games-workshop.co.uk/shopping 107
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{ALVAS

‘ Games Workshop’s premier retail store and events venue

WARHAMMER WORLD
HOBBY CENTRE

Warhammer World is a great
gaming venue but it also
has a Hobby Centre too. It
stocks the Specialist Games
Range, as well as Forge
World items and a limited
range of Warp Artefacts

L ﬂ:"",
One of manager, Chris Pritchard's; Dark
Efves, a Sorceress — on dispiay in the
Hobby Centre.

coming soon

108 WARHAMMER WORLD

2006 GRAND TOURN]

Located in Lenton Nottingham, Warhammer World is the place to
come for a great Games Workshop experience. Within its castle
courtyard you will find a wide array of 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 Warmaster
board. Whatever game you play, Warhammer World is the place to
fight your war!

* Feature tables in the Warhammer, Warhammer 40,000, The 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 hobby activities and gaming,

* Available for Club or Gaming Group activities
(subject to availability).

¢ Citadel Miniatures Hall.

¢ Sample the legendary hospitality of the Dwarfs at Bugman'’s Bar!

-RING 0115 9168410 FOR MORE DETAILS-

[[NENT SEASON

ion carrect at time of going 10 pre:

Event informat ss, Games Workshop s not responsibie for events nat run by Games Worksho



Visitor information; opening fimes, and even a webhcam
can be found on the Warhammer World website.

Che Citadel
Miniatures Dall

g

s S

gmans |

quenching refreshment after visiting the museum, It

is custom-built to provide an appropriate finish to
any visit to Warhammer World, with a great selection of
drinks and mouth-watering meals.

B ugman’s Bar is the place to sit and relax with a thirst-

It’s also only place to get exclusive Bugman'’s
merchandise. Below are just a selection
of the Dwarf treasures available...

g 0

Left: The special

edition Josef Bugman
modef = anly available
at Bugman'’s!

he Citadel Miniatures
Hall contains the
finest collection of

painted miniatures in the
world.

Along with thousands of
models from the world-
renowned Design Studio
‘'Eavy Metal team, the
display also showcases the
work of past Golden Demon
winners and many other
highly individual painters,
modellers and artists from
the last twenty five years.

This unique exhibition gives
visitors the opportunity to
view new and historical
miniatures in a sumtuous
gallery setting.

For more information e-mail
or call:

01159168410

Evant Information correct at time of going to press. Games"n".’orkﬂlmp 18 not responsible for events not run by Games Warkshop. www.gnmes-workshop.co.uk/wnrhummerworld 109
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The Lord of The Rings.” says Ron, .
“and ran a big event for The War of
The Ring campaign.” They also have
two or three campaign and
tournament weekends a month.

Bring and Battle days
Tony explains, “We invite clubs to

The Chelmsford Bunker has
strong links with their local GW

Hobby Centre, where gamers can

meet up before heading to the
club. Below, we've provided a

GW CHELMSFORD

~

PR GAWES WORKSHOP,

More information about clubs and community events
can be found on the Games Workshop and GCN websites.

The Dice and
Dagger Club
Remember the
Dice and Dagger
Glub from
WD3147? Well
Kurt Baker,
President of the

-bring and battle days. This is
basically to show them how to run
their own clubs and tournaments.”
There is an elite group at the
Chelmsford Bunker and their wealth
of experience and expertise shows
in the variety of games played. For
example, a Mordheim campaign
devised by club Treasurer, Mike
White, was in full flow when Owen
and | visited, whereas Tony was
playing club Secretary, Gareth
Williams -at the Battle of Five
Armies.

Want to know more?

And for further information about
the club and how to get in touch
with them see our GCN listings at
the bottom of the page.

Owen and | thoroughly enjoyed our
visit and would urge anyone who
can make it to Chelmsford to take a

* look — we're sure you won't be
disappointed.

sample of the store. If you want to
find out more give the guys a call,

CONTACT GW CHELMSFORD ON: 0] 245 490048

The winter-based Warhammer table, complete with frozen river.

club, has devised

a new club logo and launched a
website with details about the club
and upcoming events. For more
information get in touch with our
Community Team on:

www.games-workshop.co.uk
feommunity

BRCCN " presents

OPEN WAR 5

Sal 22nd April 2006, 9am till 6.30pm.

Warhammer World

Warhammet40,00

000points

£ D to enter

discotmt for club booking

Entry forms downloadable from website
infa@1sicompanyveterans.net
wiwnw, 1stcompanyvelerans. nel/events

WITH OUR GAMING CLUB LIST YOU
CAN FIND THOSE CLUBS THAT ARE
MEMBERS DF THE INDEPENDENT
GAMING CLUB NETWORK.

THE GCN ROLL OF HONDUR'
The eluts st here ll haye:

= A committee of at least thrae members
1o run thair atfalrs openly.

= Public hability insurance 1o protact the
members against accident.

* A good standard of club rules and a club
constitubion

Bridgend YMCA Games Club
Gontact: Matt Churchill

Phone: 01656 666288

E-mall} walvetliand@yahoo.co.uk

Brighton Warlords

Contact: Pater Gooke

Phone: 0747 404 4240

E-mall: Pater.cooked 23@nt lworld.com

Beckenham Bone Crushers
Coatact: Paul Girling

Eomalt

e ba 00,0k

* A child protection policy.
» A pokicy of the 1or
CHE Disclosure.

/s part of our cormmitment fo customer
Service and safety we 40 nol promote any
club outside of the Gaming Club Network

www.gcnm.org.uk

st l:nmpanT Velorans {(Warhammer World)
Contact Chils and Seotl
E-maik infod 1 steompanyyetarans. nat

Armageddon Inc,
Contact: James Schiield
Phone: 01484 865 905

Battlenet (Norwich)

Contact: Richard Miles

Fhong, 07710 702297

E<mall; Richard@battienet.co.uk

Battlescar (Poole)

Gontac; Paul Cleveland
Phone; 01202 385 632
E-mail: paulgdbatliascar. ok

Blackfish {Hnrth Walsham)
Contact: Guy Blashil
E-mait o;uyix'.cshlllm\,nlmn GOk

-Bracknell Forest Gamaers
Contact: Daniel Gurrey
Phone: 07951 816 613
E-mall; d.curreyialk21 com

Event Information correct at timé of goirg to pre:gs._Gam},s Watkshop is not responsible for events nof run by Games Workshaop.

Bunker
Contact: David Chilvers
E-mail; bunkersecretary@yahoo co.uk

Colchesler Games Club
Contact: David Freeman
E-mail; Infouﬁ\&.ulche'wrq.smnsuubca uk
Fhone: 07859 755 572

Cross Swords Gaming Club

Contact: Anthony Cross

E-mail. patandshell@cross247 wanadas co.uk
Phone; 01752 837 133

Dite and Dagger (Bude)
Contact: Kurt Baker
Esmuil: celtofkemowgaol com

Dudley Darklords
Gontact: Paul Sheldon
Phane; 01384 288 360

Dursley Games Club
Gontact: Dan Bishop
Phane; 11453 548 377

Edinburgh Pub Bow! League
Contact: Dava Avery

Phone: 07837 380713

E-mail: daveryeding@hatmall.com

Gambil Games UK (Brighton)

Gontact: Garelh Wynn

Phone: 01273 421359

E-mail: Gireth synnB08&Eathvord.com

X Club {Sh ¥)
Contact: James Sherry

Phone: 01743 36‘:'635 or 07792 469648
E-mail: n.shery@biopanworid.com

Gobstyks (Lincoln)

Contact; Wil Platien
Phene: 01622 803310
E-mall! Infoggabstyis.couk

Hyde Clarendon Strategy Games Club
Cantact: Paul Mathar
E-mall: payl matheritamesida.acuk

Jersey Privaleers Gaming Club
Contact: Richard Maligt

Phone: 07797 725431

E-mail director@black-halicopters.com

Kimiemuir Wargames Club

Contact: Michas! Anderson

Phong; 01382 454065

E-mail: wive. kirriemuinwargameselub.co. uk

Leeds Nighl Dwls
Gontact; Stave Notn
Phone: 0113 225 0461

Maccwargames (Il'ﬂacl:leslmln]
Contact: urltan Harradine

Fhone: 01625 6

E-mail Hnrradlna.’ﬂﬂm’yahuu.co.uk

Madgamers (Maldenhead)

Contact: Denis ~.:|ckman

Phone: 01628 540934

E-mut: DERIS_JACKMaNEhotmalk.com

Middlesborough Gamers Club
Contact, Shaun Atkerion
Phone: 01642 22 021

Newmarket Dwarl Wargames Society
Contact: Chris Prachey

Phone: 01638 720661

E-mail: nktgvarfihotmail com

North West Warrlors {Kendal)
Contact: Adam Turmer

Phone: 07905 410 067

E-mall: OroB@hotmall com

Northumbrian Adventurer's Guild
Gontact: Mark andersnn Coulter
Phone: 07906 193

E-mail mgrwtearwm,ul.u.o.uk

Nuneaton Mode! and Gaming Club
Gontaot: Brian MeConmaci

Phone: 07976 884 558

Oxiord Gaming Club

Contact: hike Sharp

Phone: D7B02 784143

E=mail: Mike sharpa@tiopenworid com

Phoanix Gaming Club (Rushden)
Gontact. Stephen P.la\\'sgn.“]}arlei Les
Phane; 07951 725142

Plymouth Association of Wargamers
Gontact: Orianda Murrish
Phone: 0175 251 1402

Portbury Knights

Contact: Alan Vowlas

Phone; 07771 985483

E-mail. alameowlies@msn.com

Rainhill Wargames Club
Contact: Paul Teanant
E-mail: pauhtennant@hotmall. com

Redcar Ironboards
Contact: lan Widdowson
Phane: 01642 503207

Sad Mup{n:n Soclety
Contact: David Offan-James
E-mall: david@sadmuppets.arg

The swt\sf Club tH&adknu]
Contact. Sean Curti

Phone. 07798 825696

E-mall: ockihelibrarian@hotmail.com

South Oxfordshire Wargamers
Contact: Darren Basset
Phone: 0193 370 0226

5t Aidans Warriors Club

Contact: Paul Fletcher

Phone: 01415 770196

E=mail: pavimegreporfietcher@hotmail com

Stirling Wargamers

Contact: Payl Brooks

Phone: 07879 612 033

E-mail: paul®tresandleaf plus.com

Stortferd Stormers

Contact: Richard Bower

Phane: 01279 465 574

E-miil: rbv@zabbyy,co.sk

Sullolk and Essex Gamers
Confact; Lord B Banbridge-Kiddy
Phone: 01787 211 254

Swarmm Wargames Club

www.games-workshop.co.uk/community 111

Contact: Matl Hoiden
Phona: 01473 B27 208
E-mall; matté@holdenhouse freesene.co.uk

Swindon and District Wargamers
contagt; Paul Netila

Phone: 01743 700603

E-mall: nettieAriba@niiworld com

Tanelom Wargames Club
Cortact: Martin Turner
E-mall; Martin Turner@Hess com

TGC (Tamworth)
act: Phil Hannigan
Phone: 01827 287446
E-mail: philkannigan20024yaho o, oo,k

That Dam Gaming Club (Newmillerdam)
Contact: lain Dallon

Phona: 07663 311481

Esmall: votemaose@hotmall com

The Sad Muppet Society (Basingsloke)
Gontact: David Difen-dames

E-mail; muppat@genesis-sf.org.uk
Phane: 0118 920 489

Talworih 151 Founding
Contact: Peter Corgs
Phone: 07788 790136

Tunbridge Wells Wargame Soclety
Contact: George Gush
Phone: 01580 753 650

Walburton Wargamers

Contact: Mike Roddham

E-mall; walberionvargamers@yahoo.co.uk
Phane: 01245 554185

Wallord Wargames Federation
Gontact: Fobett Phipps

Phone: 01404 465244

E-mall: rpda-h-a.co.0k

Warlords of Walsall

Contact: John Davis

Phone: 01922 724278

E-mall wardords_of_walsall@hatmall.com

Woking 15t Founding
Gontact: Peter Corps
Phone; 07788 790136

Yeovil Games
Contact: Ghns Lowe
Phone; 07811 843747




112 EVENTS DIARY

All the information you need about clubs, whether you want to participate or start one of your own

UPCOMING EVENTS

Are you running an event and are
a Hobby Centre, Independent
stockist, GCN or WPS club? If
you want to adverlise it for free
in this fine publication simply
drop us an e-mail at:
christianb@games-workshop.co. uk

The closing dates for receiving details
for publication in the following issues
are:

 1st April WD319 (July)

» 15t May WD320 (August)

« 15t June WD321 (September)

Please note alf dates and delails are
correct at the time of going to print but
are subfect to change.

Events diary abbrevialion guide

WS i s Warhammer
40K, Warhammer 40,000
BB e oy e i Blood Bow!

Warhammer Ancient Battles
Warhammer Players” Society
Warhammer English Civil War
. Epic Armageddon
The Lord of The Rings
...Games Warkshop
Grand Toumament

iRANI]

TOURNHITIENT

I3TH-14TH MAY
WARHAMMER WORLD

CALL: 0115 91 40000

www,games-workshopcouk/events/ diary

DAMOCLES GULF CAMPRIGN
Date: 26th March, 2006

Venue: Gaming Centre Sheffield

Details: The expansionist Tau empire has reached the edge of Imperial
space inadvertently bringing war to the Eastern Fringe. Will the
Imperium of Man crush the fledgling Tau empire or will the superior
technology of the Tau win the day?

Tickets cost £15 include lunch {you will need a 1500 pt army)
Contact: 0114 243 4633

Website: www.games-workshop.co.uk/events

Venue: 52 Gaming Centre Sheffield
i Je_a_faﬁg]‘n celgbrate !:eemq, open for one year we are holding a huge
birthday event featuring participation games, painting and gaming
competitions, mini tournaments for 40K, LOTR and Warhammer and,
“bestof all, it's all FREE!!

Contact: 0114243 4633

Website: www.games-worksfiop.co.uk/events

NO JOKE - HOLD THE LINE
Date: 1st April, 2006
Venug: Guildford
Datails: Help the Imperial defenders of Medusa V fortify their
positions and bulld some 40K defences. Do you have what it
takes to spend a day In the trenches.,.?
Contact: 01483 451 793
Website: www.games-workshop.co.uk/avents

A SHADOW IN THE EAST
Date: 15t April = 15th April, 2006
Venus: Oxford
Details: The forces of Sauron are on the move. In the
east, Kham{l has gathered his army and advances on Gandor,
Can the Free Peoples hold back this tide?
LOTR Campaign - STARTS with ‘The Rising in the East’.
Conlact: 01865 242 182
Wab: wvw.games-workshop.co.uk/events

THE TRAROS CONSPIRACY
Date: 1st April — 15th April, 2006

Venue: Oxford

Delails: On the planet of Taros, deep in Ultima Segmentum,
valuable shipments of materials are going missing. Located so
close to the Tau empire, two Inquisitors have been despatched
to investigate these irregularities, along with a delegation from
the Departmento Munitorum.

40K Campaign — STARTS with ‘First Contact’

Contact: 01865 242 182

Weh: www.games-workshop.co.uk/events

TRAITOR
Date: 1st April = 15th April, 2006
Venue: St. Albans
Delails: On a tranquil Imperial world, the governor, Baron
Ashworth has stopped paying the planet's Imperial tithes. An
intervention force led by the Black Templars Space Marine
Chapter has been despatched to eliminate the rebel, Upon
arrival, they are ambushed by a highly mobile Tau strike force.
It appears treachery is afoot as full-scale warfare erupts over
the planet’s surface.
40K Campaign = STARTS with ‘Assault on Governor's Palace’
Contact: 01727 861 193
Web: www.games-workshop.co.ulk/avents

ENEMY AT THE GATES
Dale: 1st April - 15th April, 2006

Venue: QMEFTIET Staines

Detalls: Imperial Commander, Wiadimir Krensky, waits. On his
desk the offer of surrender sits. Where is the suppaort he
requested? How long can they hold out... “The filthy xenos will
see how we face death. Death before dishonour”.

40K & BFG Campaign — STARTS with ‘First Strike’

Contact: 01784 460 675

Web: www.games-worksfiop.co.uk/events

HERALD OF THE ENTPEROR
Date; 1st - 2nd April, 2006

Venue: WARHAMMER WORLD

Details: Inguisitor campaign that follows an epic and mysterious
story, spanning the galaxy from the Eye of Terror to Holy Terra ifself!
Only one character decides your fate in these detailed narrative games.
Call for mare details and be a part of history.

Contact: GW Worcester — 01905 616 707

Website: wwiw.games-workshop.co.uk/events

FANATIC DEN HARG

Date: 2nd Apnl 2006

Venue: Bridge-Societeit Noordeinde

Details: Spellenhuis runs their first Fanatic n Den Haag, Open for
newcomers to the hobby who can learn about gaming, painting and
collecting here. The Fanatic also includes a tournament for
Warhammer and Warhammer 40,000 (Age 12+).

Contagt: Spellenhuis — +31 70 364 47 82

Wehsite: ne.games-workshop.com

BETURN TO ARBCHON I
Date: 3rd — 14th April, 2006

Venue: Hemel Hempstead

Details: The Warp storms that plague the outar rim of the
Medusa system have temporarily cleared, Imperial Astropaths
have pinpointed the location of the legendary mineral planet of
Archon 111, Unfortuantely, they have also detected xenos
communications, obviously en route 1o the planet. Can you
stake your claim to the resources of this deadly world?

- Confact: 01442 249752

Website: www.games-workshop.co.uk/events

Evént information correct at time of going to press. Games Workshop Is not responsible for events not run by Games Workshop.




H BEROS THLE
Date: 15t — 14th April, 2006

Vepue: (YVIRT-IIEE) High Wycombe

Details: Archaon, Tyrion, Valten —all great heroes, from such—
humble origins. Are you such-a being? Come and find out.
Chart the rise of your champion from mere serf to great hero
and general of legend!

Warhammer Campaign

Contact: GW High Wycombe - 01442 249 752

Website: wwiw.games-workshop.co.uk/events

THE FATE OF MIYJENUKOS

Date: 5th April, 2006

Venus: Uxbridge

Detaifs: The septworld of D'yanoi has been caught nthe
tendrils of Hive Fleet Afcrohydra; The only Fire Warrior Cadre
available Is that of Mi'yenukos—can they turn the Tyranid tide
before it consumes ['yanoi?

40K Combat Patrol tournament

Contact: GW Uxbridge — 01895 252 800

Web: www.games-workshop.co.uk/events

ENEMY OF MY ENENMY
Date: 5th-April, 2006

Venue: CNNERTEETIERD Woking

Details: After weeks of conflict, the Tau Ethereal Aun'Shaala
has negotiated a temporary ceasefire. All commurications from
the north of the city have ceased. Both sides have agreed to
send teams to investigate the strange structure uncovered near
the centre of the market district. Can the peace hold...?

40K Kill-team event

Contact: GW Woking — 01483 771 675

Web: www.games-workshop.co.uk/events

THE LORD OF THE RINGS GRAND TOURNAMENT

GRAND FINAL

Date: Bth - 9th April, 2006

Venue: WARHAMMER WORLD

Details: The Grand Final is here! The best players from heals one to
three face off to decide the champion. For this two-day event you will
need two 500 points armies - one Good and ane Evil. The event
includes lunch an both days and dinner on the first day only. Details
can be found on the Games Workshop website. Tickets cost £50.
Web: www.games-workshop.co.uk/events

DOUBLE CROSS
Date: 8th Aprli, 2006
Venue: Maidenhead
Details: Inquisitor Nhilun Castor has held diplomatic talks with
the Tau, persuading the Tau council to share their most
advanced plasma technology as a gesture of peace. However,
Castor is a true servant of the Emperor and will not abide the
xenos 1o live... He plans to spring a trap on the Tau, seizing
their technology whilst delvering a crippling blow to their
forces. To make matters worse, other xenos races are also
eager to get their hands on the technology which is said to be
of Doomsday proportions! Bring 1,000 points.
Contact: GW Maidenhead — 01628 631 747
Website: www.games-workshop.co.uk/events

LAUNCH THE GRUNDENBURG
Date: 8th April, 2006

Venue: Reading

Details: Join a Warhammer aerial spectacular!

