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Take the struggle to the cities with the brand new Warhammer
40,000 expansion, Cities of Death. | tell you, if | had a choice
between a pile of gold and playing some urban Warhammer
40,000 combat then I'd take the gaming every time. And | like
gold a lot. | am, after all, a Dwarf (the clue’s in the name).

There are two really very good reasons to get out your models
and have a rumble in this new environment. The first is that cities
are where a lot of fighting takes place in war. They are where the power and wealth are
concentrated, and so prove a tempting target for invading armies (we Dwarfs have a
terrible time keeping those damned Grobi and Skaven out of ours); in this way Cities of
Death provides you with some fantastic 41st Millennium flavour, so it's dead easy to come
up with great back-stories for your battles.

The other great thing is, of course, the buildings! These kits make it so easy to build a
city even a beardling could do it. They come on sprues as a series of cunningly fashioned
tiles, and this means you can make whatever you like. Sometimes, I'd swear Games
Workshop is staffed entirely by the very finest of Dwarf engineers.

Grombrindal, The White Dwarf
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24 CITIES OF DEATH 34 BATTLE REPORT: THE FORTUNIS INCURSION
Cities of Death presents a new style of Warhammer Cities of Death co-authors Andy Hoare and Adam Troke
40,000 game. Read all about it here! battle their way through a ruined Imperial city.

18 NEWS

The Eldar are coming!
48 STANDARD BEARER
Jervis's take on Cities of Death.
571 CITADEL TOOLBOX
The Urban Basing Kit discussed.
60 THE FALL OF MEDUSA V: WARAGH! NAZDREG
Ork Kommandos spotted on Medusa V!
63 DOK BUTCHA
Cities of Death Lictor diorama.
64 REGIMENTS OF RENOWN
For hire: rock hard mercenaries.
78 MODELLING WORKSHOP: SCOUTS
Space Marine Scouts with sniper rifles!
82 'EAVY METAL
The Banner Bearers of Middle-earth.
86 THEART OF WARHAMMER: THE HORDE

Tactics for Horde armies.

92 ARMING FOR MEDUSA
The UK WD team get ready for Medusa.

e RS St st SRR e O 104 FRONTLINE
UK community and event news.
50 BATTLE REPORT: MEDDLE NOT IN THE AFFAIRS OF WIZARDS 120 ORDERING DIRECT
A big pack of Wargs get their teeth into three Wizards. Venerable Dreadnought components.
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__NEW RELEASES

GITIES OF DEATH

WARHAMMER 40,000 EXPANSION

In the nightmare future of the 41st millennium, armies
hattie one another to annihilation amid the shattered
ruins of vast cities.

CITYFIGHTING IN THE 41ST MILLENNIUM
QMBS
WORESHOP

EXPANSION

CTRINES OF
DRBAN WARFARE

Cities of Death is an
80-page Expansion for
Warhammer 40,000

CITIES OF DEATH EXPANSION £12
Sweden  Kr150 Denmark Kr125
Norway  Kr150 Euro €17.50

Product code: 60040199017
Written by Andy Hoare and Adam Troke

ON SALE JUNE 3rd”

‘Released 10/06/06 in Northern Europe.

>>> MORE ON PAGE 23

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Cartain Citads! products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current
availabifity and prices. Prices quoted are for products sold by Games Workshop through its own stores, i or websile, retailers are ible for f thelr own prices.
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<MANUFACTORUM ===

This box set contains one

Manufactorum plastic ruin.

MANUFACTORUM £15
Sweden  Kr180 Denmark  Kr150

Norway  Kr180 Euro €20
Product code: 99120199009 ON SALE JUNE

“Released 10/06/06 in Northern Europe.
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N

%

This box set contains one
Sanctum Imperialis plastic ruin.

SANCTUM IMPERIALIS £15
Sweden  Kr180 Denmark  Kr150
Norwoy  Kr180 Euro €20

Product code: 99120199008

ON SALE JUNE 3rd"

‘Released 10/06/06 in Northern Europe.

This box set contains one
Basilica Administratum
plastic ruin.

BASILICA ADMINISTRATUM £15
Sweden  Kr180 Denmark  Kr150
Norway  Kr180 Euro €20

Product code: 99120199005

‘Released 10/06/06 in Northern Europe.

AN Cities of Death buildings and accessories designed by Dave Andrews, Mike Anderson, Colin Grayson and Tim Adcock

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be
dangerous i used incorrectly. Prices correct at time of going to press, please contact us for current availability and prices. Prices quoted are for products
sold by Games Workshap through its own stores, or website. ) relailers are responsible for determining their own prices.
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CITIES OF DEATH BOX SET

WARHAMMER
/40,000,

This box set contains one Cities
of Death rulebook, two sets of
Warhammer 40,000 hattlefield
accessories, one large Basilica
Administratum ruin and one
Sanctum Imperialis ruin

CITIES OF DEATH BOX SET £40
Sweden  Kr600 Denmark  Kr500
Norway  Kr600 Euro €70

Product code: 60120199001

ON SALE JUNE 3r

‘Released 21/05/06 in Northern Europe.

“compared 1o buying
contents separately

Pletures for illustrative purposes only. Product contents may vary. Products sofd unpainted and unassembled. Certain Citadef products may be dangerous if used Incorrectly. Prices correct at time of gaing to press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores,
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IMPERIAL SECTOR

This set contains enough
sprues to make a selection
of ruins of various types:

£20°

‘compared to buying
contents separately

WARHAMMER
40,000 _

Basilica Administratum,
Sanctum Imperialis
and Manufactorum

b
ﬂ ! “[
i,
_‘ - IMPERIAL SECTOR £50
! | ; Sweden  Kr750 Denmark  Kr650
A ; Norway  Kr750 Euro €80

Product code: 99120199006

Enough frames to make up to 3 oo
small and 11arge ruined buildings! Ik

) 35%

“heleased 10/06/06 in Northern Europe.
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Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used incorrectly. Prices carrocr at time of gmng to press, please contact us for current
availability and prices. Prices quoled are for products sold by Games Warkshop through its own stores, or website. retailers are le for g their own prices.
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CITIES OF DEATH BATTLE MAT

Contains one 6'x &'
battle mat for use with the
plastic city ruins
CITIES OF DEATH BATTLE MAT £10
Sweden  Kr140 Denmark  Krl115
Norway  Kr140 Euro €15

Product code: 99229999063

ON SALE JUNE 3rd”

“Released 10/06/06 in Northern Europe.

: " URBAN BARRICADES AND WALLS  £12
This set contains six Sweden  Kr150 Denmark  Kr125

resin barricades Norway  Kr150 Euro €17.50
Product code: 99220199026

ON SALE JUNE 3

‘Released 10/06/06 in Northern Europe.

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Gitadel products may be dangerous if used Incorrectly. Prices correct at time of going to press, please contact us for current
availability and prices, Prices quoted are for products sold by Games Workshop through its own stores, or website. Indep retailers are r ible for ining their own prices.
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STRATAGEM BUILDING SET = m-xor—-

accessory sprues

STRATEGEM BUILDING SET £20
Product code: 99220199027
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This hox set contains

8 sheets of plastic
gaming counters

CITIES OF DEATH COUNTERS SET £5

. " WARHAMMER | Nomsag 670 e e
gy '49,000' e s : Product code: 99220199029

&%

ON SALE JUNE 3rd’

‘Released 10/06/06 in Northern Europe.
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>>> MORE ON PAGE 23

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, I or website. relailers are ble for ining their own prices.
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CITADEL

This hox set contains 2 pots of
slate, 2 pots of resin details

and 1 pot of razorwire
URBAN BASING KIT £10
Sweden  Kr140 Denmark  Krl15
Norway  Kr140 Euro €15

Product code: 99220199028

ON SALE JUNE 3

“Released 10/06/06 in Northern Europe.

WARHAMMER

This pack contains
2 coils of razorwire
10.000
RAZOR WIRE £5 = RAZOR WIRE » BARBELES = ALAMBRE DE ESPIND =
Sweden  Kr70 Denmark  Kré0 « STACHELDRAHT * FILO SPINATO * %8 »
Norwoy  Kr70 Euro €8

Product code: 99220192030

ON SALE JUNE 3

‘Released 24/05/06 in Northern Europe.
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Pictures for illustrative purposes anly. Product conlents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous If used incorrectly. Prices correct at time of going to press, please contact us for current
availability and prices. Prices quoled are for products sold by Games Warkshop through its own stores, catak or website. retailers are ible for ining their own prices.




FORGE WORLD CIIXII

BROADSIDE BATTLESUIT

The XV88-2 Broadside Battle X
suit with twin-linked plasma
rifles is a complete resin kit,
designed by Will Hayes.

BLACK TEMPLARS CADIANS

This pack of 5 resin Black Templar storm shields 2 multi part resin Cadian Special weapons troopers with
all bear the chapter iconography. Models L 70% Respirators, one with a meltagun and one with plasma gun
designed by Simon Egan and Mark Bedford. N

This pack of 10 Black
Templar Terminator
shoulder pads contains
5 with chapter
iconography and

5 with the Crux
Terminatus.

Models designed by
Simon Egan.

. §
)

Forge World makes a huge range of resin kits and accessories,
_including super-heavy Baneblade battle tanks, upgrades for
Games Workshop's plastic kits, scenery pieces and busts of §
some of our most popular characters. Except for Warhammer
World, these products, aimed at experienced modellers, are
not available in any of our stores, but may be bought directly
from Forge World.

& www.forgeworld.co.uk

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

Example of assembled Black
Templars Terminator using the
new Forge World accessories.

{FW RELEASES
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NEW IMPERIAL
VOSTROYANS EE==

VOSTROYAN FIRSTBORN REGIMENT

- VOSTROYAN
WARHAMMER : SERGEANT
- o -

VOSTROYAN
WITH FLAMER

This squad hox set contains
one Vostroyan Sergeant, one

Vostroyan with flamer, one
Vostroyan heavy holter team
and six Vostroyan Troopers. VOSTROYAN HEAVY BOLTER TEAM

VOSTROYAN FIRSTBORN REGIMENT £20
Sweden  Kr270 Denmark  Kr225
Norway  Kr270 Euro €30

Product code: 99110105193
Sculpted by: Dave Thomas, Mike Anderson,
Seb Perbert and Felix Paniagua

ON SALE JUNE 10th*

“Released 13/05/06 in Northern Europe.

‘ms"l “YAN VOSTROVAN TROOPERS WITH LASGUNS
TROOPERS

This blister pack contains

three Vostroyan Troopers

VOSTROYAN TROOPERS £6
Sweden  Kr85 Denmark Kr75
Norway  Kr85 Euro €10

Product code: 99060105198
Sculpted by: Dave Thomas, Mike Anderson,
Seb Perbert and Felix Paniagua

ON SALE JUNE 10th"

‘Released 13/05/06 in Northern Europe.

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certaln Citade! products may be dangerous if used incarractly. Prices correct at time of going to press, please contact us for current
availabllity and prices. Prices quoted are for products sold by Games Workshap through its own stores, cat or website. retailers are ble for ining their own prices.
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VOSTROYAN SNIPERS

This blister pack contains

Iwo Vostroyan Snipers
VOSTROYAN SNIPERS =3
Sweden  Kr70 Denmark Kr60
Norway  Kr70 Euro €8

Product code: 99060105203
Sculpted by: Mike Anderson

ON SALE JUNE 10th”

‘Released 13/05/06 in Nerthern Europe.

VOSTROYAN ASSAULT WEAPONS

VOSTROYAN VOSTROYAN —— VOSTROYAN ———
WITH FLAMER WITH GRENADE LAUNCHER WITH PLASMA GUN

This blister pack contains

two Vostroyans with
assault weapons

VOSTROYANS WITH SPECIAL WEAPONS

Sweden  Kr85 Denmark Kr75
Norway  Kr85 Euro €10

Product code: 99060105195
Sculpted by: Dave Thomas

ON SALE JUNE 10th

‘Released 13/05/06 in Northern Europe.

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Warkshop through its own stores, catal or websile. retailers are for determining their own prices.
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VOSTROYAN COMMAND SQUAD

\ WARHAMMER / (&

VOSTROYARISGHE
KOMMANDOABTEILUNG

ESCOUADE DE COMMANDEMENT SQUADRA COMANDO
VOSTROYENNE VOSTROIANA

ESCUADRADE MANDO
VOSTROYANA.

This hox sel contains
one Vostroyan Senior Officer,
one Vostroyan Medic, one
Vostroyan Vox Caster, one
Vostroyan Standard Bearer and
one Yostroyan with grenade

launcher.
VOSTROYAN COMMAND SQUAD  £15
Sweden  Kr250 Denmark  Kr200
Norway  Kr250 Euro €27.50

Praduct code: 99110105201
Sculpted by: Dave Thomas and Seb Perbert

ON SALE JUNE 10t

*Released 13/05/06 in Northern Europe.

VOSTROYAN
VOSTROYAN STANDARD BEARER

VOX CASTER

VOSTROYAN
SENIOR OFFICER

VOSTROYAN WITH — VOSTROYAN
GRENADE LAUNCHER MEDIC

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

OFFICER WITH BOLT PISTOL —— OFFICER WITH LASPISTOL —— OFFICER WITH PLASMA ——
AND CHRINSWORD AND POWERFIST PISTOL AND POWER SWORD

This blister pack contains

two Vostroyan Officers

VOSTROYAN OFFICERS £6
Sweden  Kr85 Denmark Kr75
Norway  Kr85 Euro €10
Product code : 99060105197

Sculpted by: Mark Harrison

ON SALE JUNE 10th”

‘Released 13/05/06 in Northern Europe.

VOSTROYAN VOSTROYAN
MORTAR TEAM LASCANNON TEAM

This blister pack contains

This hlister pack contains
one Vostroyan Mortar Team

one Vostroyan Lascannon Team

VOSTROYAN MORTAR TEAM £9 VOSTROYAN LASCANNON TEAM £9
Sweden  Kr100 Denmark Kr90 Sweden  Kr100 Denmark Kr90
Norway  Kr100 Euro €11 Norway  Kr100 Euro €11
Product code: 99060105200 Product code: 99060105194
Sculpted by: Dave Thomas Sculpted by: Mike Anderson

ON SALE JUNE 10th* ON SALE JUNE 10th”

‘Released 13/05/06 in Northern Europe. "Released 13/05/06 in Northern Europe.

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

10rk Big Mek
ORK BIG MEK £9
Sweden  Kr120 Denmark  Kr100
Norway  Kr120 Euro €13

Product code: 99060103101
Sculpted by: Seb Perbet

ON SALE JUNE 24th*

‘Released 10/06/06 in Northern Europe.

ORK KOMMANDO
WITH BIG SHOOTA

This blister pack contains

1 0rk Kommando with Big Shoota

KOMMANDO WITH BIG SHOOTA £5
Sweden  Kr70 Denmark Kré60
Norway  Kr70 Eure €8

Product code: 99060103103
Sculpted by: Seb Perbet

ON SALE JUNE 24th°

“Released 10/06/06 in Northern Europe.

GROT OILER

ORK KOMMANDO
WITH BURNA

This blister pack contains

10rk Kommando with Burna

KOMMANDO WITH BURNA £5
Sweden  Kr70 Denmark Kr60
Norway  Kr70 Euro €8

Product code: 99060103102
Sculpted by: Seb Perbet

ON SALE JUNE 24th”

*Released 10/06/06 in Northern Europe.

This blister pack contains

1Grot Diler

Grot Qiler £2.50
Product code: 99220199027

This hox set contains
5 Ork Kommandos
ORK KOMMANDOS £15
Sweden  Kr180 Denmark  Kr150
Norway  Kr180 Euro €20

Product code: 99110103100
Sculpted by: Seb Perbet

ON SALE JUNE 24th”

‘Released 10/06/06 in Northern Europe.

Fictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Gértain Gitadel products may be dangerous if used incorrectly. Prices carrect at time of going to press, please contact us for current

availability and prices. Prices quoted are for produets sold by Games Workshop through ifs own stores, or website.

1

retailers are responsible for their own prices.
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SPACE MARINE SPAGE MARINE
VENERABLE DREADNOUGHT JUMP PACK CHAPLAIN

This blister pack contains 1
Chaplain with jump pack

This box set contains 1Space
Marine Venerable Dreadnought

VENERABLE DREADNOUGHT £35 JUMP PACK CHAPLAIN £7
Sweden  Kr400 Denmark  Kr350 Sweden  Kr100 Denmark Kr60
Norway  Krd400 Euro £50 Norway  Kr100 Euro €8
Product code: 99110101321 Product code: 99060101252

Sculpted by: Tim Adcock & Mark Harrison Sculpted by: Juan Diaz

ON SALE JUNE 17th’

‘Released 10/06/06 in Northern Europe.

SPAGE MARINE SCOUTS
WITH SNIPER RIFLES

>>> MORE ON PRGE 78

“Released 10/06/06 in Northern Europe,

WARHAMMER

This box set contains 5 scouts
with sniper rifles and missile
launcher option

SCOUTS WITH SNIPER RIFLES £12
Sweden  Kr100 Denmark  Kr150
Norway  Kr100 Euro €20

Product code: 99120101044
Sculpted by: Brian Nelson, Mark Harrison &
Seb Perbet

“Released 10/06/06 in Northern Europe.

Pictures for Hlustrative purposes only. Product contents may vary. Praducts sold unpainted and unassembled, Gertain Citadel products may be dangerous If used facorrectly. Prices correct at time of going to press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, or website p t relallers are responsible for determining their own prices.
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FALL OF THE
NECROMANCER

SAURON THE NECROMANGER

This box set contains one

Sauron the Necromancer

SAURON THE NECROMANCER £15
Sweden  Kr180 Denmark  Kr150
Norway  Kr180 Euro €20

Product code: 99111464103
Sculpted by: Michael Perry

2 GbnkS
Wl.l,lﬁﬂr

This hox set contains one
Spider Queen and three
Spider Swarms.

SPIDER QUEEN AND SWARMS £15
Sweden  Kr250 Denmark  Kr200
Norway  Kr250 Euro €27.50
Product code: 99111499060

Sculpted by: Trish Morrison

ON SALE MAY 27th

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

This blister pack contains one

Wild Warg Chieftain

WILD WARG CHIEFTAIN

Norway  Kr85 Euro

Product code: 99061462036
Sculpted by: Michael Parry

ON SALE MAY 21t

‘Released 10/06/06 in Northern Europe.

This blister pack contains

three Wood Elf Sentinels

WOOD ELF SENTINELS £6
Sweden  KrB5 Denmark Kr75
Norway  Kr85 Euro €10

Product code: 99061463027
Sculpted by: Alan and Michael Perry

ON SALE MAY 2Tt

‘Released 10/06/06 in Northern Europe.

CAPTAIN — — BANNER
f BEARER

This hlister pack contains two

Elf Command miniatures

ELF COMMAND
Sweden  KrB5 Denmark Kr75
Norway  Kr85 Euro

Product code: 99061463029
Sculpted by: Alan and Michael Perry

ON SALE MAY 27th*

‘Released 10/06/06 in Northern Europe.

Sweden  Kr85 Denmark Kr75

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembied, Certain Gitadel products may be dangeraus if used incorrectly. Prices correct at time of going to press, please contact us for current

availability and prices. Prices quoted are for products soid by Games Workshop through its own stores, I or website. pendent retailers ara responsible for determining their own prices.
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___NEWS

Warhammer 40,000 Codex: Eldar. This new book
updates the rules for this enigmatic alien race, and
introduces brand new troop types and options. One of the
big new elements of the Eldar army is a new HQ choice —
the Autarchs. These Exarchs have trodden the path of the
Warrior to its end, and now combine skills and Wargear

from whichever Aspects they choose!

Of course, the release of the new Codex also heralds a
raft of new miniatures, of which the models on this page
are the merest taster. With new versions of the ever-

popular Aspect Warriors, War Walkers and Wraithlords,
players of the Eldar have never had it so good. But that's

not all — keep your eyes on White Dwarf over coming
issues to find out more...

T his October sees the release of the eagerly awaited

ti THE ELDAR

FROM THE WEBWIHAY...

Here's just a taster of the great new
range of metal Eidar models.

Howling Banshee
Aspect Warrior

Howling Banshee
Aspect Warrior

Fire Dragon
Aspect Warrior

Fire Dragon
Aspect Warrior




NEWS

W PLASTIC KITS

New box set of 10 Dire Avengers with optional Exarch

Eldar War Walkers




Buy the current Warhammer
boxed game & get the new
rulebook free! Simply bring
your proof of purchase into the
istore where you bought the
|| |boxed set. Offer begins 1st

| |June and ends 8th September
2006. It must be redeemed by.
the 9th and 10th September ‘l" i
2006 and applies in (11
participating Hobby Centres
Independent Stockists, Dlrect,
Sales and the Online Store in.\
' the UK and Northern Europe.

MEDUSA
END GAME

GCN CAMPAIGN WEEKEND
19th & 20th August 2006,
Warhammer World

The end is nigh...high on the Charbdyis
Crest Tau forces must extract their forces
from the planet, including a number of
Earth caste scientists who have gathered
valuable intelligence from Sybilla Tertius,
racing pass Imperial and heretic forces.
And then of course, there are the Orks...
Whilst in the Sybilla Quarantine
Zone, all hell has broken loose! Eldar
forces must keep Imperial, Tyranid and
Necron forces at bay long enough for
their work on Medusa V to be completed.

PLEASE NOTE: There will only be 14
tickets available for each race (Chaos,
Orks, Necrons, Tyranids, Tau, Eldar/Dark
Eldar) and 28 Imperial tickets, so book
early to avoid disappointment!

TICKET PRICE: £45. This covers seven
games across two days, lunch on both
days, and an evening meal on Saturday.
Tickets will go on sale from the 22nd
May 2006.

AGE LIMIT: 16+. For more details contact
Steve Nolan on 07793 198516 or at:

events@gcnm.org.uk

THy Souf to feep
As well as the amazing Mordheim
temple, made by GW Sutton
Coldfield, you may have noticed the
fantastic Mordheim terrain also in the
photography. This was made by the
talented Warhammer World scenery
team. We just wanted to say thanks
chaps! You can see the terrain in
person, and even play a game on it,
in Warhammer World. Turn to page
108 for details.

BONED GAME
REDEMPTION!

Buy the boxed set now and get the new
rulebook FREE when it's released.
Offer lasts from 1/6/06 to 8/9/06

competition

Congratulations
to Thomas Salter
of Essex, who correctly answered
that Eldar Fire Dragons are one of
the new units in Dawn of War:
Winter Assault.

His Imperial Guard regiment
nicknamed, the 82nd Trykordian
Armoured ‘Gauntlets of Malice’ was
judged to be the best and he wins
the Dawn of War PC from WD311
— well done!

PRIVATE EVENT

Sorry guys, thought we ought to
let you know that between 28th-
31st July 2006 Warhammer
World gaming arena will be
cleared of gaming tables for a
private GW event. Gaming

should be back to normal on the
1st August. We apologise for any
inconvenience this may cause
and hope that this advance
notice will give you the chance
to make alternative
arrangements.

Games Workshop Northern Europe Price Changes

From 3rd July Games Workshop Northern Europe will be changing the
prices on a selection of products. For a full list of the changes please go to
the Northern European website at http;/ne.games-workshop.com/news
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WARHAMMER 40,000 IN““MING'
Cities of Death expansion book 3/6/06 £12.00

Cities of Death box set 3/6/06 £40.00

Cities of Death battlemat 3/6/06 £10.00

Urban basing kit 3/6/06 £10.00

Stratagems Building Set 3/6/06  £20.00 w ARH AMM ER
Razorwire 3/6/06 £5.00 40 000
Urban Barricades & Walls 3/6/06 £12.00 )

Basilica Administratum 3/6/06 £15.00

Sanctum Imperialis 3/6/06  £15.00 Daemon Prince of Nurgle
Manufactorum 3/6/06 £15.00

Imperial Sector 3/6/06  £50.00 iy
Cities of Death Counter Set 3/6/06  £5.00 I
Imperial Guard Vostroyan Firstborn Regiment 10/6/06  £20.00 4 .‘I}-:
Imperial Guard Vostroyan Command Squad 10/6/06  £15.00 W
Imperial Guard Vostroyan Assault Weapons 10/6/06

Imperial Guard Vostroyan Lascannon Team 10/6/06

Imperial Guard Vostroyan Mortar Team 10/6/06

Imperial Guard Vostroyans 10/6/06

Imperial Guard Vostroyan Officers 10/6/06

Imperial Guard Vostroyan Snipers 10/6/06

Space Marine Scouts with sniper rifles 17/6/06

Space Marine Venerable Dreadnought 17/6/06

Space Marine Jump Pack Chaplain 17/6/06

Ork Kommandos 24/6/06

Ork Big Mek 24/6/06

Ork Kommando with burna 24/6/06

Ork Kommando with big shoota 24/6/06

Grot Oiler (Direct only) 24/6/06

Chaos Daemon Prince of Nurgle 8/7/06 /
Possessed Chaos Space Marines 8/7/06  £15.00
Chaos Terminator Lord 8/7/06 £9.00
Lucius the Eternal 8/7/06 £9.00
Eldar Rangers 8/7/06  £15.00
Eldar Heavy Weapon Platform 8/7/06 £10.00
Tau XV25 Stealth Armour 8/7/06 £12.00
Ultramarines Captain Sicarius (special edition) 8/7/06 £7.00
THE LORD OF THE RINGS

Elf Command 27/5/06 £6.00
Wild Warg Chieftain 27/5/06  £6.00 Wood Elf Lord on Great Stag
Spider Queen & Swarms 27/5/06  £15.00
Sauron the Necromancer 27/5/06  £15.00
Wood EIf Sentinels 27/5/06 £6.00
WARHAMMER NEXT MONTH

Dwarf Collectors Guide 22/7/06 £6.00
Wood EIf Lord on Great Eagle 22/7/06  £18.00
Wood Elf Lord on Great Stag 22/7/06  £15.00
Wood Elf Lord with two hand weapons 22/7/06 £6.00
Wood Elf Lord with bow 22/7/06 £6.00
Wood EIf Army Standard Bearer (Direct only) 22/7/06 £5.00
Giant Eagle (Direct only) 22/7/06  £15.00
SPECIAL EDITION MODELS

Gotrek Gurnisson 22/7/06  £12.00 z
Felix Jaeger 22/7/06  £12.00
Snorri Nosebiter 22/7/06  £10.00
Max Schreiber 22/7/06  £10.00
Ulrika Straghov 22/7/06  £10.00
ALSO RELEASED THIS MONTH

Liber Necris 3/6/06 £15.00
False Gods 3/6/06 £6.99
Ravenor Returned 3/6/06 £6.99
Tainted Blood 3/6/06 £6.99
Liber Chaotica Complete 3/6/06 £25.00

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembied. Certain Citadel products may be dangerous if used fncorrectly, Prices correet at time of going to press, please contact us for current
avallability and prices. Prices quoted are for products sold by Games Workshap through its awn stores, catalogue or website. Independent retallers are respansible for determining their awn prices.
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This summer, from July to September, Nottingham Castle will be mounting
a major exhibition on the art and creativity of Games Workshop.

For almost thirty years, Games Workshop has
been chronicling, sculpting and illustrating the
fantastical worlds of Warhammer and
Warhammer 40,000 to the delight of hundreds
of thousands of gamers, model makers and
fantasy enthusiasts from around the world.

Now for the first time, original artworks,
miniatures, sculptures and drawings will be
brought together to showcase the creative arts
of Games Workshop.

Games Workshop was established in
Nottingham in the early 1980s and has since

grown to become the world’s largest
manufacturer of tabletop fantasy games. At its
Nottingham Design Studio, artists, writers and
sculptors bring to life the worlds of Warhammer
and Warhammer 40,000 and these are then
realised in the form of lavishly illustrated books,
games and miniatures.

The exhibition will be a major showcase for the
work of this uniquely creative business and will
provide a source of inspiration not only for

fans and enthusiasts but for anyone with an
interest in how creativity, culture and
commerce interact.

Nottingham Castle, 15th July - 24th September 2006
For further information please call Nottingham Castle on 0115 915 3700

GAMES WORKSHOP

NOTTINGHAM




Designer’s Notes
We talk to Andy Hoare
about the contents of the
new Cities of Death
expansion book.

"WARHAMMER

740,000

EXPANSION

Building the Future

Dave Andrews provides an
insight into the design of the
fantastic new Warhammer
40,000 city ruins kits.

Urban Warriors

We look at some awesome
conversions that reflect the
desperate nature of fighting in
urban environments.
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24 WHITE DWAREF CITIES OF DEATH

ities of Death is the first in a range

of new expansions for our games,

something you may have read about
in Standard Bearer a couple of months ago.
With a load of fantastic plastic buildings
and a cool rulebook that allows you to
stage desperate struggles for the cities of
the far future, this is best time ever to be a
Warhammer 40,000 player.

But while you are all having a blast
blowing up buildings, booby trapping
alleyways and generally using every new
trick in the book to grind your opponents
into the brick dust, spare a thought for the
games developers and miniatures designers
behind Cities of Death. It is they, after all,
who laboured hard to bring an entirely
new dimension of war-laden fun to your

41st Millennium. We spoke to Andy Hoare,
author of the new book, about the game.

“We've been planning these
supplements for some time, but the idea to
redo Cityfight came from the decision to
make the plastic buildings and the fact that
we know every single Warhammer 40,000
gamer is going to want lots of them! You
see, the rules serve perfectly well when
you have one or two buildings, but we just
knew people would want to fill up their
table with a full city. That level of scenery
density makes it a different kind of game,
and that needs a supplement.”

It was this idea that was at the forefront
of the design process for the Cities of
Death expansion book — make cityfighting
games possible!
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Like Cityfight, but better We could avoid major changes to the rules
Make no mistake, Cities of Death is a very because of the scenery. One of these was
different beast to the old Cityfight book. where vou didn’t place templates for
Unlike the older supplement, where a weapons like flamers, but instead rolled a
whole new rules system came into being, dice to determine the number of hits on a
this time there has been no tinkering with unit. The reason for this,” Andy explains,
the core rules at all. “was that we did not know what kind of
“We were in a good position this time. scenery people would use, or how dense it * Full cityfighting rules

Cities of Death is an 80-page
expansion for the Warhammer
40,000 game.

* 24 unique Strategems

“ Cities Of Death letS you take the ﬁght to * 11 new missions, both
standard and special
the centres of power of the 41st o :
¢ 30 pages of hobby ideas
Millennium, and provides a new, urban « Detailed background on

famous urban battles of

environment full of fresh challenges. , , the future

k/citiesofdeath
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Every panel of a
Sanctum Imperialis
is sculpted with
devational symbols
to the Emperor.

Medusa V, the planet on
which this year’s global
campaign is set, has many
urban areas, from research
stations to hive cities. Why
not play some of your games
for the war in these
dangerous new environs?

6 WHITE DWARF CITIES OF DEATH

These are religious buildings, havens of the Ecclesiarchy,
and the heart of the Imperial Cult on a world.

- O
ot Higed popetete

would be. However, this time we can
make an assumption that 90% of all Cities
of Death games will be played using our
scenery, and we know what that looks like,
so we don’t have to meddle with things
like templates and squad coherency.

“So the rules are not actually rules.
They are only guidelines on applying the
core rules of Warhammer 40,000 to this
amazing new environment. That's it.”

If this sounds like there are no
differences between Warhammer 40,000
and Cities of Death, you couldn’t be more
wrong. The nature of urban combat —
desperate, close and bloody - i
represented by stratagems. Each player
chooses up to three of these at the
beginning of the game. These vary, being

_____~—={)COVER SAVES

Urban environments present
plenty of cover for infantry,
something lightly armoured
armies like Imperial Guard
and Eldar benefit from greatly.

encompassed in various sub-categories
such as Dirty Tricks or Obstacles, but each
essentially gives you something, be it an
ability, deployment option or special
building, that you can use in the game.

“It is a specific environment, and
specific environments bring various twists,
plot hooks, and, literally, strategies. If you
think of urban combat, you think of
snipers, of troops dashing across wrecked
streets into cover, of blowing up buildings.
40K is a broad church, it covers a lot, but it
can’t cover that level of detail. The idea
with these expansions is that you can
zoom right in to an area, and pull out
some of the things that characterise it. But
it's still Warhammer 40,000 — it's just a

very specific type of Warhammer 40,000.”

Sk
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The centres of government on Imperial
worlds, these buildings exude power.

Cirgmaan

A tale of two cities

Andy is very happy with the stratagems.
They've proven to be a great way to add
flavour to a games system without rewriting
the rules.

“The result is that Cities of Death works
on two levels,” says Andy. “A beginner or
someone who just wants a pick-up game
can dip in and play. You can just turn up
with your regular 1500-point army. You
don’t have to drop out your favourite units
to include smoke-launching infantry or add
other weirdness, and you don’t have to
convert your models or create a new army.
Stratagems don’t cost any points at all —
both players have to take them, but you
don’t lose any of your models whatsoever
by doing so.

PLUNGING FIRE

RS R R e R

But, on the other hand, you can go all-
out and immerse yourself totally in Cities
of Death.

“You can use the stratagems to theme
your army; for example, my Imperial
Guard regiment is themed entirely around
the Combat Engineers stratagem. They
have urban bases and look really grizzled.
But they will still work in a game of
Warhammer 40,000. It is very important
that we get this right with the expansions,
that you can play them straight out of the
box, but you can also immerse yourself in
it totally.

“I think we've managed it with the
Cities of Death expansion,” continues
Andy, “and we can envisage lots of other
environments where we can use

One stratagem your army can sele_ct is
that of plunging fire, which reduces
enemy cover saves, and makes it more
difficult for vehicles to pass their
Concealed rolls.

The arched details are a recurring
theme in gothic architecture.

This skull panel was one of
those sculpted digitally.

>>> More on page 57

This brilliant new basing kit is
available to buy for a limited
time only. It contains all you
need to create realistic city
bases for your models,
including different grades of
slate, detailed resin pieces and
even razorwire!

LDI DNISVE NVaIN
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CITY RUIN FRAMES

The ruined buildings come on
four different types of frame.
There are three distinct
architectural styles:
Manufactorum, Adeptus
Administratum and Sanctum
Imperialis. These can be mixed
up as you please to create all
manner of intact or ruinous
Imperial buildings, from tiny
power generators to enormous
Imperial palaces! The generic
frame contains the floors and
a variety of extras - including
lamps and buttresses — to
embellish your buildings or
personalise your city streets.

28 WHITE DWARF CITIES OF DEATH
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Adeptus Mechanicus facilities can be found
all over the galaxy.

The biggest features of
the Adeptus Mechanicus
buildings are the
modelled on machinery
and indlustrial details.

stratagems. We have ideas for future uses
of them already...”

Some of these ideas are being cogitated
upon now, not that we can tell you about
them just yet, oh no.

Building the future
The ruin kits, the impetus to create Cities of
Death, were the brainchild of Dave
Andrews, one of Games Workshop's
resident terrain-building geniuses.

“Making scenery is something that | do
for a living, but it’s also something | do as a
hobby,” says Dave. “I have always enjoyed
it, and | have always wanted some
Warhammer 40,000 buildings. The idea
came from one of our computer games. |
wanted some reference on buildings |

T
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-J) DREADNOUGHTS

g Dreadnoughts and other Walkers
come into their own in Cities of
Death. They move like infantry
in the game, and thus suffer none
of the risks that can affect other
vehicles — risks such as falling
through the floor and being
buried in rubble if they fail their
difficult terrain test!

il e .
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could make for the tabletop game, and
when | was looking at the digital models |
noticed they had constructed them out of
tiles. | thought that that would be great on
the board too.”

Dave set to making a Warhammer
prototype (look carefully and you will see
these in the forthcoming new Warhammer
rulebook), working on the principle that
he'd get it wrong first time and then learn
from it. That's not to say he has less respect
for Warhammer buildings...

“Oh no! The reason | chose
Warhammer was because when we have
an idea for a potential model, you have to
sell that idea to everyone, and | thought a
medieval-style building is more
recognisable for what it is.”

PR
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.Not every structure in a war-torn
city needs to be a ruin.

() VERSATILE KITS

.Dave Andrews designed the building tiles so
that they could be used to create both intact
and ruined buildings Here is an example of
an undamaged building made up of pieces
from all three building sets.

The sloping panels at the
rear were created through
clever use of the generic
frame’s buttresses

“ The double-sided panels from the kits
are all compatible, allowing for a

massive variety of different buildings.,,

S3AVOIYYve m

After his cunning plan of making was gameability. | mean, I've made all that
buildings was approved, Dave set to work. kind of scenery where you have to take the
“I wanted to create a kit that would roofs off, and then you've got to try and get
make both ruins and complete buildings, | your hand inside — it gets fiddly quickly. So
know that ruins are easier to use in a I've designed the floors so that they're
game, but it never looks right when quite high — 3". The floors are also narrow;
absolutely everything is wrecked. | think wide enough to accommodate a model on &
the kits succeed as both, though you need a 40mm base, but not wide enough to get i
a few sets to make an undamaged in the way during play.” 35%
building,” he says. And that’s one of the most important :
“Throughout, my major consideration things about this expansion - the buildings The new resin barricades have been

designed to fit the building sets.

s =

www.games-workshop.co.uk/citiesofdeath 29
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Cities of Death does not require you to convert models; you
can just play with your standard army. However, it’s plenty

of fun if you do!

i) BLOOD RAVENS SCOUTS

By Darren Latham

@LAYED ONES

i By Pete Foley

The generic frame
is festooned with
details. It even has
this lamp post on
it, which lets you
model an entire
city, right down to
the street details!