Eagles, Hawks and Gyrocopters & some larger things take to
the skies as the Grundenburg airship prepares to launch.
Contact: GW Reading - 01189 598 693

Web: www.games-workshop.co. uk/events

Fyent information correct at time.of going to press. Games Workshop is not responsible for events not run by Games Workshap

Soemconz OPEN WAR 5
Date of Event: 22nd April 2006, 9am till 6.30pm.
Venue: WARHAMMER WORLD

Details: Warhammer 40k (1,500 points), WFB {2,000 points),
Epic (3,000 points). £10 to enter, discount for club bookings.
Conlact Details: Entry forms downloadable from website soon.
e-mail: info@1stcompanyveterans.net

Websile: www. 1stcompanyveterans.net/events

HAMMERS OF CHAOS

Dale of Event: Sunday 24th April, 2006

Venue: Gaming Centre Sheffield

Details: In the wake of the Storm of Chaos the Middle
Mountains have become the abode of Orcs, Necromancers and
Chaos warbands. They are trapped between the anvil of the
mountains and the hammer of the Empire and its allies. If the
Empire is to withstand another incursion, the mountains must
be cleansed!

Tikeets cost £15 (including lunch). You will also need a
1,500pts army.

Contact: 0114 243 4633

Websile: vaww.games-workshop.co.uk/events

40K DOUBLES TOURNAMENT
Date: 30th April, 2008

Venue: Gaming Centre Sheffield

Details: Pair up with a friend to battle against others in this
competition of deadly duos. To play vou will need two Combat
Patrol forces of 500 points and a friend to play with. Details of
the rules will be sent with the event pack. Tickets cost £20
including lunch on the day.

Contact; 0114 243 4633

Website: www.games-worksfiop.co.uk/events

WATCH THE SKIES
Dale: 27th April, 2006
Venue: Swindon
Detfaifs: Tau forces control the skies and most of the capital
city of Medusa . Kill-teams of the Oificio Sabatorum may offer
the only hope leftto Governor Praxas. If these elite Imperial
troops could penetrate the Tau battle lines-and disrupt the
power relays for the Tau communications array, there might
still be achance to call for aid and defeat-the xenos filth.
40K Kill-team event,
Contact; GW Swindon — 01793 436 036
Web: www.games-workshop.co.uk/gvents

MAY

Warhammer Doubles Tournament
Date: Sunday 7th May, 2006

Venie: Gaming Centre Sheffield

Details: Pair up with a friend to battle against others in this
compeétition of deadly duos. To play you will need two Border
Patrol forces of 500 points and a friend to play with. Full tetails
of the rules will be sent with the event pack. Tickets cost £20
including lunch on the day.

Contact: 0114 243 4633 for more details.

Website: www.games-workshop.co.uk/events

[OrRDsRY

24 STR A

GRAN

| TOURNAMENT

8TH - 9TH APRIL
WARHAMMER WORLD

CALL: 0115 91 40000

www.games-workshop.co.uk/events/dlary

20th — 21st MAY
WARHAMMER WORLD
CALL: 0115 91 40000

www.games-warkshop.co.uk/events/diary

ig?i}ﬁﬁ;%%gfyl'r E;M

-“WARHAMMER

/40,000,

GW Presents: Battle of the Clubs 2006 :
Date; 14th May, 2006 =
Venue: Sporthal UvT, Tilburg

Delails: The annual Battle of the Clubs tournament returns at
the usual location, including both a Warhammer 40,000 and
Warhammer team tournament.

Contact: NEEvents@games-workshop.co.uk

Website: ne.garmes-workshop.com

CALL: 0115 91 40000

www,games-workshop.co. uk/events/diary

www.games-workshop.co.uk/community 113



A Games Workshop Hobby Centre is much more than just a shop...

++IMPORTANT NEWS++

HOBBY STORE
OPENING TIMES

Games Workshop Hobby
Centres have recently
changed their opening hours.
The new opening times are

] g ' o P ¥
as follows: === : 3 = ACRR S .
FREE PAINTING AND MODELLING ADVICE FREE GAMING AND TACTICS ADVICE
. Mo matter what your level of painting or modeding skil, if you spand 30 minut th coe All our staff ane axperi d gamors (afler il @5 what they o for a livingl) They can
MOI'Id'ﬂy - Fl'ldﬂy: 1 2pm = 6pm of or::ngn:\l‘aers"uf staff you r:iﬁ ssagthursa sﬂkieg'igmfm and might finum:n :;mwmmg gwl;l,f. w:l:d tam:r.‘x?mg. help you builg nmue.mn(.:g armies a";:;ucmm u:» n‘zﬂof
thlrduy‘ wtlm A 5pm you never knew! your fulos queries,
Sunday: 11am — 5pm :

There are, however, the
following exceptions:

» Stores in shopping centres
still open and close
according to shopping
centre times.

, e
» Each Hobby Centre has one = e b L I
late club night. The specific BEGINNERS FULL RANGE OF PRODUCTS

nig ht this is held on is Our spacial Beginners’ programme teaches you how to play and helps you take All our centres stock a full range of Wathammer 40,000, Washammer and The Lord of
a,ﬁ:;; SE‘ecpi' :\;::hg\ruy?uaml‘-;\;olr::;of‘glsk:gih T;:emﬁfnz:;r;éuasm Oﬂy{m lhe!dﬁings games and mwensl aswell as all the hobby materals you nead to collsct,
dﬂpel’ldem Upﬂn the store. opponenl:s battle lie or lead a squad of Space Marinas inlo battie, all you noad OO YR AT
to do I8 come along!
= Some stores are not open
everyday, such as the
Gaming and Events Centre
in Sheffield. Please ring the

relevant store for details,

* To find out more
information, pay a visit to
your local Hobby centre or
give the staff a call. = . : =

IN-STORE ORDER POINT HOBBY ACTIVITIES

Al of our sloras have a Games Workshop Direct in-store order point which you Gamaes Workshop hobby centres provide suppon and expert advica an all

can use to get your hands on all of our Spec_ia}isl Games products, plus many aspacts of the hobby. On Sunday evenings many stores nun activities for
exclusive minlatures, components and classic modals with which to customise graduates from the Beginners' Programme, whilst one weskday night 8 weak,

your Warhammer, Warhammar 40,000 and The Lord of The Rings lorces, there is a Games Hight for players o indulge in oven more hobby. activity.

NAUREH[)? HOBBY CENTRES & INDEPENDENT STOCKISTS

Games Workshop products are sold by a large number of shops in 16 different Stores in green are elite Northern European stores; stores in blue are Northern

= countries across the world. What follows is a listing of all the stores that sell Games European partnership stores. To be sure they will have exactly what you want in stock, i
Workshop products across the UK, parts of Europe, South Africa and the Middle East. we recommend you give them a quick phone call before visiting.

= Games Warkshops open seven days a week, with gaming into the evening on certain : e

% nights. Call your local Hobby Gentre far more details. You can find a full list of our UK UK stores marked in blue are members of our 'Elite Store programme’ who offer both

* retail outlets on our website, shown below, an extensive range of Games Workshop products and superb customer service.
If you're still unsure as to where your nearest stockist is located, why not call Games
Workshop Direct on 0115 916 40000. Stores highlighted in yellow indicate new stores.  Hobby centres marked with a cross (¢) have Gaming Room facilities. f

www.games-workshop.co.uk/storefinder
114 STORE FINDER



GW BRISTOL (CENTRAL):

33 Brondwar, Tel: 4117 625 1833

BW BRISTOL (CRIBES musmm’)
- The Mo Tal §137 550 2623

!EIS’(OL Araa 5‘.

Tof 0117 ﬂ"d A

POWSHE.RD, Mukﬂ:

Fet 0827 584 4751

WATE, Hopgosturus Toystare:
Ted': 0945 432 6566

BEDFORDSHIRE

GW BEDFORD:

10 Greylriars. Tal G133 427 3663
LUTON, Final Fantasy

45 haw Badiond Fead, Tal: 01862 726 00
LUTON, Otiakers:

Ters 0556 244 B0

BERKSHIRE

¥ GW MAIDENHEALD:
it 2, 17 Marke Stroet, Tel: 0152 863 747
GW READING:
119 Broad Sueal Mall, Tel: 0118 958 A3
NEWBURY, Minioture Merchanis:
3 Weavers Walk, Tel. 01435 525 176
BRACKNELL, Ottaker:
Tl 0134 448 5124
SANDHURST, Toywarld
Tel: 0125 267 3380 |
WINDSOR, Ottoker's Bookshops Windsor:
Tei: 0175 D85 £455
WINDSOR, W) Daniels;
Tel. 0176 363 2106

BIRMINGHAM AREA
GW BIRMINGHAM:
Liit L18, Boliing Link. Tel 8121 632 7183
GW DUDLEY:
Linil 38, Morsy Hill Gentre, Tl G130 448 1818
GW SOLIHULL;
A0 Waraick Rona, Tet 0921 705 7897

¥ GW SUTTON COLDFIE|
A5AT Bipringhian ."-!o.'x-. Tol D121 354 2174
GW WOLVERHAMPTO
3 Rirky 1 Tol (150 2 s' D
GW WALSALL:
Unit 27.Ctd

are Shopging Ceatma,
Tl 016z 2r2 5207
ACOCKS GREEM, Joff's Gomes ond Workshop:
Tal 3121 7065175
GREAT BARR, Gaming Crypl:

Toli- D12t 550 5080

EDGEBASTON, Woyland's Forge:

Tal: 0121 847 01105

RUBERY, Roy's Hobbies & Toys:

Tal: (121 453 3280

SUTTON COLDFIELD, Digiial Dragons:
Tok 0794 163 7783

BUCKINGHAMSHIRE
GW HIGH WYCOMBE:
Und #9, The Colagon C

1 G Estangion, 502 Sbuy B
Shepping Cendra, Tal .3190 850 0417
AYLESBURY, Toy Wonderlond:
Tal: G7YT 565 6551
BUCKINGHAM, Abacus Toys:
Tali 0128 (62 1815

GERARDS CROS5S5, Howdrd Morsholl:
Tal: 0175 388 2p52

PRINCES RISBOROUGH, Treals:

Tal: 0184 434 4554

CAMBRIDGESHIRE
® GW CAMBRIDGE:

54 Hapan Street. Tel: 0122 3.

GW RETEREOROLGH

A Wanlyorh Straat

ELY, City Cycle Centre:

Tal: 0135 536 3131

HUNTINGDOM, Sports & Fashions:

Tal: G148 (18 A4 1

3350

0173 FA0 0052

Tl 0172 556 3151 i
SAWSTOM, The Tay & Model Centra:
Tal; 0122 350 5052

SAWSTOM, Toys Plus:

Tal: D122 393 736

ST NEOTS, Barretts of 51 Naots:

Tal; 1AL D’O A

ST NEOTS, First Computer Games:

Tal: D480 386530

5T NEOTS, Westgale Depariment Store:
Tieh Did& 0qy azaz

TEVERSHAM, Invocation Lid;

Tal: 0122 329 3452

WISBECH, Weostgate Dopartmant Store:
Tol, 0162 f20 9625

CHESHIRE :
GW ALTRINCHAM:
Lini 1, 10 Gralen Stest Tel D181 520 GA0d
X OW CHESTES
112 Rixepata Staot, Tell 0124 431 1067
X GW MACCLESHELD:
Uni 84, Chastargats Mall, Grosvener Senre.
Tol G162 551 8020
GW STOCKPORT:
FE Morsary Squive, Ted 02361 474 1427
ALTRINEHAM, The Goming Crypt:
A4 Gragawood Btrae, Wald TRE
CHEADLE, Fontasia:
Tol G161 491 1an
CONGLETON, Decns Toys & Cycles:
Tali 01126037 3277
CREWE, ABC Madels Sport:
Tel; 0427 060 5048
MANTWICH, Funfayre LTD:
Tel 327 062 G146
MORTHWICH, The Madal Shop;
0260 G47 T40
STALYBRIDGE, KMV Madels;
&7 Molbooma Strael, SK15 200 T 0161 304 8700
STOCKPORT, Goslings Toymaster:
Tel 081 A27 2098
WIDNES, The Hobby Shop:
Tl 0151 424 1947

CLEVELAND
X GW MIDDLESEROUGH:
Llnit 32,30 Durdas Stroe!

el: 0164 235 4091

' - Find your nearest Hobby Centre or independent retailer on these puges

HARTLEPOOL, lllusions:

Tel: 0142 6339109

HmI.EPOOI., Wnslguln Bepuﬂlﬂem Store:
Tal: D142

CORNWALL

GW TRURD:

init 1, Brods Heuso, Mew Brdge Sheat
Tal: 167 232 0047

BODMIN, Bricknolls:

Tal: &123 227 Tlua
'BUDE, Nitro RC:

Tal: 123 B35 3388

Tali01a2 651
HAYLE, Blewotts of Hemylo:
Tal; '31""4 B25 a0tz

HELSTOM, Eddy & Soni

Tal: 4152 657 2787

ST AUSTELL, Mad for Minian
Tal: 0172 672 260

TRURO, Toymaster:

Tal: 0167 227 2452

- COUNTY DURHAM
¥ GW DURHAM

64 North Foad, Tel. 0931 379 3062

GW DARLINGTON:

7B Fuianegaln. Tals0132 538 2463

BISHOP AUCKLAND, Windsock Models:
158 Ba0 S7H
CONSETT, Kwikpa
Gorsatl, Tel 0120 765 1024
DARLINGTON, Lamb's:
Tal, 0152 546 G092
SEAHAM, Gomes of War:
Tl $1615817118
TEESDALE, Toy Shop:
Tol: 163 265 7206

CUMBRIA
¥ GW, CARLISLE:
Unit 2, Earls Lana, Tel: 0122 B5E 6216
KEMDAL, North West Warriors:
T Rl Strend, Tet 01535 7215455
BARROW-IN-FURMESS, Healhs:
Tol: 122 482 0435
BOWHNESS-ON-WINDERMERE,
Ernesl Akinson & Sons:
fal 0153 944 5047
“BRAMPTON, The Card Centre:
Tel: 0168 772 26
COCKERMOUTH, ﬂuyllmcs-
Tk 0164 082 9295
COCKERMOUTH, Tha Toy Shop:
Tolb 0150 082 5855
KEMDAL, Cloughlinst:
Tel0153 972 32464
KESWICK, Lokeland Teys and Hebbies:
Tul 0176 477 G275
PENRITH, Harpers Cycles;
Tol: 0176 358 1975
ULVERSTON, Sowdust ' Stitches:
Ted: 0122 958 2284
WORKINGTON, KSA Modals and Hobbies:
Ted: 0790 087 3336

DERBYSHIRE

GW DERBY,

42 Sadar Gato, Tal: D158 207 1867

BELPER, Freorsons:

Te 0177 I62 5244

BURTON CON TIIEN" Toymasier Kingdom:
Tl 0128 364 45
BUXTON, DLE I(lmwluu & Sons:

Tk 0329 824 B33

CHESTERFIELD, Cooperalive Saciety:
S0724 G2E D200

CHESTERFIELD, Model Trader:

et 0751947758

CHESTERFIELD, Peak Bookstore:

Tei: 09246 201650

DERBY, Toymaster Kingdom:

Eaga Canlro, 0133 235 £33
GLOSSOP, Wain Services:

Tid: 0145 YRS 3645

ILKESTON, Ilkoston Co-op:

Tel: 0115 952 7777

MATLOCK, Showes LTD:

Teh 0 54 2452

Tl .

e 0175 225 4121

Ted: OTAD 320 1055
BMNSTN’LE The Batilexone:
Tak D127 152 1344

DAR’IMOIJ'IH, WG Pillar & Cot
Tal: 0180 363 215

EXMOUTH, Gamezone Models:
Tal: D138 526 7733

HONITON, Art of War:

24 Mew Stroel Tel 01404 44151
HONITON, Honiton Toy Shop:
Tal; 0140 443 741

KINGSBI!IDGE, 'lhe Trading Post:
Tal 0154 885

NEWTON AGBOT, Austins:

Tal: 0162 623 2444

PLYMOUTH, Madel Shap:

Tal: 175 2221851

TAVIS‘I’OEH K«Ieldes(ope.

I'EIGNMOIJ\‘H, .Iaeknwm Toybox T/ MC I Trade!

Tal: DG 677 260
TIVERTOMN, Wings ‘N’ Wheals:
Tal: D188 424 2618

DORSET
GW BOURNEMOUTH:
24 Post Oifed Mead. Tel 0320 231 g282
X GW POOLE:
Unil 12 Townsaale e, Tal 0120 206 G634
BOURMEMOUTH, Bafile-5car:
Tal 0120 225 8164
BOURNEMOUTH, Roberts Toys & Gomes:
Tal 0120 248 2031
BRIDPORT, Frosts Toymaster;
Tel: D130 42 2264 o
DORCHESTER, Dorchester Toys:

Tt 500 578 bant &
GILLINGHAM, Mervyn's Toys & Madels:

Tei 0474 78275985

POOLE, Hoggosaurus

ek THE

SHAFTSBURY, Hordings:

Tk 0874 78S 2156 .
SHAFTSBURY, Howards:

Tet 0174 785 B15E z

SHERBOURNE, Cornerhouse:

Tl 0195 561 5815

SWANAGE, Lecnards:

Tl 0192 942 B006

WEYMOUTH, Rexzamataz:

Tt D130 578 B801

ESSEX

GW CHELMSFORD!

Uit 4, The Weacows Centre, Tel 0124 542 0046
GW COLCHESTER:

2 Bhort Wy Srost. Tel: 0120 GT8 7278

GW SOUTHEND:
12 Southehiugk Road. Tel
GW THURROCI

Lanit 4156, Level 3, Lakesiaa Shoppng Cantre. Tal: 0170

286 7103

SAFFRON WALDEN, Gome Om:

40 Figh Styeat, Tel: 0178 950 8070
BRENTWOOD, B&M Cycles:

Tek 0127 7214342

CLACTON ON SEA, Clacton Art & Craft Contro:
Tel: 0125 543 £342

COLCHESTER, Toymaster Kingdom:
Tk D120 B4 4344

HARLOW, Marques Models:

Teli 0127 842 3354

HOCKLEY, Hobbiton;

Tol: 0170 220 018y

LEIGH-ON-SEA, Callver Bools:

Tal: D170 247 3088

MALDON, Colin Bliss Models:

High Streat, Tal; 0162 185 1327
RAYLEIGH, Toys N Tuck:

fel; (28 677 5501

Tal D170 224 2464

GLOUCESTERSHIRE
GW CHELTENHAM:

16 Ritville Streat, Tel: 0124 222 8419
GW GLOUCESTER:

95 Clarence Street. Tel: 0145 250 803
CHELTENMAM, Toywir::

Uhil ta Regont's Aroada, Tel- 0124 252

325

BOURTON ON THE WATER, Baurton Model Raitway:

Tl D145 182 0BG
STROUD, Antles:
Tl D145 376 4467
STROUD, Pitoh Gomes:
Tal: 0370 243 T4A
TEWKESBURY, Toy Zone:
Tal: (168 420 577

HAMPSHIRE

GW BASINGSTOKE:

3 Poitars Walk, Tal: G125 £45 6050
GW PORTSMOUTH:

34 pryngal Sleeet, Tol, 0239 267 6266
GW SOUTHAMPTON:

28 Fasd Stregt, Tl DE36 033 1962
GW WINCHESTER;

i Bl Gaorges Simed, Tl 0
ALDERSHOT, The Game Shop:

Tel: 125 231 1443

ALTON, Alton Model Centre:

Tal: (142 D64 2244

ANDOVER, Haggosaurus Taystora:
Tal; @122 435 2
BASINGSTOKE, Ollakers:

Tali 0125 B46 0810

FAREHAM, Fareham Tays and Hobbies:
Tel: 0123 626 2103
FARNBOROUGH, Dorlstar;

Tel: G425 F3¥ G0GD

FLEET, Floal Toys:

Tal; 125 261 3948

GOSPORT, JC Books:

Tal; 0253 256 0531

MILFORD OM SEA, Miliord Modols and Hobbles:
Tel 0189 064 2112

HEW MILTOM, Toys of Mew Milten:

Tl G142 £ TR0
PETERSHELD, Folly Models:
Tal: 0173 026 7932
PETERSFIELD, Fun for All;

Tol: 0173 028 7271
RINGWOOD, Toys of Ringwood:

Tal: (142 547 B444

ROMSEY, Roundabout:

Tel: 0479 451 2145

SOUTHHAMPTON, Hidden Fortress Ltd:
51 East Slieal, 5014 3K, Tal: 623 8071
SOUTHSEA, Southseo Madels:

1 01701 7 AiE

WATERLOOVILLE, Paul’s Hobby Shop:
Tal 0170 525 9188

HEREFORDSHIRE

HEREFORD, Herelord Madel Shop:

Tal 0143 285 2800

LEOMINSTER, Martin's Modals & Crefts:
Tob 0156 461 278

ROS55 ON WYE, Little & Hall:
Tal; 0154 456 2698
HERTFORDSHIRE

GW HEMEL HEMPSTEAD:
16 Bridga Strasl, Tee 0744 220 §7a0

18 Haitage Clo ) alf High Straat, Tel: 0172 766 11853
HERTFORD, Gome On:

Far ?aaﬂomcmd Slroet SG15 10W. Tol: 01982 837774
BERKHAMSTED, Harmlins:

Tol: $144 296 4642

BISHOP'S STORTFORD, Boordmans:

Tali D127 286 4063

CH . :
Tl {)mgﬁmum”mod Hanals:
COCKFOSTERS, Murmr & Brand:

Tal {708 449 0BT

HARPENDEN, Felicitalions:

Tal 0162 482 2954

HERTFORD, Marques Models:

Unit &, The Mearguea, Te
HITCHIN, Muinly Models:

Tal: (14 2B

IIOTSTON, 'fo‘gslwp.

Tal: 3176 324 3570

STEVENAGE, KS Models:

Tal: ©143 874 6616

WELWYN GARDEN CITY, Toys Toys Toys:
Tl 4170 791518

ISLE OF MAN

DOLIGU\S, Jac Dlﬂrlhwﬂon.
Tal 2

RAMSEY, Model Woris.
Tal; \‘1[\" 441 G0As

ISLE OF WIGHT

COWES, Chivertons Newsagents:
Tel C164 328 2013

NEWPORT, Battalion:

Contral Marked Scanats Lana Tal: 0106 353 3222
NEWPORT, Toy & Models:

Tk 01l 152 B23E

RYDE, The Sporfs & Model Shop:
Tel 0159 336 2454

RYDE, Fun, Fud am‘l Fantasy:

Tol 0168 351 7

SANDOWN, I'nrmu;lcr:

Tel: 0188 340 4162

SHANKLIN, Toymastar:

Tal 0159 296 GE24

EWATER:
3, Upper Thamag Walk, Bliawaly, Grosnhi
Q132 24 TEAD

GW CANTERBURY:
Unn &, Iron Bar Lasa, Tod 0922 745 2085
GW MAIDSTONE;
7o Pudding Lane, Tgl: 162 267 7455
GW TUNERIDGE WELLS)
4A Carnden Siraet, Tal; \'HL\EI 52 6785
ASHFORD, GX Computers Ltd;
#8 Gounlry Seuare, Tel: 0123 388 2056
BEXLEY HEATH, Kit Krozy:
208 26 1157
BROADSTAIRS, Time & Spoce:
Tisl: (184 268 GO0
CHATHAM, Maynes;
Tel 0153 440 0031
DOVER, Turners Models:
Tl 0130 420 5713
GIIAVESEND Steve’s Collectables and Madels:
¥ Cureen) Toi01474 sEades
GM\I"ESEMD T‘Iw Stamp Centre:

18

HES’(NE BAY, ngeming :

404 Monimer Slraal, Tal 27 A7A049

MARGATE, Toymaster Kingdom:
Tl 0184 322 6400

on our website: www.games-workshop.co.uk/storefinder
“by calling us: 0115 91 40000

RAMSGATE, The Glggling Goblin, Games Emporium:
54

40 King Stroat Tel: 0184 953

EGCHESI‘EK. Minlalure Warld:
0163 451 53R

SMNOMS. JH Lurlmdr

Tol 0473 248 2840

SEVENOAKS, Manklows;

Tek 0373 245

SITTINGBOURME, Al Blundell & Son:

Ted: 0178 542 4371

4562

TONBRIDGE, Kids Stuff:

TE: 0373 235 5166

WEST WICKHAM, Young Foll Toys:
Te: 0208 777 2
LANCASHIRE

GW BLACKPOOL:

& Birley Siregt, Tel: 0125 375 2055
GW BOLTOMN:

Uil 27, 38 Saasfiald M,
GW PRESTON:
15 Millar Ancade, Tal: CI7Y 282 1855
ASHTON UNDER LYNE, Reundabout Toys:
Tol: 0167 242 2544

BLACKBURN, Botave:

Tel: 0126 465 TG0

BLACK I.IRN Mor(ora. Sons:

Tel: 01
BLACI(POOL. Ytrrmus'er:

Tel: 0125 362 £461

BOLTON, Taymasior:

Tl 0194 2R1 2368

BURNLEY, Arthur Benn:

Tel: 01268 2 i

BURY, Toymuster:

Tl 0161 F61 f2id

CHORLEY, A & B Games:

Tal- 0125 7246 1833

CHORLEY, Hompsons Toys & Mursery World:
Tel 0126 726 2045

CLITHEROE, Cowgllis of Clitharos Lid:

Tel: 0120 042 5587

KIRKHAM, RK Baoyes:

Telt MTFT 267 1800

LANCASTER, Lowsons Toymoster:

Tet: 0152 464 516

LM.NCAS'IEE Micro Markeis:

46104
E.EIGI-L Slnlklwn Limltad:
T 194 267 4

LEIGH, luymnmr:

Tel 0194 267 1116

Tal: D120 435 2131

www.games-workshop.co.uk/storefinder
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MORECAMBE, Richard Langastar:
Tek D152 a1 0204
‘OLDHAM, Otiakers:
Tel: 0161 £205643
POULTEN LE FYLDE, Acbas bookstore:
Soecinlty shopping, Tok 0125 3851116
PRESTON, Teymoster:
Toll 0177 268 7783
ROCHDALE, M
Tl 0170 671 024
ROSSENDALE, Rossendale Models:
Tol 0170 628 G007
THORNTON-CLEVELYS, ToyZsave Collsttables:
Tal: D125 305 5005
WIGAN, ‘Mnnn Mndel Conira
Tol 0184 224 4

I.EICES‘IERSHIRE

W LEICESTER:

Unit 21620 Savor Streat. Tal: §116 258 0510
GW LOUGHBOROUGH:

22 Bigpn Sireet, Ted: 0150 023 8107
ASHET-DE-LA-ZOUCH, Steve's Models:
Ted 0165 (41 6ag?

COMLYILLE, Gaotls Teys:

T D153 0B 2795

HINCKLEY, Pundillio Model Spot:

Tyl D148 547 00K2

LINCOLNSHIRE AREA
OW ORIMSEY:
9 Vost §1 M..w s Giote: Tal: 0147 334 7767
GW LINCOLM
Unit BUA, s.v.vm:n ion cutside ol Walarido Ceatro). Tet
0162 254 #027
BOSTON, Models and Computaors:
Tal; 01205 365102
Arbon & Wity
Tol: 0160 465 5030
G Portprince Models ond Hobbies Ltd:
Tl 0947 850 2001
LOUTH, Castallne:
Ted D1E0 76D 2140

tmmlma MS Sturgesst
Toe 0177 583 1067
SCUNTHORPE, Shermans Model Shop:
Tel: 0172 484 2459

SCUN 3 v
Tal: 0172 427 1020
SI(EIINISI. The Model Shop:
Tal: G175 476 3429
SPALDING, Mason's Models:
Tal: 0177 572 2456

sm.mmz. Svullllng Mews:
fal 017
sm.nma. Spnldlng Models:
Te: 01775 71327

STAMFORD, nwh-,,.

Tat: 0178 075 2125

L P Lower ball fnean Earmeois), Brank Gross Shegiping
Condra, Tol: Z208 4579

X GW BROMLEY!

Uni 24, The Majl, Bromiey. Tel 0208 468 0676

GW CROYDON:

Uit 38, Srummuad Gandre (oulsioe e back of the canli),
Keetay Hoar, Tel: 0208 663 4600

GW ENFIELD:

A5 Ganeln Foad, Tef: 0208 353 3238

GW HAMMERSMITH:

161 Kng Stroe: Tol: 0203 48 6744

GW HARROW,

204 Suson Siwet. Tet: 0208 851 4350

GW KENSINGTON:

Ergp 7. Lances Square, Karsinglon Ghureh Siraed,

Tal, D207 037 7011

GW KINGSTON ON THAMES

03 File Auzd. Ted: G208 548 5224

GW LONDON (OXFORD 51):

Una F'10, Thn Plnza Shopping Goning, 15t Fioart 16-120
Cotfiard Sireet. Tol 0207 436 5655

GW RICHMOND!

Urik §, Wastmingtar Houno, K Rone, Tot 5208 48 6122
GW ROMFORD:

. Tl G708 742 140

8 Carence Stigel Te 0178 444 D875

GW SUTTOM:

Uil 2% 'H'aln Squura Shpping Cantr. Tal, 4204 Tr0
ads4

* GW UXBRIDGE:

Uit 32, Cranuers Mall, Tre Paviions Shopping Conira,
0989 625 ZA00
GW WATFORD:

Unit €, 1A Qusen Sreal, Haregusn Conim
Tol: 01 4 BIBE

BLACKHEATH, 2«d Impressioms:

Tew DE0A AER &100

CHINGFORD, Hobby Sto

AG-51 Stakon Fead, To: Mu o T
CHINGFORD, Rossis of Landeon:

Tet: 0207 5245 1920

CLAPHAM JUNCTION, Toyslop:

Tet: 0207 228 9070

DULWICH, The At Statloners:

Tel: 0208 695 5208

FINCHLEY, Lelsure Gomes:

Tol, G204 345 2327

HAMPSTEAD, Happy Returms:

Tol 0207 435 24391

HERME HILL, Just Williams:

18 Half Moim Lgne, BE24 v, Teli Co07 723 o685
ISLINGTON, Fraderick Beck:

Tat 0207 228 3400

KNIDH‘“IIIDG! Harrads;

Tal 0207 720 1

LONDON, Phpi Gomas:

33 Muyseem Streot, Tek 020 7323 3060

=l
RUISLIP, John Sonders:
Tol 0184 563 4846
WALTHAMSTOW, Ottakers:
Tol: 0208 520 0208
WIMBLEDON, Elys:
Tal 0208 044 {101
WOOD GREEN SHOPPING CENTRE, Toy City:
Tee (G208 861 0770

MANCHESTER AREA
GW MANCHESTER (contral);
Bassdon Way Scuth, Amaalg Cendra, Tel 181

Iitﬁ.ﬁ. Amnm
Tal: Q161 TRE TESD
LEIGH, Toymaster:
Tal: Q154 267 1116

MANCHESTER, Watarstones:

Tol 0181 432 1992

WARRINGTON, Steve Waebb Models & Hobbies:
Tes 01902 873 5225

MERSEYSIDE AREA

116 STORE FINDER

¥ OW UVERPOOL;
135 Contral Shopping Cerirs, Manslegh
Tok 0151 703 0963
&W SOUTHPORT)
Uni K2, Warbla Place Shopping Centre,
Tek 170 450 1256

GW WARRINGTON:
Una 20, Time Squane. Telk 0192 555 1984
ST HELENS, W World:

argames.
22 Coopae Streot, Tel 0174 428 60
MERSEYSIDE, Lewis's Dopartment Store;
Runalagh Stoesl, Livpimnoc

SOUTHPORT, Claymore Games:

Tod 01704 545548

WIRRAL, RS Models:

Tal: 0181 G448 4362

MIDDLESEX

ENFIELD, Jonnings Storos:
T (208 634 1804

NORFOLK

GW NORWICH:

1214 Exchanga Staeol. Tel 0760 378 7656
DISS, Toymaster:

Tei 0127 964 1743

EAST DEREMAM, Youngstors Waorld:

Teol: 0178 956 2172

A, Starllng

Fakanhgim |HIII'|I!|I1| Fslnlo Tel: 0132 B8% 2750
FAKENMHAM, Lou Lous Toy Shop:

Tek 01323 BS31 1B

‘GORLESTOM, Toymaster:

Tol: 0145 544 3097

HOLT, Storlings-Teymaster:

Tal; 0128 371 3201

HUNSTANTON, Hunstanton Madals

Tol 149 555 332462 4405

IPSWICH, Toymaster Kingdom:

Tol: 0147 328 3046

KINGS LYNN, Empire:

Te 0155 376 5174

KINGS LYNN, Wesigale Dopartment Store:
Tel: Q155 378 0081

NORTH WALSHAM, Games N Fun:

Tek 07851 431 244

NORWICH, Battlenel:

2a Oueons Aaad, Tol: 01£03 765505

NORWICH,

Tel: ©1623 464008
Langlers, | estale:

Tel 01600 621658

HORWICH, Toys

astatol Tel UIGDS?B"‘S‘

Norwich airport industrial

Tl 0126 :laz,z!ﬁs
TAVERHAM, Norvic Models Lid:

unit 2, anrham Garaen Cenira, NAB GHT
Tt 01603 8352
munulmm\, 'I‘J'le Toy Lofti
Tk 0195 340 7750

XHAN, Point Hause Toyshop:

Tal: G160 370 6804

NORTHAMPTONSHIRE
¥ GW NORTHAMPTON:
24-20 Atingten Square. Tet 2160 455 sasy

METTERING, Tﬂ‘mﬂlm Kingdem:
Tee 01053 681 2507
KETTERING, Groen Angel Cords & Games:
Tk 01526 350 244 !

OUNDIEL, Oundel News:

Tet: DiB® 273518

RUSHDEN, Sparis & Toys!
Tal: 2183 331 2415
WELLINGBOROUGH, Software Seller
Tal: G163 344 0851
NORTHUMBERLAND
AMBLE, Gremlynz Imports:

Tel; QE45 125 0308

BERWICK UPON TWEED, Borwick Computer Games
ond DVDs:

Tek 0728 950 D551

Robbs Department Store:
Tel, 0143 450 2151
MORPETH, TG Allan:
Tol: G167 051 6134
NOTTINGHAMSHIRE
GW NOTTINGHAM (centrolj:
Wa Friarlane, Tel: D115 948 085)
GW WARHAMMER WORLD:
Wiliowe Rgad, Lontan, Tok 0116 918 8410
The Garmes
Tee 01623 840 022
Madals

NEWARK, Access
Tet 01635 673 176
NOTTINGHAM, Shawes:

Tl 0115 B 8648
SUTTON-IN-ASHFIELD, Big Boys Toys:
Tal: Gi6za 567812

WOODBOROUGH, Regency Printers:
Tel: $115 665 BEO0

WORKSOP, Model Base:

Telk 01509 601 762

OXFORDSHIRE
OW OXFORD:
1A Bush Hooss, New:
ADINGDON, Just Toys:
Tal, 0128 652 2y
BANBURY, Trinder Bros:
Teli 0129 525 2546
BICESTER, Dentons:
Tel:. 0184 532 3046
CARTERTON, Giles Sports:
Tol 0154 484 2396
COWLEY, Denlans|
To- 0786 574 6746
DIDCOT, Dentons!
o 0123 581 6500
DIRCOT, L Dickinsan T/A Dentons:
Tol: 0123 61 £568
COXFORD, Boswells Toymaster:
Tel: G168 624 1244
THAME, Pled Pedoller:
Tal; 1064 426 0022
WL RD, Potiits of Wallingferd:
Tal: 0140 185 5255
WITMEY, Romkrish;
Tok: 0159 370 4378

1, Hall Btogel Ted 0100 524 2182

SHROPSHIRE
X GW SHREWSBURY:
B Mamat Streal. Tel: 0174 536 2007
TELFORD, Sanda Games|
4 Amest Place, Donnidglon, Tal: 01952 €76 722
BRIDGEMORTH, Hobby Horse:
Tot 0174 676 6650
OSWESTRY, Funfoyre:
Tel: 0169 167 0648
SHREWSBURY, Funfoyre:
Tal; 0174 323 BEAT
TELFORD, Questing Knight Gomes:

Tel: 0165 241 774 4
SOMERSET

* OW BATH:
510 Wesigate Builings, Avon Street, Tel. D) 22 $53 4044
BRIDOEWATER, Gamas Mart:

Tet 0127 843 3677
OM SEA, GW Hurlay:
Tet D127 678 9261
CHEDDAR GORGE, Class Creatlons Lid:
The Lippizs, BSET 309, Tet 01934 740290
FROME, The Ellenbray Press:
Tal, §187 346 2130
CHARD, Gomes Wirord:
Tel; (146 G235 0G0
GLASTOMNBURY, Pedolers:
Tal 0145 483 4 862
MIMEHEAD, Mincheod Toys & Models:
Tek: 0184 970 5580
TAUNTON, Hrlxknu(
Tel 0182 329 50
WELLS, Wells MIL
Tl D174 9SY 5262
WESTON SUPER-MARE, Griffins Gomes;
Tel; 0183 442 3729
WESTON SUPER-MARE, J) Toys:
Tal; 0183 441 8157
YEOVIL, Yeovil Collectors Contre:
Tal: 0182 543 3730

STAFFORDSHIRE
¥ GW BURTON ON TRENT:
Linit 8, Urion Goyst, Union Bireet, Tel, 0123 353 &
G¥ STOKE:
27 Stafierd SL Tal 0178 220 5287
BURTOM ON TRENT, Toymaster Kingdom:
Tel: 0128 354 4500
COCHERMOUTH, The Toy Shap:
Tel: 6160 082 5855
NEWCASTLE UNDER LYME, Sundowner Models:
Tal: &170 291 G656
STAFFORD, Hoppy's Hobbies:
51 Johin's Market, Tei 07363 T03004
STAFFORD, Too Fal Goblinz:
Tol: 0178 524 4430
STOKE-ON-TRENT, Battloxona Gomes &
Collecrablos:

Tet (1782 833 633
TAMWORTH, Geott's Tays!
Tel: 0153 €3 2705
UTTOXETER, The Toybon:
Tal; 0186 555 £387

SUFFOLK
GW IPSWICH!
46 Butlemnarke!, Tyl 0347 321 00
BECCLES, Toy Hox:
Tel 9160 271 2706
BURY 5T, EDMUNDS, Model Junetion:
Tel 0126 470 M50
BURY 5T. EDJAUNDS, Toymaster Kingdom:
Tl 0128 4TE 1946
FELIXSTS ‘Wizards Taxis:
Tel: 0130 427 S555
HALESWORTH, Helesworth Toy Shopt
Tel: 01896 687 2270
HAVERHILL, Baby Connexion:
Tel: H144 070 Gl
IPSWICH, Golaxy Models & Hobbles Lid:
918-318 Foxhal Hoad IF3 8J8) Tes 03473 123273
LOWESTOFT, Toymastar Kingdeom:
Tak: 0150 £56 SEA0
NEWMARKET, Moons Toylond:
Tor 0183 868 3147
KT, Simpson & Sons:
Tel: 0144 901 S04
SUDBURY, FT Games:
Tl 0178 748 G002
SUDBURY, Toymarker Kingdom:
Tel: 0176 T47 2254
SUDBURY, Toy Connexion:
Tal: 9174 T8 8002
WOODBRIDGE, Toptawn:
Tal: 0159 438 3170

SURREY

OW GUILDFORD:

Uit 1, 82 Tunsgate: Tel: D140 845 17060
GW WOKING:

Linit 3 Claasy Coosrt. Tak 0148 577 1675
CAMBERLEY, Morningstar

& Boltagheim YWay, Tek 01276 635 160
COULSDEN, Toylors Toys ond Sperts:
Tal; (208 656 20710

DORKING, Dorking Models:

Tal: 0130 688 1747

EPSOM, Ottakors:

Tal: D157 274 2634

OXTED, JH Lorimar Lid:

Tet 0200 6456 6152
PURLEY, JH Lorimar Ltd:

Ted 0181 060 D716

REDHILL, Gamers Guild:

Tol 0173 778 #1123

REIGATE, The Tey Shop:

Tol: 0173 724 5307

WALTON ON THAMES, Treshouss Toys:
Tol; 065 225 Za72

SUSSEX AREA

GW BRIGHTON:

Unit 7, il Pasillans. Tal: D127 830 3353

GW CRAWLEY:

4 Broadoay. Tel 0129 085 2072

CW EASTEOURNE:

A Toomnes Aosd. Tek 0132 382 142

BEXHILL ON SEA, Matek Models and Hobbles|
Tal. D142 461 0OGF

BOGNOR REGES, Troins Models and Hobblas
Tel: 0124 b4 47T

BURGESS HILL, Kid's Skuff:

Tali D144 436 7724

x

CHICHESTER, Chichester Toys:

Tel: £1 24 578 BOSS

EAST GRINSTEAD, Ready To Run Models

Tal; &1 382 aDLATT

HASTINGS, Jode Martial Arts:

Tel; 0142 472 0330

HAYWARDS HEATH, 4JRIN Ltd:

& Heasawncd, Boino Villago, Tal, 01444 255356
HAYWARDS HEATH, Hoath Models and Teys:
Toi 0744 445 G785