WHITE DWARF CITIES OF DEATH

fit the rules and the rules fit the buildings,
both have been designed to complement
each other.

41st Millennium decor

Once Dave had worked out the mechanics
behind the buildings” modular
construction, the other challenge was
collating material which would help the
concept artists decide on a look for the
buildings. “You’d imagine that we'd been
doing Warhammer 40,000 so long that
we’d know what buildings in the 41st
Millennium looked like. But no,” he
laughs, “I went through every publication |
could find that we'd printed making copies
of urban environments. Most tended to be
buildings in the distance with explosions

€) ORK KOMMANDO

d By Adrian Wood

on them — not very useful! All our other
visual reference tended to be of vast
skyscrapers and palaces, which look cool,
but which aren’t very practical. So we
wanted to capture that grandeur and scale
in the kits while making them gameable.
We did not want something that looked
like an office block. And though Stalingrad
was something that was bandied about as
being very similar to what we were trying
to do with Cities of Death, it certainly
should not look like World War I1.”
Dave's original shapes informed much
of the basic design — the windows stayed
the same shape right the way through
development, for example, but it was

continued on page 33 >>>




s @ IMPERIAL GUARD

; ) By Richard Taylor
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@ VINDICATOR

4 By Mark Jones

€D BLOOD RAVENS SCOUTS
Darren has converted the plastic
Space Marine Scouts to reflect their
urban environment. Equipment from

the Heavy Weapon Cadian set is used

to show that these Scouts are on a
prolonged cityfight campaign. Night

vision goggles are essential, as are the

converted re-breathers to protect
against fumes and gas attacks.

@ rLAYED ONES

These models have been converted to
represent the Sewer Rats stratagem. By
using copper piping, aluminium mesh

and spare plastic components, Pete

has created a real sense of menace in

the shadows of the city.

€ ORrRK KOMMANDO

Veteran Warboss Adrian Wood made
this model as a precursor to a much
larger city-themed Mob. The ‘bang-
stick” is used to poke through
windows and hatches to blow up the
enemy. The fence-cutters-cum-combat
weapon was made from brass rod and
bitz taken from plastic Ork sprues.

@ IMPERIAL GUARD

These scenic bases were created using
pieces of the old Warhammer 40,000
Gothic Ruins kit. The camouflage
scheme is painted all over the models,
including their guns and equipment,
so that they really blend into their
environment.

Eaak Fusacaans suns ¥ L ok fe-hm%%

€) SIEGE UPGRADE

The Siege Shells stratagem allows
ordnance weapons to demolish
buildings and, to represent this, Mark
Jones decided to scratch-build his
own demolisher cannon! This weapon
was built from a sawn-off length of
copper piping, usually used for
plumbing jobs, with some plastic
tubing as a mount. The reinforced
armour around the weapon was made
from plastic card and a selection of
components from Mark’s extensive
bits box.
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=" () SISTERS OF BATTLE

b By Kirsten Williams

By Chad
Mierzwa
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Kirsten’s Battle Sisters are mounted on
simple scenic bases, which all feature
rubble. Additionally, she’s kitted them
out with frag grenades (handy when
assaulting cover), and various scraps
of equipment such as ropes, sights
and scanners. Finally, the sheer
number of flamers and meltaguns is
very useful in a cityfight!

€ CARNIFEX

Chad'’s Carnifex has the Wrecker
stratagem, allowing it to plough
through ruins, leaving destruction in
its wake. Metal components from the
classic Hive Tyrant and Old One Eye
make this model look well-armoured.

32 WHITE DWARF CITIES OF DEATH
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€) snipER TEAM

Neil painted all of the Tau with the
Green colour scheme, and so painted
this Sniper Drone team to match.
Here, he’s created a mini-diorama,
replacing the Drone’s flying stand with
wire, and mounting both models on a
large base with an urban theme, made
from leftover ruins sprues.

STORM TROOPERS

Inspired by modern-day Navy Seals,
Richard has converted these models to
look as though they are surfacing from
a canal into the urban warzone.
Oxygen tanks, black armour and infra-
vision sights are very evocative of a
night-fighting stealth mission.

SNIPER TEAM

By Neil Green

€D DREADNOUGHT

Mark converted this Dreadnought to
have the Wrecker stratagem. This
time, the stratagem is represented by
two short-range missiles, made from
Cities of Death lamp posts! Note the
heavy flamer — lethal in closely-
confined city ruins.

@ BLACK LEGION

Christian already has a massive Black
Legion army, but he got so excited by
Cities of Death and the new ruins kits
that he’s started to re-base his entire
force using the slate and resin parts
from the Urban Basing kit. Mad!




? STORM TROOPERS DREADNOUGHT -
By Richard Taylor ;

By Mark Jones - \
& Chad Mierzwa Gl ey e

? BLACK LEGION

By Christian Byrne

>>> continued from page 30 think he started it the week he arrived here,

concept artist Roberto Cirrillo who added so that's pretty impressive,” says Dave.

in the majority of the detail. “Roberto drew Colin Grayson and Tim Adcock then

intact buildings first, basically to get his converted it onto computer using our shiny

head around how they worked as new technology. The buildings were then

structures.” He then ‘smashed’ them up in supposed to be turned into moulds, but

his mind and drew ruins. Now that’s art! actually some of the sculpting was done on

“After that he drew individual panels. He the machine, like the skull-filled panel

did loads, actually. Far more than we could from the Adeptus Ministratum building.

ever use, so it became a matter of picking All this means that you do not have to

the bits to make three individual styles that labour long hours to create a city.

you would also be able to mix and match. “The problem with Cityfight,” says

| believe the overarching style is English Dave, “was that it required you to make an

perpendicular gothic,” he pauses, “That's a entire city. It's not beyond the skills of most

John Blanche phrase.” gamers, but it takes forever and then there 80%
The concepts were then taken up by are problems with storage, unless you are ;ﬁi;ﬁrﬁgf’;:ﬁ;m'?oo

? / . ; 5 g perfect for
sculptor Mike Anderson and turned into in a club or something. The new buildings creating objectives and scatter

actual-sized models. “It was his first job, | mean that this is no longer the case.” pieces for Cities of Death
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Everything in this Battle Report, from
X the battlefield to the counters, can be
‘ bought from your local Games
Workshop. How easy is that? In this
it game, Andy Hoare and Adam Troke
i command the Imperial Guard and

Orks respectively.
ADMINISTRATUM (]
BUREAU

BETA SECUNDUS

SANCTUM h
MINORIS

i

SAINT VARTER’S
SANCTUM

MISSION:

FIRESWEEP

This mission calls for each
side’s scoring units to
‘Plant the Flag’ in
buildings they pass
through. Once a flag is
placed, the ruin is
claimed, until an enemy
scoring unit replaces it
with a flag of their own.
The side with the most
flagged City Ruins at the
end of the game wins

MUNITIONS

i

USED IN THE GAME:

e 1 Imperial City
* 1 Battlemat

¢ 1 Cities of Death
Counter Set

e 1 pack of Razorwire

¢ 1 Warhammer 40,000
Accessories set

¢ 1 Set of Urban
Barricades and Walls

34 WHITE DWAREF CITIES OF DEATH
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MANUFACTORUM

ities of Death really is easy to get
‘ into. To illustrate this we’re playing

a game using nothing but scenery
and accessories you can buy, and two
standard armies that you might find

fighting on any kind of gaming setup.

Terrain
Andy and Adam agreed that a Gamma-
level game would serve as a good
introduction to the new rules and missions
found in Cities of Death. A Gamma-level
cityfight makes use of two stratagems per
side, and between four and six ruins on a
4' x 4' table.

In order to ensure a claustrophobic
game in which few lines of fire are
available, each player takes it in turn to

DELTA 10

place ruins, starting in the centre of the
table, and working out from there.

Adam won the roll-off to determine
who would place the first ruin. This has
to go down within 6" of the centre of the
table. He placed a large Sanctum
Imperialis building right in the middle,
one large enough to block most fire, and
thereby protect his Ork Boyz.

Andy then placed a Manufactorum
building, which had to be within 6" of the
first piece. Adam and Andy then took it in
turns to deploy the remainder of the ruins,
until they had the six that were required by
the Gamma game level. They then placed
the rest of the terrain, which mostly
consisted of tank traps, street furniture
and barricades.
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BATTLE REPORT |

~«7) TANK ENGINE
MANUFACTORUM
e ~{) ADMINISTRATUM
BUREAU

" ALPHA LAMBOLA: GROX RENDERING

Get this complete
Cities of Death
Battlefield for £100

b e et
Mission his deployment zone and two close by,
There are five cityfighting missions to while Andy had none in his deployment
choose from, each presenting a different set  zone, with only one close by.
of objectives and means of achieving them. Forces in a cityfighting mission are
Adam rolled the dice to determine which deployed in a different order to
would be played, resulting in a ‘1" - conventional Warhammer 40,000. It's the
Firesweep. All of the cityfighting missions Troops that go down first of all, because it's
make use of table quarters, which further infantry that are key to taking and holding
cuts down on fire lanes. a city. Adam won the dice roll to

determine who would place a unit first,
Deploy Forces and deployed his Gretchin mob as close to
The guys rolled off to see who would the centre of the table as he was able (no
choose which quarter to deploy in, and unit can be within 12" of the centre of the
Adam won. He chose his quarter so as to table). Placing this disposable unit of
force Andy, who had to take the opposite unimportant Grots so far forward forced
diagonal quarter, to set up in an empty Andy’s squads back, as he would not be
quarter with little cover. Sneakily, Adam able to place a unit within 18" of any of

would start the game with one City Ruin in Adam'’s models.

Stratagems are central to
Cities of Death games. Out
this month, the counter set
makes it a doddle to mark
your stratagems and other
game effects on the tabletop.

)
e

Spoils of War  Spoils of War Target

-
¢)

Command Centre  Observation Point

Sacred Ground Smoke

)

Medicae Sewer Entrance
Facility

)
AN

Dangerous Ruin  Fortified Building

i

Ammo Dump Fuel Dump
Power Generator Searchlight

Booby Trap

&
®i®

Flag Flag
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GET DA BOYZ READY!

Adam: Since we're showcasing the Cities
of Death expansion, and not a new army, |
got dibs on the Orks. Greenskins are lethal
in a city, where cover saves are plentiful
and short range ferocity is king. The
Warboss was my first choice, and |
selected a unit of twenty Slugga Boyz to
see him safely to the enemy. Three burnas
and a Nob with power claw finished that
squad off nicely, and guaranteed some
close-quarters goodness. A unit of 20
Shoota Boyz with three big shootas was
next, perfect for holding buildings and
trading fire with Andy’s Guard squads. |
was expecting to face a Hellhound or
Demolisher in Andy’s army, so a unit of
Tankbusta Boyz was a must. With three
rokkit launchas, tank-busta bombz and a
power claw, they’d be my best shot at
killing enemy armour. A mob of eight
Stormboyz was next up — speed and
manoeuvrability are essential in a city, and
these lads provide it.

A Big Mek with a kustom force field is
always handy in an Ork army, and the new
model is just great. | added one of these,
plus an Ork Dreadnought and two Killer
Kans for him to tinker with. A battery of Big
Guns can give Orks extra punch at long
range, and Zzap Guns always hit. With
three of them I'd be able to deal with an
armoured push if Andy tried it.

The new Ork Kommandos were an
essential pick, as they are just far too cool
to leave behind. In Cities of Death games,
their Infiltrate ability combined with the
Slippery special rule can make them
awesome. Some Burna Boyz to back up
the Kommandos seemed like a good idea,
too. Strength 4 weapons that ignore cover
saves are great value, at only 6 points. Last
were the Grots. The Orks’ worst enemy in
a city is slowness and a unit of 30 Gretchin
would allow me to reroll difficult terrain
tests and get stuck in as quickly as
possible. My plan is simple. Hurl myself
across the battlefield and slaughter the
humans. Couldn’t be easier — right?

WHITE DWARF CITIES OF DEATH
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WARBOSS BUZZGOB @
Shoota/Skorcha kombi weapen

(kustom job: shootier & maore

dakka), ‘Eavy armour, choppa,

attack Squig, tankbusta bombz,

and frag stikkbombz.

BIG MEK
Kustom force field, Mekboy's tools,
choppa and frag stikkbombz.

BURNA BOYZ 6

1 MEKBOY

With power claw
and slugga.

4 ORK BOYZ
With sluggas and
3 burnas.

6 TANKBUSTAS

1 NOB
Slugga and choppa, frag and

SLUGGA BOYZ 6

1 NOB tankbusta bomz,

Power claw 9 ORK BOYZ

and diuges Sluggas, frag and tankbusta homz
19 ORK BOYZ and 3 rokkit Jaunchas.

Sluggas, choppas, and

3 burnas.

6 DREADNOUGHT

Big shoota and skorcha.




il BATTLE REPORT

o
6 SHOOTA BOYZ
amm _ 1NOB
Shoota (kustom jab:
shootier & more dakka)
19 ORK STORMBOYZ
Shootas and
3 big shootas.
STORMBOYZ é
1 NOB
Shoota (Kustom iob} more Adam TI"O’(e
Pa T ooter e Adam has spent the last
+ ORK STORMBOYZ few months planning the
Sluggas and choppas, s
frag and krak stikkbomz. Fall of MGCJ‘U.SEI v =
campaign with the Global
Web team, and despite the
obvious cruelty involved,
KOMMANDOS it’s clear he’s terribly
mmm | TKAPTIN excited about killing his
Power claw, frag and i
krak stikkbombz. first world.
’ 7 ORK KOMMANDOS
! Sluggas and choppas and L-r
1 burna,
2 KILLER KANS
1 with rokkit launcha and
1 with scorcha.
3 ZZAP GUNZ 6
With 6 crew.
Adam: The first stratagem on the list
was infiltrate. This allows a unit that
has the Infiltrate special rule to benefit
from it in a Cities of Death game. In a
city, with the terrain set up so dense,
it's easy to deploy 12" away from the
enemy. My Kommandos will be able to
i get stuck into Andy’s Imperial Guard
right from the start of the game.
Sewer rats was my second choice.
GRETCHIN Allowing a single unit to deploy on the
MOB board through one of several sewer .
1 SLAVER markers, sewer rats are a great way to Adam’s Burna Boyz
Grabba stik. ; A g took advantage of
R sow disruption in the enemy force. | Cver Rt

nominated the Burna Boyz for the role
— if they could get in amongst the
Imperial Guard, all those flamer Infiltrate allowed the
templates would cause a world of hurt.  Kommandos to use their skills.

Grot blasters.

www.games-workshop.co.uk/citiesofdeath
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COMMAND SQUAD @

HEROIC SENIOR OFFICER
COLONEL FEREN

Power sword, laspistal,

frag grenades and melta bombs.

COMMISSAR 1SSACK
Power fist, close combat weapon and
frag grenades,

. SANCTIONED PSYKER SCANR
Honorifica Imperialis, master-crafted f

Andy Hoare force weapon and frag grenades.

~ = 4 GUARDSMEN
Andy works on the Games G
Development team in the and frag grenades.
Design Studio, and has
o been kept busy writing the EY
rules for Cities of Death.
In his spare time he paints

2 SENTINELS é

Multilasers.

tanks, lots and lots of INFANTRY
lovely tanks... PLATOON A
COMMAND SQUAD A
LT KWARSKI JUNIOR OFFICER
w Power sword and plasma pistal.

4 GUARDSMEN

Lasguns, 1 melta gun and

1 missile launcher.
COMMISSAR M'KANE

Power weapon and bolt pistol.

INFANTRY SQUAD A1
1 VETERAN SERGEANT

Laspistol and close combat weapon.
9 GUARDSMEN

Lasguns, 1 grenade launcher and

1 heavy bolter.

INFANTRY SQUAD A2
1 VETERAN SERGEANT

Laspistol and close combat weapon.
9 GUARDSMEN

Lasguns, 1 plasma gun

and 1 heavy bolter.

256 roins_

LEMAN RUSS 6

DEMOLISHER

Hull lascannon, sponson
plasma cannons, track

guards and rough terrain
miodification.

g STRATEGEM CHOICES

Andy: When facing oncoming hordes of A

angry Orks, | like to take at least one
stratagem that has a chance of slowing
down their advance, so | took razorwire,
which comes in the form of 6" sections,
each counting as difficult terrain. My other
choice was a power generator, which allows
a unit to re-roll failed rolls to wound in the
shooting phase — very useful for my Strength
3 lasguns when blasting Toughness 4 Orks.

200 Points

Power Generator

Razorwire
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PLATOON B
COMMAND SQUAD B

2ND LT HAIK JUNIOR OFFICER
Power fist and laspistol.

4 GUARDSMEN
Lasguns and 1 missile launcher,

INFANTRY SQUAD B1
1 VETERAN SERGEANT
Laspistol and close combat weapon.

9 GUARDSMEN
Lasguns, 1 plasma gun
and 1 heavy bolter.

INFANTRY SQUAD B2
1 VETERAN SERGEANT
Laspistol and close combat weapon.

9 GUARDSMEN
Lasguns, 1 grenade launcher
and 1 heavy bolter.

245 Points

é RATLING SNIPERS
10 RATLINGS
Sniper rifles.

é HELLHOUND

Smoke launchers, track guards,
e rough terrain modification and
extra armour.

— =

LEMAN RUSS

Hull lascannon, smoke
launchers, sponson heavy
bolters, track guards, extra
armour and rough terrain
maodification.

5 !83 Points

-t
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FOR THE EMPEROR!

Andy: | love cityfights; the dense terrain,
the endless opportunities for close-in
mayhem and the brutal slogging matches
that erupt around key objectives are, to
me, what warfare in the grim darkness of
the 41st millennium is all about. When
Codex Battlezone: Cityfight came out, my
main army was the Iron Warriors. | soon
realised the error of my evil ways,
however, and have, for the last year or two,
played Imperial Guard almost exclusively.
For that reason, I'm very glad I'll be taking
the Cadian Shock Troops into the city for
this Cities of Death battle report, as | find
the Guard to be an excellent army to use
in this environment. The only restriction
placed on my army selection was that it
should be fairly representative of a normal
army, the kind that you'd take to a pick-up
game. However, it is entirely possible to
construct an army specifically to thrive in a
city, particularly if you know what enemy
you are facing.

So, my Cadians were mustered and
organised around a Company Command
Squad and two platoons comprising a
Command Squad and two Infantry Squads
each. Heavy weapons took the form of
missile launchers and heavy bolters - I've
found that, with all the cover saves around,
it's better to throw lots of mid-strength
shots at an opponent than single, high
strength shots. I've recently learned a new
trick that I've been having some success
with when using my own Imperial Guard
of late, but only Imperial Guard players are
allowed to read this, okay? Okay. | take a
Sanctioned Psyker in my Company
Command Squad, equipped with a master-
crafted force weapon and given the
Honorifica Imperialis (giving him the
profile of a Heroic Senior Officer). As he
isn’t an independent character he can’t be
picked out in close combat, making him a
nasty surprise for Daemon Princes, winged
Hive Tyrants and Ork Warbosses.

Lastly, | took an armoured column
comprising a Leman Russ, a Leman Russ
Demolisher, and a Hellhound. The
Hellhound in particular can be devastating
in a cityfight, as no cover saves are
possible from its Strength 6 template attack.
| have two in my own Imperial Guard
collection, for just such occasions.

.games-workshop.co.uk/citiesofdeath




Sentinels
By standing on top of the Sewer
marker, the Sentinel ensures that
Adam’s reserves can’t use it to enter
play, as no model can ever get within
1" of an enemy unless they are
assaulting it, and models cannot
assault in the turn they deploy from a
sewer. Units that don’t have to move,
such as Whirlwinds and Basilisks, are
great for denying sewer markers — if
you see one in your deployment
zone, sit something big on it!

Imperial Guard
@ Command HQ ' Sentinel

Ratling Snipers
@ 5 P Leman Russ
@ Demolisher

- Infantry
Platoon A

@)

Leman Russ

Hellhound

@
.~ Infantry
K) Platoon B
@

DEPLOYMENT

Orks :
. Warboss ® Kommandos -
] @ Big Mek @M Tankbustas

@ Shoota Boyz @ Zzap Gun

Sl B
© slugea Boyz W Dreadnought
; ) Grots
Femse  Razorwire O Stormboyz t@ Killer Kan

Power Sewer
Generator Entrance
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Hellhound

The Hellhound’s
Strength 6, AP4 inferno
cannon is a template
weapon, and therefore
ignores cover saves.
This makes it lethal
against Orks, Tau Fire
Warriors, Eldar
Guardians, Gaunts and
Termagants — anything,
in fact, not equipped
with power armour or
better. This was proven
in the very first turn,
when the air was filled
with the smell of
burning Ork. Nice!

Sneaky Gitz

Ork Kommandos can Infiltrate, and Adam used this special

rule to deploy them in a very threatening position on the

Cadians’ right flank. Their Burna inflicted serious damage
right from the off — Andy would have to deal with this very
real threat as soon as possible, or risk losing half his army!

TURNS 1-2

Andy wasted no time in moving his
Hellhound forward to a position from
which it could see the Shoota Boyz mob
sweeping round on his right flank. The
remainder of his forces moved out too,
with A Platoon and the Sentinels moving
into the ruins on their right to take up
positions from which they could fire on the
infiltrating Kommandos. The Sentinels were
able to take up positions standing on the
Sewer marker, stopping any of Adam’s
reserves using it to deploy from. Infantry
squad A1 opened fire on the Kommandos,
using the re-roll to wound granted by the
power generator stratagem to great
advantage. Once the hail of fire had hit
home, only two Kommandos and the Nob
were left standing! Next, Andy’s Hellhound
opened fire, killing eight Shoota Boyz and
two Tankbustas. Though carnage reigned
on the right flank, Adam was unfazed.

In his turn, Adam moved his army
forward, the Kommandos in particular
gaining a position from which to launch an
assault, but not before the Kommando with
burna had incinerated three Cadians from
squad A1, and one from A2.

The first turn culminated in Adam'’s
Kommandos cutting through the survivors
of squad A1. However, Commissar M'Kane
drew his power sword and despatched the
remaining Kommandos, leaving only the
Nob to fight on alone.

In Turn 2, Andy moved the Hellhound
forward to a hull down position, while the
Leman Russ and the Demolisher trundled
forward, preparing for a devastating
barrage of battlecannon and demolisher
cannon fire. The Hellhound was less
fortunate this turn, only gaining partial hits.
Although a whole mob might have fallen,
only a single Ork boy was killed.

The Cadian’s other tanks were able to
target all of the remaining Shoota Boyz and
Tankbusta Boyz. As the smoke cleared,
only one boy from each mob was dead,
but the surviving Tankbusta Boyz had seen
enough, and failed their morale check,
falling back towards their table edge.

In Andy’s assault phase, Command
Squad A led an all-or-nothing charge
against the Kommando boss, and nearly
paid the price for their rashness! In the
end, it was Commissar M’kane who
dispatched the Kaptin with cold efficiency.

Adam’s turn saw the Grotz swarming
into the central building. One of the fleeing
Tankbusta Boyz earned his pay when he
scored a Weapon Destroyed result against
the Hellhound, blowing off its inferno
cannon, much to Adam'’s delight.




TURNS 3-4

Turn 3 opened with squad B2 leaping out
from around the corner of a building and
opening fire at the Stormboyz. If they could
do enough damage, they might have a
chance in the ensuing fight. The remainder
of Andy’s army advanced to contest the
central ruin. Finally, its usefulness severely
reduced but by no means out of the fight,
the Hellhound backed up to take cover at
the edge of Manufactorum Alpha 12.

Andy’s shooting phase started in
devastating fashion, as squad B2 unleashed
all of their weaponry on the Stormboyz,
killing three. A reasonable result, but one
madle all the more effective when the Orks
failed their Morale check, and then their
Mob check, and fell back off the table
edge! Adam'’s response was suitably Orky,
as he brought the Burna Boyz onto the
table via a sewer marker. Vengeance for
the death of the Stormboyz was soon
unleashed, nine troopers of squad B2
falling prey to the Burna Boyz.

The highlight of the turn (for Adam at
least) came when a fleeing Tankbusta
turned and fired a parting rokkit launcha
shot at the Leman Russ. Adam rejoiced as
he rolled a Vehicle Destroyed result,
removing the tank in one, spectacular shot.

Realising that time was running out for
him to claim objectives, Andy moved his
central units into an aggressive position
from which they could attempt to clear the
central building of the green tide washing
over it. Squad A2, along with the Company
Command squad, opened fire on the Grotz
swarming towards them, their flamers
clearing every visible target before them.
With so many of their fellows immolated,
the remaining Gretchin went to ground

With the Burna Boyz presenting such a
threat on the left flank, the Ratlings
desperately opened fire on the Orks
advancing through the ruins towards them.
Though only a single Burna Boy fell, the
Orks failed their Pinning test, yet the
Ratlings knew their continued survival
depended on their being successful in their
next Shooting phase.

Adam pressed his advance, his left
flank moved forward, but was drastically
slowed by the razorwire Andy had placed
across the road. Adam’s shooting
accounted for most of Command Squad A,
before the Dreadnought charged into the
Sentinels. Andy had misjudged the distance
between the two and would now feel the
full wrath of an Ork assault. Though the
Dreadnought only Stunned a Sentinel, the
Slugga Boyz had more luck, cheerfully
hacking into B Platoon!

42 WHITE DWARF CITIES OF DEATH
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Morale

What happened there?! While Andy’s move with his infantry
squad was bold, it really was a gamble. Fortunately for him
it paid off, and then some, as Adam'’s Stormboyz failed both
their Morale test and the subsequent Mob check. We
caution players against relying on this when fighting against
Orks though!




Grot Mobz

Forth the walking
carpet! Gretchin let
your Orks re-roll
failed difficult terrain
tests (at the cost of
bootprints on their
faces). Just the job for
Cities of Death!
Adam siezed this
advantage, gaining
precious inches of
movement.

Tank Hunters

Warhammer 40,000 games can sometimes
be made all the more entertaining by
freak occurences and hundred-to-one
shots. Just such a thing happened here,
when Adam’s fleeing Tankbusta Boy
claimed a Leman Russ with a lucky shot!

Dreadnoughts

"?3“ Thanks to their manoeuvrability, walkers are incredibly effective
in Cities of Death. Able to travel through areas too tight for tanks,
to occupy buildings, and nearly impossible to shift, Adam'’s
walkers really started to pile on the pressure.
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Charge!

Having read their Uplifting Primer
before the start of the battle, and
being fully convinced that the Orks
would fall back in the face of
superior human combat training, B
Platoon’s Command Squad charged
the Burna Boyz outside the Bureau
of Grox Rendering. All too late, they
realised that Ork muscle and nasty
flame weapons weren't to be trifled
with, and the unfortunate
Guardsmen were cut to ribbons!

44 WHITE DWARF CITIES OF DEATH

Cover Saves

Surviving a cityfight is all about making
use of the abundant cover, as
demonstrated when Adam’s Boyz
withstood the combined fire of a Leman
Russ and a Leman Russ Demolisher in the
same turn! In an open game, the Boyz
would have been slaughtered, but in a
cityfight, they survived to take the fight to
the Cadians.
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Man and Machine

Trying to hold onto
Manufactorum Alpha 12, Andy
occupied it with A Platoon’s
Command Squad. However,
as expected the lumbering
Dreadnoughts and Killer Kans
obliterated the brave
guardsmen, claiming yet
another building for the Orks!

Might versus Psyche...

Andy had kept his Psyker’s upgrades a tightly-guarded secret
throughout the game, and had annoyed Adam sufficiently to
make him charge Master Scanr. Thinking he had nothing to
lose, Warboss Buzzgob went in swinging, only to have his
soul sucked out by a psychically-charged sword-stroke!
When the smoke cleared, both heroes lay dead in the
rubble of Fortunis!

TURNS 5-6

Taking stock of the situation, both players
could see that the battle was balanced on a
knife-edge. With everything to fight for,
Andy commenced his shooting phase.
Every trooper and vehicle not engaged in
close combat opened fire on the Slugga
Boyz in the central ruin and the Burna
Boyz to the left. Scores of dice were
thrown, and over a dozen Orks wounded.
But once again the cover saves afforded by
the City Ruins saved the life of every last
Ork bar a single, hapless Slugga Boy who
misunderstood the order to hit the ground.

Realising that the battle had just swung
decisively his way, Adam wasted no time
in opening fire with his Killer Kanz, Slugga
Boyz and Zzap Guns, slaying Guardsmen
and Ratlings all over the table. In the
inevitable assault, the Dreadnought wiped
out the Sentinels, and the Burna Boyz
barbecued the plucky Ratlings.

With the last turn of the game looming,
Andy resolved to fight to the bitter end.
The surviving Orks might be overunning
the ruined city, but the Cadians would not
admit defeat until every last magazine of
ammo was spent!

With the city ruins awash with howling
greenskins, the surviving Cadians prepared
to sell their lives dearly. In a last-ditch
effort to contest the central building, Andy
sent the Hellhound forward, the armoured
vehicle crashing into the ruins and the
midst of the Slugga Boyz, but they passed
their Tank Shock test.

Master Skanr, the Sanctioned Psyker
and the only survivor of the Company
Command Squad, fell back across the road,
heading for the dubious safety of the
rapidly diminishing Cadian lines.

Adam’s shooting decimated the
majority of the surviving Shock Troopers,
the Warboss using his skorcha to wound
the Sanctioned Psyker as he fled.

In the assault phase, the Slugga Boyz
assaulted the Chimera, the burnaz cutting it
into molten chunks, while the Killa Kans
stormed Manufactorum Alpha 12,
overunning the last defenders in a typically
bloody eruption of Orkish violence.

The final act of the game came as the
Warbaoss charged into combat with the
wounded Sanctioned Psyker. Both struck
simultaneously — each wounding the other.
Master Skanr made a successful psychic
test and, with his dying breath, sent the
Ork’s soul screaming into the Warp!

A suitably heroic ending to bloody
battle — the unstoppable green tide of
Waaagh! Buzzgob had laid waste to
Cadia’s finest, but at what cost?
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(.




Star Player

Model of the match for me
was the Hellhound — if it
hadn’t been for that lucky
Glancing Hit, it might
have incinerated the entire
Ork horde on its own...

&

Star Player

The Burna Boyz had the
right stuff in this game,
single-handedly sweeping
the right flank clear and
securing me the

L L

Administratum buildirigt/

AFTER-ACTION EXCUSES

Andy: And it all started so well! For the
first few turns my shooting was looking
like it might clear the Orks out of the
buildings near my deployment zone,
allowing the Cadians to move into them
uncontested and plant their flags for the
glory of the God Emperor of Mankind.
But it wasn't to be. Adam’s choice of
deployment zone was a very wise one,
and | had trouble compensating for the fact
that he started the game with two flags,
while | had none.
However, there were some points | very
much enjoyed. The Hellhound setting

plasma fire, and sending them packing.

Although it came at my expense, | must
say that the Tankbusta Boy firing his rokkit
launcha at the Leman Russ as he legged it
following the slaughter of his mates was
hugely entertaining, and the sort of
moment | personally enjoy in a game and
would never begrudge my opponent for
pulling off.

Hopefully, I've shown that an army not
specifically tailored to fight in a city can
still provide a very entertaining game; and
as I'm sure Adam’s victory shows, provide
a different sort of experience. Perhaps the

“ The Hellhound setting entire Mobs of

Ork Boyz ablaze was, it goes without
saying, something of a great highlight. ,,

entire Mobs of Ork Boyz ablaze was, it
goes without saying, something of a great
highlight. The way the Stormboyz were
dealt with was hugely entertaining too,
with the Cadians leaping out from cover to
hose down the Orks with lasguns and

venerable White Dwarf will allow me to
field my own Imperial Guard army in a
cityfight sometime, and | can demonstrate
how an army can perform when
specifically tailored to the unique
challenges of the Cities of Death.

LET THAT BE A LESSON TO YOU!

Adam: Waaagh! No, seriously - that’s the
only word to describe it. By turn three |
was feeling like (yet another) Battle Report
was going to go against me, but in true
Orky style the Boyz managed to romp
home to victory.

While the Tankbustas, Shoota Boyz,
Stormboyz and Kommandos were chewed
up in the assault, the Slugga
Boyz (aided by those
wonderful Gretchin) were able
to storm through the centre.
Once | got that enormous unit
into the centre building it
would have taken something
seriously impressive to shift
them, and thankfully the Hellhound was
dead!

My stratagems turned out to be good
choices — although | misjudged the amount
of firepower Andy would bring against the
Kommandos. They did well in the end, and
the Burna Boyz were amazing! Burning one
Guard Squad to cinders, grilling the Ratlings
and clobbering a Command Squad all in the
space of two turns.

WHITE DWARF CITIES OF DEATH

Not everything was peachy though. |
was foolish to take Zzap Guns instead of
Lobbas — in Cities of Death indirect fire is
lethal. | also wasted the Stormboyz, leaving
them in the open. Thankfully it all turned
out well in the end, despite my mistakes.

For Andy’s part, | think he failed to go
on the offensive for too long. In part | stole

‘ I also wasted the Storm
Boyz, leaving them in the

open like that. ,,

the initiative with the Kommandos, but
letting me get into the centre building
relatively unmolested was a definite
mistake. Oh, and Ogryns, Imperial Guard .
should take Ogryns.in Cities of Death games
every time! Take it from me. -

We even got to have a duel-to-the-death
in the last turn — having goaded me into
charging his fleeing psyker Andy then
revealed the horrible truth. I'll not fall for
that again, Mister Hoare.




Cities of Death adds a whole new layer to the
Warhammer 40,000 hobby, and over the next few
“months we’ll be bringing you some off-the-wall
hobby ideas. Until then, take a look at this Space

Marines command post, made by Neil Hodgson.

Neil made this display - The computer banks
screen from a sheet of come from the new
clear plastic, Building Stratagem kit...

...as does this
observation device.

This power generator is
another of the pieces

from the resin Stratagem
Buildings set.




Veteran Studio
Games Designer
Jervis Johnson
ventures into the
Cities of Death...
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Urban war!

The development of Cities
of Death served as a catalyst
for a whole host of new
Citadel Miniatures to be
designed. From Venerable
Dreadnoughts and Chaplains
with jump packs for Space
Marines, to a brand new
Daemon Prince for Chaos,
and new Rangers for the
enigmatic Eldar, there’s a
whole raft of new releases to
watch out for in the coming
months. And that’s just the
tip of the iceberg...

STANDARD
BEARER

wargames for thirty-odd years, and

working at Games Workshop for twenty
even odder years, | still get excited by the
new projects | am involved with at the
Studio. | guess that’s the part of me that
has never grown up or lost the wonder
that 1 felt when 1 picked up a box of toy
soldiers for the first time. My ten-year-old
mind was immediately excited by the
possibilities that one box of miniatures
offered... but if you're reading this
column, you probably know exactly what I
mean! So, what has this to do with this
month’s Standard Bearer column? Well,
the thing that has got my forty-six-year old
mind excited and the thing 1 want to talk
about in this month’s column are one and
the same: Cities Of Death.

l t's funny, but even after playing

to three buildings — or you can fill the
whole table with them if you prefer!

What makes the Cityfighting Missions
unique is that each player is allowed to
pick up to three stratagems at the start of
the game (both players pick the same
number, so don’t have to pay points for
them). There are over a dozen stratagems
to choose from, and they range from things
like mining a building so that it will blow
up when the opponent moves in to it, to
sending troops down into the sewers so
they can infiltrate behind enemy lines, and
many others besides. The stratagems are
easy to use, but they add a huge dollop of
Cityfighting flavour to the game.

Cities of Death also includes plenty of
material explaining how to build and
model city terrain. Which leads neatly to...

¢¢ Cities of Death is an expansion that leaves
the standard 40K rules unchanged, allowing
gamers to get playing as quickly and as easily

as possible.??

An expansion...

So what is it that makes Cities of Death
special? Well, the key difference is that
Cities Of Death is designed to add on to
the standard Warhammer 40,000 rules, but
not change how any of them work. This
makes it very different to the old Cityfight
supplement, which required players to
learn a myriad of new game rules. Cities of
Death is an expansion that leaves the
standard 40K rules unchanged, allowing
gamers to get playing as quickly and as
easily as possible.

Instead of writing reams of new rules,
we concentrated on providing a set of
special Cityfighting Missions. These are
designed so that they can be played with
an army chosen from a Codex to take part
in a standard mission, so you can turn up
for a game and decide to either play a
Standard Mission or a Cityfight Mission
without having to change your army at all.
The missions have also been designed so
that you can fight them with as few as two

WHITE DWARF STANDARD BEARER

...and a terrain set

When we started work on Cities of Death,
we didn’t sit down and say, “Hey, let's
come up with some great new missions for
Warhammer 40,000”. No, what we said
was “Hey, let'’s make some really great
buildings that players can use in their
games of Warhammer 40,000”. Our desire
was to come up with some great terrain for
Warhammer 40,000, which would really
capture the evocative, brooding, gothic
nalure of the game.

The buildings have thus been designed
so that they can be used in any game of
40K that you play, not just with the
Cityfighting missions in Cities Of Death. |
could wax lyrical about these new multi-
part plastic buildings, but in this case |
think that a picture is easily worth several
thousand of my words, so I'll point you
towards the articles elsewhere in this issue
of White Dwarf. Suffice to say that the
miniatures design team have really
outdone themselves this time.




A chance to make new models
Once we'd got stuck into the Cities of
Death project it became obvious that this
was a great chance to make some
awesome new miniatures for Warhammer
40,000. We quickly decided to try and
make models for as many armies as
possible, and we also decided not to make
models that could only be used in Cityfight
missions. Instead, all of the models we're
making are useful additions to any army, in
any environment — they just happen to be
particularly useful for Cityfighting missions!