HORSHAM, Gentle Gollery:

2 Shotoy Heuso, Bgiop Rick, Tel; 01403 254 567
HORSHM. Ottakers:

Tal: 0140 326 8083

LEWES, The Hobby Shep:

Tall 127 347 2544

STEYNING, Gentle Gallery:

Tal; 6105 391 263

UCKFIELD, Kid's Siufi:

Tol U102 576 B39E

WORTHING, KC's Games Shopt

Tok 0180 323 7293

TYNE AND WEAR AREA
X GW NEWCASTLE (Central):
Uil 64, Newpate Snopphia Ganire Tal: G161 232 2418
GW METRO (METRO CENTRE)
Unill 2, et Flose, The Axcade (rear e Medterranoan
illage). Tal; 0101 461 0BS0
NORTH SHIELDS, 5k Glodstens & Son:
Teal: 2101 257 0334
SOUTH SHIELDS, Conts Models:
Tol: 0191 427 B4
AND, The Toy & Shop:
of G101 805 8199
SUNDERLAND, Owen Owen Ltd T/ Joplings:
Tok 0191 310 2108
WHITLEY BAY, ‘&G Allar:
Tok: 0191 253

WARWICKSHIRE

GW COVENTRY:

Unit 28, Upger Level, Gathodial Lanos §hoppng Contre
Tal; (247 6227811

GW LEAMINGTON 5Py

32 Regent Stapel, Tel: TRC

BEDWORTH, Rallway & Modellers Junction:
Tok 0247 £31 8288

KENILWORTH, Abacrall Arts & Picturos:

Tot 0182 §51 1204

LEAMINGTOM SPA, Trinders Toy Town Ltd:
Tok: Q182 647 08501

Ca/Tas
Bookshop:

24 Abbay Stieot, Tel 0247 &34 2000

RUGHY, Joto Rallways & Models:

Tal: D170 BSG 2372
STRATFORD-UPON-AVORN, 3 Windsor Place:
Tol: 01788 208850

WILTSHIRE
GW SALISBURY:
1B Winchester Strgat. Tal D172 233 0058
GW SWINDON:
54 Fioel Stroet Tel 0179 343 6096
DEVIZES, Hoggosourus Toystore:
Tl D136 072 2841
MALMESBURY, SPS S1on
231 High stroat SN16 GHH, Tel G1866 824440
MARLBOROUGH, H Duck:
Tal: 0167, 251 2170
MELKSHAM, Tha Toyshop:
Tak G122 578 0418
SWINDON, Spot On Madels:
Tok G179 352 2093
WORCESTERSHIRE
¥ GW WORCESTER:
20 Lyohgoto Mat, Camocnsl Py, Tel 0190 861 6707
DROITWITCH, Look-rite Lid T/A Toyworld:
Thl 1 80 677 2408
EVESHAM, Batile Honours UK:
Tal; 0138 B35 875
REDDITCH, Hoggosourus Toy Store:
Tal: 0162 Té§ 093
STOURPORT ON SEVERM, TP Activity Toys:
Tet 0123 287 2600

YORKSHIRE

GW BRADFORD:

4 Proskdilly, Bractory. Tet 0127 473 5430
GW DONCASTER:

nades. Te: 0M30 232 538

53 Slllon Paride, Te: 0142 358 4310
GW HULL
30 Parmgon Strows, Tpl: 0146 268 8578
GW LEEDS {esnirall
1216 Cemteal Road, Tal: 0115 242 0A24
GW LEEDS (WHITE ROSE);
Uit 28D, White Rose Cenlre, Tal: D118 2712 5430
GW SHEFFIELD (centrul):
16 Fitzwiliers Gade Tot 0114 275 0114
OW SHEFFIELD (MEADOWMALL CENTRE):
Unit 815, High Steer, Uppar Mak (rest b anlrensg near
Hoots), Tel; 0114 268 DA36
¥ GW WAKEFIELD:
96 Kiregatw, the Ridags Cantro. Tet. 0192 435 43}
GW YORK:
134 Lordal, Tel 0100 46 6014
THE GAMING CENTRE;
Units %, Mutdowhall Foag, Amos Aoad.
Tolk 0118 243 4533
RICHMOND, Amything Goes:
Brope Gaage, Gatharley Hoad, Tal: 61748 910105
BRIDLINGTON, Croppers:
Tol, 0128 267 7727
HALIFAX, Hollfax Modellors World:
Tol 0442254 2157
HALIFAX, Mugoxine World:
Tl 0142 253 (547
HUDDERSFIELD, Dork Future:
Tal: 01484 307040
HUDDERSFIELD, Something Wicked:
Tok D148 455 9224
HULL, Mayfair Taymasier:
Tol 0048 236 2777
ILKLEY, Wargames World:
Tol; 0104 360 7500
KEIGHLEY, Toymanker:
Ted! 0153 560 4048




LEEDS, Royol Armouries Museum:  «
Tek: 0113 220 1853
LEEDS, T

., Toyworld:
Tel: 0115 243 5600
NORTHALLERTON, T & FM Grover Lid:
Tel: D160 677 2334

OTLEY, Toymaster:
Tel: 0184 345 20065
PICKERING, Puffers of Pickering:
i Park Streel YOU8 AL Tel 01751 472762
POCKLINGTON, Chylds Play:
Falleay Streal. Tel: 0175 960 6041
SCARBOROUGH, Malson Militaire:
Tel: 01723 362257
SCARBOROUGH, Space, Myth end Magle:
Tal: 0845 644 1913
SELBY, A1 Sports and Toys:
Tal; 21757 705115
SHEFFIELD, Worgames Emporium:
Tal; 0114 275 4626
WAKEFIELD, R H Buckley:
Tel, 01634 74087
WHITBY, John Anderson - Teymaster:
Tal: tHg4 760 2213
ITBY, Models and Movie Props Lid:
Linit g, Maskat Place, Tol (194 760 8128

WALES

GW CARDIFF:

81 High Street, Tel: 0292 064 4317

¥ GW NEWPORT:

24 Slinrar Steeet, Tok 0163 225 6285

GW SWANSEA;

A5 Princsss Wey, Tel 0170 246 3560
CARDIGAN, Middio Earth Enferprises:
Foyal Buigingg Priory Strost, Tel 01200 (14000
BRIDGEND, Joust lor Fun:

b MNolon Ereat; Tell 0105 676 7600

', Richards of Ab

Ted 0187 0BS 2A6E
ABERYSTWYTH, Albotross:
Fol 0107061 7635

BANCHORY, Banchory Tay & Gilt shop:
Toll 0193 002 5661

BANGOR, ACME Eumpulnm
Tul; 0124 BAF 1457

i!RIUIOh:, Il Unrl( Teyi & Gibst

L)

CARDIFF, Dlu un:l DIIG.
Computer a o Vislon
Tal (' e 2 Ir.
CAKMAI'I'HIN. Good Mrws|
Tal D126 7209 Y700
CAIMAI'I‘HEN. Hardings:
Tal; 1065 (46 Q044
CHEPSTOW, Mlm Carnen
Tal: (129 I{u B
GWIRSYLLY, Hrlm Ideas
Tall, £107 75 645 1
HAVERFORDWI ‘I‘. Mearlin Madsls!
Tal: 0143 776
LLANDRINDOD Wl LLS, The Manor|
Linclevis Wik, Tol: (A02 3 B0Ea6
LLANDUDNO, Dibs Toymasters
Tal 016 1% 481
LLANTWIT MAJOR, Ralnbow Plozor

al: 0144 875 4118
PORTHCAWL, Game
28 John Biroet, Tel: D18 &
PEMBRONKE, quon Allay:

Tal 0164 €02 1450 |
RHYL, Lightoot Modols & Toys:

Tol: 0174 533 1564
SWANSEA, Comlx Shoppe:

Tk 0179 264 2007
SWANSEA, Wast Coast Games Lidi
€ High Sweet Arcecde, 547 1LE
WREXHAM, Brite ldeas:

Tel 0137 4TS B4S1

SCOTLAND
X OW ABERDEEN,
e 1, 1214 Ligy

wr Kirkgate, Tal: 0122 464 3770

GW ATR:
10 Arran Mall Tei: 0129 261 0473
OW BRAEHEAD:

115 Branhens Snopping Centee, Kings Inen Finge.
Tot- 0141 585 #440

X GW DUMFRIES:

" adiigh Shedr Tek 3138 T2¢
GW DUNDEE:
110 Commancial Street. Tek 0138 220 2182
GW IDINBURGH:
158 High Strost. Tel- 0131 220 6540
GW FALKIRK:
12 Cows Wy Tel 07132 462 4553

X OW GLASOOW:

&1 Union Stoo:

o 0341 221 1673
IRE, Toyworld

ABERDEENSH
Tak D158 579 6333

Gar: 3
Tol 0138 662 2285 by
BANCHORY, Toy and Gift Shop:
Abeytisershins, Tek: D133 082 5586
;nmuu spornumimsﬁnp
et 315

DU'HMMM
2 Manf Oalo, T 01223 7316
EAST KILBRIDE, DTS Models:
Tel 01355 238585
EDINBURGH, Morionville Models:
Tel 0131 317 710
aem, Junmer's ‘my-m-
80143 542 422
Steven's

17-21 High Stoet, Te- 01358 724‘\'5’
FIFE {CUPAR), The Nappy Pin:
Tol 0333 465 3160
FORT WILLIAM, The Gronite House:
Tet 0130 770 3851
GALASHIELS, Books Plus:
Tl (B2 575 2843

LASGOW, Stotic Gomes:
Tk 0941 226 5414
HADDINGTON, Cycle Swervices:
Tel 0752 062 6360
HELENSBURGH, Game Domain:
T 0143 667 3007
INVERMNESS, Junners Toymaster:
Tel: 0146 323 3234
KILMARNOCK, T4 Toys:
Tel; 015683 s&0wa2
KINROSS, The Hope Chest:
Tel 017 784 2518
KIRKCALDY, The Hope Chesh
Tel 9153 E260116
NORTH BERWICK, Lows Cycles:

Tel: 0162 0a8 0642
ORKNEY, M:Innnan-lq-mnmn

Tol: 0185 637 7788
PERTH, T4 Toys:

Tol| 61738 62 450
PAISLEY , Poisley Mode! Contra:
BO.BZ Addasign Aosd PAY 4TS, Tol: bid1

4z

SHlTI.A.N D, Harrys Dept Store:
0154 549 507
snlmm Abacus:
21 Cranford Aecide, FKS 1AX, Tek 01735 478784
STIRLING, Do 1 @ Your Leisure:
Tol (173 582 6375

CHANNEI. ISLANDS 3
JERSEY, ST, HELIER, The Uttfe Shop:

ERNSEY, 5T m PORT, Carousel:
Tob (148 172 1721
NORTHERN IRELAND -
GW BELFAST;
“20A Case Coun (towmds hach of the Contra).
Tot (@3 0ZX684
BALLYMENA, Comerons:
23 Broughatane S, Oo Antren, Toe: 0452 564 6821
BANBRIDGE, David Rogors:
7 Brdga Bf, Co Down

BANGOR, Roploy Gomes:

High 51, Co Down, Tal. 0489 145 2210
BANGOR, Stewart Millor & Sons:

90 Main 4 Co Down, Tol: 089 127 0108

COLERAINE, Mooras:
7-11 Chuich S, Go Dotry, Tel, 0126 544 44
Construction Cot

rs Commar:
81 Tol: t‘s; -:s 207
LISBURN, World of Wonder:
Flvnrside Cortra, Tol: D48 265 5998
OMAGH, Whites Toymaster:
A7 Brisgo 51, Tek OBUS 242 427

D Joffers:
61, Tol: 443 635 08B%

GW BLANCHARDSTOWN:

Centm, Cuotin, Tol

aw DUILIN

Unit 3, Lower Lifiay Streel Ted 0035 318 725 791
ATHLONE, Toy Cliy:

Nis Centrg, Co Wostrrapth, Tel: 050 847 0851
BALLINA, World of Wender:

Dillgn Tgrrace, Co Mayo, Tol: (f 76676
BLACKPOOL, World of Wender:

23 hothpont By Px, c:<_-|k
BRAY, ER Horrs & Som:

o Wicklow, Tl 012 "57 9-r5
CARRICK ON SHANNON, Mulvey's:
Man Steand, Loitnm, Tel 071 962 246
CASTLERAR, McDermotts:

o Mewo, Tgl; 096 76676

CORK, Ant and Hobby Shop:
Duaging Shapping Ceates, Co Col
CORK, Art cind Hobby Shop:
Witon Shopping u:,mro Co Cork, Tel: 021 434 7207
CORK, Noddy's Tay
14314 Commurkat "i {x Conk, Tal: 021 427 2508

l: 0214 210 dds

el (1 436 3580

- CORK; Other Roalms:
Pau Blraal Shooping %nlm, Cork City, Tel. 021 4222234

CORK, World of Wonder:
T Com, Tel, 021 4210445

Y,

11 Hpesa Bt, Co Cark. Tal; 023 330658

CLONMEL, Hogan's Toymoster:

a1 Pamed 51, Cp Yipgarary, Tel: 052 23972

CLONTARF, Furlongs:

A Warnon dvenue, Dubln, Tel 07 653 0385

DUBLIN, Banba Teymoster

A8 Mary St Tal: &1 872 7100

DUN LAOGHAIRE, Bunba Toymaster:

L Lo l'“%r-lif? Enapglng Centea, Sn Dutlin,

Tel: D12 804 011

DUNDALK, Pick n

Long Walk S/Canlre, G(! Laulh Tal: 042 982 T356

DUNGARVEN, Murphy’s Toy ond onle Spoclalisis:
a Main 21, Co 'Nzlel‘:)r\] Tid: D68 4157

ENNIS, World of Wonder:

l\lﬂQ‘Jﬂﬂ\f Gar Fark, Co Clare Tal: 066 BG4 0827

ENNIS, Banba Toymast

CIP1F‘-'\I8! SiCantm, UI.""In TBX 01 834 2910

GALWAY, Games Realm

8 The Cnrn Stare, Co Gflh’-'a\n'. Tal: (31 563 006

GALWAY, I¥s Magle:

Eyre Squise SiCanire, Go Geiway, Tal: 001 6B E

By, Co Gakay, Tel 091 785 655

GALWAY, Tay City;
Lnit 3, Weipark, Gad
GOREY, John Webh:

Co Weanford, Tal: 055 21118

KILKENNY, Michuel Crotiy's:

77 High St, Ca Kilkeray, Tal: 56 51053
HILLORGLIN, O'Sheos:

Lemar Bridge 51, Karry, Tel 0‘5 9?6 318
LIMERICK, Hollywood: Erm

30 Thgmas St Co Limondck, qu OGI 33477
LIMERICK, O‘Callaghans:

Oock R, Co Limedck. Tol: 081 325 26
LIMERICK, The Gath
43 Loveer Garald Grilfin

Tal; 097 & 945

Co Limarick Te! 061 315 133

LOUGHREA, Beatiy:

Church 51, Co Galway, Tel: 091 Ba1 403
LOUGHREA, Mary’s Taymaster:

2 Main 5t Co Cork. Tol: 026 4245
LOUGHRER, Murphy’s World of Wandar:
115, Main St, ar, Tal 082 21197

NENAGH, JKC:

25 Pearze SL Co Tipperary, Tel: 067 31291
MNEWBRIDGE, World of Wonder:
Nowbridge Retar Park, Kidere,

s!llnx?[le Nlmhlu Nnuun.
TRALEE, A l:obull «nd umm

0-12 Beidge Steet Katry, Tel: 058 712 1047
TULLAMORE, MH'-.'

"Wllarn 52, Co Ctfaly, Tak D506 21541

m.um The Hch&y Shap:
38 The Quay, Co Wateriond, Tel: 051 853 227
WESTPORT,

World of Wande
Beidgn St, Co My, Tok 008 26331
lumts. Toymaster:
Ca Tipperary,
nmun Mogan
31 Paergll 51, Ca Tigy

WEXFORD, ”ﬂr Learn:

B Seislw o Wexiond, Teb 050 23188
WICKLOW, Hoph
L Stroc

30w, Toh. 004 67225
INTERNATIONAL ACCOUNTS
BELGIUM

BRUGDE, Foir Ploy
Spoorwopsirust 162, 5200, Tek 0032 (180 38 51 83

[ Tok: 00X 10116 56 38 30
MASSELT, D-Six

LEOPOLDSBURG, NV Moestarmions
Maareatalk-Fochsiraat 80, 30, Tl 003
LEUVEN, The Dico :
Panjssiraal. 44, 3000, To OL\JQ {0316 A6 48 4
MECHELEM, Do Spalfana:

‘eamarkl JJ 2800, Tﬂl m:i:' (AL E R R
COSTENDE, King

m-\alurmmuk-nnla‘i[l BA00, Ted: 0032 (0450 31 g?rn

AALST, Hermalijn

Malenstraat 36, G300, Tal: +32 () 4 41 46 66

AALST, Intartays Aaly

Lange Zoitatran 153, BA00, Tal, 42
'3

3 TH014E

ANTWE "

Absoramiasterat (i 2000, Ter: 0092 (0)3 288 81 85
ANTWERPEN, Rod Drnnln Gama:

BI Kataifriaveet 55, 2000, Tel, 0032
DBLANKENBERGE, D " 5p “4 hosl

ingastreal 41 BI70, Tul onaz \'N 60 41 43 23 ¢

3 231 71 81

RUGGE,
Langestraal 163, 2000, Tal; 002 ()50 34 20 71
BRUSSEL, Intertoys Loken
B-10 fuorwie Brstayden. 1000, Tok 0002 (012 266 71 41
BRUSSEL, Intartoys Anderlocht
& Dugluiskzan 375, 1070, Tel 0043 (002 523 04 72
DENDERMONDE, Tip Top
Moans, Sat-Gillstroat 79, 5200, Tol: CO32 (0)52 21 17 98
DEURNE, The Gamestors
Van Dutsgirgat N: ”I

Tal, +32 3 3055535

Gdfl‘ ](\' 0032 (5)9 224 42 96
GENT, thwwmo s Beckhout

Bawpstmat §7, 9000, lel 0002 (D)9 224 17 24
GENT, Load A%
Burgsirant 43, 5000, Tet oz {08 224 47 34

ENT, Red Games Gent
Ovorpoonsraat 11§, 8000

HALLE, Mishra's Playground
Neooftsestearnweg 104, 1500, Tet 008
HALLE, Top 1 Teys Holie
Bosialalial 65 1500, ek 0002

HASSELY,
[

XELLES, Intertoys lxelles
104 Chaosses dxoles, 1050, Tek 0002 (012 §14 17 05

KORTRLIK, De
Bilgeesicat 40, 5500, 52 (0755 57
LOKEREN, De Geest

27, 9160, Tef 0032 (015 348 49 50

msmmm

Tet: D032 (073 888 37 73

MoL,

Goaal de Brogeeyiestrast 5 24070 Teb 0002 0142 32 06 24
NEERPELT, ¥ Spellenhuis

Froraksieae 30, 3910 Tel: 0002 011 744079

‘OOSTENDE, Timms

Visancerensimst 48, 3400, Tet 0052 (0158 55 42 53
OVERUISE, Intorioys Overijse

Brusssisostoemweg 400A, 3000, Tel: (0R2 {12 657 42 53
ROESELARE, Block Border

Stationsdrest 68, BBO0, Te 051320 52 50

ROESELARE, Willi's Wereld

Hend Homipgttanl 20, G800, Tel: 0022 (0§57 24 64 15

ST NIKLAAS, H
Anersieaal 24, 2100, Tol: &
TOURMAL Intertoys Tournel

18 Bue Royale, 7500, Tei: 0052 {0

BULGARIA
SOFIA, Mogic Worlds.
AG00, Slavetkoy =or.3
SOFIA, Moria

1305, Sredna Corg Sar133

CROATIA

CAKOVEC, Hamo centor

Rozan kute 'Medimoks '

OSLEK, Land of

31004, Metator Cantar, Gacki 10 Tal QORAS 31275704
OSUEK, Zelda,

Trg A, Starceica

RUEKA, Game Master

Krizanicqva 1¢

SPLIT, Land of Magic

Krala Zvonirmita 15, 21000, Tok CO306 21482240
SLAVONSKI BROD, Loslc

Sifassmaynto 7

VARAZDIN, Land of Magi

Katicava 8, 4"0'ﬂ Tel OCﬂS‘- 42200181

ZAGREB, Lond of Magic

10000, Rrankopanska 22,
ZAGRED, Land of Mogic
10000, Radicevi 13, O0ABS14625817

CZECH REPUBLIC
BRNO-ADOVRESKY, Carmy Rytlr
Chindkavn 3, Tol; 00420 A05BEA0R2
CESKE BUDEJOVICE, Chootil
Zacharyasoya 6, Tel 0042 §02460158
HRADEC KRALOVE, Knihkupectvi Valhalla
Ledcu 1651, Ted, 0042 408522000
LIBEREC, OgH Doupe

Silwowa 238711, Tal: DO4A060 03 335
PRAHA, Corny Ryllr
LJ I"uv-wl'pl brarku 21, Tl D420 222312401

RAHA, Ogrl Do upo

Mlknlamlekr. 122, Tal; Q0420 224 (34 811
PLZEN, Ogri pro
Plachaha :u]. Tl op
VSETIN, Miantls
Frla 42, Tol' 00 42 671411697

DENMARK
GW HOBENHAVN
Frodariabatpgass S4L, 1369, Tol: 33126217
AARHUS €, Drogans Loir
£el, Kugs Tory 3, B0, Tal; BE1P 0043
QDENSE €, Dragons Lalr
Konganagade 71, 81, 8000, Tal: K5
ROSKILDE, Fanatlc Reskilde
algonsgudi 18, 4000, Tl 4634 4640
SLAGELSE, Fanetie sm“»lu
Bladogade BA, 4 4
ESBIERG, Bunkeron
Kargansgacs 19, 6700, Tel, 7518 1299
HELSINGOR, Hobby l ’fhld
Resankiiooye] 2, %600, 2
HILLERSD, Hobby &
Heafrupyef 4, 2400, Tol; 48;
NV, Arena
Ferhomostorve) B0, 2400, Tal: ¢
MNASTVED,

I; A0S 14E70077

Brfee e

L0701

v, 2899, Tel: 3672 ¢
AALBORG, Mﬂborq Hahh,- Serviee
Nemagarde 1B, 9000, Tok 8812 1315
AALBORG, & |dé Aalbo
i Mﬂl G h-il'm

ORG, [B Games
Bispensgade 10, 3000, Tel: 9811 5443
Mllﬂlﬂ EB Gomes
wof 452, 9260, Tet 9615 7520
AALBORG, Guna n' Games
Danmarksgece 15, BI00, Tel. G813 4280

RS, Ting o sager
&!'IIJB'Q o (I BIOD, Tl 562 4452
AABEN opokmdon Aabenrd
Bltrapadi U 200, Tal; v4GE 2406
Bog & ldé Alb

Sulonatoryel 2, 2620, 'I'.'..I. Ad8d BATT
ALLEROD, Bog & |dé Allerad
MO madnenave] B, A4505 Tek 4817 2770
AARHUS €, EB Games
WP Broan's Gade 25, B000, T, B7AE 6040
AARHUS €, TS
Frodorksgack 26, l'):lm Tel 8741 6313
AARHUS €, Goblin
Kygtvglan 27, 8000, -nl unjln 4511
ARRHUS €, Hobby He
Narrrapade 51, a0a0, rn‘ Blkl? a2
AARHUS €, ER Gamaes
Meslargads 59, 600D, Tal: BA 1S 1796
ASNES, Bog & Ide Asnms
Asniws Cenirat 2, 4550, Tol: 5005 0014
BALLERUP, FB Gomes
Balarup Cenhar | ;O Tali 4407 4422

& idé Blerringt
Staregac 4, UNU Tﬂl B4R 1077
BROMSHG), Charlottes Legetal
Fradarkesyndsve 148, 2700, Tol; 3860 0655

ag & Idé C )
Jegivebiong Alls 5, 2090, Tal: 4964 5540
EBELTOFT, Eboltoft boghandel
Adalgude 48, 8400, Tel 8634 J6d4
ESBUERG, BO Boger Esbjerg
Konqeasgeds 53, 6700; Tal, 7121177

B8O B
Enpargaerds Central \l'ws!w Tord 2, 3060, Tal
FAKSE, Bog & idé Fakse
Tarvegads 14, 4840, Tal; 557+ 3013
FARUM, Bog & idé Farum
Fartan Bylore B4, 3520, Tel 4495 1225
FREDERICIA, Bog & ide Fredericio
Getharsgade 37, 700, Tel 75:’4 5669
FREDERIKSBERG, EB Gam:
Falkoaer Allg 46, 5(}0{) Tal: 336 B095

Gadthinze) 35, 2"‘00 Tal: 3913 7025

F & idé

S rdoagade 4, 9800, Tel: 5843 2504
FREDERIKSHAVM, Roses Baghandel
Sandergade 41 pqm Tolk 5842 el

Jorrbanogade 31, 3800, Tek 4738 2930

FREDERIKSVARK, Hobby & Legetaj

Nonggaoe 38, 3300, Tel: 4772 1653
FREDDERKSSOOD, Fmdﬂlmﬂ Bager & Foplr

Bsteogada 13500, Tek 4731 0245

Bll.lll.ﬂ! Lillys Legetoj

heogade 9, 3250, Te

GRENA, Bog & Idé Grend

Torest 8, 8500 Tel 8632 1830

GREVE, BO Boger Hundig

Hunige Storcentor, 2670, Tok 4399 6008

HADERSLEV, lﬂwlt.d.n Hadersloy

Hagrogade 20, Ter 7453 ik

HADSTEN, Mﬂl el Center
Kirkewvel 1, 8370, Ter: 8696 0839

, Lorentz Nielsen log & idé
Storpepos 14, 5560, Tob 595

-w-«
e 10, 2200, Tol 2092 293

unsmnol. B0 Boger Helsinger.
000, Y:vf 321 5 4

Hl!ﬂl

NG, Buddy
Horming Cortsst. Morkurvej 17, 7400, Tob 9722 0552

mumo. 'Qe.ﬂ Illdl'
Cisad 0

Strompao 1, 0600, Tol: 9892 S008

HIORRING, Rossels

P. Nafxgers plads 4, 5600, Tol 5802 1742
Swwdulundegasa 22 E, 4300, Tot: 5044 1888
HOLBAK, Ml! m & dé
Aaigaop 33 43 G074
HOLTE, I.nqthlhnlld(
Hofie mickpnid 20, 1. 2640, Tol: 4546 17
HORNSLET, ADC contret
Sxolovengon €, 543, Tol B
NO!SENB. Bog & Idé Mwmnl
fgndonpdo 30, B700, Tol (et

Ho o 70,
Halsnm.u om mnl-
Hovedpades 54 G, 2670, Te uz.-:a«
NUMI.EIIK. nmin

T

Tomonve| 4, 80
KALUNDRORG, Koch's u;r & Popir
Korealgndn §, 4403, Tol; §651 0064

Ido & Holl
" 20, Toi BEAB 1220
KBIINHMFN ! 8 Gam
FRoboibaregade 3, 2 Tot 0296 7552
KOBENHAVN K, EB Goam
Kalywood Brygan S5, 1560,
KOBENHAVN K, EB
Nypyido 5, 1164, Tot:
KOIINHM"N N, Staanl
g 16, 520

KBIlNHMI'N I(, Fantask
Sk, Peduratrmde 95, 1453, Tor 3599 8538
KOBINHAVN I( Bog & idé Flll(llel'\fﬂ
Fixmonvat 109, Tol: 3565
KOBENHAVN 5‘ Bog & idé Amager
Ampgar Canliel 100, 200, Teal: 'ﬁ".‘ a0
KOGE, l-ua !oq & Poplirhondel

-’wnr-;p 13 EOD, Tol ‘A{,& ae
KOLDING, BB ﬂcmus
Skovvangen 42, B0, Tal: TG0 1578
KOLDING, B.O. Boger Kolding
Koiding Storcante: 62, BIO0, Té
KOLDING, Good Games
Lhsbygada 13, BROD, Tal, T5&0 0a04
LEMVIG, Logekarden Lamvig

Tarvel 13, 7620, Tal: 6762 1511

LYMGEY, BO Lyngh:

Lynghy '-“"c(llﬁl?evq, z{wﬁ. }I':ul ASET 0445
LYNGBY, EB Games

Ljarnd! 2750, 2804, Tol 4567 0509
MARIBO, Legekmden Maribe

Datargags 3, 4000, Tet 6478 2621
NESTVED, Georg umzl-mn Bog & |dé
Aahons 10,4700, Ts
NASTVEDR, Holsted Bog & Id‘é
Neestvad Slorsentar 16, 4700, T
NESTVED, Langes Bog & Idé
Torvestrede 3, 4700, Tal, 5572 5114
NAKSHOV, Tusind ting

Sendargada 12, 4300, Tel B492 2407
NYKOBING F, Bog & idé Nykebling F.
Jornhanagdn B, 4900, Tal: 5485 2373

'S80 384

573 4241

www.games-worlshop.co.uk/storefinder

1 49131046
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NYROBING M, Morse
Alpaur. 1, 7900, fol smerﬂ
NYKOBING 5J, Bog & idé Nykebing Si.

Mppads 82_ 4500, Tol 5907 0005

NYKOBING F, Hundehuser -
Jortibnagnde I3, 460, ToE 5456 0845

ODDER, Legokmden Odder

Flanend Gade 3 8300, Te: 6654 4276

ODENSE C, EB Games

IKenaenagade 43, 5000, Tt SEIZ 900

QDENSE €, BO Bager Odense ©

Meslegige 63.61, 8000, Tok 6611 4021

ODENSE 58, BO Boger Rosenghrdscentret
Rnsmgtrdscer‘rnt 52 Gul Gi\g.adu 5220, Tal: 6015 028
ODENSE 50, EB Gam,

Odymekival 75, 5220, T:l|! Bii!)f) DO

RAMDERS, Bog & idé Rondors

Bradregnde §. 6300, Tol: 6343 0810

RAMDERS, Byrge Sarensen Hobly

Réshusiorsal 4, 8000, Tall 8642 5014

lmuls, Randers Hobby Imgor

adn 13, B30, Tek 46540 39

mui, ﬂ-ds Bog & ldé
Kitkeidogn 2, 5750, Tol: 6262 1125
RINGKOBING, Buddy Legetaj
#igade 4, 5650, Tok G732 G800
RINGSTED, Lagete|
Karepade 15, 4100, Tel 5767 1480
RISSKOV, Bog & Idé ¥, Bisskav
Ve Gentot Fuwn’vr..w] 5 B0, Tek BE21 5329
RODOVRE, B.O. v Redovre
Radovig r‘muum 116, .fl,m Vol G641 0485
RODOVRE, EB Games
Aadovte Gedtuim 68, 2010, Tel 3672 1227
ROMME, Dorthe's Habhystue
Litatare 14, 3700, Tel: 665G 9449
ROMNNE, Willlam Dam Bog &
Srallarnark 36, 370, Tal: S66E 0167
ROSKILDE, ER Gom
Blalicncariemnl 2 Jr"ID Tol 4637 1516
ROSKILDE, Flensborg Bog & idé
Swmindortornvet 4, 4000, Tal: -ms 0308
ROSKILDE, Onskeleg
260, 00, Tol: 4632 24E3
* & Poplr Smby
9500, 5345 15{4
SKIERN, Bog & idé Skjern
Jembanegade 14, E300, Tek 6735 1865
SILKEBORG, Bog & idé Silkeborg
Vaslerpede 31-23, 5500, Tet 5652 0287
SILKEBORG, Byons Hobby & Fritid
Roigengata 45-51, B500. Tel: 6561 5015
SILKEBORG, Gunrone
Fraderiksbergnade 1, 8600, Tob 0045 &76) 1112
SKAGEN, Legekaden
B, haurentie] 40, B0, Tol: G844 £46S
SKANDERBORG, Schmidt Bog & Idé
Adglaadg 62, 680, Tes BES2 0027
SKIBBY, Bog & Idé Skiliby
Byrmicen 3, 4050, Tol: 476 2602
SKIVE, Jydsk Boghandel
Namegads 19, T200, Tal, (761 246
SLAGELSE, Bog & Idé Slagelse
City 3 Jarpearatade , 42 w o hegd 0015

SABY,
Gronnogage 22,

200, Tal: 5862 112
SLAGELSE, Uldtottan

Nygaso 2. 4200, Tal. BJ53 §938

SORG, dan Sor

Moty adgoen 11, 4160, Tel; 5788 3705

SONDERDORG, Bogeentret
“atiegade TY, 6400, Tok 7442 2071

& idé
Parlsgugo 15, (400, Tot: 7442 1820
ST HEDDINGE, iden
Lojrstohove] 19, Lesagite, 4640, Tet
STENLOSE, £B Gomes
Hiunltsn Center, 3663, Tek A717 2
STENLOSE, Legeksmden
Stanksss conirel 48, 3650, Tel: 4717 Z20
STIUEII, Hanne Modsen Bog & idé

@Aatargacdo 14 7500 1o| 97‘8 o908

Gnritagnde 28, Jr‘m TBI 5???

SVENDBORG, Farve & Hobby Hi-m-l
\(lm‘loml.lds J‘..J"UU Tiﬁ BEl 31

TAsTRU!

City 2 Elullk 3—-1 C'l‘p‘ 2 tﬂ.’!l'-. S41, Tol 4290 2adg

TASTRUP, Ganbrugshe:

Kgavaj 5\5. 2620, Tal .<37| rJ 1He
THISTED, Bog & idé Thisted
Westergada 14, 7100, Tal: 07/
THISTED, Ml'h I-Iw!li
Vasizrgade 3
'ONDER, Hun
Exragaie 5, 8270, 1AV
TORSHAVN, P/F Thamas Dum Wholesale
Boke 2148, Foro bonds, Tob 29831 1400
VARDE, Bog & idé Varde

Vesterpads 18, 8600, Tel: 7522 0040

VEDBAK, Bog B idé Trered

Tramd Tory, Trofndvey 70, 2950, Tel 4550 1225
WVEILE, DO, Boger Velle
Acantial 10, Sondugis 24-2
VIDORD, Batile Bunker
Jwmbanegeda 19, S804, Tel 8680 1742
VIBORG, L, K. iog & ldé

St Malhlas Mareed 20%. 8530, Tol: 8682 7742
VIBORG, Schovs Bog & idé

Huloreat B, 8800, Tol 87z5 7354

VinY, Rybner Bog & |dé

Wity Cantmt, 8280, el 861130

100, 752 0544

Algnds £3 4760, Tal: 5534 D434

FALKLANDS

STANLEY, Folkland Coll el
The Gaevert S0, Toi- 00500 27 174
FINLAND

oW

HELSINKL
Simomwary B, 00100, Tek: (G358 975 184 526
HELSINKE, Fantasiapelit Helsinki
Vithonkahs 48, 00100, Tel: +358 9 650404
LAHTL, Pualenkuun Pelit
Rautaberkan 18, 15110, Tol 4364 3 751515
ESPOO, Pelimesta
Lilappakat 1, (2320
JOENSUU, Fantasiopel
Kaizpakaty 32, 80100, 1
TVASKYLA, Famaslopelit dyviskyla
Kavgpakiati 2, 10100, Tol+ 380 14 218629
QULL, Fantasiapalll Ouls
Kendukiati 28, 00100, Toll +360 B 974808
I.lMPiI!l. Fantaslapellt Tampere
wpanikadis &, 43100, Tal CRIBY 525200
TUINU nmllupolll Turky
Yicpialokahy 344, Tel 1364 2 2328413
Kuorio, 'ﬂlﬂdilﬂ”“l Kuoplo
Mylyghs 70110, Tl 4358 17 181 1148
FORSSA, Fun Stuff & Cards
. 0101, Tak ~558 34356586

54 ¢ 613328

(0, Hobby Jobi
Viorkoatu 10, 10000, Tok 4258
HEINOLA, Tolsusmuovi jo lelu

Kaupsiskniu 18, 18100, Tok +358 3 7+

2485494

STORE FINDER

HELSINKI, Fantasiopellt Varasio
PL26, Q0531 HEL -355!!1 TTSATSE
HYVINKAA, Ro

| T
Mustilkal & asn:y?o Tel +356 18 439576
NSALMI, Talkatals
Bayankati 32, 74100, Tel; +985 17 E26355

A, Kirja-Lahjo Alex Ky

ansikariula 3, 65120, Tel-558 6 4319655
KIPOHJA, Vanho Kaaril
Vit B0BA, 23210, Tal: +356 3 4TGRRA6

Joakke Saari

Wi ,4?IGD. Tak: <5358 14 7497215
JARVENPAA, Askertelutarvikeliike Taltaville
Halsngintie 13, 04400, Tel +350 80 418 47 B0

KAJAANI, Leppdkerttu

Kzoppakasy 34, BT100, Tel: 4350 8 6193 713
KERAVA, Antikvarioanl Kersa

PL 38, Toriity 1, 04201, Tel: 4358 9 2944210
KARHULA, Ecgle Cord

Einliinen Karjalontis 7. 46800, Tel. =158 § 214254
KOKKOLA, Kelikottome

Fistrannaniaty §, 87100, Tel <358 6 8225425

KDKKOUL Kotikotseme
an Kelivsomo, RAstimnnankats & 57400, Ter 58 6 &2

I!OU\I'OLK. Muoviepox

Waltakalu 3, 45103, Tel 1350 § 3117948
KUOPIO, Kirja o Lehiilinng
Kanlnkaariat 23, PO100, Tol 1358 77 2619785
KUQPIO, Craxy Station

F~J|kvlkn|ll 1, 104G +353 17 368
KUUSAMKOSKI, Kirja Savinen
Kaugpa-guida 1, AGT0, Tol; <558 5 3748271
LOHIA, Lohlan Kirlokoupp:

Laudnkan) 48, 08100, 4358 1‘! 324160
MAARIEHAMMN, Dillen

Tomgatan 7, 22100, +388 1B 15570

MIKKELL, Muppela

Potmasalmenkaby 21, 50100, Tel +355 15961411
HUMMELA, KI ekl &leht|

Teusanta 1, 3100, +358 B 2226041

Igoity 11, 65800, Tob +358 6 7230850

PORI, Porin Pitids

HartuanTon 2.Krs, 25500, Tel: +358 2 633 2640
PORVOO, Ask:

mmnwnd-
Mamemeiminkalu 10, 06100, Tk 4358 19 5241775
RAAHE, Roahen Astartels lo Paperi
Lahdeksrverie &2, 37152
RAUMA, Wanhon Raumon POP-pell
Moriarankaty 14, 26100, Tel: 358 2 2228040 -
RIHIMAKL, Balyroom
Kauwakmu 5711950, Tl «J548 19 TASH4S
ROYAMIEMI, Lilgocentor Jassl
Rovaiaty 28, 0200, Tl 4450 10 M60545
SALO, Solon Harraste
Vithenkaty 2124240, Ted +384 1B 2600645
SAVOMLINNA, Savonlinnan Antlkvariaan|
Claviriate 51, BT100, Tal; 1366 15 5add 12
SEINAJOKI, Fantasialinne
Vapaudeniie 61, 80100, Tal; ~358 A08G1£338
SEINAJOKI, Piikaklekko
Morkateregan kalu 4, B0 100, Tel+ 358 G 4177840

TAMPERE, Gomalife
Rovtnsorkotu, 30100, Tak +358 3 2131244

o
aro 28, 33100, Tek -358 3 2251850

'ARSA, Nirvnary
Raubankeiy 10, 68100, Tel ~358 & 2127027

VALKEAKOSKI, Volkeokoskenkiria
Kiuppakaty 3, 37600
GIBRALTAR

1 R, Bon-Mau Hobbies
16 Parlinmant Lars, Tel: 00550 74415
GREECE

ATHENS, Fontasy Shop: Peristerl

Themistcstiaews 62 & Thoeakritoy, Tal, 0060 2

ATHENS, Action Hobblas

Chelargas, Tel: 4030 210 65615!