In addition, our man Dave Cross has
been slaving away to come up with a
number of useful ‘extra bits & pieces’.
These include an Urban Terrain Basing Set,
new walls and barricades, a set of optional
game counters, and more besides. With the
exception of the counters, none of these
are specific to Cities of Death.

All in all, the new miniatures and all of
the other things we're making open up a
world of possibilities for the whole of
Warhammer 40,000.

More than the sum of its parts -
When | think back to my ten-year-old self
holding my first box of toy soldiers, what
excited me more than anything was the
realisation that the box was a gateway to a
lifetime of collecting miniatures and
playing games. That's why I'm still here
after more than thirty years.

| think this is why | find Cities of Death
so exciting. One idea (“Hey, let’s make
some great buildings for 40K”) has
spawned a whole range of really exciting
new material for 40K. But more than that,
the project has shown that it's possible for
us to release ‘expansions’ for our games
that are both easy to use and add real
depth and variety. In other words, Cities of
Death really has proved to be greater than
the sum of its parts.

Now, don’t panic, the success of Cities
Of Death won't slow down the release of
Codexes or Army Books; however, you can
expect us to be releasing more expansions
in the future. And just wait until you hear
about the next one we're working on...

The way it used to be...
Unlike its successor, the
original Cityfight leant heavily
towards new rules, even going
so far as to overhaul the close
combat system! What were
we thinking!? Despite all that,
it did provide gamers with
some awesome hobby content
~ which is one thing we kept
in mind when putting together
Cities of Death. Though this
time we’ve made most of the
scenery for you!




BATTLE REPORT

MEDDLE NOT i mhe
AFTAIRS or WIZARDS

Graham McNeill and Mat Ward battle it out in this, the fourth scenario from Fall
of the Necromancer. As the Elves hold off the forces of Evil to the north, the
three Wizards attempt to penetrate the darkness of southern Mirkwood...

Game Stats

Points: 500 approx.
Scenario:

Meddle Not in the
Affairs of Wizards

Location:
Mirkwood

Armies:

The Wizards of the
White Council vs. the
forces of Dol Guldur
Notable Heroes:
Gandalf, Saruman
and Radagast

Timeline:
The Third Age

C
JLJORTHE
KING

RINGS

STRATEGY BATTLE GAME

hilst the Elves labour in the Tawar

Duath, the three Wizards of the

White Council, Gandalf,
Saruman and Radagast, have been delayed.
Having finally encountered one another on
the outer edge of the forest of Mirkwood,
the three come under attack from within
and without the gloom-struck forest. From
the western plains of the Anduin sweep a
band of Warg Riders. At the same time,
and of far more immediate concern,
several Castellans emerge from beneath the
canopy of Mirkwood.

Layout

The scenario is played on a board
24"/56ecm by 24"/56cm, set up as shown
overleaf. The eastern 12"/28cm of the
board is heavily forested and should have
at least half of its surface area covered in
either forests or individual trees.

Starting positions
The Good player deploys his force
anywhere on the board, with no model

Gandalf the Grey
Radagast the Brown
Saruman the White

closer than 6"/14cm to another or the
western board edge. When this has been
done, the Evil player deploys his Castellans
touching the eastern board edge, no closer
than 3"/8cm to each other, and the
remainder of his force within 3"/8cm of the
western board edge.

Objectives

The Evil side wins if two of the three
Wizards are slain before the Evil force is
reduced to a quarter of its starting models.
The Good player wins if the Evil force is
reduced to half its starting models and two
or more Wizards are still alive. In any other
event, or if both sides meet their objectives
in the same turn, the game is a draw.

Special Rules

The Will of Sauron: This far from Dol
Guldur, and the Castellans are much
weaker than they normally would be —
though they are still formidable to say the
least. They start the game with only 5 Will
points each.

WHITE DWARF BATTLE REPORT: MEDDLE NOT IN THE AFFAIRS OF WIZARDS
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%

% 4 Castellans of Dol Guldur,
each with a Morgul blade
g 1OrcCaptain.
- 6 Warg Riders

2 with throwing spears

2 with Orc bows

2 with shields

3 wild Wargs

i | i e L
Good Tactics - Evil Tactics 2% e Lo |
Mat: “Don’t be deceived by the presence of the - Graham: “When you're up against three of the most J
three magic wielding Wizards, this game is all about - poweriul individuals tc  the face of Middle- 5
Might, not spells. Whilst it’s true that I've a fantastic =~ earth, you have | hy the Wargs couldn’t have
array of spellcasteryness to inflict upon the evil .| picked on a group sioners not laden with |
legions of McNeill, that advantage quickly dwindles magical powers and a healthy stock of Might, Will |

to nought once my Heroes get locked in combat, 1 _ and Fate. As it is, this is going to be a tricky game
hence the invaluable nature of Might. Heroic moves that’s going to rely on me using my Warg Riders to
are likely to become the order of the day very, very force the Good Heroes to expend their Might

quickly. If I can make it last, I'm in with a chance. through Heroic moves and winning fights. Once |
And what should I do if my Might runs out? Well, it have them at a point where they don’t have much

~ was a good life, and those Wizards have all had a ' . left, I'll send in the Castellans to finish them off
. good innings.” ‘ - with their Morgul blades.”

WATCH OUT FOR... - | WATCH OUT FOR...

Radagast the Brown \ P  Castellans of Dol Guldur

Though he is normally
| seen as the weakest of
. the three Wizards,
| Radagast's Pani’cfétqed
' magic spell will be
invaluable in this Warg-
filled scenario.

. The - could
o Sou i

anefello.: =

swoop. The key will be
saving them for when |
have the Good Heroes
| on the ropes.
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Good Highlights

In the first two turns of the Game, the Good side won
Priority. Mat used this stroke of luck to lay the foundations
of his plan. First, all three Wizards cast Terrifying Aura on
themselves, meaning the Evil force would need to be
making lots of Courage tests if they wanted to be getting
into combat. Since this formed the crux of Graham'’s plan,
that could be troublesome. Mat then took the fight to the
forces of Evil, with Radagast causing a Warg to flee in

Deployment

Deployment Map Key

@ Saruman @ Castellan 9 Wild
@ Gandalf .' Orc Captain o Warg Rider

with shield

@ Radagast 0 Warg Rider o Warg Rider

with spear with bow

Rndﬁl,au! i lhe mast spdl'—(asimg
tht

terror, then charging a Castellan in single combat. Gandalf
and Saruman started to throw Sorcerous Blasts at the Evil
models, which were lined up rather conveniently.
However, despite spending a total of 4 Will points and 3
points of Might between them, only one Warg Rider and a
Warg were killed. Graham cackled manically as he realised
that Mat’s master plan had gone awry! And things were
about to get a whole lot worse, especially for Saruman...
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Fighting Wizards
Both Saruman and Gandalf
were forced into combats
they would rather have
avoided in the opening
phases of the game. While
Gandalf the Grey managed
to hold his own, even
slaying a Warg Rider,
Saruman fared rather more
badly. Wounded in turn 2,
then trapped and killed in
turn 3, his death was a
grievous blow to Mat's
chances for victory.

P 8 S e

; i Evil Highlights
|
|

...

Although the Castellans were poorly positioned, and into combat, passing an unnerving number of Courage
had begun their long slog through the undergrowth, tests to surround and trap Saruman. By the end of the
Graham wasn't terribly worried. Their job was to strike second turn, Graham was growing in confidence, as

the killing blow later in the game, so the longer they Saruman and Gandalf were looking the worse for wear.
stayed out of trouble the better! With the exception of In turn 3, Mat used Radagast’s powers to heal

the Orcs with bows, the Warg Riders advanced in a Saruman'’s wounds, but Graham again piled his warriors
line, which resulted in Mat trying his luck with some into combat with the White Wizard, passing more
potentially devastating Sorcerous Blasts. However, Courage tests than probability would dictate. This time,
when Mat’s magic failed, Graham threw his models the fight was more decisive, and Saruman was slain!
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Good Highlights

At the start of turn 4, Mat wasted no time in attempting to

move his remaining Wizards out from the tightening noose.

Once again Gandalf used his Sorcerous Blast against a
Warg Rider, an Orc, Wild Warg and the Orc Captain - but
again it proved ineffective! Gandalf was wounded in
combat, but Radagast came to the rescue with his Renew
power. By turn 5, Mat knew he needed to be bold with his
two Wizards to pull the game back. Mat again used

WHITE DWARF

Gandalf’s Sorcerous Blast, killing an Orc with a bow, but
using up his last Will point. With Gandalf’s Will spent, the
effect of his Terrifying Aura spell was exhausted. Radagast
proved his mettle again, casting his subtle spells and
fighting valiantly against Orcs and Wild Wargs, but in the
final turn the numbers of the Evil force started to tell, and
Radagast began to tire. The focus of the end game,
however, was firmly fixed on Gandalf...




Killing Blow

After a few shaky moments, Graham managed to get
back on track. In the end, his plan went like
clockwork, and Gandalf was slain by wounds from
three Morgul blades! These are lethal when used
against an already weakened foe.

Evil Highlights

The Castellans finally broke free of the difficult terrain,
and immediately targeted Gandalf. Fearing the Grey
Wizard's Sorcerous Blasts, it became their priority to
take him out of action. Graham was very lucky to beat
Gandalf in combat with his Orcs, softening him up for
the advancing automata. In the final turn, Mat called a
Heroic move with Gandalf, moving him into position to
Sorcerous Blast the approaching Castellans of Dol
Guldur. Unfortunately for Mat, the spell failed to work
— Gandalf's powers seemed to be deserting him in this
battle! Radagast attempted to save his old friend by
Transfixing one of the Castellans, but Graham was able
to resist the spell, and this left three of the Castellans
free to charge Gandalf. The Fight phase started well for
Graham, with Radagast losing the fight and being
trapped by the Wargs. He suffered two wounds and

brought down

was on his last legs, but the real action was the fight
with Gandalf. The Castellans won the fight and
wounded the Wizard three times with their Morgul
blades. It wasn't looking good for Gandalf. His Fate
rolls (even with his rerolls) couldn’t save him and,
under a flurry of blows, the Grey Pilgrim was finally

Result "fE_ il Wm

With the death of two Wizards, the game was
over. A quick check of Graham'’s remaining
revealed that the Good force had not

killed enough of them to force a draw and thus
~ the forces of Evil force had won.
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Amnesia, that’s what it was...

Mat: Ack! Heed thy own advice. This
game is all about Might, | said — so perhaps
blowing all of Gandalf's Might on a
Sorcerous Blast in the first turn may not, on
balance, have been very smart. The joy of
such a good ricochet shot was, however,
too tempting to even consider missing.
Ignoring that, the game really did come
down to the dice. Fortunately, bluffing
Graham to use all his Captain’s Might in

Wizards? What Wizards?

Graham: Well that was a dramatic
finish! Though all of the Warg
Riders” mounts had fled or were
slain, | managed to keep enough
of my force alive to win. Three
Castellans mugging Gandalf and
slaying him with their Morgul
blades was a very appropriate
way to end the game and was,
even if | do say so myself, exactly
what I'd planned for them. Even

exchange for a single point of Saruman’s
went some way to redressing the situation.
While | could have hidden in the woods
and worn the Castellans down, | chose to
try and batter the Orcs, in the hope of
reaching the break point quickly. With a bit
more good fortune | would have driven
them off without ever even seeing a spiky
helmet. As it was, the Orcs stubbornly
refused to die and Gandalf paid the price.

if it only worked due to Mat blowing most
of Gandalf’s Might by that point in the
game... | have to admit that, at crucial
points of the game, the dice went
magnificently my way, with Orcs surviving
when they had absolutely no right to. |
should probably have kept the Castellans
out of the forests in order to get them into
the fight quicker, but as it turned out, they
were neither early nor late, arriving
precisely when | needed them.




— Urban URBAN BASING KIT

Razorwire - Resin Rubble [x2)

4 Basin 4 Kit Fine Slate - Medium Siate

There’s nothing quite as evocative as miniatures placed into a
setting by the inventive use of basing material. It helps give a
miniature a sense of place, and tells a story. The Urban Basing
kit provides a quick and easy way to achieve this.

Resin

The Urban Basing kit contains two pots of
resin rubble pieces, one to fit 20mm bases,
the other to fit 40mm bases. These have lots
of character. The most important thing to
remember when using these pieces is that
your miniature still needs somewhere to
stand. Try having the miniature to hand, ready
to go on its base, so you can test fit the parts
before you commit and stick them together.
The edges of the rubble bits can be covered
using the fine slate to blend it into the base.

5 Slate
Slate is really useful for modelling, as it has
no scale. For example, a small piece of slate
5 when painted can easily be made to look like
a giant boulder or section of masonry. Slate
can be added after you have assembled your BASING TIPS
model but if you stick it to your base during The following tips will help
assembly you can get a more realistic effect. you get the most out of
The medium slate bits can be used with the your basing materials.
fine slate to produce a good, rubble-strewn
area, just like you'd find in a ruined city. B Use superglue rather
than PVA to bond
slate or resin pieces
onto bases.
A lot of people blow
A excess material off
o Razorwire their bases after
= g Razorwire is used by the defenders of a city to gluing. This tends to
R e slow down attackers. This twisted wire gives make it go
“ the impression of razorwire without actually everywhere! Instead, -
being razor sharp and, as such, can be lightly tap the base on
handled without the need for safety the side of the tub.
equipment. Rather than adding it to the base This will save you the
during the assembly of your model, it is best excess and a
to add the wire after your miniature has been vacuuming job.
painted. This allows you easy access to your
miniature during painting — something that Citadel make other
would be much more difficult with the wire in kinds of basing
place from the start. materials, including
Static G /
Scatter and Flock.
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JISTRATION Bl

Registration for the Medusa V worldwide campaign could not be e
easier, just log on to medusav.games-worshop.com and provide your  many independent retal
name, e-mail address and a password. You will then be sent an e-mail  be running b:ttlgsan
with a unique identity code which will enable you to activate your cacthen ipar i
account. After this, you will be able to post the results of your re

Warhammer 40,000 battles online, and help to decide the difference . ;

between glory and defeat for your faction upon the blasted surface

of this warp-doomed world. - .

» rea ﬁ ures e t ' The Medusa %ﬂcampaign will be
. LA ; ~ supported by a range of new
e Service Record , Citadel Miniatures. White

. Dwarf will bring you the full
Ta"y your trlumphs and defeats details of these models as they

are released.
e Unique battlefields . K 2
Battle over spaceports, ruined cities, agri-complexes, Timeline
ice wastes and more 03.05.06 Website online
. 07.06.06 Website opens
e Leader B(}ards 21.06.06 Registration begins
Measure your migh e rést of the world 05.07.06 Campaign starts
e 30.08.06 Campaign Ends

e Scenarlﬂ ideas 7 7 : 01.09.06 Results posted
More ways to play i

» Hobby Sectior |
Comprehensive mi
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WAAAGH! NAZDREG

Medusa V is a world about to die, and Nazdreg ug Urdgrub doesn't
intend to go down with it. His Big Meks work tirelessly to repair
his hulk to get the Waaagh! back on course before the storm hits.

Ork Big Mek

Nazdreg’s Space Hulk (Imperial codename
Scylla) has been sent off course by the Warp
Storm approaching Medusa V and has
crashed in Verdia, stopping the Waaagh!

But the Orks are not doomed.
Nazdreg’s Big Meks have drawn up plans
which will enable Nazdreg’s boyz to create
new rokkits and boostas to get the space
hulk back off the ground and away from
the dying world. Armed with an array of
customised wargear, from lethal blastas to
the incredible kustom force field, the Big
Meks lead the scavenging parties scouring
Medusa V's agri-provinces for machinery to
effect the repairs.

With a kustom force field and Mekboy’s tools, Big
Meks get the best out of Ork Vehicles.

ML
These Ork constructs are safe from enemy fire
thanks to the Orky know-wots of this Big Mek.

ORK CLANS
OF WAAAGH!
NAZDREG

3 BAD MOONS

Nazdreg's own clan, the
Bad Moons have an
obsession with ever more
potent.and impressive
(read noisy) weaponry.

*» BLOOD A
The most organised
barnone, the:Blood Axes
pride themsélves.on well
orchestrated ambushes.

) EVIL SUNZ

A group obsessed with fast
vehicles, the Evil Suns are
capable of ranging great
distances at high speeds.

B DEATH SKULLS

According to all sources
the Death Skulls are at the
forefront of any and all
looting on Medusa V.

&= GOFFS

Thugs and savagés in the
extreme. This clan
specializes in wanton,
close-quarters brutality.

? SNAKEBITES

The most feral of the Ork
clans, but no less deadly
for it. Squiggoths are
generally associated with
the Snakebites.

www.games-workshop.co.uk/orks
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Ork Kommandos

Kommandos are the most independently- target supplies. The Blood Axe

minded of all Orks. Utterly untrustworthy Kommando teams working for Nazdreg
and incredibly ferocious, Ork have begun to disperse across Medusa V,
Kommandos are often at the front of an locating valuable metal and fuel deposits,
Ork advance. Utilising stealth techniques and finding the boyz good fights! All Ork
at odds with typical Ork behaviour, they raiding parties on Medusa V would

are capable of infiltrating enemy lines to benefit from a Kommando team to lead

destroy communication systems and the boyz into action.

Big Shootas give
Kommando teams long-
range sting, without
slowing the mob down.

Burnas can provide your
Kommando mob with
‘fire support’ or serious
cutting power in assault.

Led by a deadly Kaptin, this Ork Kemmando
team is ready to take on any enemy.

into an Imperial fuel depot.
A
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em Tyranidz is well killy and dead scary, and dis munf we’s gonna
show youse how to make da Deff-leaper even scarier! | fink I’'m gonna
make a new Dread dat looks like dis, wiv loads of claws an’ teef!

DEATHLEAPER

Contributed by Marco Schulze
and Katja Schimmel

Marco: There’s nothing cooler than a
man-eating monster from outer space
and the Lictor stands head and
shoulders above them all. The latest
incarnation, Deathleaper, is the best
yet. Not only does it look decidedly
deadly, but also highly evolved. |
decided to convert one to make it look
like it was crawling out of a sewage
pipe to attack some unwary warriors.

What | like best about the result is
that it looks almost believable that this
big monster could somehow squeeze
through the narrow pipe!

Katja thought the Lictor should look as if it is
in the process of changing colour as it
emerges from the sewer, so the rear portions
are darker than those at the front.

The sewer cover was attached to pre-drilled
holes for stability.

The plastic pipe is the type normally used for
kitchen sinks. This was enhanced with rivets
made from sprue off-cuts. Inside the pipe are a
load of headless nails to counterweight the
model and keep it from tipping.

www.games-workshop.co.uk/convershunklinic
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it's the high Toughness and good

armour of the Dwarfs, the crazy war
machines and limitless numbers of the
Skaven, or the Fear-causing Undead
constructs of the Tomb Kings. Each army
plays on these strengths, and, if you are a
wise general, can sweep all challengers
before them in a tide of blood!

But every army also has its weaknesses,
and sometimes these can let you down. So
_Chaos has loads of rock hard warriors, but
it has no missile support. Empire might
have low cost troops, but most of them are
rather average. And sometimes our gaming
buddies discover these weaknesses, and
then they punish us for them... Oh yes.
Many’s the whupping delivered by regular
apponents who know precisely what our
armies aren’t good at.

Sound familiar? Want to give your
“nemesis a really nasty surprise? Want to
“wipe that grin off his face and silence the
“ bragging forever?

8 4 What you need, my friend, are some
#e’ Dogs of War.

: Nearly every army in the Warhammer
. Woarld has access to mercenary troops

Every army has its strengths. Whether

Regiments of

erowmn

(unless you are Bretonnian, in which case |
am afraid you’re out of luck*). There are
two types, the Dogs of War army list allows
you to take unusual, if basic, units for your
army and plug a couple of the gaps in your
battle line. Nice if you want a unit for
something unusual. But there are also the
Regiments of Renown. Now, not meaning
to do your regular Dogs of War a
disservice, but the Regiments of Renown
make them look like a bunch of under-
enthused Snotlings armed with daffodils.
Each one has its own quirks and traits,
making them excel at a particular role,
whether it be as super-skirmishers or as
shock troops. They all come with at least
one hero too, guys who have been in the
wars a lot, and thus tend to be pretty good
at killing things. These heroes do not count
towards your character allowance!

Collecting a Regiment of Renown gives
you the chance to paint something different
for your army. The miniatures are all
beautifully sculpted, characterful models,
that make real centrepiece units.

With all that in their favour, you really
can't lose, can you? (NB This is a figure of
speech. No guarantees! — Grombrindal).

* Try fielding an all Pegasus Knight army if you don’t win often. That tends to upset people.

* Long Drong’s
Slayer Pirates

* Bronzino’s
Galloper Guns

- o The Alcatani
Fellowship

e Braganza's Besiegers
 Vespero’s Vendetta

s Al Muktar’s
Desert Dogs

+ The Marksmen Catrazza

|¥  of Miragliano

_» Voland’s Venators Haldces

o

Regiments of Renown
* Beorg Bearstruck and
the Bearmen of Urslo

e Oglah Khan's
Hobgoblin Wolfhoyz

e Lumpin Croop’s
Fighting Cocks

* Golgfag’s Ogre

* Asarnil the
Dragonlord

¢ The Birdmen of

¢ Tichi Huichi’s

¢ Giants of Albion

* Ruglud’s
Armoured Orcs

¢ The Cursed Company

» Mengil Manhide’s
Manflayers

* Pirazzo's Lost Legion
e Leopold’s

Leopard Company
e Ricco'’s

Republican Guard

* Malai Makaisson's
Goblin Hewer

< 64 WHITE DWARF REGIMENTS OF RENOWN
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‘Che Giant

May be hired by:

CRONONGRNY

Tomb
Kings

Vampire
Counts

Empire

N ow available to numerous armies,
there are many good reasons to
include a giant in your force, not least
being that it’s a brilliant model and a solid
fantasy archetype. Put him on your table
and you know you are in a fantastical
otherworld straight off. They are amongst
the most evocative creatures in the
Warhammer game.

Giants lend a lot of muscle to armies.
They cause Terror, and not just in game
terms, they frighten the players too! A few
bad rolls with this big boy around and the
entire centre of your opponent’s army can
collapse. They are capable of doing
enormous damage to the enemy — wiping

Dark Elves

Skaven

Use him with:

Skaven

Shoot the Jezzail team or
the Giant? A tricky
dilemma for your foe.

Empire

A line of Empire Soldiers
looks more menacing with
a Giant stood behind it.

He is good at:

* Squishing! Run him right
into the middle of the
enemy lines and let him
do his worst.

* Scaring! Frighten off the
enemy army with
multiple Terror tests!

¢ Distracting! Bang on
about how hard he is
so much that your
opponent concentrates
on him, and ignores the
rest of your army.

Also try:

Giants of Albion
Two Giants and a Druid!

Profile M WS BS

o 1R I e

Giant 6 3 3

(i S A S il (0]

out entire units in one turn, in fact — and
this will tend to fill your opponent’s mind,
so much so that he may very well forget
the fact that Giant attacks are random and
that sometimes they don’t do much at all
(some kinds of attack can even go against
you). In this case your enemy may well
direct a large proportion of his missile and
magical efforts to bringing down your
behemoth, but despair not. As he comes
crashing to the ground you can rest easy in
the knowledge that the rest of your army is
safe. And if he doesn’t do that, great! It's
lots of fun jumping up and down on your
friend’s most beloved regiment. Squish,
squish, squish!

Full rules for the Dogs of War Giant can be found in WD 316

www.games-wn,rlgs}jpp.co.uk/doggpfwa;’
‘i\_‘ '.:‘ P_"’ :l .
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Regiments of

Renown

The Marksmen
of Miragliano

Crosshowmen with a
Ballistic Skill of 4. That's
30" range Strength 4
attacks, hitting on 4s!
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Games Dev
Choice

Bronzine’s

Use them with:

Hordes of Chaos
Make up for your lack of
war machines.

Ogre Kingdoms
Keep up with the big lads
throughout the game.

They are good at:

¢ Moving swiftly. It's a
cannon, but it can
march 16"! Redeploy
for enfilading shots.

* Boom! Blow up enemy
chariots with ease.

* Running away. Remove
them from threats. You
can't do that with a
normal gun team.

Also try:

Malai Makaisson'’s
Goblin Hewer

This Dwarf warmachine
can deal out horrendous
amounts of damage.

Regiments of

Renownt

The Alcatani
Fellowship

Pikemen are unique to
Tilea. They fight in four
ranks and are a fantastic

anti-cavalry choice.

A

May be hired by:

Gaffoper Guns

BOMOPO®IO@IDHD®P

Empire  Tomb
Kings  Counts  Elves Elves

Vampire Dark  Skaven  Wood Lizardmen  Opgre High

Orcs & Dwarfs  Hordes  Beasts of

Kingdoms  Elves  Goblins of Chaos  Chaos

Profile

A ' Bronzino

Warhorse
Crew
Gun

o~

O W W |-
N

lessio Cavatore: | think the most useful

and tactically interesting unit among
the many and colourful Regiments of
Renown is Bronzino’s Galloper Guns. | like
the very Napoleonic feel of this horse
artillery unit, their ability of daringly
moving 16" around the flank of an enemy
battle line and then enfilading them with
deadly cannon shot as they advance.
Chosen Chaos Knights are probably the
best target for this tactic!

And the guns are not bad at defending
themselves either, counting on a hero
(Bronzino himself) to see off fast enemy
light troops, such as fast cavalry, flyers and
skirmishers. And when a ranked up infantry

unit approaches to threaten them, try a
good blast of grapeshot at point blank
range! That makes a big mess.

They can also limber up and get out of
trouble, whizzing away from pesky
artillery-hunting units.

It's easy to see the advantage they offer
to armies that don’t have any firepower,
but even armies like Elves can benefit from
having a Strength 7 ranged attack, which
can destroy chariots in one shot, unlike
their paltry bolt throwers. They can even
be put to good use in Empire or Dwarf
missile-heavy armies, as they offer a degree
of mobility these races’ own artillery does
not have.

For full rules log on to: www.games-workshop.co.uk/dogsofwar/
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May be hired by:

® ® ™

Dengif DandiVe’s
©® @ ® & @

Aanflapers

Empire Tomb Vampire Dark Skaven Lizardmen Ogre Orcs & Hordes Beasts of
Kings Counts Elves Kingdoms Gablins of Chaos Chaos
Profile M WS BS S T AW IERr FA T il
Mengil 5 6 Bl Eadnis ) 3
Manflayer 5 4 Ty ek e S S PR ]

M engil is a classic Warhammer
character who has been around for a
long time, and his regiment is amongst the
best units of skirmishers in the entire game.
Their ability to scout, high movement value
and mix of weaponry makes them good at
a variety of battlefield roles. You can harass
the enemy at range, outflank the opposing
army, stop marches, and hunt warmachines
or characters.

As they have great weapons and a
standard, they are actually pretty effective
in combat, especially when thrown in to
an enemy flank during an ongoing fight.
Try scouting them round the rear of the
enemy army, preventing him marching,

shooting him up for a few turns with your
repeater crosshows (you'll get 13 shots a
turn out of even the basic regiment) and
then charging something juicy in the rear.
You needn’t worry too much about missile
fire, as enemy shooters get -2 to hit thanks
to the unit's status as skirmishers and their
magic banner (the still-living flayed skin of
one of Mengil’s unfortunate brothers!).

As for other skirmishers and anti-scout
units, well, Mengil and his boys will have
them for breakfast; quite literally, in
Mengil’s case, Did we mention he was
barking mad? The only drawback to them
is their tendency. to skin their victims,
which prevents pursuit as they do so.

For full rules log on to: www.games-workshop.co.uk/dogsofwar/

www.games—workghap.co.uk/d%@fwar
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Use them with:

Empire
Much better than the
human’s Huntsmen.

Dark Elves
As if Dark Elf Shades
weren’t nasty enough!

They are good at:

* Scouting. There's no-one

better in this role.

¢ Disembowelling. Great
weapons for toughies,
or let them rely on their
super-high initiative.

e Hurting people. BS 4,
2x shots missile weapons.
Need we say more?

Also try:

Vespero’s Vendetta
The best skirmish screen
in Warhammer.

Regiments of

Renown

Leopold’s
Leopard Company

Another pike unit, and this
one is Immune to
Psychology. Led
by the pistol-
wielding
Leopold,
they're a
force to be
reckoned
with!




Rugfud’s Armounred Gres

Use them with:

Orcs & Goblins

They give good long range
missile support and are
capable flank guards.

Beasts of Chaos
They're as tough as Gors,
and they have 5+ saves!

They are good at:

* Shooting fings! No other
Greenie has access to
crossbows.

« ‘Itting fings! Ruglud and
his boys are no slouches
in combat.

¢ Waaagh! Once the
battle is well under way,
and they’ve dispatched
enemy flankers, chuck
‘em into the centre!

Also try:

Oglah Khan’s Wulfboyz
These Greenskins serve
well as heavy or light
missile cavalry.

Lumpin Croop's

Fighting Cocks

Not in the same league as
Ruglud, but much cheaper.

Regiments of

Retnomwn

Lumpin Croop's
Fighting Cocks

The high BS and low
points cost of Lumpin's
boys make them a good
choice for armies lacking
their own skirmishers.

May be hired by:

BO®OIO®OG® DO

Empire Tomb Vampire Dark Skaven Lizardmen Ogre Orcs & Hordes Beasts of
Kings Counts Elves Eil'ngdnms Goblins of Chaos Chaos
Profile MEWS BS 5T TR
Ruglud AT By 3 oA E e
Maggot g 25« 3RS 3 1
Armoured Orc4 3 3 3 4 1

Ruglud

uglud is an Orc with some serious

brains — he’s so bright he can use a
crosshow! Having seen these weapons in
battle, Ruglud figured they were just right
for his lads, and they should also be just
right for you. Any army can benefit from
having a tough, long-ranged missile unit
with an Orc hero protecting its back line,
and this is especially true for Orcs and
Goblins armies. One spin you can put on a
Greenskin force is to take loads of
warmachines, but it can be difficult to
know how to protect them, especially as
you don’t want a good combat unit
hanging round on your own side of the
table, itching to fail an Animosity test.

Armoured Orc

Armoured Orc

Ruglud’s boyz can fill this role well. As
they have crossbows, they can participate
fully in the slaughter from a great distance,
yet are sufficiently tough to drive away all
but the most determined flanking force in
hand-to-hand combat. Their animosity
table is less extreme than that of your
average green boy too — the worst that can
happen is that they’'ll pepper one of your
own units with a load of crosshow bolts.

Actually, that is pretty bad. However,
it's a whole lot better than them charging
off to attack one of your own units in close
combat, and most of the time they’ll be
shooting at the enemy. Which is good.

For full rules log on to: www.games-workshop.co.uk/dogsofwar/
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Giames Dev
Choice

May be hired by:

Song Srvong’s Sfaper YPivates

BOMOP®OIDPD

Tomb
Kings

Vampire Dark
Counts Elves

Empire

Skaven

Beasts of  Dwarfs

Chaos

Lizardmen Ogre Hordes

Kingdoms  of Chaos

Profile MEOWS S BS S S T WE
Long Drong 3 6 LY SRR T e R
Pirates 3 4 Gt B A e 2

A Ld
i
1 9

Long Drong

raham McNeil: Pirates. Who doesn’t

love pirates? The swashbuckling, the
swinging from the rigging and the boarding
of enemy ships with cutlasses gripped
between their teeth! Arrrrr!

Long Drong’s Slayer Pirates are a
common sight in my large Empire army,
since they’re a great, characterful unit of
orange-haired weirdoes that wear stripy
trousers... and who aren’t going to run
away. Ever. | love the character of Slayers,
Dwarfs for whom the shame of some real
(or imagined) slight has driven them to take
the Slayer Oath and seek out their doom.
Long Drong’s Dwarfs are no exception to
this and travel the high seas hunting the

Drummer

Slayer Pirate

most dangerous beasts of the ocean to fight
or selling their services to those who will
send them on the most suicidal missions to
recover lost pay chests. Where they are an
exception is that they are perhaps slightly
less than honourable.

Well, they are pirates!

The idea of having pirates in my army,
especially Toughness 4 pirates who are
festooned with pistols and utterly
dependable, is too good to resist! Long
Drong himself is a valuable addition, being
a better fighter than many of my Empire
heroes. They can even shoot at enemy
units. Or stand and fire before not running
away. I'll say it again: Arrrrr!

Use them with:

Dwarfs

Since you can never have
too many Unbreakable
troops with guns!

Vampire Counts

It's nice to have a unit that
doesn’t fall apart in Close
Combat, yet which is still
Unbreakable.

They are good at:

e Unbreakable! As
Slayers, they will never,
ever run away.

« Fighting! Since they
carry so many pistols,
they always fight at
Strength 4.

e Securing flanks! You
can be confident that
nothing's going to get
through them.

Also try:

Ricco’s Republican Guard;
The Alcatani Fellowship
Though not unbreakable,
these units are armed with
pikes, which allow them
to fight in four ranks,
petfect for guarding flanks.
The Republican Guard
also have heavy armour,
making them a good
main-line unit.

Regqiments of

Renown

Braganza’s Besiegers

These Crosshowmen have
an armour save of 3+,
Very useful when fighting
a siege.

For full rules log on to: www.games-workshop.co.uk/dogsofwar/
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Besides Regiments of Renown and the Dogs
of War army list, there is one other bunch
of mercenaries that you might want to
consider — Ogres. They'll fight for anyone.
Fast, tough, fear-causing and with multiple
wounds, Ogres are monsters in combat.
And some of them carry cannons!

Ogre Bulls

Your basic Ogre unit.
Ogres have 3 attacks
each, and a range of
unique wargear that §
grants them a number
of advantages in combat;
wargear such as the iron
fist, which can be used
both as a hand weapon
or as a shield.

Profile M WS BS § i W A Ld
Ogre Bull 6 3 20 BrAsie AN BT RE
Crusher 6 3 s S R e el V), T s e

Ogre Leadbelchers

Leadbelchers are Bulls with guns, which means they have all the benefits of the Bull
Charge as well as carrying cannons — all in one huge and hungry package!
Leadbelchers are excellent flank protectors, and are good for softening up elite units
with a fusillade from their cannons. If they don’t blow themselves up first...

Profile M WS BS Ta S
Leadbelcher 6 3 23 L i 1 R B R S A SRR ) )
Thunderfist 6 3 EELL L SRR i

For full rules log check out Warhammer Armies: Ogre Kingdoms
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Ogre Ironguts

Elite Ogres with two-handed weapons and heavy armour,
Ironguts have a Leadership value of 8, making them a little
more reliable than Bulls. They are the bane of other large
creatures. And cavalry. And heavy infantry. In fact, Strength

6 is bad for everybody.

Profile M WS SRS NS SRR W 9T 18 AT
Irongut 6 3 oA 4 3 3
Gutlord 6 3 b B U R 4

Profile M WS BS S i

Maneater 6 4 d 5 4

Ogre Maneaters

Elite even by Ogre standards,
Ogre Maneaters have fought all
over the world, so have access
to some exotic wargear,
including the deadly Cathayan
Longsword and Ogre-sized
handguns! Being Immune to
Psychology and Stubborn, one
of these brutes on his own can
hold up an enemy regiment.

Most Dogs of War regiments are
not available in our Hobby Centres,
but you can order them all from
Games Workshop Direct. Regiments
of Renown are just part of the huge
range of Citadel miniatures,
Specialist Games models and
components that are just a mouse
click or phone call away.

GAMES WORKSHOP DIRECT

Catalogues

Qur Collector’s Guides and
catalogues contain up-to-date
information on our model ranges.

By phone
Call Games Workshop Direct on:

0115 91 40000

In store

Many Games Workshop Hobby
Centres have in-store order points
where you order Direct-only models.

On the web
Visit the web store at:

www.games-workshop.co.uk/store/dogsofwar
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¥ _ tombs. Loyal even in death, the armies of the Tomb ngs

- of Skeleton Warriors are often best fielded as large

kﬂf“

Khemr| S Ieglons of undead soldlers have risen from their

‘march once again.

SUAS in Life so'in Death

The bulk of a Tomb Kings army is made up of
Skeleton warriors — disciplined fighters and archers
in life who now fight for their lords in undeath.
‘These foot soldiers fight in well-organised ranks.
Spearmen and swordsmen advance behind tall

- shields, while archers fire volley after volley of
poisoned asp-arrows towards their foes. Core units

blocks, which can be constantly replenished
throughout the battle by magical means.

Skeleton Warriors regiment

Soldiers of Khemri

The rank-and-file troops of
Khemri fight in a variety of

styles, from relentless infantry to
specialist cavalry units.




. Lords of Nehekhara WARBIANIMER
. 'No army of Khemri can march to war providing the army with its driving force., fF :

~ without a Tomb King or Prince to lead it, The Liche Priests magic is responsible for
~and a Liche Priest to sustain the magic that - the Tomb Kings’ immortality. Some
“binds and animates these dead legions. The - particularly powerful Liche Priests take a

Tomb Kings are mighty beings indeed, and Casket of Souls into battle — a mighty

" their ambitions of conquest or vengeance artefact ¢entaining imprisoned spirits

from their former life carry over into death, = capable of destroying the living.

‘Liche High Priest
with Casket of Souls

more than 500 points,
all for the bargain
price of £50.




“contain some of the swiftest units in the Warhammer

:

omb ngs armies are far removed from the shambling.
‘undead hordes of Sylvania. The forces of Nehekhara

World, imbued with supernatural vigour by magic. In battle
“the use of Mankara’s Incantation of Urgency can intensify

* this, allowing the Tomb Kings to launch lightning fast. flank:
attacks. Tomb Scorpions and Tomb Swarms complement
this form:of war, as these modeis can even appear behind -

i enemy hnes'

Carrion are particularly useful for protecting your

flanks or attacking war machine crews. Be wary of

throwing them into combat, however, unless they are
well supported.

SWIFT AND DEADLY
“Skeleton Light Cavalry are a fantastic unit to harass
enemy formations. They work well in combat as a:

supporting unit — let the chariots charge in first, then
hit the foe in concert with the cavalry.:

‘@ The enemy will barely have time to.organise his

e Tomb Scorpions and Tomb Swarms make short

‘e You rely heavily on breaking the enemy on the

DEATH FROM ABOVE

o In order for this tactic to work, your Hierophant

Advantages

battle lines before you' get into combat with him.

work of enemy artillery crews.

e Large formations of chariots and horsemen have
a massive intimidation factor!

Disadvantages

- charge — if you don't, then the counter- attack is
gomg ta hurt!

o Thls force still needs a solid core of infantry to
“ancher your flanks. ;

- _needs to be on the frontline, which is very risky
. fora Tomb Kings army.
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Strength of Ages
Tomb Kings are a versatile army, and don’t have to
rely on speed to ensure victory. This tactic uses a
legion of steadfast infantry supported by some
heavy hitters — Tomb Guard, Bone Giants and
Ushabti — to deliver'a deathblow to even the toughest
enemy units. One of the great things about Tomb Kings
:nfantry is that the archers are almost as good as regular
warriors in a fight, By advancing them slowly, they can -
pepper the enemy with speculative shots, yet still have the
advantage of Fear and numbers when they enter the fray.

The elite soldiers of Nehekhara, Tomb Guard are
combat monsters, and make good defensive units to
hold your battle-line together and shelter the all-
important army standard.

RESOLUTE GUARDIANS

u AD CONSTRUCTS

With the aid of a little magic, Ushabti are best used
as a heavy-hitting flank unit, capable of killing (or
scaring off) anything they charge!

By taking mostly infantry, you will eutnumber
most epponents with a veritable legion of
_,undead troops

. Characters are much safer when sheltering in -
tough units.

Dlsadvantages

e Your flanks can be vulnerable, so a fast moving
unlt or two might be necessary to protect them:

° The slow, resoiute adyance isa sohd tact1c but
! does glve the enemy more tlme to shoot at you!

o “This tactic' cat]s for p!enty of magic to keep units
| _t_;p:,to,s,trength in prolonged engagements, -

*“\

3 |

Y
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~ Immerse yourself in the grim darkness of the far future with
. the Battle For Macragge. Fight battles between the glorious
Ultramarines and their most vicious foes, the Tyranids, as they
clash on the Ultramarines’ homeworld.

CONTENTS
10 plastic Space Marines
24 plastic Tyranids

Crashed Spaceship
and objectives

Battle For Macragge:
| 32 page manual

| Dice, range rulers

| and templates

Rules Book:
112 page manual

WWW.MACRAGGE.COM
& | \

B
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; f Space Marine ' Space Marine’ '_ Tyramd Tyranid
A Sergeant ' N Space Manne with missile launcher Genesteaier . Termagant
y ‘ " w.!th bolter

© I tbe gmm davkness of the far future thete i3 only war.
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With the release

of the new plastic
Space Marine
Scouts armed with
sniper rifles, we
present a guide to
assembling, painting
and converting
these amazing new

Citadel miniatures.
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&

Sniper Rifles
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-
When assembling Scout Snipers, make sure to do a dry
fit without glue first, as certain bodies, legs and guns
are designed to fit with one another.

Scout with missile launcher

Scout holding sight

o
G@ﬁ?

e
) 0

\$

g

Standing on rock and taking aim

Aiming Scout Sniper

(9
5o

Scout standing ready

Kneeling and taking aim

Torso (11) is designed to fit @ 9 -~ - s
o M

Sniper Rifle (21) is specially
designed to fit with Legs (1)

with kneeling Legs (5)

"
o
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Gonversions

Neil Hodgson mixed together parts from the
two different Scouts sprues to make these two
Blood Angels Scouts. Neil added the shouting
Scout head, bolt pistol and chainsword to his
sergeant, along with a couple of purity seals
and coiled rope. The kneeling trooper was a
little more involved, how the conversion was
done is detailed below.

Boltgun armed scout

@ Cut the shaded areas from @ Drill a hole in the left © Carefully drill a hole @ Drill a hole in the left arm
the two pieces. hand and attach a rod pin through the centre of the of Torso (11) for the left
long enough to go straight left forearm and then glue arm pin. Glue this boltgun
through the left forearm. the part in place over the assembly to the torso and
pin in the left hand. assemble the model.

Blood Angels Painting

The armour started with a The kneeling trooper
Blood Red basecoat that was has a forest camouflage
shaded with a 1:1 Dark Flesh cloak. It was painted
and Red Ink mix. Neil added Bubonic Brown with
increasing amounts of Blazing Snot Green and Dark
Orange to the base colour for Angels Green splotches.

the blended highlights, finishing
with a fine edge highlight of a
1:1 Blazing Orange and Skull
White mix.

This camouflage is Shadow Grey
and Chaos Black, built up over
Space Wolves Grey, highlighted
with Skull White.

The branch was cut from a
plastic tree bought from a
model shop with clump foliage
for leaves.
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Imperial Fists by Simon Grant

Simon collects Space Wolves, but decided
to paint his scouts as Imperial Fists as the
sons of Russ cannot be equipped with
sniper rifles. He armed the whole of the
squad with these weapons for maximum
battlefield impact.

Neil painted these scouts in his Iron
Knights chapter colours. He has gone for a
mix of weapons in his unit — two troopers
with boltguns, one with a sniper rifle and
the last with a missile launcher. Only the
sniper is straight from the box — the rest are
all converted in some way.

www.games-workshop.co.uk/spacemarines 81



The ‘Eavy Metal team
is the most talented
group of professional
miniatures painters in
the world. Here, they
turn their attentions to
the Banner Bearers of
Middle-earth.

Elf Banner Bearer

The Elves of the Last Alliance were an
impressive sight on the battlefield,
resplendent in golden armour and
shimmering cloaks, holding a multitude of

ornately decorated pennants aloft. /—.

e

This Second Age
standard has a simpler
motif than later flags.

Wood Elf Banner Bearer

The banners of the Wood Elves are carried
into war whenever these proud warriors
leave their woodland homes. Embroidered
with intricate runes and patterns unique to
their house or realm, their banners are a
symbol of pride for the Elves.

These pale green
patterns are typical of
Wood EIf banners.

Dwarf Banner Bearer

Dwarves are immensely proud of their
ancestry and deeds in battle, and their
banners are relics that are carried in times
of war as a constant reminder of the past
glories of the Dwarf people.

The simple designs of
Dwarf banners serve as
identifiers in battle.




Painting Banners :

Wood Elf Banner
"Eavy Metal painter Neil
Langdown turned his skills
to this Wood EIf banner.
Using a muted palette of
greens and blues, he
created a sophisticated
pennant. Try applying these
techniques to banners of
your own design.

@ Block in the base colours, @ Mix a darker shade of Next, mix up increasingly
using simple geometric each base colour, and lighter shades of the base
shapes to define the apply these into the folds colours, and apply these
different areas. and recesses, using thin to the raised parts of the

layers of paint to achieve folded cloth.

a subtle blend.

© Once the shading and @ Additional details are @ Finish the circle motif by
highlighting is complete, added to the motif. First, dotting in smaller circles
start to block in the paint a smaller circle in the centre. Finally, using
patterning. Here, we've within the original. When a fine brush and a steady
used a dark trim and a dry, use the base colour to hand, paint freehand
simple circle motif. block in a simple square. swirls onto the banner.

As well as providing rallying points for armies, some banners are true historic relics, and are carried into battle by
mighty heroes. The Banner of Minas Tirith is one such standard, and is entrusted to none other than Boromir!
Likewise, the Royal Standard of Rohan is carried by Gamling, Théoden’s most trusted Captain.

The tree motif of Minas
Tirith is proudly displayed
Boromir on this important relic.

Gamling

www.games-workshop.co.uk/thelordoftherings
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| RAVENOR RETURNED |

RAVENOR RETURNED
by Dan Abnett

Inquisitor Gideon Ravenor
and his elite team of agents
hunt down mankind's most
dangerous enemies. If
Chaos is left unchecked,
mankind's future is surely
doomed.

Novel ® £6.99

WWW.BLACKLIBRARY.COM

FALSE GODS
by Graham McNeill

At the peak of his powers,
Warmaster Horus wields
absolute control - but can
even he resist the
corrupting whispers of
Chaos?

Novel ® £6.99

> i
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WARTIAMMER
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The third novel in the epic Blickhearts series

Nathan Long

TAINTED BLOOD
by Nathan Long
Reiner and the Blackhearts
investigate strange goings-on
in the city of Talabheim. Can
the Blackhearts solve the
mystery before the city

becomes lost to Chaos
forever?

Novel » £6.99




LIBER CHAOTICA
by Marijan von
Staufer & Richard
Williams

The four dark powers of
Chaos are brought to life in
words and art in this massive
collected edition of a now
legendary series of
background books.

Background book ¢ £30.00
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LIBER NECRIS
compiled
by Marijan von
Staufer

All aspects of undeath are
explored in this in-depth,
beautifully illustrated
background book.

Background book ¢ £15.00

NEW MERCHANDISE
FROM THE BLACK LIBRARY

. _—-»’r.“’ﬁ""y‘;d(

Liber Necris T-Shirt
(L or XL) » £16.00

NN
N

Eye of Horus ‘ﬂ‘
pendant _ 1-'1;

S 4
£8.00 )z r%k

Buy them now direct from
www.blacklibrary.com/merchandise
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Advice for using and defeating large armies in Warhammer

Teaming masses of rat-men or screaming Goblinoids baying for blood, the secrets
behind the hordes of the Warhammer world are revealed! Jeff Leong talks with
Matthew York (aka Warlord Kricknar), Skaven Warlord and Warhammer veteran.

ordes are some of the most daunting
H armies to face in Warhammer. Success
lies in exploiting the horde’s

vulnerabilities while protecting your own —
easier said than done. After much pondering
and some rather unsuccessful attempts at
overcoming such a foe, | set off to lure an
unsuspecting horde General into divulging his
secrets.

Matthew York has played hordes for over 12
years. Warlord Kricknar’s Skaven army is rightly
feared on the Grand Tournament circuit,

amassing five trophies, including two Overall
awards and a Best General prize. On with the
interrogation, | mean, interview.

®Horde, not Hoard

Q: Let me ask you — what defines a horde?

A: Numbers. We don’t have the best troops, but
we have a lot of them. As a general rule, 200
to 300 troops (in a 2,000-point army) sets
you on your way. You should end up with
10-15 solid ranked units. Then it's all down
manoeuvrability and combat resolution!




Q: What are the drawbacks?

A: There is a bad side. They do not always do
what they are told; unsupervised they dither.
Also they are not the best fighters, and even
the “elite” troops barely match up to the
regular grunts in maost armies.

®Strength in Numbers

Q: Is the number of units really is a big deal?

A: You're slow, even for a Human. Horde
armies are cheaper than other armies for
good reason. A typical Goblin can’t hurt a
fly. And don’t get me started on Leadership.
Low Leadership can be the norm in some
hordes. As such, a horde needs redundancy
— lots of units to make up for the ones that
decide to flee the battlefield.

I depend on having more units than my
enemy for both deployment and combat
resolution. My troops don't fight well
individually, so need all the help they can
get. Unit to unit, my Clanrats are outclassed,
even by Dark EIf Spearmen. In a straight-up
fight, rats will lose combat resolution almost
every time. The Druchii strike first and are
better at it, thus, the rats fall quickly. If the
Clanrats and Dark Elves have three ranks, a
banner, and equal unit size, then the two
units start even in combat resolution.
Combat will be decided on Wounds - so the
Skaven are sure to lose.

Q: How does the number of units you have in
your army change that?

A: | might lose an even battle with Dark Elf
Spearmen, but [ rarely have to endure such a
fight. Most non-horde armies will have at
most three or four ranked units. With the 12
ranked units | usually field, I have an
advantage, outnumbering the enemy, 3 to 1.
Looking back at the fight with the Dark Elves
with this idea in mind, it all looks a lot
different (Figure 1a). Outnumbering 3 to 1, |
control the fight.

Q: How do you figure?

A: | have all the options. | can use one unit to
hold his front while manoeuvring another for
a flank charge (Figure 1b). Or, | could send
in a unit as bait to pull the Spearmen out of
position, which will enable me to get in a
flank charge on a subsequent turn (Figure
1c). My opponent can’t cover his flanks.
When | charge the flank, | win combat
resolution without having to cause any
wounds. In either situation, the Dark Elves
lose. With one unit fighting in front and
another attacking the flank, the results are
decisive. [ start with a huge combat
resolution edge — 6 to 1 (The Skaven would
have three ranks, a banner, outnumbering
and a flank bonus, the Dark Elves only have
a banner) — so I’'m not likely to lose.

Q: What about bigger, stronger enemies?

A: Same thing — having lots of units lets me
sacrifice some as bait. For example, when [
fought Bretonnians, | used my Slaves to get

=0

the Knights where | wanted them (Figure 2a).
Since the Slaves are at the front of my army,
the Knights had to engage them to get to
maore valuable units. By realigning the Slaves
(Figure 2b), | redirected the Knights into the
position | wanted them. The advance of the
Slaves gave the Knights little choice but
charge, and superior numbers ensured that |
was able to charge his flank. You can see
(Figure 2¢), they never had a chance.
Charging the Slaves, their flank was exposed
to a Clanrat unit. If the Slaves held, they
would make quick work of the Knights. If the
Slaves broke, a second unit of Clanrats was
waiting — again with a flank charge. You
don’t have to outfight them, just have out-
think them.

: Makes sense. Multiple units help you

manoeuvre to ensure your combat
resolution. So how does total number of
troops play into the equation?

: It’s about numbers. Numbers of units let me

outnumber my opponent and get favourable
combat resolution, but it’s the numbers of
troops that really make it happen. With low
Leadership, Panic tests can really ruin a
Horde army’s day. By having a large enough
unit, | can cut down on the chances of those
rats running off when | need them. A unit has
to take 25% of its starting size in casualties
to take a Panic test. | try to get my unit sizes
up to 25, meaning that it will take seven
casualties to cause a Panic test — not likely. |
usually field 12 units of 25 each.

: How else do you minimise Panic tests?

Panic isn’t caused by casualties alone. It's
also a problem when one of your units
breaks from combat. Many horde armies
have units like Clanrat Slaves and Goblins
that can be sacrificed without other units
taking panic tests. Interspersing my Slaves in
the battle line (Figure 3), can limit the effects
of Panic. | put the Slaves forward to make
sure they are the first units engaged. Once
they decide to flee, the Clanrats can mop up,
not caring what happens to the Slaves.

®Leading the Rabble

(01
A:

Q:

Can you expand the issues with Leadership?
The Warlord ensures troops have the
backbone to stay and fight using his
Leadership. The line tends to hold wherever
he is — Slaves will hold with Leadership 10.
On the wings of the army even the Clanrats
tend to run at the first sign of trouble though
as, outside of the General’s Leadership, they
test on Leadership 8. We're talking about
Skaven, but the principle applies to other
hordes — especially the Goblins in an Orc
army.

So keep the General in the middle of things?

A: Definitely. The General should be closest to

where his Leadeship is needed the most.
Running back and forth is the way the

¢ ¢ Panic isn’t caused by casualties alone. It’s also a
problem when one of your units breaks from combat 99
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Infantry

Skaven Units
Bottlenecked

Dark Riders

battle’s won. These troops are rarely good
enough to stand on their own for long.

®Speed through Numbers

Q: How can you outmanoeuvre a faster enemy?

A: Sometimes units may not be faster than the
opposition, but they can still outmanoeuvre
them. With so many units on the board they
won't have any place to go. For example,
High Elves are fast, but they can only go
where there’s room, hordes don’t leave much
room on most battlefields. Ellyrian Reavers —
Fast Cavalry — can come around the flank in
an attempt to set up a charge into the side of
the battle line (Figure 4a). | could use four of
my units to keep his two units of Fast Cavalry
occupied. | am then able to cover my flanks,
leaving no place for him to go (Figure 4b).
Without the threat of a flanking force, you
can concentrate on the main part of the
enemy army.

: Impressive. What other tricks do you know?
In addition to sheer mass, you shouldn’t
forget shooting. For Skaven there are
contraptions like the Ratling Gun, Warpfire
Thrower, and Jezzail, which are effective in
controlling enemy movement. Like a lot of
horde armies, you can use shooters to funnel
enemy units to a desired position (Figure 5)

‘!‘\Take out the Leader
suffer wh%n

z0

eir
Sl

Q: So how do you go about kllllng a well-

A: The General is the key to the horde army.

There are many units on the board, and they
tend to take a lot of Break tests and Panic
tests. Combine with the usual Fear and Terror
tests and the battle can be lost quickly. If the
horde cannot rely on enhanced Leadership,
it’s difficult for them to hold against a decent
enemy unit long enough for help fo arrive.

The General should always be in the
right place at the right time. Fot example, if
they lose combat by 1, Clanrats are 25%
more likely to pass a Break test with the
General’s Leadership than without it (they
test on Leadership 9 with their General vs
Leadership 7 without). Slaves are 75% more
likely to pass that test in the same situation
(Leadership 9 with vs Leadership 4)!

When facing another horde, my first
priority is to lower the Leadership of the
enemy army. Target number one is the
opposing General. Once he’s gone, | start
looking at other characters who are
enhancing the Leadership of critical units —
often Hero-level characters. A Hero nestled
in the front rank of a lesser unit could easily
extend the “Leadership Bubble” from the
General (Figure 6). His Leadership isn't quite
as high, but even an extra point or two can
make all the difference. Once the Leadership
of the army is lowered, | can start reducing
key enemy units which are easier to deal
with.

The full might of the Emp:re is brought to bear on
the greenskin menace.
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A: That depends on the army. Targeting the

General in close combat takes too long to
execute, as you can’t engage him for a few
turns. Targeting him with shooting and magic
can be effective. Given the number of troops
and units he commands, the horde General
is rarely on his own. Although you can't pick
him out with shooting, you might be able to
do enough damage to Panic his unit, and
cause him to flee. War machines like the
Mortar, with its large blast template, can
often do enough damage to cause a Panic
test — even massed bow fire can be sufficient
at times. Given that the General has the best
Leadership in the army, his unit is the least
likely to Panic. However, the reward of
having the General flee merits this tactic.
Magic, has quite a few nasty
combinations for taking an enemy General
out. You can take the direct damage route
(2D6 hits spells come to mind) but they
won't normally cause a test. Skaven
Warlocks can be effective, Warp Lighting is
nasty (D6 or 2D6 S5 hits, depending on
casting value). When Warlocks work together
and concentrate their firepower, not much
can stand up to it.
Knowing what they can do, | am always
concerned when facing an opponent with a
similar list of spells. What really worries me
are spells like Soul Stealer (Dark Elf Dark
Magic). It hits everyone in the unit and can
easily cause a Panic test. Fortunately, such
spells are short ranged. Of far more concern
are spells that cause an automatic Panic test
or affect Leadership, Black Horror (Dark EIf
Dark Magic) for example. The General’s unit
still has a good chance of passing the
required test, but the battle can turn if he
fails. Perhaps most effective in taking out the
horde’s General is movement magic. Steed of
Shadows (Lore of Shadow) is a favourite,
allowing a magical charge. Take a combat
character and use this spell to turn him into a
guided missile. The movement this spell
affords, combined with a regular turn of
movement in the movement phase, means
that the enemy can be 28" away or more at
the start of his turn and still get to me (Figure
7). The attacking character can then contact
me but not my unit champion and thus can
allocate all his Attacks on me without fear of
a challenge by the champion. It won't
always work, but using a character with a lot
of Attacks, combined with a weapon that
does multiple Wounds, definitely increases
your chances. A quick caution is in order
here. Do not challenge with your “guided
missile” character. The challenge would let
the General decline the challenge and retire
to the rear of his unit. You won't get another
chance to kill the General.

®They are more, you are better
Q: You mentioned that hordes have problems

with one-on-one combats. Can you
elaborate on that?

: Hordes depend on multiple units taking on

enemy formations to ensure favourable
combat resolution. When [ can’t get enough
units into the fight, that can spell trouble.

There are a few things here that drive me
nuts: armies that hug terrain, armies with
multiple fast hard-hitters, and units that just
won't break (Stubborn or Unbreakable
troops).

Q: How do people use terrain against you?
A: To cover their flanks and reduce my ability to

get around them. | remember fighting Dark
Elves, when their General used the terrain to
cut off the majority of my forces from his
battle line (Figure 8a). By advancing
between the trees and the board edge, he
ensured that | had to break one of his units
straight-up before | would be able to get a
flank on any others. The Dark Elves held the
back door closed with a combination of
march blocking (keeping the Dark Riders
within 8" of the lead Skaven units to ensure
that they cannot march) and a small ranked
unit (Figure 8b), which kept me from getting

Marauder
o—Horsemen

1

Giant

Chariot

Marauders

Chaos
Knights

wSkaven Battle Line
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_around the forest in time to influence the
fight on the other side. By limiting access to
his troops, the enemy ended up
outnumbering me in that area of the

{ battlefield. | was finally able to pull the Elves
out of their careful battle line, but it was
close.

£Q: What do multiple hard-hitting units do to
your army?¢
i The General can be in only one place at a
time, so | can’t provide my Leadership to the
" entire battlefield at the same time. An army
that can hit my battle line hard enough in
two distant points forces me to choose which
one to support with my Leadership. Against
this Chaos army (Figure 9), [ face three very
real threats: a Giant and Marauder cavalry
on the right flank, a Marauder unit and
Chariots in the centre, and the Chosen
. Knights on the left flank. At best, | could
85 hope to provide Leadership to two of these
points, but never all three. Once the Chaos
General saw where | deployed, he redirected
his attack to ensure that it hit outside of my
Leadership range. | supported the left flank
against the Chosen Knights, and it held. The
right flank didn‘t fare well. | barely won.

: Spreading out the attack does seem a rather
effective tactic against the horde. So | can
see how Stubborn and Unbreakable troops
~ are a problem.

 Stubborn troops don’t care about combat
resolution. They can be a real nightmare to a
_horde. | can make sure they lose combat

o every time, but it doesn’t mean they will

. break. Ill either wear them down or they
~will fail their Break test, often it's too late.

- Unbreakable troops are even worse, as |
have to kill them to a man. A crafty

~ opponent will essentially use an

~ Unbreakable unit as mobile terrain,

* advancing to cover the flanks of more
vulnerable units.

. ®\Don'’t fall into the trap

Q: What about opponents who don't take the
* bait and fall into your traps?

That’s a problem. The horde army is

¥ Grey

designed to outnumber the enemy and, by
doing so, charge the flank or rear of enemy
units. Most of the time it is able to make
these charges by sucking target units into
position. My army typically deploys in a
checkerboard pattern (Figure 10). This
deployment lets me use my forward units of
Slaves as bait to catch opposing units. The
enemy has to fight the Slaves first and will
eventually get through them. | can use that to
my advantage. | can position the Slaves
making sure the enemy pursues them right
into range of a flank charge from my Clanrats
(Figure 2). | have enough spare units to win
this fight. The trick is to think ahead. Where
will my opponent’s units be after they have
charged and broken a unit of Slaves? Where
will they be if they fail a charge or don't
pursue? Knowing these answers can lead to
success.

Q: Should your opponents not pursue your
units?

A: Sometimes they should. Often, | can get in a
flank charge whether they pursue or not,
particularly if the Slaves hold long enough.
However, sometimes units shouldn’t pursue.
Some people don't think about it and always
pursue a broken foe, others (Frenzied units
for instance) have no choice. Always keep
the final position of a units’ flanks in mind,
befare deciding whether to pursue.

& Hordes = more to kill

Matthew has provided great insight into
strengths and weaknesses of horde armies. So
let’s summarise the most relevant points:

» Numbers give the horde its strength.

e | eadership and combat ability are its main
weakness.

» Take out the enemy General early on, without
him the units won't benefit from his
Leadership.

e Strive for one-to-one match ups in combat.

s Use terrain and Stubborn or Unbreakable
troops to limit the units you have to fight.

» Always watch out for flank charges; they're
what the horde lives on.

Good luck as you march to meet the hordes of

the Warhammer world. ®%

ooy
o

Seer Thanq‘um"s horde prepares to-meet
harge of the Empire cavalry. o

e
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20th-25th June 2006,
Warhammer World,
Nottingham.

Two players join their forces to create a larger
Warhammer allied army.

Mixed race alliances are encouraged, which
offers a totally different Warhammer gaming
experience!

You will need the following to take part:

. & Each player will require a 750 points
Warhammer force.

& The combined forces will total no more than
1,500 points.

& Specific details are supplied in the
Warhammer Doubles Rules pack,
available online.

i L

Tickets cost £65 each and will be released on
1st April 2006 - call 0115 97 40000.

Tickets entitle TWO players to entry, including:

&/ 7 rounds of Warhammer Doubles gaming.
@ Lunch on both days, an evening meal on

to get you started.
rld, including the



ARMING FOR

MEDUSA

Part 1: The Imperial Muster




The UK White Dwarf team gets ready for this
summer’s massive campaign. We showcase their
personal armies, discuss how they’ll be adapting
to Cities of Death and how they’ll be upgrading
for war on Medusa V!




Tahnelian

Preferred Weapons

* Heavy bolter
¢ Grenade launcher

Doctrines

* Drop Troops

e Storm Troopers
 Special Weapon Squads
* Iron Discipline

* Heavy Weapon Platoon

Command platoon, Command squad (Iron Discipline): Heroic Senior Officer, Captain Brade
(power weapon, carapace armour and Medallion Crimson), Medie, standard bearer, vox-caster, plasma gun
» Commissar Praeven: bolt pistol, power weapon, melta bombs, trademark item and carapace armour .
» Geronimo {Nork} Dedog: carapace armour and ripper gun.........
» Chimera Transport: heavy flamer, heavy bolter, extra armour and smoke \aunchers

wen: My Tahnelian

374th is a veteran

Drop Troop Imperial
Guard regiment. They are
similar to Vostroyan
regiments in being,
unusually, reinforced in
the field. The Firebolts
are part of a millennia-
old brotherhood of
hundreds of other
Tahnelian regiments, all
hailing from the island
world of Tahnel located
in Segmentum Solar,
close to the forge world
of Phaeton.

Unlike the elite
Elysian Drop Troops, the
Tahnel way of war is true
to classic Imperial Guard
stratagems: overwhelm
the enemy through sheer
brute force and numbers.
The entire regiment will
often be deployed in one
drop, thousands of troops
and equipment
indiscriminately landed
in a deployment zone
behind enemy lines.
There they will remain as
an army deployed until
the battle is won or they
are all dead. It's dirty
work and those that
survive more than five
drops earn the right to
wear the beret of a
veteran and join the
Valkyrie-borne Special
Companies.

_@ Special Weapuns (6): 2 meltaguns, 1 demo chargp .75 pts

Sentinels (3): lascannons, improved comms,
1 with hunter-Killer missiles ..o

Storm Trooper squad (10): Veteran Sergeant (power weapon),
meltagun, grenade launcher and Deep Strike .
» Valkyrie “Snake”: Lascannon..............

139 pts
150 pts

Storm Trooper squad (10): meltagun, grenade launcher
and Deep Strike ..
» Valkyrie “Shark" Lascannon .

rn 126 pts
< 150 pts

Veteran Squad (10): Veteran Sergeant,
meltagun, 2 plasma guns .......... 115 pts
» Chimera: autocannon, heavy hnllor :mpr{w{d comms....110 pts

continued on page 96
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IMPERIAL &

COLLECTORS'

1ST PLATOON
Command squad (Iron Discipline): Lieutenant Tarkin (bolt pistol and chainsword); medic, vox-caster and missile launches
» Commissar Shakel: laspistol, powerfist. .. A
» Tst squad (10): grenade launcher and heavy boller

» 2nd squad (10): grenade launcher and heavy bolter
¥ 3rd squad (5): flamer..........oovviieniiinininn

Vulture “Devil”: twin-linked lascannons,
2 missile racks (3 missiles per rack) ..205 pts

2ZND PLATOON

Command squad (Iron Discipline): Lieutenant Branton (plasma pistol and powerfist); medic, vox-caster, plasma gun and meltagun......112 pts
» Commissar Krutt: storm bolter, power weapon and carapace armou .55 pts
» 1st squad (10): grenade launcher and heavy bolter .78 pts
» 2nd squad (10): grenade launcher and heavy bolter 78 pts
Y3 v squad (B il ames s s T s il AT R 03 1 TA0) 1) ESsa s V3 PR s A s oy leens A tarasel resniiansihessl 11007 PRB

* Hellhound it alned i1 5 pts

Tarantula Sentry Guns (2):
one with lascannons.
one with heavy bolters............

3RD PLATOON
Command squad (Iron Discipline): Lieutenant Ahsridge (plasma pistol and power weapon); FTdeIC vox-caster and missile launcher
¥ Commissar Hackeron: boltgun, close combat weapon and carapace armour .
» 1st squad (10): grenade launcher and heavy bolter ..

» 2nd squad (10): grenade launcher and heavy bolter
¥ 3rd squad (5): flamer... AT A .I.n.l.nl. 324““‘5

40 pts

HEAVY WEAPONS PLATOON
Command squad (Iron Discipline): Major Munro (power fist and close combat weapon)
medic (bolt pistol), vox-caster and lascannon, ...........
» Chimera: twin-linked heavy bolters, heavy boller an

.. b Anti-Tank Support squad (6): three lascannons
» Mortar Support squad (6): three mortars

» Mortar Support squad (6): three mortars

mproved comms

medusav.games-workshop.com




PAINTING TAHNELIANS

Armour and Webhing
@ Scorched Brown
@ Bestial Brown
@ Vermin Brown

Clothing

@ Catachan Green

Catachan Green &

Camo Green
@ Camo Green
akin
@ Dark Flesh
@ Tanned Flesh

Dwarf Flesh
Elf Flesh

Weapons
© Boltgun Metal
@ Black Ink

Chainmail

Weapon Gasings
@ Chaos Black
@ Codex Grey

Bases
@ Dark Flesh
@ Snakebite Leather

Snakebite Leather &
Skull White

O Skull White

gantiaued from age B4

Arming for Gities of Death

Owen: Cityfighting changes the dynamics of
Warhammer 40,000. My advice to those
who are used to maxing out on AP2 power
armour busters and lascannons is to leave
them in your army case. In a cityfight, the
4+ cover save equalises such tactics; what
you need is numbers. The more dice | get an
opponent to roll for his armour saves, the
more likely he is to fail his armour save.
Multiple shot weapons-like the Eldar scatter
laser, Space Marine assault cannon and the
Imperial Guard heavy bolter—will be king in
Cities of Death.

Oddly enough my Imperial Guard force
is already quite suited to fighting Cities of
Death games. | themed my army quite
strongly when | designed it originally (the
maxim being ‘will it fall out of plane?’),
having a preponderance of heavy bolters,
flamers, grenade launchers and mortars.
That gives me the ‘dakka’ that | need to get
past the cover saves. | use really powerful
weapons (plasma and power weapons) to
counter-attack with. Finally, Medics are great
as you nearly always get a save and demo
charges are great fun (as Mr Hutson recently
found out-hehe)!

One change | have made is to try pure
infantry armies. Infantry aren’t immobilised
by terrain and they gain a fantastic 4+ cover
save. While a little slow thanks to difficult
terrain, this does make them very tenacious,
as they remain a scoring unit at 25% unit

A strength and above. With five out of the six

regular missions being about possession of
buildings by scoring units alone, the more
infantry you have, the better.

As for stratagems, | tend to leave the
Deep Strike one at home and concentrate on
hugging the buildings with prepared fire
lanes. My preferred doctrines are Power
Generator and Tank Traps. With the
generator | place it in a key building and
deploy a platoon in that building — lasguns
suddenly become tastier with a wound re-
roll! Tank traps allow me to stop my
opponents tanks and help equalise the game
to just infantry, which | will inevitably have
more of.

MEDUSA V: reinforcements for the campaign

The beginning of the Medusa campaign

approaches and the Tahnelian’s have been

redeployed to the sector. What more of an

excuse is there to put the finishing touches

to my army? When complete, it'll form an

entire company of Imperial Guard. Here's

what I've got in the pipeline:

* Armoured Fist squad (representing trainee
veterans for the Special Company)

e Stratagem markers (pictured)

= A fifth Commissar (enough for one in each
Command squad)

e Kill Team squad (or as | call them Special
Ops Executive — | know, sad).

» Maybe a stripped-down sawn-off Basilisk
(called Big Bertha).

Loads of games of 40k in our own

campaign, the perfect excuse to finish my

army and loads of gorgeous terrain to build

— sounds like the perfect summer! Sybilla

Tertius hive here we come...

Owen’s used some of the
battlefield rubble on his
stratagem markers

Combat Engineer Storm trooper Sergeant Veteran Sergeant
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I get a lot of questions about my armoured
cars, so | thought I’d share the secret of
how to build them. The inspiration comes
from the old Citadel Journal (issue 16),
which feature Ewen Little’s conversions in
Dok Butcha.

Take the bottom hull and front of a
Chimera and combine them with the top
hull of a Leman Russ. A little cutting is
required on the Chimera’s front hull to get
them to meet.

Use a pencil to trace round the side of
the hull onto 3mm plasticard. Cut it out
with a metal ruler and hobby knife (watch
your fingers), then glue it onto the hull.

A,

5 %i
4

-

;me‘mﬂ‘““‘“

B = ~2
(T DOK GUTCHA'S &

ARMOURED CARS — How to make one!

i £0 PO B
Welk, Conwerzhian ¢

Next were the details, starting with the
wheels. 1 couldn’t find any Citadel
miniatures wheels that were big enough.
However, | did some old tyres from a army
truck kit lying around, which were perfect.
The mudguards were quite easy, they are
from the track guards off the Imperial
Guard Vehicle Accessory sprue. Finally, the
doors on the side are from the Chimera
back door, the frame surrounding the door
being clipped to size.

For the turret | used a Forge World
Chimera variant, however, a normal plastic
Chimera turret will do just fine. A few
more bits and bobs and it was all done!

The Citadel JIIIII'I!aI lnaturml
the original incarnation of
Dok Butcha's Kinic

!
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Trait Advantages:

e See But Don’t Be Seen
Tactical and Devastator squads
without a transport may take the
Infiltrate skill at +3 points per
model. Any squad who takes this
can have Acute Senses at +1 points
per model.

Trust Your Battle Brothers
Command, Veteran, Tactical,
Assault and Devastator squads can
take the skills Counter-attack and
True Grit at +3 points per model.

Major Drawbacks

 Flesh Over Steel
May only take 0-1, in total of the
following: Land Raider, Predator
Destructor, Whirlwind and
Vindicator. They may not use

“Knowledge is power, guard it well”

Land Raider Crusaders or Predator
Annihilators. Each transport
option selected uses up a Fast

Attack choice. fks /

ik: Fresh from their

engagements with the

Eldar on the worlds
of Tartarus and Rahe'’s
Paradise, my Blood
Ravens, under the
command of Captain
Gabriel Angelos, have
been summoned to
another world touched by
the ancient race —
Medusa V.

Following the recent
discovery of what would
appear to be a structure
of Eldritch design in the

Dreadnought:
assault cannon, powerfist............105pts

valleys lying west of
Sybilla Tertius, the Holy
Inquisition has acted and
declared the area a
quarantined zone.
Having engaged the
Eldar on numerous prior
occasions, the Blood
Ravens arrive at Medusa
V, at the behest of
Inquisitor Sorcobas, to try
to unravel the mystery of
the Eldar artefact, and
deliver the Emperor’s
swift justice to the
interfering xenos.

Venerable Dreadnought:
assault cannon, powerfist............125pts

)

4 Terminators: powerfists and 2 assault cannons
» 1 Veteran Sergeant: power weapon and stormbolter..

5 Tactical Space Marines: frag grenades, flamer ...

» 1 Veteran Sergeant: Terminator Honours, power weapon and baolt pistol..

|_'5 Scouts: close combat weapons and bolt pistols......

» 1 Sergeant: close combat weapons and bolt pistols

98 WHITE DWARF ARMING FOR MEDU

‘ 5 Scouts: sniper rifles and 1 missile launcher ..
» 1 Sergeant: sniper rifle ......ccoooiiininas




* 2 Space Marines Bikes: frag grenades, 2 melta guns..
¥ 1 Veteran Sergeant: powerfist..
» 1 Attack Bike: multi-melta

5 Devastator Space Marines: 4 missile launchers .
1 Sergeant: bollgun ..o

&3 |
SPag
CttgrARINES

Whirlwind:
= Vengeante missiles o i e i s D O P

47 pts

... 65 pls @.,, TOTAL: 229&“5

5 Devastator Space Marines: 4 missile launchers 155 pis
¥ 1iSergeants hol [RUNG S e ot
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PAINTING BLOOD RRVENS

Armour
@ Scab Red
@® Red Gore
@ Blood Red

Shoulder Pads & Robes
@ Snakebite Leather
@ Bubonic Brown

Bleached Bone

Eyes & Wax Seals

@ Dark Angels Green
@ Snot Green

@ Scorpion Green

Weapons
@ Scorched Brown
@ Graveyard Earth

Bases

@ Scorched Brown

@ Bestial Brown

@ Snakebite Leather

@ Bubonic Brown
Bleached Bone

Blood Ravens Space Marines

ponfingad from page 98

Arming for Gities of Death

Rik: As laid out in Codex: Space Marines,
Blood Ravens are masters of infiltration and
excel at close quarters fighting. However, in
order to use these trait abilities, | would
have to think carefully about the stratagems |
select for my games of Cities of Death.