ATHENS, Fonlasy Shop: H ¥l

Falpsotgnl & Girk 6, Tal: DUSD 210 SEROTAMS

ATHENS, Fontosy Shop

2 Septerwyricu 65, Tet 0000 210 F201072

ATHENS, Fanlasy shop: Ag. Paraskovi

Fagrou loanncy 248, Tal: CCIJO 210 605912
ATHENS, Fantasy Shap: Kiflsla

Drvotind & D Kryiakaou 16, TrJ I’O'iO 210 BO1404)

ATHENS, Fi : Palratas

¥pesitaniol 354 Tek 0030 210 4108

ATHENS, Foantosy Shop: Exarchela

Tremigiphlecus 4385, Tok 000 210 3828477

a9 §7TddM

ATHENS, Koissa Amarovsiow

Kondili 7, Tok: 0030 210 8181678

ATHENS, Kolssa Chess & Gomes
Ktidromiow 8 & ipponnious 114 72, Tet 0050 2
ATHENS, Kolssa Glyfados

Korkon 4, Tel: 0030 210 G382 067

ATHENS, Kalssa Halandriew

Dauials Plakiillag, Ted 0030 210 6800485
ATHENS, Kalssa Monokeros

Tritis Saptomriol, Tel DOG0 10 6313 3
ATHENS, Kaizso Pograllou

18 34, FL Maga nquk\u -, Fiagrafi, Tal: 00 30 210 7218 318
ATHENS, a Palralo

Tpaltinitou 174174, 70( uceo 210 4296 634
II'NINS. Kalsso Piga:

ek 0000 295, 5‘?%?0-'

5438

m Kaissa Chonion

3100, 109 Kydonias St, Tek 0030 2821088666
Shop: Herakleion

Mdarmones 2, Tak 0000 2810 351312

CRETE, Koissa Hanio
Kydonas 107, Tel 0030 28210 54908
Corner

HALKIDA, D
Miaoui 24, Tet (030 2221 C87TIE
Irakgasys 1100, Tet: H0G0 29210 23782
LARISA, Koissa Lorkses

Houfnouadourny 22, 0080 2410 657357
MAROUSI, Bottle Bunker

Diarmyson § % Tal: D030 21025267 3
PATRA, Fantasy Shop(Palra

Pantanussis 76, Tol, 0040 2610 221054
PATRAS, Kolssa Patroas

Geunari & Sisinl 24, Tal: (030 2610828432
PERISTERIOU, Kakssa Poristeriou
Qilgey 22, Tl Q020 2104 7RGT07
PIREUS, Draj
Flamag 42, K

Eyo Slors
antl, Tl Q0307 09825168
Fantasy Shap,
L Nawarrioy 2 & O l.u.ul-uﬂ Tel: 0020 2519 240195

540 22, Skra 4 "Jﬂaﬁ?!lﬂ 267 M7
VOLOS, Fantasy Shap
Glgrvant 90-100 & Gudas, Tal: DIG0 24210 29762

BUDAPEST, Sverland

1038, Laos u. 40, Yot D336 125 04357
BUDAPEST, Trollborlang

1081, Andrassy ut. 33, Tal: 0098 132 13279
GYOR, New Ork

BOR1, Arary J. 0, 130 em, Yol (036 708 092 310
MISKOLE, Dercn

628, Du-yrm u, T, Tal (036 454 11528

STOMBATHELY, Sorkanytuz
A700, Koseuth L . 20, Tel 0034 705 185 815
L ke

A000 Pityar u, 42, Tal! D058 T02 5T 526
SZEGED, Clllen

[} Gagol w15, Tal: D036 202 371 501
VESZPREM, Sarkanylux

8200, Kassam ut. 103, Tel: CO58 706 984 130

ICELAND
REVIAVIK, Hexus
PO Box 5685, 125, T

354 552 011

ore
Haila grang mist. Tel 00072 48503202 »
HERZLIA, Freck

Sokalpy 25, Tel; 00072 99580077

RAMAT HASHARON, Yopuah

Cefshian 38, Tet 00872 ase0ar1d

RAMAAT HASHARON, Tapuah Fantasy

Sokolow 5

TEL-AVIV, Kita

Markaz vaskl HnrnnLvu‘ 18 120, Yol 00577 36220320
TEL AVIY, Fraak

Evan Gavial 60, Tal, DIAT2 M81836

LITHUANIA
KAIIN-IA. J5€ | Dlza
Emolugyston sar, 55, 51228 Knunas 31, Tok 370 5776200

MALTA

MALTA, Forblddan Powe

B3 Tri Miseah i Barreri, !u‘m.;, Te: 0035k 21 237690
MALTA, K Hebbles Lid

fiposst Rosd, Fgun Pl 13, Tak 00356 21 886423

NETHERLANDS

GW AMSTERDAM

Rokin B0, 1012 KT, Te 0031 20 672 3263
GW DEN HAAG
Sghoulsireat 128
GW HAARLEM

Glorstran: 25, 2011 SA, Tel: 0087 23551 7
GW ROTTERDAM

Mo, Scentamengiglasts 452, 3012 AP, Tet 0001 #0 280 6263
ARNHEM, Spetiwartior Arnhom

Nipuwatad 34056, 6611 BL, Tel: (001 26 870 2028

DEN BOSCH; Do Dobhelsiern
Hinthamarstraat 50, 5211 MS, Tel: 0004 0B 537 56 657
BREDA, Modathoww Bfek

Boschatrmal 25, 4811 OA, Teo 0091 760 H21 8460
LEEUWARDENM, Spatlakijn

Voorsiroak 82, 8911 TH, Tel: 0031 58 213 1112
LEIDEN, Viingarshop

Tucfraret 2, 2312 GO, Tal. 0001 71 613 2763
MAASTRICHT, Vilogur-uil

Brusse'sastiaal 70, 5211 PG, Tol; 0031 49 325 1855
IWOLLE, Games.n-Stull

Deerorootonpias 3, B011 VA Tel CO31 30 421 6335
ALKMAAR, Bookers & Strippars

Botorsicant 10, 1817 M9, Tek: 0031 72 512 1233
ALMERE HAVEN, Fontosia

Korhgrachs 44, 1354 AE. T 0001 36 531 8017
AMERSFOORT,

Scherbigrateae 4-6, 3611 EA, Tai- 0041 33 470 0922
ASSEN, Plok

Blaticastpi 1, 0401 KV, Tet: 0031
DERGEN OF ZOOM, Big Boys Toys
Ligwavrouwnstiant 23, 4511 JJ, Tel 0031
DEN HAAG, Spallonhuls
dnutinanstmnl 34, 2518 O, Tel: 0031 T0 364 2782
ENSCHEDE, Pljplines

Pipuostrant 24, 7611 GM, Tel 0031 53 430 §727
GRONINGEN, Krikke's Hol op

Blisuwe Wag 28, 9711 TE, Tel 0031 50 312 0014
NIJMEGEN, Moencn & Marlken

Van Wekisrsnstrant 70, £511 MP, Tel, 031 24 323 6119
TILBURG, Labyrinth Tilburg/Broda

Langnstrant 176 5038 SH, Tel 0031 13 fdd 9700
ALMELD, Semberg Modelbouw

Gaotestreat 135, 7607 CW, Ted: 0021 G4 861 2001
ALPHEN AAH DEN RUN, Top 1 Toys Are vi Panne
Hoofestmal 5568, 2406 GL, Tol: 0009 17 247 2254

2511 AX, Tei: Q031 70 292 7830

>

ol ol

5

25 Deas

AMSTELVEEN, Hel Ganzenbord

Paravitioer 531186 78, TeE 0001 20 841 2552
AMSTELVEEN, De Groot Toy Special $tore
Ramibrandhed 42, 1181 2L Tok 0031 20 34T S344
APELDOORN, Top 1Toys - De Kinderdroom
Oranjerdn 155, 731 7%, Teb, 0031 065-5761038
BERGEN OP ZOOM, Stripwinke! Gilles de Geus
Boostrast 4, 4811 NC, To: 0031 15 £24 7462
BERGEYI, m Technohoblry

Pankonsligal 31, 6571 C’ Th‘ O0G 1 49 755 D2dn
BUSSUM, Iﬂla:

Laarcarweg 8 1408 F"\ 151 D."fl‘ 25 691 8410

DELFT, Top 1 TOTI Epulﬁorudo

Hlp..rm'iunbuuu i H HM, Tel G031 15213 4516
DEN BOSCH,
Mughtessiran| Ikl D! 1b| 0031 6524 77 68
DEVENTER, Knlbbal s

Misuvatraal Itl. TATY LW, Tl 0031 BT 031 GETA

abby

Voot 34, SGH C.'f Tal; Doy TR EI1 271
EDE, Tinnen Sold:

Wedidaatain 24 ﬂ7|4 CS. Tel G051 31 865 B8

INDHOVEN, Gamesveor

Wihomatny 17, 5611 HB, Tek 0031 40 245 4201
DEN Ihouw
Ziadsiroat 36, 1781 85, Te: 0601 22 381 G083

GELEEN, Tactica
Anjelicrsi@aat 3, 5163 CJ, Tee 0XF 146 474 2018

GOES, Fantus Store
Gircann Weidja 95, 2451 A9 Tek 0031 11 295 174
GORINCHEM, Heften

Modeltouwe
Hueelstrant 30, 4207 IV, Teb 0031 18 360 €000
cou Intertoys w/d Wal
Nietewe Markl 70, 2601 GP, Tot, 0237 15 25
GOUDA, The Movie Storn
Lange Grosnerdeal 314, 2800 LY, Tel 0031 18 352 2650
GROMNINGEN, Wirwa)
Clucs KiKIn 't Jabshaal 40, 6712 EL. Tok 003t 53 314 8424
HENGELO, Top 1 T4 by wan Wezel
Burg. Jmmmlon t X7, THEY EG, Tl O30 74 231 2200
HOORN, Het Gele Takan
Groba Oosl 36, 1621 B, 'I'-JI- D39 32 G2 @Eea

¥I5

St Jacetiestiaxd 4, 8311 HT, Tol| 0031 58 212 Spa2
LEIDEN, Tolkiamwinleal
Hage Rindlik 196, 2314 AT, ’|<|| 003 71 541 2324
LEIDEN, Freetime Wao:
St Angtent
AD, Ti

Bodler 4416, 6243 JE, T 0091 32 026

rrlo
aatl 26, 2312 (‘U Tal; 031 (7 5180522

B2

MAASTRICHT, Hounjet
BurgomsasterConenslr 18, 226 GV, Tol: 0031 43 3653
a7

NEUNEN, Schollons Speelgoed

Piviegireat 24, 5671 GG, Tek: 0231 40 283 2962

OEGSTOELST, De Tombe Toys for Bays... ond Men
Kempsnsarsiant TT, 234) G5, Te 0001 71517 2977

OPUNEN, Spelkelder

©, van Qpintastas 20, 4184 ES Oognen

OUD-BEJERLAND, Mowrils Model-Hobby

Cryernrburgh 32, 3261 RG, Tel 0051 18 862 1833

PANNINGEN, Top 1 Toys Marc Jonssen

Idark! 18, 4981 AN, Tel, 0007 077483

ROERMOND, Bloemboetick Hormlen

Nagsausiraat BE. G043 ED, Tel 0031 47 552 17190

ROOSENDAAL, Jud

Oudo Lladkn 58, 4701 PM Tel: 0041 16 555 7964

SCHIEDAM, BTS

148, 114 CB, Tel 0031 10 473 B765
Tep 1 Toys Anniek

Hocfastmant 135, 5481 AD, Tel 0031 Q7364777508

SITTARD, Atomik Sittard

Stanicnsiraat 19, E10 AX, Tek 0031 45 451 8074

SLUIS, Top 1 Toys E. w/id Vijvar

Duds Kerkstrags 2, 4524 C7, Tob 0034 11 481393

SOEST, Top 1 Toys Scest

W Wedssttaat 16, 8765 CE. Tet: 0201 85 29 0444

SPUKENISSE, Lord of Magic

Spuistranl 7, 3201 AR, Ted GO31 101 610061

TIEL, Goblincove

Zonnabloamabmam 124001, B, Tel; 0001 244 654 629

UDEN, Goblin

Brubarsploin 180, 5401 B8, Yot D01 41 327 0662

UTRECHT, Ell Fantasy Shop

Cuda grachh 207, 8511 NH, Tl 0031 30 261 7157

UTRECHT, Whoops

Springaag 1, 3611, Tqll 001 50 &30 4325

UTRECHT, Mever Novar Land (Wiader & Kugani)

+ Oude Geachi 202, 3671 NF, Tl 0031 90 253 2263

Mal Plastie
Douxliy Maret 74, 5611 NL, Tel, 0031 T7 354 2688
VENLO, Modelbouw Luthor
Avsosdomanimal 103, 8012 DH, Tel 0031 38 422 (0

Top | Toys
Langstrast 79 224 KK, Tk 0091 511 0211
wommlu Mlnl-Wonders
pnetrant 1, 1521 AT, Tak 0031 75 540 161777
op 1 Toys
Mistoreiraat 60,7301 £X, Tat
ZOFTERMEER, RC-
‘Domsatraet 178, 2712 Ad, Tek: 0031 79 216 0260
ZUTPHEN, Vreemde Zook
Groene mark 2, 7301 HX, Te: 0031 57 551 1564
IWOLLE, Bockenhalle
Assendorpersiast 103, 8012 w Tel (431 38 422 10
ZIWOLLE, Top 1 Toys - Do
Diazarsirant 8789, 6511 A, rel CO31 02T

NORWAY
GW OSLO
Malgrgata 7,
BERGEN, Here Be Games
Jongunitsgata 76011, Tol, 447 &
KRISTIANSAND, Hobby Husel
Haneie ‘Wemalandagh, 26-36, N-4092, Tal, 98020310

37 54 351 2827

57 80

ALESUND, Ri nd
Swrmca NE5018, T 45840

1, Kremmaerhuset
Lav -]n.ln‘s v Spjolemdl, N-6023, Tol 70143770
ALESUND, £8 Games
Grimmargata 1, 6201, Tyt 701 267 67
ARENDAL, Norll Are;

nasenter

Toreo! 10, N-4AB00, IT025454

DARUM, Ringo Bamrums Verk Leker
Yattshus w-ml.. N30T, Tel 067153850

BERGEN, YES Vi Loker Oasen Leker
Cupan Stomsenter, Tet n"iﬁl'iM
BERGEN, Outlan

d Bergen

Frturion 4, 6013, Tot qunaz
BERGEN, Ringe Lokeklassen
Gl Nestlure 18, N-S221, 65920550
BJORKLANGEN, FX Hobby
FX Hotby A8, Biorkevean /,.1940. Tel: 3251165
Bopo, Unduholdnlngsmugn.un
Sardyl 3, N-8008, Tol; YES25AT0

DOKKA, Yes vl Iaker Dokka
Bawgfoes santanat N28TD0, Tal: £1112080
EGERSUND, Bric Glasmagasinet Ogrey
Shorg. 33-36, N3P0, Tul 1481600
FAUSKE, Ringo
Shorgt. 72, N-20C, Tel THE4B102

FLISA, Ringo Bamselor

Fesa Stormatad, N-2270, Tol A2858200
F Yes vi loker Lek
Biode G 711, Tek 50315830

FORDE, Ringo Leikehuset

Stovehiagon 5, N-4800, Tel' 57820102

GIOVIK, Ringo Leke.Olsen

Siomr 10, N85, Tek 61108210

HALDEN, H. Andersen Interbok

Stofgati 16, M:1781, Tel. 69178400

HAMAR, Lekehuset Maxl

Aalak Baltg gt 48, N-2316A, Tol GP435a08
ITRA, Ringe Hitra

Jonen K|ocenmm N7240, Tl 72441245

7, Pl TRAAT195
HUSNES, ki a Ihvllwrﬂd Librls
Husros G480, a7 1626
ldu l- halm

m Starnanter, M- Tal, B3ETT70
KOMNGSBERG, Ringo Roll Liona AS
Kirkngober, 6, NaJu 11, Tof 35737181
KONGSVINGER, Ringo Gdgata Leker
Jemeanegt 0, N2211, Tol: 62817611
KRAGERD, Bria Koris Hobby
Torvot 4, NITTD, Tk 35980484

Pedersen

27, N4512

MRISTIANSAND,
wonek Weegehndsgt

: IpagaR

HRISTIANSAND, Outland Kristansand

Marenegl 24, N.4617, Tet 38090420

HROKSTADELVA, Helmex Loker,

0l Bloosantel Sondsiands 24 N-3054, Tal:

AHTIa0

LANGESUND, Ringo Tarongers Eif. Par

Toreat 4, W-3079, Tel 35073652

LARVIK, Ringe Sekrotes Lekelond

Torvat B, N-3256, Tk 3315437

LARVIK, Ringe Sekrates

Jjelling 28, mz Tel: S39E

UERSKOGEN, EB Gamos

Drammaenvaion 201, 3-’-90 Tel! 5265 ¥ 40

LILLESAND, Ringo ﬂn\lemwﬂl vt

Shard Gala 8 N-4TA0, Tal) 3727025

MO | RANA, mngo L-kah|om Mo
“ordahl Gria L4E Tal, PEIATIT

mu. Yes vi Mur l-lw Jernel

crget 1 NG 71210008

MOSIOEN, bysanirot
M Hanigsgh. 18, N-BEST, Tul: 78170170
MOSS, Brio Frisenfaldt
Tronaingenegt. 10, N-1530, Tak 80251290
MYSEN, Brio Saker Ing
Jotmiara gaton 13, N- mﬂ To 665400104

LARVIK, Iolo Lek Centar Norvik

Cseriron, P.B: ,u Tel: 76963472

G TEAHEGOS
Nisnu Ringo Eventyriond
Wogehind Velanfi N84, Tel 6677 4
OSLO, Avalen

sl
Akorsgiin .30 061, Tok 22353308
OSLO, Yos Nosedden Bokhondel
Targon Banium, Nosodden, Tet 56311855
O5LO, BB Gomes
darnbaielongat b" 0154, Te!
O5LO, BB Gam
Stranden 3, °mn Tt 220967 0
0O5LO, Brio Notabena Lombertseter -
Langnolgen 5 N-1180, Tel; 226056851
O35LO, Outland
Jembanatorget 1, N-0154, Tal: 22177040
05LO, Ovtlond Paleet
ettt jobans Gate 37-45, Tal: 22330414




O5LO, Ringd Vinderen Laker
Slamdilsy, F2 #0575, Tol 22490840
O5LO, Brip €C Vest
Lille: Akgrvedan 18, N-0035,
PORSGRUNN, EB Games
Etogl 0, S0, Tal: 35612050
RANDABERG, Ringo Sito
Ruadberp valen 372 NAG7O, Tel G3426100
SAMDNES, EB Games
Fuardial, Tal: 51631840
SAMDNES, © Sacland
Linggatan 44, M403Y | Tal: 51661509
SAMDVIKA, Hobby Lorsen
Santhixa Storsanter, M-1300, Tel BY540107
5K, EB Games
Jerabanavesan 8, 1400, Tal, BIBETO0A
SKI, Brio Titt-Inn
Jaribeses 18, N1401, T, 43B57T7Y
SKIEN, Ringa Blorns Loker
Ligrtarved 43717, Tel 35525200
SOLA, Ringo Solo Baver og Leker
Safgkigssen, NA050, Tall 51651763

Ringe Sogndal
Soannam Sharse M-B451, Tal; 7671980
SORTLAND, Ringo Bomse Leker
kivenaraen, N-8400, Tel, 76115374
STAVANGER, Veslelrild
Shagan 12, H-4006, Tal 61088252
STAVANGER, Cutland Stavanger
Kirkeor gt 2, N-AODG, 51958080

STMITT

STOKMARKNES, Slokmarknes Altistrykdhor|

Marindagl 120 N-B4G5, Tel: 76117750
STROMMEN, EB Games
Flopeavaien 5 2010, Tol; GaNe422
SURNADAL, Ringo Presangon
Amfizantarel orovn, 4, N-6650 Tal TIE57465
SYRKLYVEN, Ringo Blindheim
Hyrkewelon, G253, Syikly
TOHSBERG, Gledeshuzet
@, Langgae 47, N-ati0, Tal, 22561707
moMsﬂ Tromsa Brukibokhandel
ot B, NS00, Tal: 7YEIRET Y
TRON DHEIM, Avalon irondhed,
Murisegiten 54, 7913, Trorghen, Tel: 7352
TRONDHEIM, Tronderirim

S Oigvs GEAL | H-7052, Tok 23520840
TYMSET, Ringe Tynset Bokhandal
Grugh 26, N-2500, Tal: GAE005
VADSD, Brlo Vadss
W Andersanai. 4, M-8811, 702229

POLAND

BIALYSTOK, Deporfament Gler
ul.