Option 1

e Take Infiltration stratagem, allowing me to
infiltrate as normal

o Maximum of 2 further stratagems to
opponent’s 3

Option 2

¢ Drop the Infiltration stratagem

e Lose the Infiltrate ability

* Freedom to select other stratagems
e Trait skills become compromised

Option 3

* Drop the Trait rules and benefits altogether
e Total freedom of stratagems

e Total freedom of Codex unit choices

| finally elected to bite the bullet and
select the Infiltration stratagem as my first
stratagem. Any further choices generated by
the mission level would be an added
benefit, but not something I'd count on. In
doing this, | wouldn’t have to think about
collecting and painting too many new
miniatures to fulfil new battlefield roles.

That said, | do plan to tweak a few
entries here and there. First, | plan to
increase my two Terminator units from five
to six-man units.

Blessings before
battle, Rik has
put a lot of detail
into the Land
Raiders’ interior

Sergeant

A third six-man Terminator unit will most
likely find its way into the roster, armed with
terrain-ignoring heavy flamers.

My two Devastator units continue to do
me proud. Armed with missile launchers,
they are able to take out troops and vehicles
alike, though the 4+ invulnerable save
afforded by the city terrain could prove to
hamper their performance a little.

Finally, | plan to flood the battlefield
with as many bolter-wielding Tactical squads
as possible. With their trait rules, these guys
are more effective at close quarters fighting
than your average Space Marine, and have
the added benefit of being able to litter the
city alleyways with lethal rapid firing bolter
shells. With a flamer in each unit for added
building clearance potential, | should be all
set to wage war in the streets of the 41st
millennium!

This summer’s global campaign

As well as Cities of Death, 2006 will be
remembered as the year we ran the
Warhammer 40,000 global campaign: The
Fall of Medusa V.

Never really needing an excuse to
acquire more units for my army, Medusa V
does present me with the opportunity to
build up a few bits and pieces that | might
not normally take in my army, including my
first ever Kill-team — armed with as much
plasma weaponry as | can get my hands on
— and a proliferation of vehicles, including a
Land Raider conversion based upon Forge
World’s pre-Heresy pattern.

| THERE IS MORE INSTORE

' Like Owen and Rik’s armies?
We’ve put both complete
armies and their Cities of
Death army selections as
bundles on the Online Store.

www.games-workshop.co.uk/

store/medusaarmies
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MEDUSA V

SYBILLA TERTIUS HIVE

THIS SUMMER YOU CAN HELP DECIDE
HOW A WORLD WILL DIE.

Games Workshop Hobby Centres across the UK
will be battling in the depths of the Sybilla Tertius
hive, the primary hive of the Edethor region.

Each store will be running its own campaigns and
activities, so don’t miss out.

Sign up in-store now and be a part of history.

medusav.games-workshop.com 101




WARHAMMER'

10,000

THE 41ST MILLENNIUM
IS A SCARY PLACE,

AND IT’S lN YOUR
POCKET!

Glory in Death is a new turn-based strategy game
set in the war-torn future of the Warhammer 40 000 &

play them on, to give away.
chance to carry the 41st
pocket answer the following quest

) MARNEUS «C'*-\LGA .

I'AM A FAITHFUL SERVANT O
EMPEROR BECAUSE...

PLEASE SEND YOUR ANSWERS To:
GLORY IN DEATH COMPETITION,
UK WHITE DWARF,
GAMES WORKSHOP, WILLOW ROAD, LENTON,
NOTTINGHAM, NG7 2WS

(PLEASE SEND POSTAL ENTRIES IN ON THE BACK OF A POSTCARD).

Warhammer 40,000: Glory in Death copyright & Games Workshop Limited 2006. Glory in Death, the Glory in Death logo,
Workshop, Space Marine, 40K, Warhammer, Warhammer 40,000 Device and all associaled races, race or L
ters, illustrations and images from the Glory in Death game and the Warhammer 40,000 univer:
arkshop Ltd 2000-2006, variably registered in the UK and other countries around the warld, an d under license. Al fights
ved. Developed by Razorback Developments. Razorback and the Razorback logo are trademarks of Razorl en
Lid. All Rights Reserved. THQ, THQ Wireless and their respective logos are trademarks andior registered trademarks of THQ Inc. All
rights reserved. All other trademarks, logos and copyrights are property of their respective owners.

{© 2006 Nokia. All rights reserved. Nokia, N-Gage, N-Gage QD and N-Gage Arena are trademarks or registered tradel
B ade names of the
digital content formats compatibi
ser guide for more delailed information

CREENSHOTS & MOVIES GO TO:
WWW.GLORYINDEATH.COM

COMPETITION RULES

1. Only residents of UK and
agents or any other

2. Enlries are limited ta one per ho

3, Eligible entrie

s of the Promoter, their familles

7. By accepl
8. The judges" dec

the Games

& processing ¢




CONFLICT GONFLIC ONFLIC

3 SCOTLAND SOUTH NORTH
5
3,_ The Crowne Plaza Glasgow, Alexandra Palace, De Vere Whites Reebok Stadium,
X Congress Road, Alexandra Palace Way, De Havilland Way, Horwich,
Glasgow G3 8QT. Wood Green, London. Bolton BL6 6SF.

;f. F
- Sunday 21" May 2006.  Sunday 18" June 2006.  Sunday 4" June 2006.

10am-6pm. 10am-6pm. 10am-6pm.
. Tournament ticket — f£40 Open Pass — £10
E (admits two people) | (admits one) .
i% To become a regional champion, get yourself Each Conflict event offers a wide range
and your gaming partner to the battlefield at of hobhy activities for Open Pass
one of the locations listed above. . (non- tournament) ticket holders
Reglonal Doubles Tournaments: + Conflict Pamtmg Competition.
The Lord of the Rings * * Painting advme 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 Evil.) - take it home.
B\ Warhammer 40,000 . Pamcnpatxon Games.
(400 point Combat Patrol force per player.)
. Warhammes: * Army Workshops and tactical advice on
(500 points Border Patrol force per player) s army composition.
: Sl * The latest releases and hobby supplies.
Age restriction 12+ i

Games Workshop reserve the right to alter or vary the event due to circumstances or events beyond our control without being obliged to refund monies 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 website at: www.games-workshop.co.uk/events for more details about these and other events.

WARHAMMER

49000

- yo o 2 NERID Cupy ight @ Bames Workshop Limitad 2006 excepting all materials pertaining to the New Line theatrical productions: The Fellowship of the Ring; The Two Towers, and The Return of The King which are & MMVI New Line Productions, Inc. Al Rights Reserved. The Lord of the
B £ NEW |‘|?" (( INEMA ings, The Feilowship of The Ring, The Two Towers, The Raturm ror The King and the names of the characlers, items, events and places therein are trademarks of The Saul Zaentz Company d/b/a Tolkien Enterprises under license to New Line Productions, Inc. All Rights Reserved
’! i it esmied Game Warkshop, the Games Workshop logo, 'Eavy Metal, Citadel and the Citade! device are either @, TM and/or © Games Workshop Lid 2000-2006, variably registered in the UK and umercummmmdlhnwnnd All Rights Reserved




Store and Community news

Golden Demon 2004

Silver, The Lord of The Rings
Single Miniature. This
amazingly painted miniature
was Joe’s first foray into the
world of the Golden Demon
painting competition.

N

FRONTLINE

PAINTING DEMON

Showcasing Golden Demon winner Joe Tomaszewski

At the tender age of 18, Joe Tomaszewski has a bright future ahead of him. He’s
already won his first Golden Demon trophy, a Silver in 2004, and came mightily
close to adding to it in 2005. He’s got a master plan for this year’s competition
and while all that is hush-hush, we can show you some of his beautiful work.

oe describes himself as a painter, rather

than a gamer — it's often the case for a

lot of Golden Demon winning painters
Zbut it wasn't always so...

“First of all | just started playing the
games,” says Joe. “l was 10 years old and the
first game | played was Gorkamorka (this is a
classic game we no longer produce that
involved trukk-based Orky mayhem!).”

And while the enjoyment of gaming was
great; it was in painting that Joe found his
true calling.

“I entered a Bretonnian Pegasus at a
National Painting Competition at Games
Workshop Leicester,” Joe tells us. It won the
Warhammer category and the competition
overall. “I saw the trophy next to it and said
to myself, ‘This is what it’s all about.”” This
self-same model won the regional
competition too, boosting Joe's confidence

and affirming that he had a lot of talent, and
Joe's course was set.

“After this, | decided to push the limits
and go for a Golden Demon,” says Joe. “I
saw the entries in White Dwarf and they're
amazing — | always hoped one day I'd get a
Golden Demon.”

Joe’s dream came true when he won with
his Warrior of the Dead, its crisp and clean
style winning the judges over. Now Joe had
his sights firmly set on more accolades and
only narrowly missed out in 2005.

“| was too ambitious,” he reveals, “and
needed more time planning. | think | had too
many entries, and the categories and scale |
chose were bad moves,” he admits. “This
year I'm going to go for something more
manageable, so | can spend the time and
effort getting the smallest thing perfect, rather
than get something huge just painted.”
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SQUIGGOTH »

“The idea behind this diorama is a skirmish
patrol set up by a river that are ambushed by
Orks and caught off guard.” It's a highly
intricate piece with scratch-built tents, complete
with wire frames and string for guy-ropes. It was
a tough challenge and time-consuming with Joe
working right up to Golden Demon Sunday.
“That weekend 1 slept about four hours.”

“| spent a long time on conversions,” Joe
says, “You can spend a long time looking at the
model, picking them out.” There's a guardsmen
smoking, one cowering beneath a
tent, another with a grenade pin
in his mouth.

3 sy
ety Nme—
g
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Painting Demon confinued....

MARNEUS CALGAR and Honour Guard P

One of the standout models
in the excellent Space
Marine range, the
inspiration for this piece
came from Marneus Calgar.
“| wanted to make a display
piece,” says Joe. “| pushed
~my limits to try to make
rything as good as

] ”

on-metallic metal sty!e i
‘these miniatures and
effects are stunning,
though it was Marneus’s
cloak, based on Celtic
designs, that took the most
time to paint. “l spent about
eight hours on it — it was
very difficult as 1'd already
assembled the model.”

It wasn't just painting
where Joe stretched himself,
either, especially where the
converted Honour Guard
were concerned. “Sculpting
is a whole different thing to
painting — much more time
consuming.” Joe worked for
two months, intermittently
on the conversions, inspired
by the aesthetic of the
models. “It's some of my
best work, that I'm really
proud of.”

Work in progress »

106 WHITE DWARF FRONTLINE



TEETReE TR |0 [

Bretonnian Pegasus Knight v

Look closely at this model and you'll see it's been painted with non-metallic metals ie grey’s for silvers, yellows for golds, etc. “I painted the barding first
and the non-metallic metal style fitted in with it,” Joe explains. It's a variant approach to painting metal but can be a lengthy process, “It was six hours
just on that,” says Joe. Joe used a plastic Pegasus Rider but painted the barding and tunic in a regal and ornate design. “I went for this because it was

intended to be a Royal Pegasus.”

Goldberry »

This model was entered in the 2005 The Lord of The
Rings single miniature category. “It'’s an exercise in
object source lighting,” says Joe, a popular technique
that’s emulated by a lot of painters. “The colour
scheme is based closely on Tolkien’s description in
The Fellowship of The Ring” Joe tells us. “I had the
idea that she was approaching the river at dawn or
dusk.”
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: Located in Lenton Nottingham, Warhammer World is the place to come for
Bl] ZINAILS | agreat Games Workshop experience. Within its castle courtyard you will
find a wide array of awesome gaming tables built by Warhammer World’s
bugmans@games-  scenery team. All of Games Workshop’s current game systems are

workshop.co.uk 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!

e Feature tables in the Warhammer, Warhammer 40,000, The Lord of The
Rings and Specialist Games zones.

e 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.

Hobby Centre stocking the Specialist Games Range, as well as Forge World
items and a limited range of Warp Artefacts products.

— Available for Club or Gaming Group activities (subject to availability).
‘ heCltadeI Citadel Miniatures Hall.
Miniatufes Hall

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

* RING 0113 9168410 for more details
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RELATED ARTICLES

All the magazine-related articles...

A Guide to
Building a City
With the release of
Cities of Death and
the awesome new
Ruined City
Boxed Sets, we
thought we'd
show you a
few ideas and
tips for
building your
own city.

Vostroyan Colour
Schemes

Veterans of a
thousand
battles across
hundreds of
worlds, the
Vostroyans
have
defended the
Imperium for
10,000 years. Take
a look at some of
the alternative
colour schemes
for this new regiment
of the Imperial Guard.

Modelling Spell Effects

Wizards are powerful
individuals, able to
create and destroy
with their
mysterious
powers. Find out
how to model
your own spell
effects for use in
your games of
The Lord of

The Rings.

_ the Engine of the

www.games-workshop.co.uk/wdonline

The highlights this month... s

P <
F.
HOBBY ARTICLES v -

...and everything else to fuel your hobby.

Medusa V Campaign
Weekend Review

May saw Warhammer World play host to the
Medusa V Campaign Weekend — the opening
phase of this summer’s Global Campaign.
Find out the results of the event, and read
about the beginning of the campaign.

g
What is
WD Online?

White Dwarf Online is
our free weekly online
newsletter by the UK
White Dwarf team.
Every issue is packed
with exciting articles
and features that keep
you up-to-date with
what's going on in the
hobby.

Why subscribe?

ey

Medusa V Regional
Background - Edethor

To support this summer’s global campaign,
we'll be posting the entire background for the
region of Edethor (the UK section of Medusa
V) on the UK website and in this month’s
issues of White Dwarf Online.

Converting * Read forthcoming
the Engine hobby articles first!
of the Gods o See the latest new

releases and
advanced orders!

Returning to the
jungles of Lustria,
we revisit the
Lizardmen and
look at different
ways to construct

* Sneak peeks
delivered direct
early, to your inbox!

® Exclusive editorial

Gods from the:Red content and articles!

Host of Tenehuini

army list. e Absolutely Free!

Subscribe now,

IT'S FREE!
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THE EVENTS DIARY

N

All the latest from the UK and Northern Europe events scene.

JUNE e

Upcoming Events

Are you a Hobby Centre,
Independent Stockist, GCN or
WPS club that’s running an
event? If you want to advertise it
for free in this fine publication
simply drop us an e-mail at:

whitedwarf@games-workshop.co.uk

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

e 1st June..WD321 (September)
o3 St July Ry WD322 (October)
e 1st August..WD323 (November)

Please note all dates and details
are correct at the time of going to
print but are subject to change.

Events diary abbreviation guide

W sty Warhammer
40K it Warhammer 40,000
o o I Blood Bowl

WAB ... Warhammer Ancient Battles
WPS....Warhammer Players’ Society
WECW Warhammer English Civil War

Eplasisn sl Epic Armageddon
LEOMR 5 The Lord of The Rings
(G NS Games Workshop
(@[ e sharenin Grand Tournament

'WARHAMMER

40,000

GRAND TOURNAMENT

*14th-15th October 2006

*11th-12th November 2006

*25th-26th November 2006

www.games-workshop.co.uk/events

- presents:

'MORDHEIM ‘The Curse’

Date: June 10th, 2006

Venue: Portbury Knights, Portbury Village Hall,
Portbury, Bristol. Just off Junction 19 of M5.
Details: 500 points starting warbands. Painting
standards — minimum of three colours and
based. Tickets are £5 in advance.

Contact: alanvowles@msn.com for details.

presents:
WARHAMMER Doubles Tournament

Date: 24th — 25th June, 2006

Venue: Warhammer World

Details: You and a partner join your forces to
create a Warhammer allied army. Mixed
alliances are encouraged, offering a different
gaming experience! You will need a 750 points
Warhammer force per player. Specific details
are available from the Warhammer Doubles
rules pack. Tickets cost £65 per team and
entitle TWO players to 7 rounds of
Warhammer Doubles gaming, lunch on both
days, an evening meal on Saturday, tea and
coffee both mornings, and doughnuts on
Saturday to get you started.

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

presents:
Dutch Grand Tournament:

Date: Saturday 25th June and Sunday 26th
June, 2006

Venue: Sporthal UvT, Tilburg

Age: 16+

Details: The annual Dutch Warhammer Grand
Tournament returns for the sixth year. Tickets
will go on sale through Northern Europe Mail
Order two months in advance of the Grand
Tournament.

Details: NEGT@games-workshop.co.uk
Website: ne.games-workshop.com

(GAWES WORKSHOPIN 1 (-2  CH

MORDHEIM -
Revenge of the Shadowlord

Date: Sundy 25th June, 2006
Venue: Gaming Centre Sheffield

discovered and many warbands are forming
mistrustful alliances in order to reach this most
dangerous, yet profitable, of places in the
whole of the city. Will you be strong enough to
capture the riches your rivals desire and escape
the wrath of the Shadowlord? You will need a
500 gold crown starting warband to take part.
Tickets cost £15 including lunch on the day.
Contact: 0114 243 4633 for more details.
Website: www.games-workshop.co.uk/events

presents:
FORGES OF DEATH

Date: Sunday 23rd July, 2006

Venue: Gaming Centre Sheffield

Details: The forge world of Severictus Secundus
is open to attack. Will the loyalists be able to
hold out, or will the raiders pillage and
plunder, before the Imperial fleet arrives? You
will need a 1,500 points force and a 500 point
Combat Patrol to take part. Tickets cost £15
including lunch on the day.

Contact: 0114 243 4633

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

presents:
CALLTO ARMS

Date: 8th — 9th July, 2006

Venue: Warhammer World

Details: Come and celebrate Warmaster, Epic
Armageddon, Battlefleet Gothic, Necromunda
or Mordheim! You will need a painted army,
fleet, gang or warband to take part in the event
of your choice across the weekend. More
information can be found in the Call to Arms
rule pack. We'll guarantee you as many games
as we can squeeze into the weekend, lunch on

both days, an evening meal on Saturday, tea
and coffee both mornings, and doughnuts on
Saturday to get you started — all for just £50!
Website: www.games-workshop.co.uk/events

AUGUST

CUTNTEIEIEP presents:

Date: Sunday 6th August, 2006
Venue: Gaming Centre Sheffield
Details: The thawing snows in the Black
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Mountains have opened the passes and the
trade routes to the East. Can you protect the
passes from the hordes of Orcs, Skaven and
Ogres that live high in the mountains? You will
need a 2,000 points army and a 500 points
Combat Patrol force to take part.

Tickets cost £15 including lunch on the day.
Contact: 0114 243 4633

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

presents:
FALL OF THE NECROMANCER

Date: Sunday 20th August, 2006

Venue: Gaming Centre Sheffield

Details: Deep Mirkwood lies the stronghold of
the Necromancer. His shadow is growing over
the Elven Realm. Can the forces of Good rid
the woods of this evil menace or will the
Necromancer's power continue to expand? To
take part in this The Lord of The Rings
campaign you will need a 500 point force.
Tickets cost £15 including lunch on the day.
Contact: 0114 243 4633

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

SEPTEMBER

presents:
The Lord of The Rings

DOUBLES TOURNAMENT

Date: Sunday 17th September, 2006

Venue: Gaming Centre Sheffield

Details: Pair up with a friend to battle against others
in this competition of deadly duos. To play you will
need two warbands of 300 points and a friend to
play with. Full details sent with the event pack.
Tickets cost £20, including lunch.

Contact: 0114 243 4633

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

BAMES WORISHOP, presems:

Date: Sunday 24th September 2006

Venue: Birmingham NEC

Details: Tickets cost £25.

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

OCTOBER

Slayer Day: FROM THE ASHES

Date: Sunday 1st October, 2006

Venue: The Pemberton Centre, H.E Bates Way,
Rushden, Northamptonshire.

Details: 4-a-side team tournament; 2 x 1,500
points Warhammer singles and 2 x 1,500
points 40K singles. Prizes for the winners, Trade
stands, participation and open play tables, plus

the ‘Slayer Day Axe’ painting competition.
Tickets cost £40.00 per team.

Contact: Carl King on 07979 281 350 or
Darrell Lee on 01933 411559

presents:
Heat One: GRAND TOURNAMENT

Date: 7th — 8th October, 2006

Venue: Warhammer World

Details: This is the first heat in the new
Warhammer Grand Tournament season. You
will require a 2000 point force designed
around the restrictions listed in the tournament
pack. Tickets cost £50 and include lunches on
both days and an evening meal on Saturday.
Qualifiers from this heat will receive free entry
into the Grand Final in February 2007.
Webhsite: www.games-workshop.co.uk/events

presents:
Dutch Grand Tournament:

WARHAMMER 40,000

Date: 14th - 15th October 2006

Venue: Sporthal UvT, Tilburg

Age: 16+

Details: The annual Dutch Warhammer 40,000
Grand Tournament returns for the sixth year.
Tickets go on sale through Northern Europe
Mail Order about two months before the event.
Contact: NEGT@games-workshop.co.uk
Website: http:/ne.games-workshop.com

presents:
Heat One: GRAND TOURNAMENT

WARHAMMER 40,000

Date: 14th — 15th October, 2006

Venue: Warhammer World

Details: This is the first heat in the new
Warhammer 40,000 Grand Tournament season.
You will require a 1500 point force designed
around the restrictions listed in the tournament
pack. Tickets cost £50 and include lunches on
both days and an evening meal on Saturday.
Qualifiers from this heat will receive free entry
into the Grand Final in March 2007.

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

presents:
WARHAMMER Doubles Tournament

Date: Sunday 15th October, 2006

Venue: Gaming Centre Sheffield

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

Contact: 0114 243 4633

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

e T

-
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SARLAMAED

GRAND TOURNAMENT

HEAT 1
»7th-8th October 2006

_e4th-5th November 2006

-IBth 19th November 20(}6

mmgames—warkshbp.co.u]_:/ events

SLAYER DAY

FROM THE ASHES

Sunday 1st October
The Pemberton Centre, H.E Bates
Way, Rushden, Northamptonshire.

i

| CONFLIC

| GALL: 0115 9140000

| www.games-workshop.co.uk/events/diary

See Ppage 103 for detalls.

‘ uu A A T DS e A T

BRISTOL CARNAGE

* Warhammer, Warhammer 40,000
and The Lord of The Rings
Tournament

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

e Event tickets £25,

 Held at the British
Commonwealth Museum, Bristol.

11th June 2006
Call : 0117 925 1533

7

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

All the Games Workshop stores, independent stockists and GCN clubs, at your fingertips

YMENTIRE]? Hobhy Gentres

Monday - Friday: 12pm - 6pm
Saturday: 10am - 6pm
Sunday: 11am - 5pm

Except for:
» Stores in shopping centres still open

and close according to shopping
centre times.

» Some stores are not open every day,
such as the Gaming and Events
Centre in Sheffield. Please ring the
relevant store for details.

=

* FREE PAINTING & MODELLING ADVICE
No matter what your level of painting or
modelling skill, if you spend 30 minutes
with one of our members of staff you will
see those skills improved and might find out
something you never knew!

o FREE GAMING & TACTICS ADVICE

All our staff are experienced gamers (after
all it's what they do for a living!). They can
give you sound tactical advice, help you

allows you to find
independent clubs
that are a part of
the Gaming Club
Network. The clubs
listed on page 119

all have: ‘ build battle-winning armies and clear up
s Ao At ¢ FULL RANGE OF PRODUCTS - most of your rules queries.
leactithfeamembers All our centres stock a full range of e FREE BEGINNERS PROGRAMME
16 i heir affairs Warhammer 40,000, Warhammer and Our special Beginners’ programme teaches
The Lord of The Rings games and you how to play and helps you take your
openly. models as well as all the hobby first steps into the Games Workshop hobby.
e Public liability ma_terials you need to collect, build and _The programme runs on Sundays, but there
insurance to protect paint your armies. is also one nllght during the week when you
the members against « IN-STORE ORDER POINT Candmmilge‘ inimore %arm‘ng too. All you
ot All of our stores have a Direct in-store need to do Is come along!
order point which you can use to get * GAMING ROOMS
= A good standard of your hands on all of our Specialist Like regular Hobby Centres, all Gaming
club rules and a club Games products, plus many exclusive Rooms provide the full range of Games
constitution. miniatures, components and classic Workshop services. However they are larger
models with which to customise your than a normal Hobby Centre and have
¢ A child protection Warhammer, Warhammer 40,000 and many tables, which makes them perfect for
policy. The Lord of The Rings forces. meeting fellow hobbyists.
¢ A policy of

submitting the
committee for CRB
Disclosure.

As part of our
commitment to
customer service and
safety we do not
promote any club
outside of the Gaming
Club Network.

look it up online at:
www.gcnm.org.uk

W
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Locating stores & independent stockists »»

Games Workshop products are sold by a large number of shops in 16 different
countries across the world. What follows is a listing of all the stores that sell
Games Workshop products across the UK, parts of Europe, South Africa and the
Middle East. Games Workshops are open seven days a week, with gaming into
the evening on certain nights. Call your local Hobby Centre for more details.

You can find a full list of our UK retail outlets on our website:
www.games-workshop.co.uk/storefinder.

If you're unsure where your nearest stockist is located, then call GW Direct on:

0115 91 40000

L e NN

oo ot
s
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i

New Store opening.

ALTRINCHAM, The Gaming Crypt:
A4 Graenwood Street, WAT4 1RZ
Tel: 0161 929 9919

*To be exactly sure they have what you want in stock, we recommend

calling the store first.
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-
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~
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atore direct

AVON

GW BRISTOL (CENTRAL):
13 Broadweir. Tel: 0117 925 1533
GW BRISTOL (CRIBBS CAUSEWA'
Unit 129, The Mall. Tel: 0117 959
BRISTOL, Area 51:

Tel: 0117 9244655
PORTISHEAD, Makit:

Tel: 01275 B44:
YATE, Hoggosaurus Toymaster:
454 326566

BEDFORDSHIRE

GW BEDFORD:

riars. Tel: 0123 427 3663
LUTON, Final Fantasy

ew Bediord Road, Tel: 01
LUTON, Ottakers:
Tel: 01582 486999

* GW MAIDENHEAD:

17 Market Street. Tel: 0162 B63
GW READING:

111 Broad Street Mall, Tel: 0118 959 8693
NEWBURY, Miniature Merchants:

3 Weavers Walk, Tel: 01635 528176
BRACKNELL, Ottakers:

Tel: 01344 488124

BRACKNELL, Toy Planet:

Tel: 01344 426262

SANDHURST, Tayworld:

Tel: 01252 87335

WINDSOR, Ottaker's Bookshops Windsor:
Tel: 01753 B56456

WINDSOR, W] Daniels:

Tel: 01753 862106

BIRMINGHAM AREA

GW BIRMINGHAM:

Unit L18, Bullring Link. Tel: 0121 £33 7193
GW DUDLEY:

Unit 36, Merry Hill Centre. Tel: (0138 448 1818
GW SOLIHULL:

690 Wanwick Road. Tel: 0121 705 7997

* GW SUTTON COLDFIELD:

7 Birmingham Road. Tel: 0121 354 3174
GW WOLVERHAMPTON:

9 King Street, Tel: 0190 231 0466

87335¢

Shopping Centre

12 5207
BIRMINGHAM, Console Games:

1159 Bristol Road South, Northfield, B31 250
Tel: 0121477 0022

GREAT BARR, Gaming Crypt:

Tel: 0121 360 5080

RUBERY, Roy’s Habbies & Toys:

Tel: 0121 453 3280

SUTTON COLDFIELD, Digital Dragons:

Tel: 67941 637793

BUCKINGHAMSHIRE
GW HIGH WYCOMBE:
Unit 29, The Octagon Centre. Tel: 0149 453
1454
GW MILTON KEYNES:
t Endl Extensian, 502 Silbury
evard, Shopping Centre. Tel: 0190 Bo9 0477
AYLESBURY, Bear Necessities:
8 The Cloisters, Great Western Strest, HP20 2PU
Tel: 01296 421098
BUCKINGHAM, Abacus Toys:
Tel: 01280 821815
‘GERARDS CROSS, Howard Marshall:
Tel: 01753 BA2952
PRINCES RISBOROUGH, Treats:
Tel: 01844 344354

CAMBRIDGESHIRE

* GW CAMBRIDGE:

54 Regent Street. Tel: 0122 331 3350
GW PETERBOROUGH:

3 Wentworth Street. Tel: 01733 890 052
ELY, City Cycle Centre:

Tel: 01353 663131

HUNTINGDON, Sports & Fashions:
Tel: 01480 454541

PETERBOROUGH, Westgate Department Store:
Tel: 01733 563151

ST NEOTS, First Computer Games:

Tel: 01480 186638

ST NEOTS, Westgate Department Store;
Tel: 01480 473242

WISBECH, Westgate Department Store:
Tel: 01536 203525

CHANNEL ISLANDS

JERSEY, ST. HELIER, The Little Shop:

Tel: 01534 732187

GUERNSEY, ST. PETERS PORT, Carousel:
Tel: 01481 1

ST. HELIER, Bambola Ltd:
Tel: 0604 29628

GW ALTRINCHAM:

Unit 1, 19 Grafton Street. Tel: 0161 929 9896
* GW CHESTER:

112 Foregate Street. Tel: 0124 431 1967
+ GW MACCLESFIELD:

Unit 38, Chestergate Mall, Grosvenor Centre.
Tel: 0162 561 5020

GW STOCKPORT:

32 Mersey Square. Tel: 0161 474 1427
GW WARRINGTON:

Unit 20, Time Square. Tel: 0192 565 1984
ALTRINCHAM, The Gamiing Crypt:

44 Greenwood Street, WAT4 1RZ

Tel D161 928 9319

ALTRINCHAM, Altrincham Gaming Ltd:
Tel: 0161 9294708

CHEADLE, Fantasia:

Tel: 0161 491 1130

CONGLETON, Deans Toys & Cycles:
Tel: 0126 02732

CREWE, ABC Model Sport:

Tel: 01270 505 048

CREWE, Potters Model World:

Tel: 012 250 038

MACCLESFIELD, Jac in a Box:

Tel: 01625 502 221

NANTWICH, Funfayre:

Tel: 01270 626 346

NESTON, Carousel:

Tel: 0151 336 621

NORTHWICH, Level 1:

Tel: 01606 45053

NORTHWICH, The Model Shop:

Tel: 01606 826 346

STALYBRIDGE, Hardcastles:

Tel: 0161 3038528

STALYBRIDGE, KMV Madels:

Tel: 0161 304 8700

STOCKPORT, Goslings Toymasters

Tel: 0161 427 2099

WARRINGTON, Steve Webh Madels & Hobbies:
Tel: 01928 7 £

WIDNES, The Habby Shop:

Tel: 01514 241 947

* GW MIDDLESBROUGH:

Unit 33, 39 Dundas Street. Tel: 0164 225 4091
HARTLEPOOL, lllusions:

Tel: 01429 233 199

HARTLEPOOL, Westgate Depariment Store:
Tel: 01429 244 337

CORNWALL

GW TRURO:

Unit 1, Bridge Hause, New Bridge Street
Tel: 0187 232 0047

BODMIN, Bricknells:

Tel: 012 188

BUDE, Nitro RC:

Tel: 01288 353 388

BUDE, More Value:

Tel: 01288 352 362

FALMOUTH, Wonderland Falmouth:
Tel:01326 312 571

HAYLE, Blewetts of Hayle:

Tel: 01736 753 012

HELSTON, Eddy & Son:

Tel: 01326 572 767

NEWQUAY, Planet Hobbywood:
Tel: 01637 859 941

ST AUSTELL, Adeba Tays:

Tel; 01726 73125

ST AUSTELL, Mad for Miniatures:
Tel: 01726 72259

ST IVES, Dragon’s Hoard:

Tel: 01736 79848

TRURO, Toymaster:

Tel: 01872 272 452

* GW DURHAM:

64 North Road, Tel: 0191 374 1062
GW DARLINGTON:

78 Skinnergate. Tel: 0132 538 2463
BISHOP AUCKLAND, Windsock Models:
Tel: 01388 609 766

CONSETT, Kwikpart:

Consett, Tel: 0121 581 024
DARLINGTON, Lamb's:

Tel: 01325 466 042

SEAHAM, Games of War:

Tel: 01915 817 118

TEESDALE, Toy Shop:

Tel: 01833 637 396

* GW CARLISLE:

Unit 2, Earls Lane, Tel: 0122 859 8216
KENDAL, North West Warriors:

10 Kent Street, Tel: 01539 731666
BARROW-IN-FURNESS, Heaths:
Tel: 0122 15
BOWNESS-ON-WINDERMERE,
Ernest Atkinson & Sons:

Tel: 01539 443 047
COCKERMOUTH, Playtimes:
Tel: 01900 829 299
COCKERMOUT!
Tel: 01900 825
KENDAL, O'loughlins's

Tel: 01539 723 264

KESWICK, | B Dixon Lid:

Tel: 01768 772 381

KESWICK, Lakeland Toys and Hobbies:
Tel: 01768 775 275

PENRITH, Harpers Cycles:

Tel: 01768 864 475

ULVERSTON, Sawdust ‘n Stitches:

Tel: 01229 582 284

WIGTON, Jacksons Diecast Models:
Tel: 0169 5
WORKINGTON, KSA Models and Hobbies:
Tel: 01900 873 338

DERBYSHIRE

GW DERBY:

42 Sadler Gate. Tel: 0133 237 1657
F

he Toy Shops

342 557

BUXTON, D&E Knowles & Sons:

Tel: 0129 824 203

CHESTERFIELD, Chesterfield Department Store:
Tel: 01246 220 200

CHESTERFIELD, Model Trader:

Tel; 07951 94
CHESTERFIELD, Peak Bookstore:

Tel: 01246 224 666

GLOSSOP, Glossop Crait and Model Centre:
Tel: 01457 863 559

GLOSSOP, Wain Services:

Tel: 01457 853 548

ILKESTON, llkestan Co-op:

Tel: 01159 327 777

MATLOCK, Shawes:

Tel: 01629 582 482

DEVON

* GW EXETER:

31a Sidwell Street, Tel: 0139 249 0305
GW PLYMOUTH:

84 Cornwall Street. Tel: 0175 225 4121
GW TORQUAY:

12 Market Street. Tel: 0160 320 1036
BARNSTAPLE, The Battlezone:

Tel: 01271 321 344

DARTMOUTH, WG Pillar & Co:

Tel: 01803 832 139

EXMOUTH, Gamezone Models:

Tel: 01395 267 733

HONITON, Honiton Toy Shop:

Tel: 01404 43741

KINGSBRIDGE, The Trading Post:

Tel: 01548 B52 923

NEWTON ABBOT, Austins:

Tel: 01626 333 444

PLYMOUTH, Model Shop:

Tel: 01752 221 851

TAVISTOCK, Kaleidascope:

Tel: 01822 615 236

TEIGNMOUTH, Jackmans Toybox T/A:
Tel: 01626 778 260

TIVERTON, Wings ‘N’ Wheels:

Tel: 01884 242 819

TORRINGTON, Angling Pastimes:
01805 625 B8B

GW BOURNEMOUTH:

24 Post Office Road. Tel: 0120 231 9292
* GW POOLE:

Unit 12 Townsgate C
BOURNEMOUTH, Bat
Tel: 01202 258 194
BOURNEMOUTH, Roberts Toys & Games:
Tel: 01202 482 031

BRIDPORYT, Frosts Toymaster:

Tel: 01308 296

DORCHESTER, Dorchester Toys:

Tel: 01305 261 152

EASTBOURNE, Phantasia:

Tel: 01323 723 388

SHAFTESBURY, Hardings:

Tel: 017 2156

SHERBOURNE, The Corner House:

Tel: 01935 815 615

SWANAGE, Leanards:

Tel: 01929 426 096

WEYMOUTH, Razzamataz:

Tel: 01305 780 601

16

tre. Tel: 0120 268 5634
-Scar:

ESSEX

GW CHELMSFORD:

Unit 4C, The Meadaws Centre
Tel: 0124 549 0048

GW COLCHESTER:
2 Short Wyre Street. Tel: 0120 676 7279
GW SOUTHEND:

12 Southchurch Road. Tel: 0170 246 1251
GW THURROCK:
Unit 4158, Level 3, Lakeside Shopping Centre.
Tel: 0170 BB6 7133

SAFFRON WALDEN, Game On:

30 High Street, Tel: 01799 506 070
BRENTWOOD, BAM Cycles:

Tel: 01277 214 342

CHADWELL HEATH, Atomic Comics:

Tel: 0208 597 547

CHELMSFORD - The Meadows Shopping Cenlre,
Toymaster Kingdom:
Tel: 01245 493 3
CLACTON ON SEA, Clacton Art & Craft Centre:
Tel: 01255 436 346

HARLOW, Marquee Models:

Tel: 01279 423 334

HOCKLEY, Hobbiton:

Tel: 01702 200 180

LEIGH-ON-SEA, Caliver Baoks:

Tel: 01702 473 986

MALDON, Colin Bliss Models:

Tel: 01621 851 327

RAYLEIGH, Toys N Tuck:

Tel: 01268 775 501

GLOUCESTERSHIRE
GW CHELTENHAM:

16 Pittville Street, Tel: 0124
GW GLOUCESTER:

35 Clarence Streat. Tel: 01
CHELTENNAM, Toywizz:
Unit 1a Regent’s Arcade,
BOURTON ON THE WATER,
Bourtan Model Railway:

Tel: 01451 820 686
STROUD, Antics:
Tel: 01453 764 487
STROUD, Psisoft Games:
Tel: 0870 242 7428
TEWKESBURY, Toy Zone:
Tel: 01684 295 776

GW BASINGSTOKE:

3 Potters Walk. Tel: 0125 646 6050
GW PORTSMOUTH:

34 Arundel Sireet. Tel: 0239 287 6266
GW SOUTHAMPTON:

23 Easl Street. Tel: 0238 033 1962

6 5t Gearges 0196 286 0199

ALDERSHOT, The Game Shop:

Tel: 01252 311 443

ALTON, Alton Model Centre:

Tel: 01420 542 244

ANDOVER, Hoggosaurus Toymaster:

Tel: 01264 352 263

FAREHAM, Fareham Toys and Hobbies:

Tel: 01329 282 183

FLEET, Fleel Toys:

Tel: 0125 261 3949

GOSPORT, JC Books:

Tel: 02392 580 931

MILFORD ON SEA, Milfard Models and Hobbies:

Tel: 01590 642 112

NEW MILTON, Toys of New Milton:

Tel: 01425 617 805

PETERSFIELD, Folly Models:

Tel: 01730 267 932

PETERSFIELD, Fun for All:

Tel: 01730 267 271

PORTCHESTER, Wicor Models:

Tel: 02392 351 160

RINGWOOD, Toys of Ringwood:

Tel: 01425 479 444

ROMSEY, Roundabout:

Tel: 01794 512 145

SOUTHHAMPTON, Hidden Fortress Lid:

Tel: 02380 710 550

SOUTHSEA, Southsea Models:

Tel: 02392 713 208

WATERLOOVILLE, Forever Toys L

Tel: 02392 266 253

WATERLOOVILLE, Paul's Hobby Shop:
6

Tel: 01705 259 18

HEREFORDSHIRE

HEREFORD, Hereford Model Shap:

Tel: 01432 352 809

LEOMINSTER, Martin’s Models & Crafts:
Tel: 01568 613 782

ROSS ON WYE, Revolutions:

Tel: 01989 562 639

GW HEMEL HEMPSTEAD:

16 Bricige Street. Tel: 0144 224 9752
GW ST ALBANS:

18 Herltage Close, off High Street.
Tel: 0172 786 1193

HERTFORD, Game On:

29 Maidenhead Street SG1

Tel: 01992 537 77
BERKHAMSTED, Hamlins:
Tel: 01442 Bbd4 642
BISHOP'S STORTFORD, Boardmans:
Tel: 01279 654 033

BISHOP'S STORTFORD, Play Mode:
Tel: 01279 755 988

COCKFOSTERS, Murray & Brand:

Tel: 02084 490 827

HARPENDEN, Felicitations:

Tel: 01582 767 811

HERTFORD, Marquee Models:

Tel: 01279 423 334

HITCHIN, Mainly Models:

Tel: 01462 422 204

LETCHWORTH, Model Images:

Tel: 01462 684 859

ROYSTON, Tayshap:

Tel; 01763 243 270

ST ALBANS, E Rider and Son:

Tel: 01727 854 638

STEVENAGE, KS Models:

Tel: 01438 746 616

WELWYN GARDEN CITY, Toys Toys Toys:
Tel: 01707 391 319

ISLE OF MAN

DOUGLAS, Toymaster:
Tel: 01624 622 154

COWES, Chivertons Newsagens:
Tel: 01983 292 013

NEWPORT, Battalion:

Tel: 01983 533 222

NEWPORT, Toy & Models:

Tel: 01983 526 258

RYDE, The Sports & Model Shop:
Tel: 01983 862 454

RYDE, Fun, Fact and Fantasy:

Tel: 01983 617 323

GW BLUEWATER:
Unit 0528, Upper Thames Walk, Blucwater
Greenhithe, Kent. Tel: D132 242 7880

GW CANTERBURY:

Unit 5, lron Bar Lane. Tel: 0122 745 2880
GW MAIDSTONE:

7a Pudding Lane, Tel: 0162 267 7435

GW TUNBRIDGE WELLS:
Camde e, Tel: 0189
ASHFORD, GZ Computers Lt
28 Country Square, Tel: 0123 366 3996
ASHFORD, Wide Eyes:

44 Oshoume Road, Willeshorough, TN24 OEF
Tel: 01233 636600

BEXLEY HEATH, Kit Krazy:

0208 298 7

BROADSTAIRS, Time & Space:
Tel: 01843 866 006
CHATHAM, Maynes:

Tel: 01634 400 D31

DOVER, Turners Madels:

Tel: 01304 203 711

FAVERSHAM, Abacus Toys:

Tel: 01795 591 203

GRAVESEND, Steve’s Callectables and Models:
Tel: 01474 564 465

GRAVESEND, The Stamp Centre:

Tel: 01474 534 166

HERNE BAY, Spearings:

Tel: 01227 374 049

MARGATE, Toymaster Kingdom:

Tel: 01843 225 400

RAMSGATE, The Giggling Goblin,

Games Emporium:

Tel: 01843 594 884

SEVENOAKS, |H Lorimer:

Tel: 01732 452 840

SEVENOAKS, Manklows;

Tel: 01732 454 952

SITTINGBOURNE, A} Blundell & Son:

Tel: 01795 424 371

TONEBRIDGE, Kids Stuff:

Tel: 01732 353 186

WOODCHURCH, The Model Shap:

Tel: 01233 860 008

LANCASHIRE

GW BLACKPOOL:

10W

8 Birley Strect, Tel: 0125 375 2056
GW BOLTON:
Unit 27, 36 Acresfield Mall, Tel; 0120 436 2131
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GW PRESTON:

15 Miller Arcade, Tel: 0177 282 1

ASHTON UNDER LYNE, Roundabout Toys:

Tel: 01613 432 344

BLACKBURN, Batcave:

Tel: 01254 667 488

BLACKBURN, Mercer & Sons:

Tel; 0125 458 700

BURNLEY, Arthur Benn:

Tel: 01282 422 546

BURY, Conways Toymaster:

Tel: 01617 616 209

CHORLEY, A & B Games:

Tel: 01257 261 833

CHDII[EV Hampsons Toys & Nursery World:

Tel: 01257 263 045

ELITHEROE. Cowgills of Clitheroe Ltd:

Tel: 01200 423 587

KIRKHAM, RK Boyes:

Tel: 01772 671 900

LANCAF{EI Lawsons Toymaster:
]

LANcmEIL Micro Markets:

840 486

LEIGH, Toymaster:

Tel: 01942 671 116

MORECAMBE, Micro Markets:

Tel: 01524 416 306

OLDHAM, Ottakers:

Tel: 01616 205 543

POULTEN LE FYLDE, Aabas bookstore:
Tel: 01253 851 116

PRESTON, Conways Toymaster:

Tel; 01772 887 799

ROCHDALE, Microshack:

Tel: 01706 715 838

ROSSENDALE, Rossendale Models:
Tel: 01706 250 007
THORNTON-CLEVELYS, Toy2save Collectables:
Tel: 01233 855 905

WIGAN, Wigan Model Centre:

Tel: 01942 245 683

LEICESTERSHIRE

GW LEICESTER:

Unit 2,16/20 Silver Street, Tel; 0116 253 0510
GW LOUGHBOROUGH:

22 Higgin Street. Tel: 0150 923 8107
ASHBY-DE-LA-ZOUCH, Steve's Models:
Tel: 01530 416 827

COALVILLE, Geaofis Toymaster:

Tel: 01530 832 795

HINCKLEY, Punctilio Model Spot:

Tel: 01455 230 952

GW GRIMSBY:

9 West 5 Mary's Gale. Tel: 0147 234 7757
GW LINCOLN:

Unit SUA, Saltergate (on outside of Waterside
Centre), Tel: 0152 254 BO27

BOSTON, Models and Computers:

Tel: 01205 365 102

GRANTHAM, Access Models:

Tel: 01636 673 116

GRANTHAM, Arbon & Watts:

Tel: 01664 855 030

GRANTHAM, Portprince Models and
Hobbies Ltd:
Tel: 01476 592 001

LOUTH, Castaline:

Tel: 01507 602 149

MABLETHORPE, Belas Taymaster:

Tel: 01507 473 328

QUADRING, MS Sturgess:

Tel: 01775 621 967

SCUNTHORPE, Shermans Model Shop:
Tel: 01724 842 439

SKEGNESS, The Model Shop:

Tel: 01754 763 429

SPALDING, Masan's Models:

Tel: 017

LONDON

GW BRENT CROSS:

Unit F9, Lower Mall (near Fenwicks), Brent Cross
Shopping Centre, Tel: 0208 202 4979

* GW BROMLEY:

Unit 24, The Mall, Bromley. Tel: 0208 466 0678
aw CKOVD()N‘

Unit 35, imand Centre (outside the back of
the Cul\lm\ Road. Tel: 0208 680 4600
GW ENFIELD:

3/5 Genotin Road. Tel: 0208 363 3238

GW HAMMERSMITH:

161 King Street. Tel: 0208 846 9744

GW HARROW:

296 Station Street, Tel: 0208 861 2350

GW KENSINGTON:

shap 7, Lancer Square, Kensington Church Street,

Tel: 0207 937 7011

GW KINGSTON ON THAMES

33 Fife Road. Tel: 0208 549 5224

GW LONDON (OXFORD ST):

Unit F10, The Plaza Shopping Centre, 15t
Floor,116-128 Oxford Street. Tel: 0207 436 0839
GW RICHMOND:

Unit 8, Westminster House, Kew Road. Tel: 0208
948 6122

GW ROMFORD:

12 Quadrant Arcade. 706 742 140
GW STAINES:

8 Clarence Sureet. Tel: 0178 446 0675

GW SUTTON:
Unit 26, Times Suualr Shopping Centre. Tel
0208 770 945

. GW uxamDGL

Unit 32, Chequers Mall, The Pavilions Shopping
3 525 2800

GW WATFORD:

Unit Q, 1A Queen Strect, Harlequin Cent
Tel: 0192 324 5368

BLACKHEATH, 2nd Impressions:

Tel: 0208 852 6192

CHINGFORD, Hobby Stop:

Tel: 0208 529 7377

CHINGFORD, Rossis of Londan:

Tel: 0206 529 1920

CLAPHAM |UNCTION, Toystop:

Tel: 0207 228 9079

DULWICH, The At Stationers:

Tel: 0208 693 5938

EALING, And So It Begins:

Tel: 0208 579 2244

FINCHLEY, Leisure Games:

Tel: 0208 346 2327

HAMPSTEAD, Happy Returns:
Tel: 0207 435 2431

HERNE HILL, Just Willlams:

18 Half Moon Lane, $£24 9HU,
Tel: 0207 733 9955
KNIGHTSBRIDGE, Harrods:
Tel: 0207 730 1234

LONDON, Just Games:

Tel: 0207 323 3060
LONDON, Russ:

Tel: 0207 228 6319

PUTNEY, Toystop:

Tel: 0208 785 9555

RUISLIP, John Sanders:

al: 01895 634 848
WIMBLEDON, Elys:

Tel: 0208 946 9191

WOOD GREEN SHOPPING CENTRE, Toy City:
Tel: 0208 881 0770

MANCHESTER ARER

GW MANCHESTER (central);

Unit R35, Marsden Way South, Amdale Centre. Tel,
0161 B34 6871

W Trurfom:l CENTRE:

[{ClES Amazon
Tel 0161 788 7650
MANCHESTER, Waterstones:
Tel: 0167 832 1992

* GW LIVERPOOL:

13b Central Shopping Centre, Raneleigh
Tel: 0151 703 0963

GW SOUTHPORT:

Unit K2, Marble Place Shopping Centre.
Tel: 0170 450 1255

ST HELENS, Wargames World:

22 Cooper Street, Tel: 01744 285 00
SOUTHPORT, Claymore Games:

Tel: 01704 545349

MIDDLESEX

EAST SHEEN, Play Inside Out:
Tel: 02088 765 219

ENFIELD. Jennings Stores:
Tel: 0208 804 1804

GW NORWICH:

12-14 Exchange Street. Tel: 0160 376 7656
DISS, Toymaster:

Tel: 01379 641 743

DEREHAM, Starlings Toymaster:

Tel: 01362 697 769

EAST DEREHAM, Youngsters World:

Tel: 01788 562 372

FAKENHAM, Lou Lous Toys and Gifts:

Tel: 01328 853 118

GORLESTON, Toy King:

Tel: 01493 443 097

HOLT, Starlings-Toymaster:

Tel: 01263 713 101

HUNSTANTON, Hunstanton Models:
Tel: 01485 533 32
KINGS LYNN, Empi
Tel; 01553 765 174
KINGS LYNN, Westgate Department Store:
Tel: 01553 760 981

NORTH WALSHAM, Games N Fun:

Tel: 07851 031 246

NORWICH, Battlenel:

Tel: 01603 765 595

NORWICH, Kerrisons:

Tel: 01603 494008

NORWICH, Langleys, Rackheath industrial
estate: Tel: 01603 621
NORWICH, Toys Plus, Norwich airport
industrial estate: Tel: 01223 837 839
SHERINGHAM, Starlings-Taymaster:

Tel: 01263 822 368

TAVERHAM, Norvic Models Lt

Unit 2, Taverham Garden C&nlle, NRE 6HT
Tel: 01603 865213

WROXHAM, Paint House Tayshop:

Tel: 01603 706 B04

NORTHAMPTONSHIRE
* GW NORTHAMPTON:

24-26 Abington Square, Tel: 01604 636 657
mnnv wmgm Depariment Store:

m-rsnwo, Battlemaster Games L
Tel: 01536 414 880

KETTERING, Green Angel Cards & Games:
Tel: 01536 359 248

KETTERING, Toymaster Kingdom:

Tel: 01536 512 507

OUNDEL, Oundel News:

Tel: 01832 273 518

Osborne Sports & Toys:
Tel: 01933 312 415
WELLINGBOROUGH, Software Seller:
Tel: 01933 440 861

NORTHUMBERLAND

BERWICK UPON TWEED, Berwick Compuler
Games and DVDs:

Tel: 01289 309 551

HEXHAM, Fairplay:

Tel: 01434 606 678

HEXHAM, Robbs Department Stare:

Tek: 01434 602 151

MORPETH, TG Allan:

Tel: 01670 515 136

GW NOTTINGHAM (central):

34a Friar Lane, Tel: 0115 948 0651
GW WARHAMMER WORLD
Willow Road, Lenton. Tel: 916 B410
MANSFIELD, The Games Emporium:

Tel: 01623 640 022

NEWARK, Access Models:

Tel: 01636 673 116

SUTTON-IN-/ ASHFIELD Big Boys Toys:
Tel: 01623 §!

WORKSOP, Madu! Base:

Tel: 01909 501 752

OXFORDSHIRE
GW OXFORD;

1A Bush House, New Inn, Hall Street. Tel: 01865
242182

ABINGDON, Just Toys:
Tel: 01235 524 333
BANBURY, Trinder Bros:
Tel: 01295 262 546
BICESTER, Dentons:

Tel: 01869 323 946
CARTERTON, Giles Sports:
Tel: 01993 842 396
COWLEY, Dentons:

Tel: 01865 749 746
DIDCOT, Dentons:
Tel: 01235 816 566

OXFORD, Boswells Toymaster:

Tel: 01865 241 244

THAME, Pied Pedaller:

Tel: 01844 260 022

WALLINGFORD, Pettits of Wallingford:
Tel: 01491 835 253
'WITNEY, Romkrish:
Tel: 01993 704 979

SHROPSHIRE

* GW SHREWSBURY:

6 Market Street, Tel: 0174 336 2007

TELFORD, Sanda Games:

4 Albert Place, Donninglon, Tel: 01952 676 722
BRIDGENORTH, Hobby Horse:

Tel: 0174 6 766 659
OSWESTRY, Funfayr
Tel: 01691 670 646
TELFORD, Questing Knight Games:
Tel: 01952 417 747

SOMERSET

+ GW BATH:

5-10 Westgate Buildings, Avon Street

Tel: 0122 533 4044

BRIDGEWATER, Games Mart:

Tel: 0127 8 433 677

BURNHAM ON SEA, GW Hurley:

Tel: 01278 769 281

CHARD, Games Wizard:

Tel: 01460 239 090

CHEDDAR GORGE, Class Creations Ltd:
Lippiatt, BS27 3QP, Tel: 01934 749 240
CLEVEDON, J) Toymaster:

Tel: 01275 341 819

FROME, The Ellenbray Press:

Tel: 01373 462 139

FROME, Frome Model Centre:

Tel: 001373 46529

GLASTONBURY, Pedalers Toymaster:

Tel; 01458 B34 562

MINEHEAD, Minehead Tays & Models:

Tel: 01643 705 550
TAUNTON, Krackers:

Tel: 01823 335 057
WELLS, Wells Models:

Tel: 01749 675 262
WESTON SUPER-MARE, Gri
Tel: 01934 429 799
WESTON SUPER-MARE, J] Toys:
Tel: 01934 418 151

YEOVIL, Yeovil Callectors Centre:
Tel: 01935 433 739

YEOVIL, Witch Engine:

Tel: 01935 47978

* GW BURTON ON TRENT:

Unit 8, Union Cout, Union Street

Tel: 0128 353 5865

GW STOKE:

27 Stafford St Tel: 0176 220 5267
COCKERMOUTH, The Toy Shop:

Tel: 01900 825 855

LEEK, Chapter 1:

Tel: 01538 399 885

NEWCASTLE UNDER LYME, Sundowner Models:
Tel: 01782 610 606

STAFFORD, Stafford Games:

1E Paul Reynolds Centre, Foregate Street,
S5T162P)

ns Games:

Tel: 01785 255577
STAFFORD, Too Fal Goblinz:
Tel: 01785 499

STOKE-ON-TRENT, Alsager Toys and Models:
Tel: 01270 BB2 871

STOKE-ON-TRENT, Battlezone Games &
Collectables:

Tel: 01782 833 633

TAMWORTH, Geoff's Toys:

Tel: 01530 B32 795

UTTOXETER, The Toybox:

Tel: 01889 565 357

SUFFOLK

* GW IPSWICH:

49 Buttermarket, Tel: 01473 210 031
BECCLES, Toy Box:

Tel: 01502 712 785

BURY ST. EDMUNDS, Model Junction:

Tel: 01284 753 456

BURY ST. EDMUNDS, Toymaster Kingdom:
Tel: 01284 761 646

FELIXSTOWE,
Tel: 01394 275 555

HALESWORTH, Halesworth Toy Shap:
Tel: 01986 874 270

HAVERHILL, Baby Connexion:

Tel: 01440 706 292

IPSWICH, Galaxy Models & Hobbies Lid:
Tel: 01473 729 279

IPSWICH, Toyworld Ipswich:

Tel: 01473 728 535

LOWESTOFT, Toymaster Kingdom:

Tel: 01502 565 688

NEWMARKET, Moons Toyland:

Tel: 01638 663 147

STOWMARKET, D ] Collectables:

Tel: 01449 771 015

STOWMARKET, Simpson & Sons:

Tel: 01449 612914

SUDBURY, CXG Computers:

Tel: 0870922 1313

SUDBURY, FT Games:

Tel: 01787 466 060

SUDBURY, Toymaster Kingdom:

Tel: 01787 372 238
SUDBURY, Toy Cannexion:
Tel: 01787 888 002
WOODBRIDGE, Taytown:
Tel: 01394 383 170

rds Taxis:

GW GUILDFORD:

Unit 1, 9/12 Tunsgate. Tel: 0148 345 1793
GW WOKING:

Unit 3 Cleary Coun. Tel: 0148377 1675
CAMBERLEY, Momningstar:

6 Beitegheim Way, Tel: 01276 685 160
COULSDEN, Taylors Tays and Sports:

Tel: 0208 666 00710

CRANLEIGH, David Mann:

Tel: 01483 273 777

DORKING, Dorking Models:

Tel: 01306 B&1 747

EPSOM, Ottak
Tel: 01372 742 533

EPSOM, Treehouse Toys:

Tel: 01932 252 272

FARNHAM, Darkstar:

Tel: 01252 820 324

OXTED, |H Lorimer Ltd:

Tel: 0208 656 6625

PURLEY, JH Lorimer Ltd:

fel: 0181 660 9716

REDHILL, Gamers Guild:

Tel: 01737 789 123

REIGATE, The Tay Shop:

Tel: 01737 245 300

WALTON ON THAMES, Treehouse Toys:
Tek: 01932 252 272

ns, Tel: D127 320 3333

11 Broadway. Tel: 0129 355 2072
GW EASTBOURN
13 Terminus Road. Tel: 0132 364 1423
BOGNOR REGIS, Trains Models and Hobbies:
Tel: 01243 864 727

CHICHESTER, Chichester Toys:

Tel: (1243 788 055

EAST GRINSTEAD, Ready To Run Madels
Tel: 01342 300 917
HAYWARDS HEATH, 4JRIN L
Tel: 01444 455 993
HORSHAM, Gentle Gallery:
Tel: 01403 258 567
HORSHAM, Ottakers:

Tel: 01403 268 088
SEAFORD,
Tel: 01323
SOUTHWICK, The Dragons Tears:
52 Highdown, BN42 405

el 01273 59541

STEYNING, Genlle Gallery:

Tel: 01903 812 933

UCKFIELD, Kid's Stufi:

Tel: 01425 768 398

WORTHING, KC's Games Shop:
Tel: 01903 237 983

TYNE AND WEAR ARER
* GW NEWCASTLE (Central):
Unit 64, Newgate Shopping
Tel: 0191 2 18

GW METRO (METRO CENTRE):

Unit 2, First Floor, The Arcade (near the
Mediterranean Village). Tel: 0191 461 0950
NEWCASTLE, Fenwick Ltd:

Tel: 0191 232 5100

NORTH SHIELDS, SR Gladston & Son:

Tel: 01912 570 335

SUNDERLAND, Joplings:

Tel: 01915 102 1
WHITLEY BAY, T&G Allan:
Tel; 01912 531 564

WARWICKSHIRE
GW COVENTR
Unit 39, Upper Level, Cather
Centre. Tel: 0247 622 7311
GW LEAMINGTON SPA:
32 Regent Street. Tel: TBC
BEDWORTH, Railway & Modellers Junction:
Tel: 02476 316 285

KENILWORTH, Abacraft Arls & Pictures:

Tel: 01926 511 294

LEAMINGTON SPA, Trinders Toy Town Ltd:
Tel: 01926 470 501

NUNEATON, Nuneaton Bookshop:

Tel: 02476 342 000

RUGHY, Joto Railways & Models:

Tel: 01788 562 372
STRATFORD-UPON-AVON, 3 Windsor Place:
Tel: 01789 295 850

WILTSHIRE
GW SALISBURY:

1B Winchester Street, Tel; 0172 233 0955
GW SWINDON:

50 Fleet Street, Tel; 0179 343 6036
CALNE, SPS Stationary:

Tel: 01249 813 560

DEVIZES, Hoggosaurus Toymaster:

Tel: 01380 723 841

MALMESBURY, SPS Stationary:

Tel: 01666 824 440

MARLBOROUGH, H Duck:

Tel: 01672 512 170

MELKSHAM, The Toyshop:

Tel: 01225 768 415

SWINDON, Spat On Madels:

Tel: 01793 522 098

TROWBRIDGE, The Tay Shop:

Tel: 01225 768

WORCESTERSHIRE

* GW WORCESTER:

23 Lychyate Mall, Cathedral Plaza
Tel: 0190 561 6707
DROITWITCH, Look
Tel: 01905 772 403
EVESHAM, Battle Honours UK:

Tel: 0138 645 875

REDDITCH, Hoggosaurus Toymaster:

Tel: 0152 766 092

STOURPORT ON SEVERN, TP Activity Toys:
Tel: 01299 872 800

YORKSHIRE

GW BRADFORD:

4 Piccadilly, Bradford. 1
GW DONCASTER:
Unit 10, The Colonnades, Tel: 0130 232 0535
GW HARROGATE:

53 Station Parade. Tel: 0142 356 4310

Lanes Shopping

Ltd T/A Tayworld:

0127 473 9430

s | s R R TS e

GW HULL:

30) Paragon Street. Tel: 0148 256 9576

GW LEEDS (central):

12-16 Central Road. Tel: 0113 242 0834
GW LEEDS (WHITE ROSE):

Unit 280, White Rose Centre, Tel: 0113 272
3470

GW SHEFFIELD (central):

16 Fitzwilliam Gate. Tel: 0114 275 0114
GW SHEFFIELD (MEADOWHALL CENTRE):
Unit 918, High Street, Upper Mall (next to
entrance near Boots). Tel: 0114 256 9836

* GW WAKEFIEL
96 Kirkgate, the Ridings Centre, Tel: 0192 436
9431

GW YORK:

13A Lendal. Tel: 0190 462 8014

THE GAMING CENTRE:

Units 849, Meadowhall Road, Amos Read

Tel: 0114 243 4633

RICHMOND, Anything Goes:

Bridge Garage, Gatherley Road, Tel: 01748 810
135

BEVERLEY, Mayfair Toymaster:
Tel: 01482 862
BRIDLINGTON, Croppers:
Tel: 01262 67
HALIFAX, Haillax Madﬂlzrs World:
Tel: 01
HALIFAX, Magazme World:

Tel: 01422 330 547

HUDDERSFIELD, Games Emparium:
Tel: 01484 532 838

HUDDERSFIELD, Something Wicked:
Tel: 01484 226

HULL, Mayfair Toymaster:

Tel: 01482 862 777

KEIGHLEY, Conways Toymaster:

Tel: 01535 604 045

LEEDS, Royal Armouries Museum:

Tel: 01132 201 999

LEEDS, Toyworld:

Tel: 01132 439 800
NORTHALLERTON, T & FM Grover Lid:
Tel: 01609 773 334

OTLEY, Conways Toymaster:

Tel: 01943 462 065

PICKERING, Puffers of Pickering:

Tel: 01751 472 762

POCKLINGTON, Chylds Play:

Tel: 01759 306 041

scARBUROUCH Maison Militaire:

Tel: 01723 362
SCARBORGIJGH, Space, Myth and Magic:
Tel: 08456 441 113

SELBY, A1 Sports and Toys:

Tel: 01757 705 115

SHEFFIELD, Wargamcs Emporium:

Tel: 01142 4 826

WAKEFIELD, Mod:l and Craft Centre:

Tel: 01924 374 097

WHITBY, John Anderson - Toymaster:

Tel: 01947 602 213

WHITBY, Models and Movie Props Ltd:
Tel: 01947 603 123

WALES

GW CARDIFF:

11 High Street. Te
* GW NEWPOR
25 Skinner Street, Tel: 0163 325 6295

GW SWANSEA:

45 Princess Way, Tel: 0179 246 3969
CARDIGAN, Helm's Deep:

Royal Buildings Priory Street, Tel: 01239 614 080
ABERGAVENNY, Richards of Abergavenny:

Tel: 01873 852 466

ABERYSTWYTH, Albatross:

Tel: 01970 617 836

BANCHORY, Banchory Toy & Gift shop:

Tel: 01330 825 586

BANGOR, ACME Computers:

Tel: 01248 371 4
BRECON, | Clark Toys & Gifts:
Tel: 01874 622 865
BRIDGEND, Joust for Fun:

Tel: 01656 767 680
CARMARTHEN, Good News:
Tel: 01267 237 769
CARMARTHEN, Hardings:

Tel: 01267 237 774
CHEPSTOW, Artists Corner:
Tel: 01291 627 393

DYFED, Clarice Toys:

Tel: 01834 843 493
GWYNEDD, LT Leisure:

Tel: 01341 261 402
LLANELLI, AM Fros
Tel: 01554 777 27
LLANDRINDOD WELLS, Corven Arts:
Tel: DB700 &4 904

LLANDUDNO, Dibs Toymaster:

Tel: 01978 758 451

LLANTWIT MAJOR, Rainbow Plaza:
Tel: 01446 794 118

MILFORD HAVEN, Foster Pawell Lid:
Tel; 01646 697 111

NEWPORT, Battle On;

Tel: 01983 533 222

PORTHCAWL, Game It

ol: 01656 784 428

PEMBROKE, Dragon Alley:

Tel: 01646 621 456

RHYL, Lightioot Models & Toys:

Tel: 01745 33] 564

SWANSEA, Comix Shoppe:

Tel: 01792 642 097

SWANSEA, West Coast Games Lid:

& High Street Arcade, SAT TLE

Tel: 01792 533 464

WREXHAM, Brite Ideas:

Tel: 01978 758 451

292 064 4917

Unit 1, 12-14 Upper Kirkgate,
Tel: 0122 464 9779

GW AYR:
10 Arran Mall. Tel: 0129 261 0673
c-w BRAEHEAD:

5 Brachead SPmppm;, Centre, Kings Inch Road.
m 0141 885 9440
+ GW DUMFRIES:
44 High Street. T
GW DUNDEE:
110 Commercial Street. Tel: 0138 220 2382
GW EDINBURGH:
136 High Street. Tel: 0131 220 6540
GW FALKIRK:
12 Caw Wynd. Tel: 0132 462 4353

: 0138 724 9702
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* GW GLASGOW:
81 Union Street. T
ANGUS, Gardiners:

Tel: 01356 622 265

BANCHORY, Toy and Gift Shop:

Tel: 01330/ 625 586

CRIEFF, Pinetree Hobbycrafts:

Tel: 01764 653 706

DINGWALL, Sports and Model Shop:
Tel: 01349 62 346
DUNFERMLINE, Abbey Models:

Tel: 01383 731 116

EAST KILBRIDE, DTS Models:

Tel: 01355 238 988

EDINBURGH, Marionville Models:
Tel: 01413 177 010

ELGIN, Junner’s Toymaster:

Tel: 0143 542 492

FRASERBURGH, 5|even s Toymaster:
Tel: 01358 7240!

FIFE (CUPAR), The Nappy Pin:

Tel: 01334 653 160

FORFAR, |. Yule and Sons:

Tel: 01241 872 195

FORT WILLIAM rhe Granite House:
Tel: 0
GRU\SHIE[S, Buuks Plus:

Tel: 01896 752 843

GLASGOW, Static Games:

Tel; 01412 265 414

HADDINGTON, Cycle Services:

Tel: 01620 826 989

INVERNESS, Junners Toymaster:

Tel: 01463 233 234

ISLE OF LEWIS, A D MacDonald and San:
Tel: 0851 705 650

KILMARNOCK, T4 Toys:

Tel: 01563 520 262

KINROSS, The Hope Chest:

Tel: 01577 862 516

KIRKCALDY, The Hope Chest:

Tel: 01592 260 116

NORTH BERWICK, Laws Cycles:

Tel: 01620 890 643

ORKNEY, Mclennan-Toymaster:

Tel: 01856 877 788

PAISLEY , Paisley Model Centre:

Tel: 01418 894 221

PERTH, T4 Toys:

Tel: 01738 639 450

PREIHEMJ Gwl-gl.- Donald Ltd:

Tel; 01779

SHETLAND, Harrp Dept Store:
Tel: 0159
STIRLING, Ahu-us.

21 Crawford Arcade, FK8 1AX,
Tel: 01786 478 784

STIRLING, Da It @ Your Leisure:
Tel: 01786 826 975

THURSO, Durrans:

Tel: 01847 893 169

TURRIFF, E Rae and Son:

Tel: 01888 562 610

GW BELFAST:
204 Castle Court (tawards back of the Centr
Tel: 0289 0233684
BALLYMENA, Camerons:
21 Broughshane 5t, Co Antrim,
0482 564 8821
BANBRIDGE, David Rogers:
7 Bridge 5, Co Down.
BANGOR, Replay Games:

High St, Co Down, Tel: 0489 ur. 2210
BANGOR, Stewart Miller & Son
40 Mirin S, Co Down, Tel: 0489 127 0108
COLERAINE, Moores:
7-11 Church 5, Ca Derry, Tel: 0126 544 44
CRUMLIN, Lilliput Construction Co:
92 Brambie Wood, Co Antrim,
ENNISKILLEN, Modellers Corn
22 Darling St, Tel: 0486 632
LISBURN, World of Wand;
Riverside Centre, Tel: 0489
OMAGH, Whites Toymaster
/7 Bridge St, Tel: 0662 242
PORTADOWN, D Jeffers:
8 Mandeville St, Tel: 0483 535 0889

EIRE

GW BLANCHARDSTOWN:

Unit 249a, Blanchardstown "hnppmg Centre,
Dublin. Tel: 0035 318
GW DUBLIN
Unit 3, \u\-\.Ullmy Sum
Tel: 0035 318 725 7'
ATHLONE, Toy Cit
N6 Cenire, Co Westmeath, Tef: 090 647 9851
BALLINA, World of Wonder:

Dillon Terrace, Co Mayo, Tel: 096 76676
BLACKPOOL, World of Wander:

23 Northpoint Bus Pk, Cork, Tel: 0214 210 445
BRAY, ER Harris & Sons:

Co Wicklow, Tel: 012 867 995

CARRICK ON SHANNON, Mulvey's:

Main Street, Leitrim, Tel: 071 962 2936
CASTLEBAR, McDermotts:
Co Mayo, Tel: 096 76676
CORK, Art and Hobby Shoj
Datglas Shopping Centre,
Tel: 021 436 3

CORK, Art and Habby Shop:

Wilton 5hnppm, Cz-nlm Co Cork,

Tel; 021 434 7.

CORK, Nnddr s Tnylmiter.

13-14 Commarket St, Co Cork, Tel: 021 427 9508
CORK, Other Realms

Paul Street Shopping Centre, Cork City,

Tel: 021 422 2224

CORK, World of Wonder:

Co Cork, Tel; 021 4210445

CLONAKILTY, Coughlan Educational Supplies:

11 Rossa St, Co Cork, Tel: 023 33068
CLONMEL, Hogan's Toymaster:

31 Pamell St, Co Tipperary, Tel: 052 23973
CLONTARF, Furlongs:

4 Vernon Avenue, Dublin,
DUBLIN, Banba Toymaster:
48 Mary St, Tel: 01 872 7100

DUN LAOGHAIRE, Banha Toymaster:

Dun Laoghaire Shopping Centre, Co Dublin,

Tel: 012 804 011

DUNDALK, Pick n Save:

Long Walk $/Centre, Co Louth, Tel: 042 932 7356
DUNGARVEN, Murphy’s Tay and Cycle
Specialists:

9 Main 51, Co Waterlord, Tel: 058 41376

ENNIS, World of Wonder:

Woodqgay Car Park, Co Clare, Tel: 065 684 8697
ENNIS, Banba Toymaster:

Clearwater 5/Centre, Dublin, Tel: 01 864 3910

141 221 1673
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Cork,

101 853 0395

GALWAY, Games Realm:
8A The Com Store, Co Galway, Tel: 091 563 006
GALWAY, It's Magic:
Eyre Square $/Cenire, Co Calway,
Tel: 091 563 313
GAI.WM’ Model World:

b oss Park, Taum R, Co Galway,

Unit 3, Wellpark, Galway, Tel: 091 764 949
GOREY, John Webb:

Co Wexford, Tel: 055 21119

KILKENNY, Michael Crotty's:

77 High 5t Co Kilkenny, Tel: 056 51038
KILLORGLIN, O'Sheas:

Lower Bridge S, Kerry, Tel- 066 976 1919
LIMERICK, Hollywoad Em)

30 Thomat St, Ca Limerick, Tel: 061 313 477
LIMERICK, O'Callaghans:

Dock Rd, Co Limerick, Tel: 061 2
LIMERICK, The Gathering:
43 Lower Geralld Griffin St, Co Limerick

Tel: 061 315 133

LOUGHREA, Beatty:

Church 5t, Co Galway, Tel: 091 841 403
LOUGHREA, Mary's Toymaster:

2 Main St, Co Cork, Tel: D26 42491
LOUGHREA, Murphy’s World of Wonder:

115, Main 5t, Co Cork, Tel: 022 21197
NENAGH, JKC:

25 Pearse 5t, Co Tipperary, Tel: 067 31391
NEWBRIDGE, World of Wonder:

Newhridge Retall Park, Kildare

SLIGO, WA and AF Woods:

Co Sligo, Tel: 071 914 202 110478
STILLORGAN, Nimble Fingers:

Co Dublin, Tel: 012 880 788

Caball and sons:

i e Street, Co Kerry, Tel: 066 712 1847
TULLAMORE, Robbins:

William St, Co Offaly, Tel: 0506 21541
WATERFORD, The Habby Shop:

18 The Quay, Co Waterford, Tel:
WESTPORT, World of Wander:
Bridge St, Co Mayo, Tel: 098 25331
THURLES, Toymaster:

Friar S, Co Tipperary, Tel: 062 51326
TIPPERARY, Hogan's Toymastes

31 Pamell St, Co Tipperary, Tel: 052 23973
TIPPERARY, Whelan's:

64-65 Main Street, Co Tipperary, Tel: 062 51326
WATERFORD, Fitzmaurice Toymaster:

Tel: 051 876 566

WEXFORD, Play & Lear:

8 Selskar S, Co Wua!(ml TL\ 053 23188
WICKLOW, Hapkins:

Main Street, Co Wicklow, Tel: 0404 67225

INTERNATIONAL
ACCOUNTS

BELGIUM
BRUGGE, Fair Play
Spoorwegstraat 162, B200,
Tel: 0033 0)50 38 51 83

AARSCHOT, Conect'r

Gasthuisstraat 47, 3200, Tel: D032 (0)16 56 88 30
HASSELT, D-Six
Kuringersteenweg 43-4
Tel: 0032 (0)11 32
LEOPOLDSBURG, NV Moestermans
Maarschalk-Fochstraat 20, 3970,
Tel: 0032 (0)11 39 38 -lh

LEUVEN, The Dice ool

Parijsstraal, 44, 3000, 1c| 0032 (0)16 29 49 94
MECHELEN, De Spelfanaal

Veemarkt 12, 2600, Tel: 0032 (015 34 59 07
OOSTENDE, King Arthur

Amsterdamstraat 638, 8400,

Tel: D032 ()59 51 57 56

AALST, Hermelijn

Molenstraat 3b, 9300, Tel: +32 (0) 53 41 48 b6
AALST, Intertoys Aalst

163, 9300,

43

5 B6

51 852 227

3500,

ANTWERPEN, Cellic Cross

Zilversmidsiraat 9, 2000,

Tel: 0032 (0)3 288 81 65

ANTWERPEN, Red Dragon Games

St Katelijnevest 55, 2000,

Tel: 0032 (013 231 71 61

BLANKENBERGE, De Speelhoek

Langestraat 41, 8370, Tel: 0032 (0)50 41 49 23
BRUGGE, Modelbouwcenter West-Viaanderen
Langestraat 163, 2000, Tel: 0032 ()50 34 20 71
BRUSSEL, Intertoys Laken

B-10 Avenue Busleyden, 1020,

Tel: 0032 (0)2 268 71 4

BRUSSEL, Interioys Anderlecht

5 Dupluisiaan 315, 1070,

Tel: 0032 (0)2 523 84 73

DENDERMONDE, Tip Top

Moens, Sint-Gillistraat 75, 9200,

Tel: 0032 (0)52 21 17 98

DEURNE, The Gamestore
Bisschoppenhoflaan 7-9,2100
Tel, +32 3 325 55 35

GENT, Intertoys Gent

Valderstraat 17, 9000, Tel: 0032 (0)3 224 42 86
GENT, Miniatuurauto’s Eeckhout

Burgstraat 87, 9000, Tel: 0032 (0
GENT, Lood &Spelen
Burgstraal 43, 9000, Tel: 0032 (0)9 224 47 34
GENT, Red Dragon Games Gent
Overpoortstraat 116, 9000

224 1798

HALLE, Top 1 Toys Halle

Basiliekstraat 66, 1500, Tel: 0032 (0)2 356 04 03
HASSELT, Oberonn

Kempische Steenweg 27, 3500,

Tel: 0032 11 351 358

IXELLES, Intertays Ixelles

104 Chaussee d'Ixelles, 1050,

Tel: 0032 (012 51417 03

KORTRIJK, Albion

Doomiksestraat 52, B500, Tel: +32 (561 32 43 07
KORTRIJK, De Concorde

Brugsestraat 40, 8500, Tel: 0032 (0)56 37 05 65
LOKEREN, De Geest

Roomstraat 27, 9160, Tel: 0032 (0)9 348 49 50
MERKSEM, Game Garden, The

Bredabaan 376, 2170, Tel: 0032 (0)3 666 37 73
MOL, Intertays Mol

Graaf de Broguevillestraat 9, 2400,

Tel: 0032 (0)14 32 08 24

NEERPELT, t' Spellenhuis

Fabriekstraat 10, 3910, Tel: 0032 (0)11 74
OOSTENDE, Timms

Vlaanderensiraat 48, 8400,

Tel: 0032 (0)59 80 49 63

OVERIJSE, Intertays Overijse

Brusselsestoenweg 4024, 3090,

Tel: 0032 (D)2 687 42 53

ROESELARE, Black Border

Stationsdreef 68, BE00, Tel: 051720 82 50
ROESELARE, Willi’s Wereld

Henri Horriestraat 20, 8800,

Tel: 0032 ()51 24 64 15

ST NIKLAAS, HQ

Ankerstraat 44, 9100, Tel: 0032 (0)3 776 35 45
TOURNAI, Intertoys Tournai

19 Rue Royale, 7500, Tel: 0032 (0)69 21 42 2

SOFIA, Magic Worlds
1000, Slaveikov sqr.d
SOFIA, Moria

1303, Sredna Gora Str.133

CAKOVEC, Hama centar

Roban kuca *Medjimuka®

OSIJEK, Land of Magic

31000, Merkator Contar, Gacka 10
Tel: 00385 31275794

OSIJEK, Zelda,

Trg A, Starcevica

RIJEKA, Game Master
Krizaniceva I¢

SPLIT, Land of Magic

Kralja Zvonimira 15, 21000,

Tel: 00385 21482249
SLAVONSKI BROD, Lesic
Strossmayerova 7

VARAZDIN, Land of Magic:
Kaciceva 5, 42000, Tel: 00385 4,
ZAGRES, Land of Magic

10000, Frankopanska 22, Tel: 00385 14870077
ZAGRES, Land of
10000, Radiceva 13, 0038514923917

CIZECH REPUBLIC

BRNO-ABOVRESKY, Cerny Rytir
Chiadkova 3, Tel: 00420 605884082

CESKE BUDEJOVICE, Chaotit

Zacharyasova 5, Tel: 0042 602489158
HRADEC KRALOVE, Knihkupectvi Valhalla
Letcu 1651, Tel: 0042 495522009
LIBEREC, Ogri Do

Silkova 236/11, Ts\ ﬂmmsm 893 336
PRAHA, Cerny Rytir

Za Poricskou hmnnu 21, Tel: 00420 222312461
FRAHA, i

M\I\ulaml%k! 4’11 2 FE! 00420 224 934 811
VSETIN, Atlantis

Prikra 42, Tel: 00 42 571411697

GW K@BENHAVN

Frederiksborggade 5KL, nm: Tel; 33122217
AARHUS C, Dragons L
Sct, Knuds Torv 3, nnuﬂ Tel: 8619 0063
ODENSE C, Dragons L
Konge stth, 5000, Tel: 6591 9701
ROSKILDE, Fanatic Roskilde

Allehelgensgade 15, 4000, Tel: 4636 1548
SLAGELSE, Fanatic Slagelse

Skovsugade bA, 4200, Tel: 5854 4080
ESBJERG, Bunkeren

Kongensgade 19, 6700, Tel: 7518 1199
HELSINGOR, Hobby & Fritid

Rosenkildeve] 2, 3000, Tel: 4921 4542
HILLER@D, Hobby & Fritid

Hostrupve] 4, 3400, Tel: 4625 2616
KOBENHAVN NV, Arena Kabenhavn
Rentemestervej 80, 2400, Tel: 3833 5700
KOLDING, B.O. Boger Kolding

Kolding Starcenter 52, 6000, Tel: 7550 3834
NAESTVED, Arena Nastved

Ramsherred 17, 4700, Tel: 5554 6700
RBDOVRE, Mr Games

Rodovre Stationscenter, 2610, Tel: 3672 0255
AALBORG, Aalborg Hobby Service

Narregade 18, 9000, Tel: 9812 1315
AALBORG, Bog & idé Aalborg

Nytorv 5, 9000, Tel: 9811 6611

AALBORG SV, BO Bager Aalbo

Albarg 5t. Center 108, 9200, Tel: 9879 1545
AALBORG, EB Gam

Bispensgade 10, 9000. Tel: 9811 5543
AALBORG, EB Games

Hobrovej 452, 9200, Tel: 9815 7520
AALBORG, Guns n' Games

Danmarksgade 45, 9000, Tel: 9813 4280
AARS, Ting og sager

Sondergade 6, 9600, Tel: 9862 4552

m:w Legekaden Aabenri

Storegade 17, 6200, Tel: 7462 2405
ALBERTSLUND, Bog & idé Albertslund
Stationstorver 2, 2620, Tel: 4364 8877
ALLER@D, Bog & idé Allernd

M.0 madsensvej 8, 3450, Tel: 4817 2770
AARHUS C, EB Games

M.P. Bruun's Gade 25, 8000, Tel: 748 6060
AARHUS C, E8 Games

Frederiksgade 26, BDOO, Tel: 8741 6913
AARHUS €, Goblin Gate

Kystvejen 27, B00O, Tel; 8619 4311

AARHUS €, Hobby House

Norregade 51, B00G, Tel: 8612 0062

AARHUS €, EB Games

Vestergade 58, B00O, Tel: 8613 1788

ASN/ES, Bog & Ide Asnas

Asnass Centret 2, 4550, Tel: 5965 0014
BALLERUP, EB Games

Ballerup Center 1, 2750, Tel: 4497 442
BJERRINGBRO, Bog & idé ﬂ]ernngbm

ade 4, B850, Tel; 8668 1077
BRONSHO), Charlattes Legels]
Frederikssundsve] 148, 2700, Tel: 3860 3626
CHARLOTTENLUND, Bog & idé Charlottenlund
Jgersborg Allé 5, 2920, Tel: 3964 3840
EBELTOFT, Ebeltoft boghandel

Adelgade 48, 8400, Tel: 8634 3844

ESBJERG, BO Boger Esbjerg,

Kongensgade 33, 6700, Tel: 7512 1177
ESPERG/ERDE, BO Bager Espergaerde
Espergaerde Centret, Vester Torv 2, 3060, Tel
4913 1946

FAKSE, Bog & idé Fakse
Tarvegade 14, 4640, Tel
FARUM, Bog & idé Farum

Farum Bytory 64, 3520, Tel: 4495 1225
FREDERICIA, Bog & idé Fredericia
Gothersgade 37, 7000, Tel: 7624 5969
FREDERIKSBERG, EB Games

Falkoner Alle 46, 2000, Tel: 3536 8099
FREDERIKSBERG, Legekaden Frederiksberg
Gadthibsve| 36, 2000, Tel: 3819 7025
FREDERIKSHAVN, Bog & idé Frederikshavn
Sondergade 4, 9900, Tel: 9843 2584
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FREDERIKSHAVN, Roses Boghandel

Sendergade 41, 9900, Tel: 9842
IND, Legek

Jernbanegade 31, 1600, Tel: 4736 3959

FREDERIKSV/ERK, Hobby & Legetaj

Norregade 38, 3300, Tel: 4772 1693

FREDDERKSSOOD, Frederikssund Boger & Papir

stergs ade 3600, Tel: 4731 0245

GILLELEJE, Lillys Legetsj

Vesterbrogade 9, 3250, Tel: 4830 3090

GRENA, Bog & idé Grend

Torvet 8, B500, Tel: 8632 1933

GREVE, BO Boger Hundige

Hundige Storcenter, 2670, Tel: 4390 6008

HADERSLEV, Legekaden Haderslev

Naorregade 20, 6100, Tel: 7453 0385

HADSTEN, Mosquito Cykel Center

Kirkeve] 1, 8370, Tel: 8695 0839

HADSUND, Lorentz Nielsen Bog & idé

Storegade 14, 9560, Tel: 9857 1813

HELSINGE, Schwarlz Bog & idé

Gstergade 17 - 19, 3200, Tel: 4879 4001

HELSINGE, Teaterbixen

Frederiksborgve] 10, 3200, Tel: 2092 2991

HELSINGOR, BO Bager Helsingor

Sturups Plads 1, 3000, Tel; 4921 5600

HERLEV, Bog & idé Herley

Herley Bymidlte, 2730, Tel: 4494 0477

HERNING, BO Bager Herning

Bredgade 6, 7400, Tel: 9712 0747

HERNING, Buddy Legetoj

Heming Centret, Merkurve) 17, 7400,

Tel: 9722 0

HERNING, EB Games

Dalgas Plads 78, 7400, Tel: 8716 4600

HERNING, Fierges Kaelder

Smallegade 12, 7400, Tel: 3510 1897

HILLERBD, Legekaden Hillerad

Slotsgade 37, 3400, Tel: 4824 6161

HIBRRING, Bog & Idé Hiarring

Stromgade 1, 9800, Tel: 9892 9998

HIBRRING, Rossels Boghandel

P. Norkjrs plads 4, 9800, Tel: 9892 1744

HOLBAK, Geppels legeta]

Sme:\plundf\g«k 22 E, 4300, Tel: 5944 1888

HOLB/EK, Storkfelt Bog & idé

Ahigade 31, 4300, Tel: 5943 0074

HOLTE, Legetajsbutikken

Holte midipunkt 23, 1. 2840, Tel; 4546 1782

HORNSLET, ABC centret

Skolevangen 6, 8543, Tel: B699 5033

HORSENS, Bog & idé Horsens

Sendergade 30, 8700, Tel: 7561 1711

HORSENS, Legekaden Horsens

Hospitalsgade 15, 8700, Tel: 7561 6011

HORSHOLM, GAD Horsholm

Hovedgaden 55 C, 2970, Tel: 4586 0408

HUMLEBAK, Rodes

Torpenve] 4, 3050, Tel: 4918 1220

KALUNDBORG, Koch's Bager & Papir

Kordilgade 9, 4400, Tel: 5951 0054

KJELLERUP, Ide & Hobhy

Sondergade 12, 8620, ol 8668 1326

KOBENHAVN S, EB Games

Rebedanegade 3, 2300, Tel: 3296 7

KOBENHAVN K, EB Gam

Kalvebod Brygge 59, hml, Tel: 3312 7172

KOBENHAVN K, EB Games

Nygade 3, 1164, Tel: 3332 0248

KOBENHAVN N, Steenbergs Bog & idé

Norrebrogade 163, 2200, Tel: 3585 5277

KOBENHAVN K, ranusk

Ski, Pederstraede 35, 1453, Tel: 3393 8538

KOBENHAVN K, B é Fisketorvet

Fisketorvet 133, 1560, m:.tsgs 0700

KOBENHAVN §, Bog & idé Amager

Amager Centret 103, 2300, Tel: 3254 3666

KOGE, Koge Bog & Papirhandel

Narregade 12, 4600, Tel: 5665 0082

KOLDING, EB Games

Skovvangen 42, 6000, Tel; 7550 1079

KOLDING, Good Games

Lisbygade 13, 5000, Tel: 7550 0304

LEMVIG, Legekwmden Lemvi

Tarvet 13, 7620, Tel: 9782 1511

LYNGBY, BO Boger Lyngby

Lyngby Starcenter 54, 2800, Tel: 4587 0445

LYNGBY, EB Games

Lejemal 2750, 2800, Tel: 4587 0509

MARIBO, Legekaeden M:

Ostergade 3, 4930, Tel: 54762521

NASTVED, Georg chnslemn nng & idé

Axeliorv 10, 4700,

NASTVED, Huleed ng sn uié

Nastved Storcenter 16, 4700, Tel: 5573 4241

NASTVED, Langes Bog & id

Torvestrade 3, 4700, Tel:

NAKSKOV, Tusind ting

Sondergade 12, 4900, Tel: 5492 2697

NYK@BING F, Bog & idé Nykobing F.

Jembanegade B, 4800, Tel: 5485 2373

NYK@BING M, Morsa Boghandel

Algade 1, 7900, Tel: 9772 0700

NYK@BING Sj, Bog & idé Nykahing Sj.

Algade 32, 4500, Tel: 5991 0006

NYK@BING F, Hundehuset

Jernbanegade 33, 4800, Tel; 5486 0846

ODDER, Legekaden Odder

Rosens Gade 32, 8300, Tel: 8654 4276

ODENSE C, EB Games

Kongensgade 43, 5000, Tel: 6612 9929

ODENSE C, BO Boger Odense C

Vestergade 59-61, 5000, Tel: 6611 4033

ODENSE 50, BO Boger Rosengdrdscentret
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Rosengdrdscentret 53 Gul Gigade, 5220,
Tel: 6615

ODENSE 50, EB Games

Brbaekvej 75, 5220, Tel: 6395 0070

RANDERS, Bog & idé Randers
Brodregade 6. 8900, Tel: 8643 0810
RANDERS, Byrge Sorensen Hobby
Ridhustorvet 4, B900, Tel: 8642 5814
RANDERS, Randers Hobby Import
Adelgade 13, B900, Tel: 8643 3923
RINGE, Fiords Bog & idé
Kirkepladsen 2, 5750, Tel: 6262 1125
RINGK@BING, Buddy Legetaj
Algade 4, 6950, Tel: 9732 0806
RINGSTED, Buddy Legetaj

Norregade 15, 4100, Tel; 5767 1480
RISSKOV, Bog & idé Vejlby-
»u.(wun Fmswb«'quq 5, 8240,
Tel:
RBDDVRE, I.O. Boger Radovre

Radovre Centrum 116, 2610, Tel: 3641 0485
RODOVRE, EB Games

Rodovre Centrum 68, 2610, Tel: 367,
RONNE, Dorthe's Hubhvilur
Lilletorv 14, 3700, Tel: 5695 9449
RONNE, William Dam ﬂﬂg & idé
Snellemark 36, 3700, Tel: 5695 0167

E oo e e e o FRUNEINE

ROSKILDE, EB Games
Stationcenteret 2, 4000; Tel: 4637 1516
ROSKILDE, Flensborg Bog & idé
Staendertorvet 4, 4000, Tel: 4635 0008
ROSKILDE, Gnskeleg

Algade 28C, 4000, Tel: 4632 3463
SABY, Boger & Papir S=by

Gronnegade 22, 9300, 9846 1644
SKJERN, Bog & idé Skjern

Jembanegade 14, 6300, Tel: 4735 1666
SILKEBORG, Bog & idé Silkeborg
Vestergade 31-33, 8600, Tel: 8682 0267
SILKEBORG, Byens Hobby & Fritid
Borgergarde 49-31, 8600, Tel: 8681 5815
SILKEBORG, Gunzane
Frederiksberggade 1, 8600, Tel: 0045 8761 1112
SKAGEN, Legekwden Skagen

Sct. Laurentil , 9990, Tel: 9844 5465
SKANDERBORG, Schmidt Bog & idé
Adelgade B2, 8660, Tel: 8652 1027
SKIBBY, Bog & idé Skibby

Bymidten 2, 4050, Tel: 4751 2502

SKIVE, Jydsk Boghandel

Norregade 19, 7800, Tel; 9751 2599
SLAGELSE, Bog & 1dé Slagelse

City 3 Jernbanegade 7, 4200, Tel: 5852 0015
SLAGELSE, EB Games
Vestsjellandscentret 4, 4200, Tel: 5852 1120

SLAGELSE, Uldtotten
Nygade 2, 4200, Tel: 5
SOR@, Legekaden Sorn

Holberg arkaden 11, 4180, Tel: 5783 3705
SONDERBORG, Bogcentret

Perlegade 77, 6400, Tel: 7442 2071
S@ONDERBORG, Bog & idé Senderborg
Perlegade 15, 6400; Tel: 7442 1820

ST HEDDINGE, Hobbystalden

Lejrstoftevej 19, Lejrtofie, 4660, Tel: 5650 8610
STENLOSE, EB Games

Stenldse Center, 3660, Tel: 4717 2500
STENL@SE, Legekaden Stenle:

Stenlase centret 48, 3660, Tel: 4717 3220
STRUER, Hanne Madsen Bog & idé
Ostergade 14, 7600, Tel: 9785 0408
SVENDBORG, B.0. Buger Svendborg
Gerritsgade 28, 5700, Tel: 6217 2290
SVENDBORG, Farve & Habby Hjornet
Klosterplads 7, 5700, Tel; 6221 3131
TASTRUP, EB Games

City 2 Butik, 341 City 2 Butik, 341,

4399 2245
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TASTRUP, Genbrugshager

Kogeve] 95, 2630, Tel: 4371 6115
THISTED, Bog & idé Thisted
\’r—shlri:adp 14, 7700, Tel: 9792 0399
THISTED, Buddy Legets
Vestergade 4, 7700, Tel: 9792 1933
TONDER, Jefsen Bog & idé
Storegade 5, 6270, 7472 2341
TORSHAVN, P/F Thamas Dam Wholesale

fioks 2148, Faro Islands, Tel: 298311400
VARDE, Bog & idé Varde

Vestergade 18, 6800, Tel: 7522 0040
VARLOSE, Bog & idé Vierlose

Bymidten 45 - 47, 1500, Tel:+298 311400
VEDBAK, Bog & idé Trorad

Trorad Tory, Trorodvej 70, 2950, Tel: 4389 1328
VEJLE, B.0. Bager Vejle
A-centret 10, Sandetgade 24-
7562 0544

VIBORG, Battle Bunker
Jernbanegade 19, 8800, Tel: 8660 1740
VIBORG, L. K. Bog & idé

Sct, Mathias Marked 202, 8800, Tel; 8662 7762
VIBORG, Schous Bog & idé

Hjultorvet 5, 8800, Tel: 8725 7334

VIBY, Rybner Bog & idé

Viby Centret, 8260, Tel: 8611 9930
VORDINGBORG, Legekaden Vordingborg
Algade 63, 4760, Tel: 5534 0431

STANLEY, Falkland Collectables
The General Store, Tel: 00500 21174

FINLAND

GW HELSINKI

Simonkatu 9, 00100, Tel: 00358 975 154 525
HELSINKI, Fantasiapelit Helsinki

Vilhonkatu 4B, 00100, Tel: +358 9 650803
LAHTI, Puolenkuun Pelit

Rautatienkatu 16, 15110, Tel: +358 3 7515151
ESPOO, Pelimesta

Ulappakatu 1, 02320, Tel: +358 9 813328
JOENSUU, Fantasiapelit joensuu

Kauppakatu 32, BO100, +358 13 2843144
JYVASKYLA, Fantasiapelit Jyviskyld
Kauppakatu 2, 40100, Tel:+358 14 216629
OULU, Fantasiapelit Oulu

Koulukatu 28, 90100, Tel: +358 8 374906
TAMPERE, Fantasiapelit Tampere
Rongankatu 5, 33100, Tel: +358 3 222
TURKU, Fantasiapelit Turku
Yihiopistokatu 33A, 20100, Tel: +358 2 2328413
KUOPIO, Fantasiapelit Kuapia

Myllykatu 9, 70110, Tel: 4358 17 361 1148
FORSSA, Fun Stuff & Cards

Himeentie 7 Torikeskus, 30101, Tel: +358
34356585

HANKO, Hobby Jobi

Vuorikatu 10, 10900, Tel: +358 19 2485498
HEINOLA, Talousmuovi ja lelu

Kauppakatu 19, 18100, Tel: +358 3 7153905
HELSINKI, Finlasiip!!ll Varasto

PL 129, 0053 58 9 7734756
HYVINKAA, Ro il T oys

Muoftikatu :,mﬂm. Tel +358 19 439376
HISALMI, Taikatalo

Savonkatu 12, 74100, Tel: +338 17 826358
IMATRA, Kirja-Lahja Alex Ky

Mansikankuja 2, 55120, Tel:+358 5 4319555
JAMINKIPOHJA, Vanha Kaarti
Kiimkallionntie 205A, 23210, Tel: 4358 3
4762886

JAMSA, Jaakko Saari

Vilitie 1, 42100, Tel: +358 14 7497215
JARVENPAA, Askertelutarvikeliike Taitaville
Helsingintie 13, 04400, Tel:+358 50 413 47 60,
KAJAANI, Leppikerttu

Kauppakatu 34, B7100, Tel: +358 8 6133 773
KERAVA, Antikvariaatti Kersa

PL 38, Torikatu 1, 04201, Tel: +358 9 2944210
KARHULA, Eagle Card
Eteldinen Karjalantie 7,
214238

KOUVOLA, Muoviepox
Valtakatu 3, 45100, Tel: +Gﬂ 53117955
KUUSANKOSKI, Kirja Savi

Kauppa-aukia |, 45700, Tel: +358 5 3748271
LOHJA, Lohjan Kirjakau,

Laurinkatu 48, 08100, +358 19 324150

26, 7100,

00

48600, Tel: 4358 5
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MAARIEHAMN, Dillen

Torggatan 7, 22100, +358 18 15578

MIKKELL, Muppela

Porrassalmenkatu 21, 50100,

Tel: +358 15 361611

NUMMELA, Kimmon Peli &Lehti

Tuusantie 1, 3100, +358 9 2226041

PORI, Porin Pitkis

HerttuanTori 2.Krs, 28100, Tel: +356 2 633 2880
PORVOO, Askarteluaitta/Hobbyboden
Mannerheiminkatu 10, 06100,

Tek: +358 19 5243775

RAAHE, Raahen Astarl!lu ia Paperi

Lahde <
RAUMA, Wanhan Riu?nin POP-peli
Nortamonkatu 14, 26100, Tel: +358 2 8234840
ROVANIEMI, Liigacenter Jssi
Rovakatu 28, 96200, Tel: +358 16 3560545
SALO, Salon Harraste

Vilhonkatu 21, 24240, Tel: +358 16 3560545
SAVONLINNA, Savonlinnan Antikvariaatti
Olavinkatu 51, 57100, Tel: +35815 534412
SEINAJOKI, Fantasialinna

Vapaudentic 0100, Tel: +358 405616338
SEINAJOKI, Pitkikiekko

Verkatehtaan katu 4, 60100, Tel:+358 6 4177880
TAMPERE, Gamelife

Rautatienkatu, 33100, Tel; +356 3 2121244
TAMPERE, Info Koskikeskus

Koskikeskus, lokera 26, 33100,

Tel: 4358 3 2251850

VAASA, Nirunaru

Rauhankatu 19, 65100, Tel: +358 6 3127027
VALKEAKOSKI, Valkeakoskenkirja

Kauppakatu 3, 37600

GREECE

ATHENS, Fantasy Shop: Peristeri
Themistokleous 52 & Theokritou,

Tel: D030 210 5774344

ATHENS, Action Hobbies

Cholargas, Tel: 0030 210 6564515

ATHENS, Fantasy Shop: Halandei

Kolokotroni & Gini 6, Tel: 0030 210 6897396
ATHENS, Fantasy Shop

3 Septemyriou 65, Tel: 0030 210 8231072
ATHENS, Fantasy shop: Ag, Paraskevi

Agiou loannou 248, Tel: 0030 210 6005312
ATHENS, Fantasy Shop: Kifisia

Drosini & D. Kryiakou 16,

Tel: 0030 210 8016041

ATHENS, Fantasy Shop: Peiraias

Ypsilantou 116, Tel: 0030 210 4135757
ATHENS, Fanlasy Shop: Exarcheia
Themistokleous 43-45, Tel: 0030 210 382887
ATHENS, Kaissa Amarousiou

Kandili 7, Tel: 0030 210 6141675

ATHENS, Kaissa Chess & Games
Kallidromiou B & Ippohratous 114 72,

Tel: 0030 210 366488

ATHENS, Kaissa Glyfadas

Xorikon 4, Tel: 0030 210 8982 057

ATHENS, Kaissa Halandriou

Doukisis Plakentias, Tel: 0030 210 6898485
ATHENS, Kaissa Monokeros

Tritis Seplemvriou, Tel: 0030 210 8813 990
ATHENS, Kaissa Pagratiou

116 34, Pl. Messologiou 2:4, Pagratl,

Tel: 0030 210 7218 318

ATHENS, Kaissa Peiraia

Ipsilantou 174-176, Tel: 0030 210 4296 636
ATHENS, Kaissa Pigasos

Dilou 22, Tel: 0030 210 5786707

CHANIA, Kaissa Chanion

73 100, 109 Kydoni | 1:\ 0030 2621088996
CRETE, Fantasy Shop: leion

idomenes 2, Tel 0“30 23 0301312

CRETE, Kaissa Hi

Kydonias 107, Tel: 0030 28210 88996
HALKIDA, CD Corner

Miaouli 24, Tel: 0030 2221 087315
KALLITHEA, Fantasy Shop Kallithea
Irakleous 110a, Tel: 0030 29210 28782
LARISA, Kaissa Larisas

Koumoundourou 22, 0030 2410 537337
MARQUSI, Battle Bunker

Dionysou 9, Tel: 0030 ‘IOZS‘RHB

PATRA, Fantasy Shop:Pal

Pantanassis 75, Tel \!\HU ’nm 221014
PATRAS, Kaissa Patras

Counari & Sisini 24, Tel: 0030 2610625632
PERISTERIOU, Kaissa Peristeriou

Dilou Tel: 0030 2105786707

PIREUS, Dragons Eye Store

Fleming 42, Keratsini, Tel: 00302 106929169
THESSALONKI, Fantasy Shop: Thessaloniki
P Navarinou 2 & D. Gouneri,
Tel: 0030 2310 240193
THESSAI.ONIKI Kaissa Thessalos
22, Skra 4, Tel: 00 30 2310 257
vou;)s Fantasy Shop

Glavani 98-100 & Galias, Tel: 0030 24210 28782

BUDAPEST, Silverland

1036, Lajos u. 40, Tel: 0036 125 04157
BUDAPEST, Trollbarlang

1061, Andrassy ut. 33, Tel: 0036 132 13279
GYOR, New Ork

9021, Arany | u. 13 1l em,

Tel: 0036 706 012 310

MISKOLC, Deran

3525, Deryne u. 7, Tel: 0036 464 11528
SZOMBATHELY, Sarkanytuz

9700, Kossuth L. u. 20, Tel: 0036 703 188 815
SZEKESFEHERVAR, Legendak Csarnoka.

8000 Pityer u. 42, Tel: 0036 703 857 926
SZEGED, Csillagveg

6722, Cogol u. 15, Tel: 0036 203 371 501
VESZPREM, Sarkanytuz

8200, Kossuth ut. 10a, Tel: 0036 705 994 130

ICELAND

REYKJAVIK, Nexus
HVERFISGATA 1P03 125, Tel: +354 5529011
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HAIFA, Kitara

Haifa grand mall, Tel; 00972 48503232
HERZLIA, Freak

Sokolay 29, Tel: 00972 99589077
RAMAT HASHARON, Tapuah

Osishkin 33, Tel: 00972 35404713
RAMAT HASHARON, Tapuah Fantasy
Sokolov 30

TEL-AVIV, Kitaro

alei Hamelacha 124,

72 36299320

TEL AVIV, Freak

Even Gevirol 60, Tel: 00972 36961826

KAUNAS, JSC in Diza

Deoiugystes sir.15, 51226 Kaunas 31, Tel: 370
37763203

MALTA

MALTA, Forbidden Power

B3 Triq Misrah Il-Barrieri, Msida,
Tel: 00356 21 227999

MALTA, K Hobbies Ltd

Mpesch Road, Fgura Pla 13,

Tel: 00356 21 686423

NETHERLANDS

GW AMSTERDAM

Rokin 36, 1012 KT, Tel: 020 622 3863

GW DEN HAAG

Schoolstraat 128, 2511 AX, Tel: 070 392 7836

GW HAARLEM

Gierstraat 29, 2011 GA, Tel: 023 551 7677

GW ROTTERDAM

Van Oldenbarneveldplaats 452, 3012 AP,

Tel: 010 280 0268

ARNHEM, Spelkwartier Amhem

Steenstraal 4, 6826 CJ, Tel: 026 370 2028

BREDA, Modelbouw Blick

Boschstraat 23, 4811 GA, Tel: 076 521 8596

BREDA, Modelbouw Blick

Boschatraat 23, 4811 GA, Tel: 076 521 8596

DEN BOSCH, Dé Dobbelsteen

Hinthamersiraat 90, 5211 MS, Tel: 073 614 5530

LEIDEN, Vliegershop

Turfmarkt 2, 2312 CD, Tel; 071 513 2783

MAASTRICHT, Vi

Brusselsestraat 70, 6211 PG, Tel: 043 325 1653

ZWOLLE, Games-

Diezerpoorienplas 38, 8011 VX,
Tel: 038 421 6385

ALKMAAR, Bookers & Strippers

Boterstraat 19, 1811 HP, Tel: 072 512 1213

ALMERE HAVEN, Fantasia

Kerkgrachl 41, 1354 AF, Tel: 036 531 6017

AMERSFOORT, Spellenwinckel

Scherbierstraat 4-6, 3811 EA, Tel: 033 470 0322

ASSEN, Plok

Stationstraal 1, 9401 KV, Tel: 059 231 3292

BERGEN OF ZOOM, Big Boys Toys

Lieveviouwesiraal 23, 4611 1], Tel: 0164 25 0848

DEN HAAG, Spellenhuis

Zoutmanstraat 94, 2518 GT, Tel: 070 364 4782

ENSCHEDE, Pijplines

Pijpenstraat 34, 7511 GM, Tel: 053 430 5727

GRONINGEN, Krikke's Hobbyshop

Nieuwe Weg 28, 9711 TE, Tel: 050 312 9314

NIIMEGEN, Moenen & Mariken

Van Welderenstraat 70, 6311 MP,

Tel: 024 323 6119

TILBURG, Labyrinth Tilburg/Bred

Langestraat 176, 5038 SH, Tel: B3 544 3700

ALMELO, Somberg Modelbouw

Grotestraat 136, 7607 CW, Tel: 054 681 2981

ALPHEN AAN DEN RIN, Top 1

Toys Arie vd Panne

Hooftstraat 66-68, 2406 GL, Tel: 0172 47 22!