261029

yen, T

BIELSKO BIALA, Gnom
3300, Gzkolna 15, Tel 0048 338 124 685
GDANSK, Spider Games

ul. Coawlzfonu 303 ne2 50462, Tel: $O48 54 557 85 33

GDANSKI, Fenrls
ul, Gk
GOYHIA, Futurax

1572, Walanana Srefsl, 20VHB, Tel 0048 56T B11 160

GDANSK, Iskra
BO-Z38, b
GLIWICE, Game Station

Ul Boh ot Wanrraekr A2, ada 100, T

Uit 1 Maja 27, 2o,
KATOWICE, Bard Centrum Glor

A0040, Kogeluszki Tgl: OO4E-322 571 B17
KIELCE, Sklop RPG Gracx

6300, Mala 12 ivw gramia), Tol: 0048 E07 013 387

KROKOW, Bord Centrum Gier

31-135, Balorags 2017, Tol G048 126 425 T35

LODZ, “Ajl' Firma Ksisgarska
20103, Ploircoa:
LODZ, Gamelord

0 425, Pleifewea 101, Tol 0048 631 1147
LUBIN, Balrog

H0-500, Grovigas 9, D04E 602714 813
LUBLIM, Krzys

20009, Kapurmski & Tl D046 815 522 086
MNOWY SACZ, Hobbit

Z3-300, dnaisloraka B, Tal G048 G4 1533 512

OPOLE, HMS 1l Computers
AS-018, Krakowaxa 413, T
FQIN

Bard Centrum Gler

POZNAN, Sklep Wilczek
L8 Todon |, Tek OD4R 615 LG Supe
SWIEBODZIN, Ceempion]

Ol Polidiioye 35, BE-200. Tal, [N4E GOG2I0457

TORUN, Skiop Poplemlcey

B7-400, Szercan 40, Tol: 0048 668 522 533
WARSZAWA, Arkona Ksiozkl

Pl Wvilandia 4; ol 0049 228 303 417
WARSZAWA, Cytadela

27T, Aiefin Ko
WARSIAWA, Kslegumia Bellona

UC-ed, Krakewskln Preadivissei 11, Tab 0340 220 251 107

WARSIAWA, Fobar Fobor 51

DE-B15, Fulawaky 11, Tal, DI4E 223 491 285
WARSZAWA, Kslegomla Saosko CENTAUR
o363 Braanylieka b, Tl ODAB 226 175 TI6
WARSZIAWA, Skiep Morion 5C

01488, Pomstarcan Skakion 124 P ih5, Tal 003 60 276 219

WARSZAWN, Warsaw Model Centre
Ui Flowainzl 42044, 02-203, Ti
wmmwn, Woarsaw Madel Centre
A iy
WARSZAWA, Warsaw Madal Canlre

o Qulrebrmmaska 76 o, Tal 0046 226 153 7a6
WROCLAW, Skovenblade Contrum Gler
aang 15, BRE53; Tel 0048°800 426 371
WROCLAW, Sfein

W Krzycha 16, 51-020) Tl 0048 733 OB 560
WROCLAW, Bard Cent
EO-079, Rusxa 480 (Pas
WROCLAW, Ogryn
SC-052, Srawssn B, Tol OB 217 851 &
ZIELONA GORA, Avalon
B Cantoum, ul. Baxvalerom

m Gier

glanows 3 Tok 153, 15201 Teli 0D4E 887 BIS J60

L, 83 000 Pruszes Tol G048 GO0 963 005

Zieskingo 16, Tel 0048 525 5010

4048 504 255 194
JELENLA GORA, Avolon Galerla Korkenosko

90, Tal: 0048 426 38 a01

LO48 TT4 S4T 415

Marne 47, Ted 0048 818 538 277

dusan i Marockren 53 Tar 0048 £04 323 868

MR 23 B2 05 D70

o] 1920 1, nr & Tk 0048 22

Tl 045 713 417472

plitts 204, 6501

ROMANIA

CLUJ-NAPOCA, O
Ragete Fardnand 3

RUSSIA

KRASHODAR, Alagris-Jug {South)

Krisnayn =1, 043, Tal 008612 730951

MINSK, Valahonevich.em

Jahn Kolas st, Exhibition gentar GLYME; *

Tel: 08029 6354212

BUNSK, Valohonovich ent

Masherova ay b, Palien of Spis, secend floor
Tl DEDES 548426

MOSCOW, Alegris N

Wietra stislioe Alinksit avskayn Prosaakt Mim 105,
TORS218E12E

' Al

‘f.amu shEtlon DuL\u.mk)a Miasniskayn St 20T,
BGRBIIAT

MO’SOOW Urfin Julce

hatrg Wlitsn 1905 poda” Zverigondskong shosss 4.
Tel +72087E45355

MORLISK, Na Styke Mirov

Komsomaiekays sl secoad fioar, Dam Byda 157 474,
Tel; D0B00 654426

MOVOSIBIRSK, lcahummer

Wrasspuy v, 550, Dom Byia

SARATOV, Datskiy Mir

Wiree oy, b3, Detskiy biv, secord flocr, galiery;
Tek G4 6840

5T PETERBURGH, Art-Miniolures

Sedzva s, b1, thind lizr, frade canler Eviia
T Q0812 3329028

TAMBOV, Hobby ond lgmshlu'

storalniya st BESG, Torpauty Min,

el 0078 2728611

SERBIA-MONTENEGRO
BELGRADE, Exit Habhy Store

Gika Ljublea |, Tel: 20531 17 62 76 &

BELGRADE, AMET Hobbiystore

\isagradska & 100, Tall00 361 +1 3612 825
BELGRADE, AMET Hoblystore

100, Zyocansin Va, Tel: 00541 112862255
BELGRADE, White Dragen

400, Vejvata Mivinks 44, Tali 00 11 (327280
NOVI'SAD, Yalhala

21000 Mas: 118, Tol Q0 3BT #1316538
NOYI-SAD, Drogon

21005, [Kraljg Aaksandrs 4, T 00 981 836 24036
PODGORICA, Nevtron Padgorica

Trg Flepulithe, Tol: G0 81 2060 A6
ZREMIANIN, Tokeda

23000, Saapin 5, Tal: 00331 254572

o
D0429, Tol: 00 4072 720800

'SLOVENIA

LIUBLIANA, Crna Luknjo

1500, Polanska 16, Tel: DO3ES 012802320
LIUBLIANA, Pri Goblinu

100, Dolenjsha Gesta 11, Tal: (OS85 4035530

SOUTH AFRICA
BLOEMFONTEIN, The Dungean
Shorl Sloear, 401, Tel 0027 51 447 2004

CAPETOWN, The Boys and Mens Hohby Shop
“han 123, Tigor Vallay Sheparg Canira, Yel: LOE7 21 am a5e8
CAPETOWN, Wizards :

Shon 15, Stadiim o th bain Haad, Tal G0%7 21 6830360
DORINGKLOOF, Botile Planat
Mo 4WEN Canlre, 177 Ceete Streed, Tal 0027 4245 50033
DURBAN, The Hobby Spedialists

hep F 174, 3 Shopping Canite, w0, 1 Paim Bouleard,
Urianga Fidgy Town e, Lirlangs, Tot (06T 061 ws Lt
DURBAN, Wizords Warehouse

Shop L13, errare: Centre, 1637177 Windennare Roxad,
Marningside, 2001, Tel: 0027 31312 8274
GAUTENG, Wizords Worshouse
Shap Gd, Caleny Shocpirg Gentre, 3348 Jan Smuts
Avenue, Crakihall Park, 2186, Tal 0027 11 840 8252
JOHANNESBURG, Esswex Retail
Shop 20a Moo Cornar Sheppng Cenye,
Tal: 027 21 8982675
Wizards W

Loewar wuml, Edon Valp, Tal; 027 21 B33 0580
LINMEYER, Dragons Den
200 Palyr Avenus, Tel: (0027 002 824 4124
PRETORLA, The Smelly Troll
BT Lymnwogd Pope, Tal S027 0983 079107
RAMDEURG, Otherland
S 10 B, Brcitaabe, Aebsublis B, T
RUSTB‘N. Quanfum Backs & Games

schdalztard 30000, Helendoseah Drive, (00,
Tcl D027 B2 292 9373
SOUTH-AFRICA, Battle Planct
Mo 4 WBH Centea, 177 Cocile Streat, Tol: 00 27 824500851

SWEDEN

GW GOTERORG

Kingagatan 26, 417 19, Tal; 0946311 35959
GW STOCKHOLM

Aagring B 1115 Tl 0046 8 213 840
GAVLE Hohlyshagen

E0a11, Tol: 0261552t

12T 11784457

umzf«. Faniosia
Statgtan 44, 903 3, Tel, QA0F OG5
ESHILSTUMA, Lasses Leksakor
Rutgugaran 21, 832 20, Tal: DIG1A0EAS
KARLSTAD, Spel ach Fantasi
Hunnestan B, G522, Tel: (054 161070
, Utapia, Malma
Aanemariagatan 8 211 42, Te 0401 27250
HORRKOGPING, Hohbyhdman
Croltaings) 18, £33 24, Tal: 011162120
NORRKOPING, Lekhuset
Jamgatan 21, 602 23, Tel: 011287010
MNORRTALIE, Fantasybulilen
Sefntorpevagan B, TA18E, Tal: 0176 E7400 .
srocnalom Sclonea Felion Bokhondeln
stordng Gatan 48, 111 27, Tal, 08215052
SUNDSYALL, Orlonspel och béckor
Kbomangalan 23, 85232, Tal: 063155947
UPBSALA, Prisfyndat
Rungspiton 39, 153 21, Tal 01870

11044 99

\rmuo, Helges Hala

Klostam. 4, 352 30, Tel 89716 26 01

ALVESTA, Lek & Hobby

Kuskyagan 5, Tomoaian 2, Ga3 2, Tol 047253760
ANGELHOLM, Leksaksmagasinet
Frambidsgatan 1 262 &4 Tal; D431 BISET
ARVIKA, Perry Dota

Koprmangatan 4, 67
ASARUM, Lek & Fritid
Granvanen 2, 574
AVESTA, Vega Video

Kungeqatisn i6, 774 30, Tel 0226R007E

Te 0570 08ED

0454520206

BOLLNAS, Torgboden

Wizt Stabonapalan 3, B2 45 el 0275514304
BORAS, EB Games

Penitiarian, S UEA0, Tedr (33305810
BORAS, EB Gamos

S Brogaten 7 508 80, Tal: (03126710

BORAS, Hobbex oo

Skasboga 6264, 56 A0, Tall 033318380~
BORLANGE, EB Gemes Borliinge %
Kipotan 1k, 761 70 DEaskoesd
DANDERYD, Leksokshusel
Moroy Cailaum, 182 31, Tel: 0852265220
DEGERFORS, Buskul
AErapatan 2, B9 30, Tal: D645 BAG 0 00
ESKILSTUNA, EB Games
Cityliuiset ~ Kungsgatan 24, 632 20, Tel 016614 600
ESKILSTUNA, Barnens Hus
Folkestzhiden 40, B35 10, Tl (16481120
FALKGPING, MysPys
Slorqerdan 2-05,.521 42, Tl 051581 150
FALKEMBERG, Brlo Falkenberg
Slorgatan 35,311 81, Tol -+46 (0} 546 807 50
FALUN, Tv-spelshirsen
81T, Yl SR5R TS
FARSTA, EB Gomes
Storiorealan 42 123 4T, Tel OBS0S31ED
FINSPANG, Alliilek
Sarpiagetene!, Kalkignadaian 1, B12 20, Teit 0122714780
FARJESTADEN, Leksaksmogosinet
Dlands Kostad, 308 21, Tol 043634577
GISLAVED, Albo Leksaker
Sitxdri Storgatin 1%, 352 83, Teh 057110753
GALLIVARE, Lokio
talall Yagen 14, BES 88, Tel 097DEES0E
Lilla Guls

Guslavsbarg Canlrun, 13440, Tel: 0857036800
GAVLE, EB Gomes
Mian - Deattninpgatar %, 803 20, Tal: (26123 B0
GOTEBORG, EB Gomes
unganatan £8-50, 411 0, Tel: 0941 704 nASD
GOTEBORG, EB Gomes Géteborg
Jdmlorel 4,433 04, Tol 031241460
GOTEBORG, EB Games Gitohorg
Femmarhused, 417 0k, Tl (31350586
HALMSTAD, EB Games Halmstad
Drattring Knstha Passegan 18, Tal: (5128260
HALMSTAD, Brio-Halmstad
Stormgatan 6, 502 60, Tl 135159776
HUBIKSVALL, Albins Lebsaker
Starpatan 24, 824 35, Tal: 50405052
HARNOSAND, Escope Data
Borgzqedan 5, 871 30, Tel 081 115456
JARFALLA, Hobbex
Flvgatarton, 17536, Tel: OBSRLTE
JARFALLA, EB Games
Visirsiriked, 77 30, 456052300
JOHANMESHOV, ER Gomes

fpan G565, 121 77, Tal 08540 64 00
JOMKOPING, EB Gomes
AR Krpeaninem
JONKOPING, EB Games
ira Storgatan 7-8, 559 21, Tel: 036-122 775
JONKOPING, Ploy Planet
5i (ranevigen. SE454, Tal: SOGH2EEA4.
KALMAR, Oftoy }
Skappabrog. 12, 462 31, Tol: (460202
KALMAR, Kolmar Lelc & Hobl
Sadra Ly 32, 592 32, Tel: AB0zaTI7
KARLSHAMN, Leksukshuset
Fiohintyy 57, 574 96, Tol: 045410581
KARLSKOGA, Leklddan
Barpamanag 17, 681 31, Tal 456535233
KARLSKROMA, Fact & Flction
MomaKungsgatan 7 80153, Tal 048516710
KARLSKRONA, Loksakshuset
Lallerstedisgte, 37 154, Tol: 045504062
KARLSTAD, EB Games
Dratinnggatan 29, 862 24, Tal 064-162 010
KARLSTAD, EB Gwnes
Henpal Kdacenter Srykimans Yagen 1,
KATRINEHOLM, Leksaksboden
Kapmangatan 19, 64120, Tal TET
KISTA, EB Games
Kista Gallsdan, 163 §1, Tal 08-750 65 &
KIRUNA, Lekhuse!
Bax #061, 921 02, Tal, COEIG2AS0
KOPING, MD Hobhy
Schielizgatan ¥, 73732, Tol: D7264261 7
KRISTIANSTAD, Spel P4 Vallgetan
Cidrn Mallgatan 2, 511 81, Tal: 045784081
KUNGALY, Lok & Hablsy
st Galan B2 442 31, Tel 30315340
KUNGSBACKA, Lek & Hobby
S Tomoman 8, 434 00, Tel 030074135

EB Gamaos

Kunpamassan, 434 24, Tel: 040071240
LAHOLM, Leksaksaffisren
Tredndedzgamn 14, B1222, Tel: 043010063
uNszkoNA Lekmkshm
Timemmarsg. 45, 261 38, Tol 41810790
LERUM, Nulslmn
Sofkalban, 443 G0, Tal: 020214840
LIDING®G, Karena
Slgckhalmey 55, 161 34, Tol: 0RTE50AG0
LIDKOPING, Brio Lidképing
Framvias Chy O 510 280 a0
LIDKGPING, Game Manlacs
-\rnlwgsgun 11, 537,00, Tal: (705 180274
LINKOPING, Sagaland
Svedergetan 13, BE2TE, Tal: 0153122280
LINKOPING, EB Games
Tan cmaban 2, 582 26, Tal 013127840
LINKOPING, Skogstrollel
Burnhamsn &6, 592 20, Tel: 013124006
LIUNGEY, Brio-Ljungby
Eskilsgatan |, %4120, Tek 057213481
LULEA, Barnens Hus
Bamy 26, 575 40, Tal, (920220085
LULEA, EB Gomes Luled
Slorgatan 51, 972 21, Tul: 0020254702
LUND, Spel pi Clemenstorget
i il B, 22221 DAR2TaT0
LUND, EB Games Lund
Mo Lund, Férstapavigen 10, 27761, Tl D4G128640
LYCKEBY, Serloslussen
Rk 34, 371 62, DAGE2A559
MALMG, EB Games Malmé
Hamrgatian 3, 21322, T 040230080
MALME, EB Games
Trignaen, & Fdistacsg 41, 211 43, TeD40124550
MORA, Lek & Hobby
Shalryrsy, B ool Kopesalrum, 787 30, Tol, I2607 1626
HNACKA, Amusar
Sirecoogatan 10, Teminalgetan 5, 151 34, Tel: 086440540

653 46, BASAIEA0

NORRKGPING, Brio %
Dmottalngaaing §5 631 92, Tl 011124046
NORSBORG, EB Games Norsbarg
Hallandi Tong, 145 68, Tal: 0853175100
NYKOPING, EB Games
Miate Storgalan 12, 61431, Tel: 01552
NYKOPING, Laka TV Spel
Galayiy Axet, Vasiee Slagete 18, 61131, Tol 0155287600
NYMASHAMN, Svenslek&Hobby
4, 149 30, Tel: Nas2 1
ODAKRA, EB Games Oddlora
Marknndsshpen 9, 2055, Tel 042203140
OREBRO, Brlo
Taalgyndden. NYE 52 Tel 0136114603
OREBRO, EE Gumes Grebro
Krtrairon Bradrinpgalan 87 12 22, Tet 019420140
OREBRO, Lekcenter
Nypalan 32; 70217, Tal: 01961 14953
ORNSKOLDSVIK, Lojbans
Mypatan 18, 381 33, Tel, 055083100 o
ORNSKOLDSVIK, Sound & Vislon
Ghelgatan 11, 897 53 Tal: 066013024
ORMINGE, Hopples
Grmitga Cantrom, 152 G0
OSKARSHAMN, Brio-Oskarshamn
Lilla Sorgst 572 30, Tei 0491 170 66
OST!I!M-IND,. Hobbyboden
Kbpmangatan 31, 831 55 Tel: 063513310
PITEA, Barnens Hus
Baackay, S0 641 a7, Tel (1116510
RIMBO, Fantasybutiken
Kapminnagafan 7, 76231, 7
SALA, Elons Leksaker
Redhusgatan 10, 732 30, Tet: 022410314
SKARHOLMEN, EB Gumas
Sovhoimag. 6,127 48, Tol: S87TA051 00 .
SKELLEFTEA, Barnens Hus
Upafirinar 5, 951 42, Tol, (81013000

50

_SHELLEFTEA, Lek & Habliy

Myfiptan 49, 831971, Tul- 051012530
SOLENTUNA, Burnens Hus
Ballstanase. |, 152 74, 7ef DB52E3040
SOLNA, EB Games
Halakatan B, 174 45, Tal [a4708400
STENUNGSUND, Barnhuset
Senunneion), A4d 30, Tal! (EEass.
STOCKHOLM, Drogons Lair
Kungstalmatorg &, 112 21, Tal: 08 654 62 50
STOCKHOLM, EB Games.
Karlagtan 13, 195 20, Te: DBAENAI10
STOEKHOLM, EB Gomes
Passngen. Hapdr aian 42, 111 56, Tal: 08-21% 280
sra.&uauﬁs_ Tv Spolshibrsen

Tratgandanitin &, £456 31, Tall 4210197
STROMSTAD, BB Gomes
Morpy Shopoing Centao, B52 02, Tel: DEZE404TT
STROMSTAD, Kjalls Lok & Hobby
Sedre Hamie 452 30, Tol; CR] 5003
SUNDSVALL, EB Gomes Sundsvall
sdddshusal Srorn Gilan 265, 062 30, Tal: 0605
SVEDALR, Elbe Lekis
Shorg 40, 23337, Tal: (40470313
SAFFLE, Borgers Lok & Bosétning
A Storgatan 1, 881 30, Tal: (53310048
SODERHAMN, Barnens Hus
E-Canter, 826 40, Tol: La7i4220
SODERTALIE, EB Games
Storgalan 4, 161 71, Tel 0GES01
TOMELILLA, Alls Lekseker
Bt £2730, Tl 041710008
TROLLHATTAN, Partaj
Latuplrdsvdgan 18, 461 70, Tel 052072450
TROLLHATTAN, EB Gamos $45 Husel
L 13, 461 70, Tal: 05
OREBRO, EB Games Orebro
Hramargn Drokninggatan 27, 700 22, Tel 119120140
TUMBA, Loksakskungen
Tuiba Toig ¥, 147 20, Tel: 065038000
TUMEBA, Kem & Lek
Brypgare, 57, 147 30, Tal: (855060011
TARY, Hobhy & Prylar
allalgrp 1F, 15752, Tek 0BS 1050425
TABY, EB Gamos
Starorget 130, 183 34, Tel; (854474400
UDEVALLA, EB Gomes Torp
Tem 1, 45176, Tol; 052288850
UMEA, Bomaens Hus
Blamy 11, 806 40, Tel: 0007I7I0Z
UMEA, EB Garmes Umed
‘easagallofian Kimnagatan 7175 900 76, Tel 02071530
UPLANDS VASBY, Lekia
Drageny. 58, 164 00, Tek B59020023
UPPSALA, EB Games
Brecgrind 4, 758 24, Tal: 018141315
UPPSALA, HobbyGomes (Webstore)
Shalpatan 7, 750 02, Tel: (AT 1590
UPPSALA, Barnens Hus
Bolandsgatan 150, 750 23, Tei 012
YARBERG, Spelbutiken
hgergatan 10,032 41, Tal: 440678610
VETLANDA, Leksalcslogrer
Lagaratisgatan 21, §74 40, Tal, Gors1&00
VIMMEREY, Karsting Hus
B0l Iraustipatan 18, 59040, Tol (45231 184
vssmr. Lekstugan

Hilsigatan 18, 631 57, Tal 404215050
VASTERVIK, Lokstugan
Harrn Gatan 38, 553 30, Ted 049025771
VASTRA FROLUNDA, Toys
4] 21, Tel 0g 14340

, Tel a1 1a6EIn

TURKEY

ISTANBUL, Sihir

Basiktas, Slrancazs 255 Tel 0020 212 257 9085
ISTANBUL, Gerekll Seylar

Tegvikiye, Kalel Sk, 111
ISTANBUL, Urelen
Buaki Bahaes
1ZMIR, Excalibur

Alsancak, 1447 8%, 4, Tl GOBQ 232 464 ToES

UKRAINE

KIEV, Charge
Lag i 49 (K
DAL4SRTAT]

0oan 212 291

ey Sk B8, Tal: 0390 212 660 E64

Barestoahal, Apt 28, Tal: 4033
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Games Workshop
Direct is a fast,
accurate and
convenient service
that lets you order

A your miniatures and

_ other hobby products
from the comfort of
your home.

-+ \We aim to despatch all
orders in three days,
straight to your door.

* You can order ANY
Games Workshop
product.

e Qur Advance Order
service lets you order
models and products
before they are released,
guaranteeing you'll get

.. them on the day of

release.

ECT

Fast, secure and straight to your door!

HOW TO ORDER

* ON THE INTERNET '
Visit our secure online 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 Specialists on: 0115 91 40000 (UK), 0115 918 4040 (Northern Europe)
= BY FAX !
Fax your order on: 0115916 8002 (UK) or 0044 115 916 8162 (Morthern Europe)
= BY POST
Or the traditional way: Games Workshop Direct Sales, Willow Road, Lenton, Nottingham, NG7 2WS

 DIRECT OPENING HOURS

Monday to Saturday: 10am - 6pm,
' Sunday: 11am - 5pm
www.games-workshop.co.uk/store

Direct Exclusive models

+++DIRECT EXCLUSIVE+++
SPACE MARINE TECHMARINE
99060101313 £9.00

120 ORDERING DIRECT

+++DIRECT EXCLUSIVE+++
OGRE MANEATER NINJA
99060213012 £10.00

+++DIRECT EXCLUSIVE 44+
QGRE MANEATER FEMALE
99060213013 £10.00




_ ; St : - www.games-workshop.co.uk/store
' Sl e - Oreall: 0115 91 40000

) . ' HAVIGATION BAR; -~ y 2
| | e “ l I E
e i == = : = iy

WRIHAMMER THE LORD CF  SPECIALIST WHITE i
WARHAMMER HOBEY SAuES WORSHOP

40000 THE RINGS GAMES CAVARE

The Games Workshop Online
Store is open 24 hours a day,

Termns and Conditions Help : Chickon

Dwarfs

© » For we ame the sons of Grugni; slone wa ane rocks, united we stand with the strength Welcome Guest (Lag Ut Seven d (lys (l WBEk.
of & "~ ang Alrik at the defence of Karak Him. Vi ¥ d v
| Wiewk Yout G
Hems: 000 b
Bkt < Click lislow for cur archived Dwarf Classics and Collectors models ialie: £.00 GE‘ EX(ICHV Whﬂf VOU wda Iﬂ,
Saaich Pastage: ik : H
Stsssios and Caleso when you want it.
© Qelting Hared Price: £112.00 Release: 281 22005
i gf%‘-‘s—%&m”‘ Hem Yype: Compasite Part Code: WEB12 ® H “GE RANGE
o DakEles i s Unfortunataty the Cwarm Ay deal has sold oul, 20 we have
o Dwats put fogether & sugnasted Dwar Army bundie. Perfect Tar sy
& Qogs O budding Crwarf general, this bundle ghes you 2 Dwar
o Emalie Battalions  and Ovearf Ay Look, ail released on ®
High Elves Dacember the 266 In total this bundie gives you 48 Warrlors
2 m h“l- = {Longheards o Wardors), 32 Missile troops (Quarellars or
3 Hordes.of Ghieog, Thunderers) and 2iCanmans or Organ Guns,
g Shive lﬂ i Advance Order — Dwarf Lord with Winged Helm (Direct Sales Only)
o Tomb Minus
e e « OPEN 24 HOURS
© Yygod Etves Tterm Type: Component Paet Codes: 3947030511301
© Menslps and Dragens i When. battle is [othed it Is the Lords and Thanes, with thelr
© Elagg Wi fingly eramed smvour and rune-nseribed weapons who seek
© Bogks e out the enemy’s mipet powenud combatants, matching bestial
N g 1 fury or dark magle with coucage, honour and henast slesl
(LIST OF CATEGORIES
; DETAILED PRODUCT DESCRIPTIONS

( HELPFUL AND ESSENTIAL PRODUCTS

+++DIRECT EXCLUSIVE+++ +++DIRECT EXCLUSIVE 4+ +++DIRECT EXCLUSIVE+++ +++DIRECT EXCLUSIVE+++

DWARF LORD WITH GREAT WEAPON 1 DWARF LORD WITH GREAT WEAPQON 2 SKAVEN WARLORD 1 SKAVEN WARLORD 2

9947020511301 £6.00 9947020511302 £6.00 % 9947020607402 £6.00 9947020607403 £6.00

+++DHRECT EXCLUSIVE+++ +4+DIRECT EXCLUSIVE++4 +++DIRECT EXCLUSIVE+++ +++DIRECT EXCLUSIVE+++

ETERNAL GUARD CHAMPION - WARDANCER 1 WARDANCER 2 WARDANCER 4

9047020405507 £4.00 9947020405807 £4.00 9947020405908 £4.00 9947020406904 £4.00

Z www.games-workshop.co.uk/store 121



COLLECTORS'

GUIDES NEW COMPONENTS!

Indepth catalogues showing the

entire range of miniatures for THE DYNAMIC TAU EMPIRE EXPANDS FURTHER!
gach range.

: = Full range . Taul':risls attl

‘ s Components = Tau Sniper Dror
= Direct exclusives * Tau Vespid S

| * Golden Demon winners o Tau Aun’ Va

| = Army showcases o Tali éd’m'man:de

» Conversion showcases

* Tau Pathfint
Now available from your local * Tau Etherea
Games Workshop Hobby * Thorgrim |
| Centre:
| Warhammer 40,000

Collectors’ Guides

p; + Choos Space Marines
" * Eldar & Dark Eldar

: = Orks

j s Space Marines

| = Tau & Necrons

= Tyranids

SHADOWSUN ARMS
9947011301703 £4.00

SHADOWSUN DRONE PART

Warhammer 9047011301704 £2.00

Collectors’ Guides

= Bretonnians

¢ Chaos

» Dwarfs

* Empire

* Lizardmen

* Monsters & Mercenaries

i
:
i
|

* Ores & Goblins SHADOWSUN BODY SHADOWSUN HEAD SPRUE COMMANDER AIRBURST
= Skaven 9947011301701  £6.00 9947011301702 £2.00 9947011301605 £5.00
= Undead : &

Catalogues
* The Specialist Games Catalogue

£
= 2006 Catalogue {i =

SHADOWSUN PACK COMMANDER HEAD 1 COMMANDER HEAD SPRUE 2 COMMANDER SPRUE
9947011301706 £1.50 9947011301601 £1.50 9947011301602 £1.50 9947011301604  £2.00

&DAR

K
CONEDTS

t IEAL 1 ETHEREAL 2 ETHEREAL 3
9047011 . %, £6.00 9947011302602 £6.00 9947011302603 £6.00

= e -
Pleturas for ilustrative purposes only. Product contonts may vary, Products sold unpainted and unassembled. Cartaln Ciadel prodicts may be dangorous | ised incorrecty. Prices

corract at time of poing to press, please contact us for current availzbility @nd prices. Prices quoted arg (o7 products sold by Games Workshop thraugh lts own stores, catalogue or
website. [nd jant ratailers are for detarmining their ovn prices




AUN' VA BASE
9947011301803  £3.00

AUN’ VA GUARD 1 ’ i AUN’ VA GUARD 2 AUN' VA STAFF
| - 0947011201802 £6.00 9947011301801 £6.00 9947011301807 £3.00

SNIPER CONTROLLER SPRUE |
9947011301503 £0.60

g

o

&=
~ AUN’ VA CHAIR SNIPER BODY ‘ SNIPER DRONE SPRUE SNIPER GUN SPRUE
9947011301805  £2.00 . 9947011301501 £2.50 9947011301502 £3.00 9947011301504  £2.00

TAU VESPID
STINGWINGS

All Tau Vespid
Stingwing models are
supplied with heads
and wings as
appropriate.

VESPID LEADER BODY VESPID BODY 2
9947011301901  £4.00 9947011301902 £3.00
o

VYESPID BODY 3 VESPID BODY 4 VESFID BODY 5
9947011301803  £3.00 : 9947011301904 £3.00 9947011301905 £3.00

STORE LOG ON TO: WWW.GAMES-WORKSHOP.CO.UK/STORE/TA

Piclures for ilustrativea pu'rposas arly, Proguct cnmants'm:a',' vary, ﬁgoducts soid unpainted and unassembled. Certain Citade] produrts may be-dangarous if used incomectly.
Prices correct at time of going to pross, filaase contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own www.gumes-workshop.to.uk/siore 123
storas, JUELE wehsile, Jant rgtailars are e ibla for dawnuwm e o priGes~




" S :
NEW COMPONENTS: ADVANCE ORDER:

TAU PATHFINDERS THE WHITE
o, AL (g COUNGIL

| 9947011302001 £3.00 9947011302002 £3.00 9947011302003 £3.00
i \ : ¥

| NEW COMPONENTS:

. THORGRIM
\, GRUDGEBEARER

[:
|

|

! Y. :

; i PATHFINDER WITH RAIL RIFLE 1 PATHFINDER WITH RAIL RIFLE2  PATHFINDER WITH RAIL RIFLE 3
|

Glortindel

THORGRIM SEAT BACK THORGRIM BEARER 2
9947020510502 £3.00 9947020510509 £2.50

THORGRIM BEARER 4 THORGRIM BEARER 1
9947020510508 £2.50 9947020510507 £2.50

Erestor
WHITE COUNCIL

THORGRIM BOOK THORGRIM BEARER 3 99111499058 £20.00
9947020510506 £1.25 9947020510510 £2.50 i ~

WWW.GAMES-WORKSHOP.CO.UK/STORE

Pictures for illustrative purposes only. Product conkents may vary. Products sold unpainted and unassembled. Cartaln Citadel prodects may be dangerous I ysed incorrectly. Prices correct ai
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time of going to press, please contact us for current avallability and prices, Prives guoted are for products sold by Games Workshop through its own stores, catalopue or wobsite,
retailers are for determining thalr own prices.




CAN'T WAIT TO GET YOUR HANDS ON THE LATEST RELEASES"
= Get the latest products and models for your armies on the day of release, delivered to your door, with
our Advance Order service, via the Online Store, by calling Direct or by post.

* Choose from loads of models and products not yet released in our Hobby Centres.

* Postage for Advance Orders is only £2*, so you can afford to get more models for your maoney.

JOR D SEEINC

“~ STRATEGY BATTLS z,/\w_

FALL OF THE NECROMANCER

CASTELLANS OF DOL GULDUR
99061466024 £7.00

FALL OF THE NECROMANCER
60041489015  £8.00

Pictures for llssteative PUTPOsEs only: Product contents mag-vary, Brodicts sold unpainted and umssombled (K
Incorrectly. Prices cormet at time of 10ING LDrass. DIEEEE nONEALY Lk FaF mirTent 5is it st e Bt

WOOD ELVES
99121499015 -£15 (for 24 plastic models)

SAURON THE NECROMANCER
99111464103 £15.00

WOOD ELF SENTINELS
' 99061463027 £6.00

Gitaoel products may be dangerows if used

(ADW\NCE ORDER
FROM 18TH MARCH
(released 29th April)

* Tyranid BIOVOre ..o
« Vostroyan platoon ..o

ADVANCE ORDER
FROM 25TH MARCH
(released 6th May)

|« Fall of the Necromancer......... £8
* Wood EVES v 215
* Castellans of Dol Guldur ... L7
* Giant SPIters . ccivvosr st 5
* The White Coungil ... £20
» Wood Elf Command........cce. L6
ADVANCE ORDER
FROM 1ST APRIL
(refeased 13th May)
* Impetial Clty, oo 8100
ADVANCE ORDER
FROM 8TH APRIL
(refeased 20th May) =
GiantBats i £5

* LOTR Collectors' Guide ........... £6

ADVANCE ORDER

FROM 15TH APRIL

{refeased 27th May)

* Sauron the Necromanger .......E15
* Wood EIf Sentinels..............£6
* Spider Queen and Swarms..... £15
o Elf Command ..o 56
* Wild Warg Chieftain ... £6
ADVANCE DRDER

FROM 22ND APRIL

(refeased 3rd June)

» Cities of Death . 12

« Cities of Death boxed set........ 240
» Urban barricades and walls ,,..£12

* Imperial Sector. .kt

*£2 postage only applies to Advance Order
Aroduets being defivered lo addresses in
the L or Ireland. Orders including
Advance Order products wi be held untll
the st avaiadlo product is released.

NG=

* Tyranid Lictor - Death Leaper £15

* Basilica Administratum ... £15

4




Your mighty missives as read by Grombrlnclul himself!

Missing Kill-Team? (WHISPERS FROM &)

I was reading through the Kill- THE WARP

Team Nemesis article in WD310,

when I noticed that the nemesis i 4 &

: Ryl é as', just don't have the 5+

i 0 options didn't cover the Imvuinerable. Alec Horan... hope

Imperial Guard! vou liked the mag. Pippa Cooper...
. can you please get in touch. Jamie

Greg Wass. Gilmour... that's a lot of Tyranids,

and that poor Guardian! Philip

Mr M Brewer... use as @ 'counts

s (e

e \'\:;‘ =z You can ﬁnd the deﬂfﬂ on the Thoregood... thanks for all the
LI ) 1 UK WD message board online: scenario ideas, I've passed them
agine our Sl.ll‘])l'ibe when, ! www.games-workskop.co. uk on. Uam‘inic I\'m':g.'ﬂ...v 2:\‘@»}. Dan
engneotnesomor [ @n s B v Oven oA s

soon, Will Colgate... just use Steel
Legion with painted skulls or
modelled on skulls from Empire
shield bosses. Luke Courtney... |
ln\‘f‘l?;? 3 3 z - would assume, yes. Raymond van
: AL { . den Hoek... some models can only
be antacked by magical weapons.
Mace Vurrich... we are now on the
Clubs and Community pages.
Robert Holliday... ves! Stephen
Bailey... should be out now. Adam
Calver... if we see a good one,
we'll do it. Jon Younie... added to
tdeays fist. Jack Walker... we don't
do those. Ashley... hope you
enjoyed the Dark Eldar batrep in
311! Lord Malachi... see Index
Astartes articles. Patrick Nilsson...
shallow dream no, it's our website,
Dan Bradiey... no, bt Mordheim
is just as good. Francis Bridge. ..
hope vou found a Gaming Club in
Swirzerland, Gazzmasterl4. .. in
W34, Adam Watts... please call
our Hobby Specialists, Axel
Lindmarker... hello there Sweden!
Matthew Greene... Guy's ego has
now been enlarged re: his Imperial
Guard. Greig Sturges... hopsfully
this has been re-addressed in 311
and online. Michael Duxbury... all
in good time.

9 A

Grombrindal’s Gallery

This month we introduce a mini-feature to Fuel for the Furnace,
Grombrindal’s Gallery. So, if you've got a cool army and can take a
good picture, send it in and you might find yourself on these pages!

Cool Conversion

Do you like my conversion of
a Tyranid Hunter with heavy
bolter, loading a hellfire shell?

-

BRAZEN CLAWS

Chris Widenbar sent us some pictures of his Brazen Claws Space
Marines which I thought were nice and worthy of display. Chris has
provided multiple angles of his Sergeant (top left), Tactical Squad
Trooper (top right) and Assault Marine (bottom right) — Owen.

Yes! - Owen

A Grudge too far...

When [ had just finished reading last month's White Dwarl (311) I put it down on the table and noticed the Dwarf
runes on the back. Instead of counting down the hours until I got the new Dwarf Army boxed set (I can't wait), |
thought I would decode it. To me it read “never forget a geudge”. | was wondering whether it is me who had
made the mistake, or is it you?

Robert Simpson.
It is most certainly us and you are not the only one to have written in about this! I'd like to say we did it
on purpose to see how many true Dwarf fans out there noticed, but then I'd be lying — Owen
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WHITE DWARF PAINT STATION

What the team are painting this month.

Owen: [ am on
the cusp of
attending the
Warhammer
40,000 Doubles
event this
month and
hobbying
feverishly to
get my models painted on time.

Me, and Doubles partner Jonathan
Carter, are defending our Best
Army award which we won last
yéar. We're taking the same forces,
Witch Hunters and Sisters of
Battle, but with new models added.
I'll let you know how we got on
next month, but for now here is the
Inquisitorial Rhino I'll be taking
along to the tournament.

Owen Rees

Rik: As the plan to spend on Hired Swords and
White Dwarf equipment for the last game!
Mordheim

campaign Top of my shopping listis an Ogre
continues Bodyguard; three times the height

frantically, I
have managed
to stay alive
long enough to
accrue a hoard of wealth which [

of my Dwarfs and lending some
brute muscle to my warband. At 80
gold crowns, however, hopefully
there's enough left for equipment,
or maybe to hire a Pit Fighter. ..

Rik Turner

Meanwhile, Rik's Blood Ravens receive Inguisitorial support with these, the first

nembers of his Daemonhunter's retinue,

N : 3 e

Nick: Thanks
to my victories
in the
Mordheim
campaign and
in light of the
imminent final
showdown
game, I've been
painting a whole host of Hired
Swords this month, An Ogre,
Trollslayer, Pit Fighter and Halfling
Scout, even the infamous Johann the
Knife, have all pledged their blades

Nick Kyme

- to the '"Mordant Men' and it's been

wholly satisfying to watch my
warband grow.

I've been so inspired that I've
painted a couple of extra hirelings,
too. Even if [ don't get to use them
in Mordheim, they'll be a great
addition to my Empire army or as
Dogs of War. | guess that's a great
strength of games like Mordheim;
they compliment your existing big
armies and add an extra dimension
to them.

If you've never tried Mordheim,
give it a go,

you'll be

surprised at the

possibilities and

versatility...

: for Nick's Mordheim
games; a Marksman .
(who could alse double
up as a Bounty Hinter)
and a Pit Fighter
(represented by the
Daogs of War, Lorenzo

\!Jl[lﬂ maodel ).

Christian: | am
still plugging
away at a
variety of
projects. The
High EIf army
is nearly
completed

i (3.000 points
now!), the final model will be the
centrepiece, a Prince riding a
Griffon. This project has required a
lot of patience and Green Stuff. My
Warhammer Chaos army Is

Christian Byrne

creeping slowly towards 4,000
points as extra models slowly bulk
out existing units.

Last month I showed the first part
of a squad of revamped Black
Legion Chaos Space Marines, They
are now joined by the second half.
This project is coming along
quickly (it should do, the models
are pretty much painted already)
and I hope to have the whole army
redone by July. Until next month!

As pronnised, even more Black Legionnaires from the Byrax stable.
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- STERATEGY BATTLE GAME

Command the hosts of the
powerful Necromancer, or take
up the banner of the Wood Elves
and White Council and do battle
beneath the corrupted boughs
of Mirkwood!

The Fall of Medusa V

-page booklet!

The "IIS[!‘II}'HI firsthorn
Elite Imperial Guard from a
world with a terrible secret

WHITE DWARF 317
ON SALE 28TH APRIL

The Spider Queen

NH('I' MONTH!

wiaems jeq

48 page sourcebook detailing the
environs of Mirkwood, its denizens and
the war against Sauron beneath the trees

NEW!

Bats _ = = =
Netal Spiders . =
Spider Queen
Necromancer

Plastic Wood Elves

and many more models!
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PRINTING GIANTS - MODELLING TAU BATTLESUITS
COLLECTING VOSTROYANS - THE FALL OF MEDUSA U