AMSTELVEEN, Het Ganzenbord

Parlevinker 59, 1186 Z8, Tel; 020 641 2552

AMSTELVEEN, De Grool Toy Special Store

Rembrandihof 42, 1181 ZL, Tel: 020 347 3344

APELDOORN, Top 1 Tays - De Kinderdroom

Oranjerie 158, 7311WG, Tel: 0555761098

BERGEYK, Wouters Technohobhy

Pakensiraal 31, 5571 CP Tel: 049 755 0248

BUSSUM, Bakx Modeltreinen

Laarderweg 3, 1402 BA, Tel; 035 691 8410

DELFT, Top 1 Toys Speldorado

Hippolytushuurt 21-25, 2611 HM,

Tel 015 213 4516

DEN BOSCH, Gameforce

Vughtersiraal 60, D2, Tel: 73 7505683

DEN HAAG, Intertoys Theresiastraal

Theresiastraat 280-284, 2593 AX,

Tel: 070 347 3120

DEVENTER, Knibbel Comics

Nieuwslraat 38, 7411 LM, Tel: 057 061 6879

DORDRECHT, Hobby Modelbouw Dardrecht

Voorstraat 360, 3311 CX, Tel: 076 631 2711

EDE, Tinnen Soldaat

Weerdestein 24, 6714 €5, Tel: 0318 65 1296

EINDHOVEN, Gameforce Eindhoven
mammﬁ 1Ba, 5612 BT, Tel: 040 2447030

EMMEN, Spirithoes
Derksstraat 154, 7811 Al, Tel: 0591 645787
GELEEN, Tactica
Anjelierstraal 3, 6163 CJ, Tel: 046 474 3016
GOES, Fantus Fantasy Store
Groene Weidje 16, 4461 JW, Tel: 011 325 8174
‘GORINCHEM, Netten Modelbouw
Kwekelstraat 30, 4201 |V, Tel: 018 263 6000
GOUDA, Intertoys v/d Wal
Nicuwe Markt 70, 2601 GP, Tel: 018 251 3525
GOUDA, The Movie Store
14, 2801 LY,

GRONINGEN, Wirwar

Oude Kijk in 't Jatstraat 40, 9712 EL, Tel: 050 314 8424

HENGELO, Top 1 Toys Mickey van Wezel

Burg. Jansenplein 14-17, 7551

Tel: 074 291 2200

HOORN, Het Gele Teken

Grote Oost 35, 1621 BR, Tel: 022 rn| 8623

LEEUWARDEN, Brattinga Speelgoes

St. Jacobsstraat 4, 8911 HT, Tel USH 212 5682

LEIDEN, Tolkienwinkel

Hoge Rijndijk 195, 2314 AD, Tel: 071 541 2324

LELYSTAD, Treinenhoek

Botter 44-15, 8243 JE, Tel: 032 025 3160

MAASTRICHT, Hounjet

BurgemeesterCortensir 18, 6226 GY,

Tel: 043 363 6778

MIDDELBURG, De Burchi

Londensekaal 19, 4331 IL" Tel: 06 2830 3895

NEUNEN, sd-e lens Speelgoed

GG, Tel: 040 283 2984

OEGSTGEEST, De Tombe Toys for Boys.

and Men

De Ki mpenaarstiaat 77,2341 GS,
2977

OUD-BEIJERLAND, Mourits Model-Habby
Croonenburgh 32, 3261 RG, Tel: 0186 62 1931
PANNINGEN, Top 1 Toys Marc Janssen

Markt 18, 4981 AN, Tel: 077-4634566
ROERMOND, Bloemboetick Hermien
Nassaustraat 66, 6043 ED, Tel: 047 532 1710
ROOSENDAAL, Jadin

Qude Markt 58, 4701 PM, Tel: 0165 55 7964
SCHIEDAM, BTS

Groenelaan 49, 3114 CB, Tel: 010 473 6755
SCHIJNDEL, Top 1 Toys Anniek

Hoofestraat 133, 548| AD, Tel: 073-5477758
SLUIS, Top 1 Toys E. v/d Vijver

Oude Kerkstraal 7, 4524 ('r Tel: 011 746 1393
SOEST, Tap 1 Tays Soe:

V Weedestraat 16, 3761 ([ Tel: 035 629 0444

SPIIKENISSE, Lord of Magic

Spuistraat 7, 3201 AR, Tel: 0181 619061

TIEL, Gablincave

Zonnebloemstraat 12,4001, DZ,

Tel: 0344 654 689

UDEN, Goblin

Brabantplein 16a, 5401 G, Tel: 041 327 0662
UTRECHT, EIf Fantasy Shop

Oude gracht 207, 3511 NH, Tel: 030 281 7157
UTRECHT, Whoops

Springweg 1, 3511, Tel; 030 230 4123
UTRECHT, Never Never Land (Wieder & Kugant)
Oude Gracht 202, 3511 NR, Tel: 030 233 2293
VELSERBROEK, Mal Plastic Modelbouw
Zadelmakerstraal 64, 1991 JE, Tel: 023 537 6016
VENLO, Modelbouw Luthart

Assendorperstraat 103, 8012 DH,

Tel: 077 354 2688

SORTLAND, Ringo Bamse Leker
Skibsgdrden, N-8400, Tel: 76113374
STAVANGER, Veslefrikk
Skagen 12, N-400b, Tel: 51895232
STAVANGER, Outland Stavanger
Kirke gt 2, N-4006, 51938080
ST
Markedsgt. 12, N-8455, Tel: 7611
SYKKLYVEN, Ringo Blindheim
Kyrkevelen, 6239, Sykklyven, Tel:
TONSBERG, Gledeshuset
©. Langgate ¢ 3110, Tel: 92251707
TROMS@, Tromsa Brukibokhandel
Kirkegt. 6, N-9004, TH 77686974
TRONDHEIM, Gotl

Kongens gate 21, 7:)11 ! trondhein,
Tel: 73512888
TRONDHEIM, Outland Trondhein

k 58, 7011, Trondhein, Tel: 73520545

WASSENAAR, Top 1 Tays
Langstraat 79, 2242 KK, Tel: 070511 0211
WORMERVEER, Mini-Wonders

Antillensiraat 1, 1521 AT, Tel: 075 640 1617
WINTERSWIJK, Top 1 Tays Winterswijk
Misterstraat 60, 7101 EX, Tel: 054 351 282
ZOETERMEER, RC-Pitstop

*Dorpssiraal 179, 2712 Al, Tel: 079 316 0560
ZUTPHEN, Vreemde Zaak
Groene markt 2, 7201 HX, Tel: 05
IWOLLE, Boekenhalte
Assendorperstraat 103, 8012 DH,

Tel: 038 422 1077

ZWOLLE, Tap 1 Toys - De Wit

Diezerstraal 97/99, 8011 RD, Tel: 038-4217176

GW OSLO

Mollergata 7, 0179, Tel: 22332990
BERGEN, Here Be Games
Jonsvollsgata 7, 5011, Tel: +47 5532
KRISTIANSAND, Hobhy Huset
Henrik Wergelandsgt. 26-36, N-4612,
Tel: 38020310

ALESUND, Kremmerhuset
Langelands v24,Spielkavik, N-6022,
Tel 143770

ARENDAL, Hi Huset Arendal
Torvgaten 1, N4836, 37404585
ARENDAL, Norli Arenasenter

Torvel 10, N-4800, 37025454
BARUM, Ringo Barums Verk Leker
Vertshus veien 2, N-1317, Tel: 067133850
BERGEN, YES Vi Leker Oasen Leker
Oasen Storsenter, Tel: 055161280
BERGEN, Outland Bergen

Fortunen 4, 5013, Tel: 35061132
BERGEN, Ringo Lekeklossen

Ostre Nesttunvei 16, N-5
BIORKLANGEN, FX Hobby

IX Hobby A/S, Bjorkeveien 2,1940,

Tel: 63851195

BOD@, Underholdningsmagneten

Sandgt. 3, N-8006, Tel: 75525070
DOKKA, Yes vi leker Dokka

Beryfoss senteret N2B70, Tel: 61112090
EGERSUND, Brio Glasmagasinet Ogrey
Storgt. 33-36, N-4370, Tel: 51461900
FAUSKE, Ringo Smart

Storgt, 72, N-8200, Tel: 75646022

FLISA, Ringo Bamsefar

Flisa Stormarked, N-2270, Tel: 62958290
FREDRIKSTAD, Leketorvet

Brock Gt 7-11, Tel: 69315630

FORDE, Ringo Leikehuset

Storehagen 9, N-6B0D, 1c| 57820102
GJ@VIK, Ringo Leke-Olses

Storgt, 10, N-2815, Tel: nnwwn
HAMAR, Lekehuset Maxi

Aslak Botts gt, 48, b m. Tel: 625336808
HARSTAD, Smilt og

Strand Gata, Nﬁ'i()ﬂ. Te! 77005774
HITRA, Ringo Hitra

Jorten Kjopsenter N
HITRA, Yes Twins
Hitratorget 7240, Tel; 72441195

JESSHEIM, Brio Jessheim

Jessheim Storsenter, N-2050, Tel: 63873770
KONGSBERG, Ringo Rolf Liane AS
Kirkegaten 6, N-3616, Tel: 32731161
KONGSVINGER, Ringo Gigata Leker
Jerbanegl. 6, N-2211, Tel: 62817611
KRAGER®, Brio Karis Hobby

Torvet 4, N3770, Tel: 3560484
KRISTIANSAND, Outland Kristiansand
Markensgt. 24, N-4611, Tel: 36099420
KROKSTADELVA, Helmax Leker,

Buskerud Storsenter Sandstranda 24, N-3054,
Tel; 32879910
LANGESUND, Ringo Tarangers Eftf, Per
Torvet 4, N-3970, Tel: 35973662

LARVIK, Ringo Sokrates

Tiolling Veien 30, 3262, Tel: 33185437

MO | RANA, Ringo Lekehjornet Mo

Nordahl Griegs G 8, N-8622, Tel: 75151717
MOLDE, Yes vi leker Leke Jurnet

Torget | N6413, Tel: 71219363
MOSJBEN, Hobbysentret

C.M. Havigsgl. 18, N-8651, Tel:
MOSS, Brio Frisenfeldt
Dronningensgt. 10, N-1530, Tel: 69251290
MYSEN, Brio Saker og.
lernbane gaten 13, N-1850, Tel: 63890194
NARVIK, Brio Lek Center Narvik

Bolagsgata 1 Amiisentret, N-8514, Tel: 76963472
NARVIK, Ringo Barnas Verden

Kongensgt. 66-70, N-B514, Tel: 76946505
NESBRU, Ringo Eventyrland

Vogelund Veien 6 N1394, Tel: 66779410
DSLO, Yes Nesodden Bokhandel

Tangen Centrum, Nesodden, Tel: 66911855
0SLO, Brio Notabene Lambertseter

Langbelgen 5, N-1150, Tel: 22280551

0SLO, Outland Jernbanen

lernbanetarget 1, N-0154, Tek: 22177010

0SLO, Outland Paleet

Karl johans Gate 37-43, Tel: 22330410

05LO, Brio CC Vest

Lille Akerveien 16, N-0383, Tel: 22731
RANDABERG, Ringo Sito

Randberg velen 372 N4070, Tel: 53429100
SANDNIES, O Saeland

Langgaten 44, N-4031, Tel: 51661509
SANDVIKA, Hobby Larsen

Sandvika Storsenter, N-1300, Tel: 67540107
SKI, Brio Titt-Inn

lembanesvingen 6, N-1401, Tel: 64857

551 1566

55922650

240, Tel: 72441245

170170

SKIEN, Ringo Bjsrns Leker

Liertarvet N3717, Tel: 35525209

SKIEN, Sakratis Hobby Girden

Skistredet 7, N-3707, 35528764

SOLA, Ringo Sola Gaver og Leker
Solakrossen, N-4050, Tel: 51651763
SONGDAL, Ringo Sogndal Glasma
Sogningen Storsenter, N-bB51, Tel: 576718680

TRONDHEIM, Tronderfrim
S5t Olavs Gt 11, N-7012; Tel: 73520840

TYNSET, Ringo Tynset Bokhandel

Brugt. 2A, N-2500, Tel: 62480038
VADS@, Brio Vadso
W, Andersensgt. 4, N-9811, 78942229

BIALYSTOK, Departament Gier
ul. Legionowa 9/1, lok.153, 15-281
Tel: 0048 857 993 360
BIELSKO BIALA, Gnom
43-300, Szkolna 15, Tel: 0048 338 124 686
GDANSK, Spider Games
ul. Dywizjonu 303 nr.2, B0-462,
Tel: 0048 58 551 93 33
GDANSKI, Fenris
ul. Orkana 1, B3 000 Pruszcz
Tel: 0048 600 980 005
GDYNIA, Futurex
81-572, Waleriana Szefki, 2D/B8,
Tel: DD48 567 B11 180
GDANSK, Iskra
80-239, Miszewskiego 16, Tel: 0044 585 201 952
GLIWICE, Game Station
ul. Boh. l\i‘lﬂb\aw'\\\\kuwﬂ 2, 44-100,
Tel: 0048 504 255 19
JELENIA GORA, Av:lnn Galeria Karkonoska
UL 1 Maja 27, 58500,
KATOWICE, Bard Centrum Gier
40-049, Kosciuszki B, Tel: 0048 32
KIELCE, Sklep RPG Gracz
25-300, Mala 12 (w bramie),
Tel: 0048 507 013 387
KRAKOW, Bard Centrum Gier
31-135, Batorego 20/17, Tel: 0048 126 320 735
LODZ, 'Ajk' Firma Ksiegarska
90-103, Piotrkowska 90, Tel: 0048 426 398 301
LODZ, Gamelord
90 425, Plowkowska 101, Tel: 0048 631 1161
LUBIN, Balrog
59-300, Grottgera 9, 0048 602 714 813
LUBLIN, Krzys
20-009, Kapucynska 6, Tel: 0048 815 322 986
NOWY SACZ, Hobbi
33-100, Jagiellonska 50a, Tel: 0048 604 133 612
OPOLE, HMS Il Computers
45-018, Krakowska 41a, Tel: 0048 774 547 413
POZNAN, Bard Centrum Gier
61-806, Sw. Marcina 41, Tel: 0048 618 538 277
POZNAN, Sklep Wilczek
ul. Ziefona 1, Tel: 0048 615 036 52888
SWIEBODZIN, Czempioni
s, Poludniowe 39, 66-200,
Tel: 0048 606229457
TORUN, Sklep Papierniczy
B7-100, Szeroka 46, Tel: 0048 566 522 593
WARSZAWA, Arkana Ksiazki
Pi. Wilsona 4, Tel: 0048 228 399 417
WARSZAWA, Cytadela
02777, Aleja Komisji Edukacii Nasodowe] 98,
Tel: 0048 601 323 209
WARSZAWA, Ksiegarnia Bellona
00-068, Krakowskie Przedmiescie 11,
Tel: 0048 228 261 707
WARSZAWA, Faber Faber §)
02-515, Pulawska 11, Tel: D048 228 491 265
WARSZAWA, Ksiegarnia Saska CENTAUR
03-966 Brazylijska 9, Tel: 0048 226 175 746
WARSZAWA, Sklep Morion SC
01-499, Powstancow Staskich 124 Paw. 155,
Tel: 0048 602 276 219
WARSZAWA, Warsaw Mlﬂ!l Centre
ul, Powsinska 42/44
Tel: 0048 22 602 30! :}/n
WARSZAWA, Warsaw Model Centre
ul, Bitwy Warszawskiej 1920 r. nr 4,
Tel: 0048 228 224 b6
WARSZAWA, Warsaw Model Centre
ul. Osteabramska 75 c, Tel: 0048 226 113 796
WROCLAW. Skavenblade Centrum Gier

L. Ladna 15a, 50-353, Tel: 0048 600 426 371
WEOC[AW Bard Cl'lllllllﬂ Gier
50-079, Ruska 46C
Tel: 0048 713 417 472
WROCLAW, Ogryn
50-052, Szewska /7, Tel: 0048 717 851 957
ZIELONA GORA, Avalon
DT Centrum, ul. Bomaterow Westerplalte 214,
65-001

CLUJ-NAPOCA, Otala
Regele Ferdinand 7, 400429, Tel: 00 4072
720696

KRASNODAR, Alegris-jug (South)

Krasnaya st, bd3, Tel: 008612 730331

MINSK, Valahanovich ent

Jahn Kolas st, Exhibition center OLYMP,

Tel: 008029 6358212

MINSK, Valahanovich ent

Masherova av b4, Palace of Spons, second floor
Tel: 0BO29 6548426

MOSCOW, Alegris

Metro station Alieksicjewskaya Prospekt Mira 103,
Tel: 709521681 26

MOSCOW, Alegris

Metro station Dubianka, Miasnickaya St. 2001,

Tel: 70959283337

MOSCOW, Urfin Juice

Metra “Ulitsa 1905 goda® Zvenigorodskojo shosse
4, Tel: 479057846355

NORLISK, Na Styke Mirav

Komsomolskaya st, second floor, Dom Byta, 127
474, Tel: DUBO2Y 6548426

NOVOSIBIRSK, Icehummer

Krasnuy av, b50, Dom Byta

SARATOV, Detskiy Mi
Kirov av, b3, Detskly Mir, second floor, gallery,
Tel: 64 5840

ST PETERBURGH, Art-Miniatures

Sedova st, b11, third floor, trade center Eviika,
Tel: 00812 3321828
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TAMBOV, Hobby and Igrushki
Internatsionalnaya st, b54-b, Torgoviy Mir,
Tel: 0075 2728811

SERBIA-MONTENEGRO

BELGRADE, Exit Hobby Stare

Cika Ljubina 1, Tel: 00381 11 6278 27
BELGRADE, ANET Hobbystore

Visegradska 6, 11000, Tel: 00 381 11 3612 525
BELGRADE, ANET Hobbystore

11000, Zvecanska 1a, Tel: 00381 112652236
BELGRADE, White Dragon

11000, Vojvade Milenka 44,

Tol: 00 381 63827222

NOVI SAD, Valhala

21000,Masarikava 18, Tel: 00 381 21315538
NOVI SAD, Dragon

21000, Krafja Aleksandra 4,

Tel: 00 381 636 24038

PODGORICA, Neutron Podgorica

Trg Republike, Tel: 00 381 69 060 669
ZRENJANIN, Takeda

23000, Sarajlijina 5, Tel: 00 381 2364572

LJUBLJANA, Crna Luknja

1000, Poljanska 19, Tel: 00386 012602220
LIUBLJANA, Pri Goblinu

1000, Dolenjska Cesta 11, Tel: 00386 40833230

BLOEMFONTEIN, The Dun

13 Short Street, 9301, Tel: 0027 51 447 2034
CAPETOWN, The Boys and Mens Habby Shop
Shop 123, Tiger Valley Shopping Centre,

Tel: 0027 21 914 8688

CAPETOWN, Wizards

Shop G19, Stadium on the Main Road

Tel: 0027 216830360

DORINGKLOOF, Batile Planet

No. 4WBH Centre, 177 Cecile Stroet,

Tel: 0027 8245 93933

DURBAN, The Hnbhy Specialists

Shop FI74, Gal aping Centre, no.1 Palm
Boulevard, Lh\ans.x Ridge, New Town Centre, Umlanga,
Tel: 0027 031 564 9706

DURBAN, Wizards Warehouse

Shop L18, Windermere Centre, 163/177
Windermere Road, Marningside, 4001. Tel: 0027
a1 312 8271

GAUTENG, Wizards Warehouse

Shop G4, Calony Shopping Centre; 3345 Jan
Smuits Avenue, Craigihall Park, 2196. Tel: 0027
11 880 92!
JOHANNESBURG, Esswex Retail

Shop 204 Northcliff Comer Shopping Centre,
Tel: 0027 11 8883619

JOHANNESBURG, Wizards Warehous

Lower level, Eden Vale, Tel: 0027 21 au! 0360
LINMEYER, Dragons Den

207 Peter Avenuo, Tel: 0027 082 824 4124
PRETORIA, The Smelly Troll

297 Lynnwood Road, Tel: 0027 0833 079107
RANDBURG, Otherland

Shop G10 B, Brightwater, Rebpublic Rd,

Tel: 0027 117944571

RUSTBERG, Quantum Books & Gam:
Baschdalstand 309/10, Hi‘\sr\]m'ph !)nw 0300,
Tel; 0027 83 292 937

SOUTH-AFRICA, Battlz Planet

No 4 WBH Centre, 177 Cecile Street, Tel: 00 27
824593933

GW GOTEBORG

Kungsgatan 28, 41119, Tel: 0046 311 33 958
GW STOCKHOLM

Regeringsgatan 30, 111 53, Tel: 0046 8 213 840
GAVLE, Hobbyshopen

Drotininggatan 23, BO311, Tel: 026186299
UMEA, Fantasia

Storgatan 44, 903 26, Tel: 090770360
ESKILSTUNA, Lasses Leksak

Kungsgatan 21, 632 20, Tel: 016130335
KARLSTAD, Spel ach Fantasi

Kungastan 6, 65224, Tel: 054 1510 70
MALMO, Utapia, Malma

Regementsgatan 8, 211 42, Tel: 040 127250
NORRKOPING, Hobbyhornan
Drotinings, 18, 602 24, Tel: 0111621
NORRKOPING, Lekhuset

Jdmgatan 21, 602 23, Tel: 011287070
NORRTALJE, Fantasybutiken
Bitltartorpsvilgen B, 761 32, Tel: 0176 57400
STOCKHOLM, Science Fiction Bokhandeln
Vasterldng Gatan 48, 111 27, Tel: 08215052
SUNDSVALL, Orionspel och bécker
Kopmangatan 23, 852 32, Tel: 060155947
UPPSALA, Prisfyndet

Kungsgatan 39, 753 21, Tel: 018106607
VASTERAS, Zetterlunds

Storagatan 33, 722 12, Tel: 021 1044 91
VAXJO, Helges Hila

Klasterg. 4, 352 30, Tel: 08715 25 01
ANGELHOLM, Leksaksmagasinet
Framlidsgatan 1,262 84, Tel: 0431 80527
ARVIKA, Perry Data.
Kopmangatan 4, 67131, Tel:
ASARUM, Lek & Fritid
Granvigen 2, 374 52, Tel: 0454329906
AVESTA, Vega Video

Kungsgatan 16, 774 30, Tel: 022680078
BORAS, Hobbex

Skaraborgsv 62-64, 506 30, Tel: 033418380
DEGERFORS, Buskul

Agensgatan 2, 693 30, Tel: 00 46 586 92 034
ESKILSTUNA, Barnens Hus

Folkestaleden 40, 635 10, Tel: 016461138
FALKOPING, MysPys
Storgatan 22-26, 521 42, Tel: 051581150
FALKENBERG, Brio Falkenberg

Storgatan 35, 311 31, Tel: +46 (0) 346 B07 60
FALUN, Tv-spelshérsen

Falugatan 2, 791 71, Tel: 02327775
FINSPANG, Alltilek

Bergs! escrzel  Kallugnsgatan 1, 612 30,

Tel: 0122141

FAllrsnnsM Leksaksmagasi;
Olands Kopstad, 386 31, Tel: 048534570
GISLAVED, Albe Leksaker

Sodra Storgatan 10, 332 13, Tel: 037110733
GALLIVARE, Lekia

Metall Vagen 14, 962 38, Tel: 097066502
GUSTAVSBERG, Lilla Guls Barnsligheter
Gustavsberg, Centrun, 134 40, Tel: 0857036800
HALMSTAD, Brio-Halmstad

Stormgatan 6, 302 60, Tel: 035159175
HUDIKSVALL, Albins Leksaker

Storgatan 24, 824 30, Tel: 0630595082
JARFALLA, Hobhex

Flygavfarten, 17538, Tel: 0855018091

57010669
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Tel: 036122834

JONKOPING, Pl
St Gorar
KALMAR, Ojtoy
Skeppsbrog. 12, 392 31, Tel: 048022002
KALMAR, Kalmar Lek & Hobby

Stidra Langgatan 32, 392 32, Tel: 48024717
KARLSHAMN, Leksakshuset

Ronnbyg 37, 374 35, Tel: 045410381
KARLSKOGA, Leklidan

Bergsmansg 17, 691 31, Tel: 058633333
KARLSKRONA, Fact & Fiction

Norra Kungsgatan 7, 37133, Tel: 045516710
KARLSKRONA, Leksakshuset

Lallerstedtsgt 5, 37 154, Tel: 045524082
KATRINEHOLM, Leksakshoden
Kopmangatan 19, 64130, Tel: 0150 79720
KIRUNA, Lekhuset

Bax 2081, 921 02, Tel: 098082550
KOPING, MD Hobby

Schellegatan 7, 73732, Tel: 0736426178
KRISTIANSTAD, Spel P Vallgatan

Ostra Vallgatan 2, 291 31, Tel: 044101091
KUNGALY, Lek & Hobby

Vastra Gatan 62, 442 31, Tel: 30313940
KUNGSBACKA, Lek & Hobby

§.Torggatan 6, 434 30, Tel: 030014136
LAHOLM, Leksaksaffiren

Tradgdrdsgatan 14, 31222, Tel: 043010069

LANDSKRONA, Leksakshuset

LIDKOPING, Brio Lidkispin
Framnas City 531 54, T
LIDKOPING, Game M
Angh

Brio-Ljungby
341 30, Tel: 037213481

Riksv 34, 371 62, 045529959

MALMO, Lek & Spel pa Djiknegatan
Djatknegatan 24, 211 35, Tel040 120410
MORA, Lek & Hobby

Skalmyrsv. 33 Noret Kopeentrum, 792 30, Tel

NACKA, Amusar

o1, Vastra Storgatan 13, 61131, Tel

. 45, 261 38, Tel: 041810790

81 34, Tel: 0

580

)
00 46 510 289 00

Lilla torget 572

Kipmar V31

RIM

1, (46127810

Radhusgatan

0, Terminalgatan 3, 131 34, Tel

aka TV Spel

OREBRO, Lekcenter

Nygatan 32, 70211, Tel: 0196114983
OREBRO, Modellex AB

Engelbrektsgatan 30, 702 12, Tel 0195111534
ORNSKOLDSVIK, Sound & Vision

Skolgatan 11, 891 33, Tel: 066019924
ORMINGE, Happies

Orminge Centrum, 132 00

OSKARSHAMN, Brio-Oskarshamn

30, Tel: 0491 170 66
OSTERSUND, Hobbyhoden

v 31, 831 30, Tek: 063513310
PITEA, Barnens Hus
ens Hus Backey 55, 941 47
973 40, Tel: 0920220095
LUND, Spel pi Clemenstorget

et b, 2222

Tel: 091119910
, Fantasybu
Képmannagatan 7,
SALA, Elans Leksaker

33 30, Tel: 022410314
SKELLEFTEA, Barnens Hus

Uppfinnary 5, 931 42, Tel: 091013990
SKELLEFTEA, Lek & Hobby
Nygatan 49, 931 31, Tel: 091012980 Dragonv. 86, 194 00, Tel: 859030933
SOLENTUNA, Barnens Hus

Bollstandsv. 1, 192 78, Tel: 086269940

STENUNGSUND, Barnhuset

, 76231, Tel: 017572777 Bry

STROMSTAD, Kjells Lek & Hobhy

S6dra Hamngatan 8,
SVEDALA, Elbe Lekis

TROLLHATTAN, Partaj
TUMBA, Leksakskungen

TUMBA, Kom & Lek

Habby & Prylar
UMEA, Barnens Hus
UPLANDS VASBY, Lekia
UPPSALA, Barnens Hus

Bolandegatan 15a
VARSI
Nos

G, Spelbutiken
gatan 10, 412 41, Te
VETLANDA, Leksaksla

60 50 Lasarettsgatan 21, 574

452 30, Tel.

Stong 40, 233 31, Tel: 040400318
SAFFLE, Bergers Lek & Bosittning

V:A Stargatan 1, 661 30, Tel: 053310345
SODERHAMN, Barnens Hus

E-Center, 826 40, Tel: 027014220
TOMELILLA, Alfs Leksaker

Norregatan b, 273 30, Tel: 041710008

Tumba Torg 7, 147 30, Tel; 0853038000
arv, 5-7, 147 30, Tel: 0853060011
p 1F, 18752, Tel: 0851050426

Bjormv 11, 906 40, Tel: 080777702

VIMMERBY, Brio Vimmerby
Sodra Industrigatar
VISBY, Lekstugan

Tel: 0498215050

VASTERVIK, Lekstugan
Hamn Gatan 38, 593 30, Tel: 04
VASTRA FROLUNDA, T
Markonigatan, 421 21,
VAXJO, Helge Hila
Klosterg. 4,352 30, Tel: 0871
YSTAD, Tv Spelshiirnan

Ladugdrdsvagen 12, 461 70, Tel: 052079499

Tobake; 71 41, Tel: 041166680
ISTANBUL, Sihir

Besiktas, Sinanpasa 235, Tel: 0090 212 227
9955

ISTANBUL, Gerekli Seyler

Tesvikiye, Kalici Sk. 111, Tel: 0090 212 291
0689

NBUL, Ureten
vy, Bahcesaray Sk. 6/A, Tel: 0090 212
8964

1ZMIR, Excalibur

Alsancak, 1447 Sk. 4. Tel: 0090 232 464 7669

753 23, Tel: 018602970 UKRAINE

KIEV, Charge
La

o Beresieska), Apit 29, Tel

el: 038319990

5, 598 40, Tel: 049231188

“mmlrectnry More information on page 112

1st Company Veterans

(Warhammer World)

Contact: Chris and Scott

E-mail: info@1 stcompanyveterans.net

Aftermath (East Anglia)

Contact: Lee Lowe

Phone: 07921 859 581

E-mail: leelowe@btopenwaorld.com

Armageddon Inc. (Bucks)
Contact: James Schfield
Phone: 01494 865 905

Battlenet (East Anglia)

Contact: Kevin Smith

Phone: 0772 9814 035

E-mail: Ksmith136@gold.esinet.org.uk

Battlenet (Norwich)

Contact; Richard Miller

Phone: 07710 702297

E-mail: Richard@battlenet.co.uk

Battlescar (Poole)

Contact: Paul Cleveland
Phone: 01202 385 632
E-mail: paul@battlescar.co.uk

Blackfish (North Walsham)
Contact: Guy Blashill
E-mail: guyblashill@yahoo.co.uk

Bracknell Forest Gamers
Contact: Daniel Currey
Phone: 07951 816 613
E-mail: d.currey@talk21.com

Bridgend YMCA Games Club
Contact: Matt Churchill

Phone: 01656 668298

E-mail: velvetfiend@yahoo.co.uk

Brighton Warlords

Contact: Peter Cooke

Phone: 0797 409 4240

E-mail: Peter.caoke423@ntlworld.com

Buckenham Bone Crushers
Contact: Paul Girling

Email:www,banhamandthebucks.co.uldwargam

es

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

Clapham Wargames Guild (London)
Contact: Thomas Petit

Phone: 07966 969 309

E-mail: info@claphamwargamers.org.uk

Clayton Warlords(Hampshire)
Contact: Roger Smith

Phone: 07711 556 296

E-mail: Roger_gs_smith@hotmail.com

Colchester Games Club
Contact: David Freeman
E-mail:
info@colchestergamesclub.co.uk
Phone: 07859 775 572

Cross Swords Gaming Club
Contact; Anthony Cross
E-mail:antandshell@cross247.
wanadoo.co.uk

Phone: 01752 837 133

Dice and Dagger (Bude)
Contact: Kurt Baker
E-mail: celtofkernow@aal.com

Dudley Darklords
Contact: Paul Sheldon
Phone: 01384 288 360
Dursley Games Club
Contact: Dan Bishop
Phone: 01453 549 377

Edinburgh Pub Bowl League
Contact: Dave Avery

Phone: 07837 380713

E-mail: daveryedin@hotmail.com

Gambit Games UK
Contact: Gareth Wynn
E-mail: Gareth.wynn808@ntlworld.com

Gatekeepers Wargames Club (Shrewsbury)
Contact: James Sherry

Phone: 01743 369605 or 07792 469648
E-mail: n.sherry@btopenworld.com

Gobstyks (Lincoln)
Contact: Will Platten
Phone: 01522 803310
E-mail: info@gobstyks.co.uk

Hyde Clarendon Strategy Games Club
Cantact; Paul Mather
E-mail: paul.mather@tameside.ac.uk

Jersey Privateers Gaming Club
Contact: Richard Mallet

Phone: 07797 725481

E-mail: director@black-helicopters.com

K.LA (Midlands)
Contact: Che Webster
E-mail:Blackfalcon@bruxx.net

Kirriemuir Wargames Club

Contact: Michael Anderson

Phone: 01382 454068
E-mail:www.kirriemuirwargamesclub.co.uk

Leeds Night Owls
Contact: Steve Nolan
Phone: 0113 225 0461

Maccwargames (Macclesfield)
Contact: Duncan Harradine

Phone: 01625 612 579

E-mail: Harradine2002@yahoo.co.uk

Madgamers (Maidenhead)

Contact: Denis Jackman

Phane: 01628 540934

E-mail: DENIS_JACKMAN®@hotmail.com

Middlesborough Gamers Club
Contact: Shaun Atherton
Phone: 01642 272 021

Newmarket Dwarf

Wargames Society

Contact: Chris Peachey
Phone: 07967951289

E-mail: nktdwarf@hotmail.com

North West Warriors (Kendal)
Contact: Adam Turner

Phone: 07905 410 067
E-mail: Orc69@hotmail.com

Northumbrian

Adventurer’s Guild

Contact: Mark Anderson Coulter
Phone: 07906 193711

E-mail: nagonline@hotmail .co.uk

Nuneaton Model and
Gaming Club

Contact: Brian McCormack
Phane: 07976 884 558

Oxford Gaming Club

Contact: Mike Sharp

Phone: 07802 764143

E-mail: Mike.sharpd@btopenworld.com

Phoenix Gaming Club (Rushden)
Contact: Darrell Lee
Phone: 07951 728142

Plymouth Association of Wargamers
Contact; Orlando Murrish
Phone: 0175 251 1402

Portbury Knights

Contact: Alan Vowles

Phone: 07771 985488
E-mail: alanvowles@msn.com

Rainhill Wargames Club
Contact: Paul Tennant
E-mail: paultennant@hotmail.com

Redcar Ironbeards
Contact: lan Widdowson
Phone: 01642 503207

Sad Muppets Society
(Basingstoke)

Contact: David Offen-James
E-mail: david@sadmuppets.org

The Spiky Club (Reading)

Contact: Sean Curtis

Phone: 07798 825696

E-mail: ookthelibrarian@hotmail.com

South Oxfordshire Wargamers
Contact: Darren Basset
Phone: 0199 370 0226

St Aidans Warriors Club

Contact: Paul Fletcher

Phone: 01415 770196

E-mail: paulmcgregorfletcher@hotmail.com

Stirling Wargamers

Contact: Paul Brooks

Phone: 07879 612 033

E-mail: paul@treeandleaf.plus.com

Stortford Stormers

Contact: Richard Bower
Phone: 01279 465 574
E-mail: rb@abbyy.co.uk

Suffolk and Essex Gamers
Contact: Mark Aldhouse
Phone: 01440 785589*-

Swarmm Wargames Club

Contact: Matt Holden

Phone: 01473 827 208

E-mail: matt@holdenhouse.freeserve.co.uk

Swindon and District Wargamers
Contact: Paul Nettle

Phone: 01793 700609

E-mail: nettle.tribe@ntlworld.com

Tanelorn Wargames Club
Contact: Martin Turner
E-mail: Martin.Turner@Hess.com

TGC (Tamworth)

Contact: Phil Hannigan

Phone: 01827 287446

E-mail: philhannigan2002@yahoo.co.uk

The Royal Guild of Minted Boards
(North West)

Contact: Christopher Fry

Phone: 0797 68 78732

E-mail: Chris_Fry@FryupFilms.com

That Dam Gaming Club (Newmillerdam)
Contact: lain Dalton

Phone: 07863 311481

E-mail: votemoose@hotmail.com

Tolworth 1st Founding
Contact: Peter Corps
Phane: 07788 790136

Tunbridge Wells Wargame Society
Contact: Colin Stone

Phone: 0175 340 0211

E-mail: colin@castone.freeserve.co.uk

‘Walburton Wargamers

Contact: Mike Roddham

E-mail: walbertonwargamers@yahoo.co.uk
Phone: 01245 554185

Watford Wargames Federation
Contact: Robert Phipps
Phone: 01494 465244
E-mail: rp@a-b-a.co.uk

Warlords of Walsall

Contact: John Davis

Phone: 01922 724278

E-mail: warlords_of_walsall@hotmail.com

Woking 1st Founding
Contact: Peter Corps
Phone: 07788 790136

Yeovil Games
Contact: Chris Lowe
Phone: 07811 843747

i e e TN
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GROMBRINDAL’S Pick of the Month!

Your migh

If your letter is
chosen you will
win a ticket to...

7- AN [ES ]_D/:_
SOOI DEINED

This month’s
winner is...

Readers’ Minis

| would like to say that
since Fuel for the
Furnace became a
regular feature, it is the
first thing | read and has
become one of my
favourite sections.
However, as much as |
enjoy looking at
miniatures painted by
other readers, it is quite
annoying that every
month there is another
letter saying “it's my
dream to see my figures
in White Dwarf “or” how
good are my
miniatures?” taking up
valuable space reserved
for readers views. How
about a readers’
miniatures section?

Dave Corden.

Good point Dave. If a
model or army is
amazing we’ll probably
want to run a feature on
it, especially if that
person was at an event
when we saw it. Also,
we cannot guarantee
we’ll get the quality of
models we need every
month to run a dedicated
section, so adding the
odd picture or two in
Fuel for the Furnace gets
round this —
Grombrindal.

A

Rend awa

| just received the latest White Dwarf. Aside
from the great new layout | also noticed
Owen’s Red Scorpions Rhino. | am
responsible for the Tyranid models for
Imperial Armour 4: Anphelion Project. |
hope they show those Space Marines the
business end of a rending claw or two!

Marco.

Rending... always a pleasure, never a chore
— Grombrindal.

Re-adjust your radar

Firstly I'd like to thank the WD team for the
information concerning the issue | could find
the Mentor Legion in.... now | just have to
find the issue. Secondly | would like to
congratulate the whole team on producing a
better quality magazine over the last several
months.

However, | am concerned that the Specialist
Games are falling off the radar, in 18 issues
you have only published articles on two of
the systems. | realise that there is web
support online, but I'm a paper kind of guy.
I'd love to see more of the speciality games
included in the pages. After all, the GW

universe is more than just the 3 main game
systems.

Ou Hawkins.

We do all of our support for Specialist
Games online, with on average 4 articles
published weekly. Sign up to WD Online to
keep in touch. We also do features in White
Dwarf on the games, albiet irregularly. We'll
let those players who haven't seen it before
know what it’s about and offer something for
those who are already into it. The best time
for this is when we release some new madels
or cover a Specialist Games event. In short,
we haven't stopped supporting Specialist
Games — Grombrindal.

A Slap on the Back
Dear Mr Rees and team,
Over the last few months, there has been a
noticeable improvement in the quality of
White Dwarf, in particular its appearence.
Funnily enough, this radical improvement
seems to have occurred from the time Mr
Rees was allowed to sit in the command
chair! Well done, and keep it up.

Emrys Barnes.

I’d love to take the credit, but it would be
remiss. White Dwarf is made by two teams,
the UK WD Team (us) and the Studio WD
Team (led by former UK Editor, Guy Haley).
The Studio team make all the articles about
the new models and we back this up with
articles on the stores, the gaming community
and events in the UK. These two combined
make the UK edition. So really it's a tag team
combo you see. However, it would seem you
think this combo is working, which | agree
with! — Owen.

WHISPERS FROM THE WARP

Tony Hadden... keep up the good work on the boards and let us know when you start
gaming! Jeffrey MacLeod and Pippa Cooper... please get in touch, we lost your e-mail
address and want to chat! Joe Gilling... this issue should help! Henry Atkinson... the Dwarf
Army book will not be redundant in the new edition. Marlon Schaefer... Now that’s a heavy
bolter team! Matthew Price... your wish was granted last issue. Cameron MacAskill... | hear

rumours of something in Imperial Armour 4.

Fuel for the Furnace, White Dwarf UK, Games Workshop, Willow Road, Nottingham, NG7 2WS; e-mail

whitedwarf@games-workshop.co.uk, We reserve the right to edit all letters for space, content and style
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rom the Brushes of the Beardlings

The current hobby exploits of the UK White Dwarf team.

Owen: | ventured forth to
the Warhammer 40,000
Grand Tournament Final,
and there, with budding
eyes and rosy cheeks, did |
hope that | might attain
everlasting glory. But no,
like Icarus, | had climbed
too high and was cast down
— far down — on the weekend of my potential
triumph. Yes, that's right folks, the ‘curse of
the WD Editor’ hit home and boy was it bad!
121st out of 150. You win some, you lose
some. | return to finishing off my Witch
Hunters/Tahnelians and planning the
conquest of Vogen (actually going well) in
the Studio’s Cities of Death campaign.

Owen Rees

A Owen’s inquistion continues to spread

Rik: Dwarfs, Space Marines
and Elves. That's all | seem
to paint these days!
However, I'm having great
fun doing it.

Having just managed to
lay my hands on a new
Venerable Dreadnought,
painting has begun in
earnest to get it ready for the May campaign
weekend, not to mention the summer global
campaign — the Fall of Medusa V. Hopefully
I'll be able to show it off next issue.

Also, recently completed are two new
Elven heroes for my The Lord of The Rings
army: Glorfindel (now armoured) and Erestor,
hoth members of the White Council. These
are two awesome new miniatures which,
with the right paint job, look right at home
amongst my army of Elven warriors.

Rik Turner

P Erestor and Glorfindal join Rik’s already large
Elven army.

=

A Chaos Bikers are to

P Halitosis isn’t this

Christian: | have little to
show this month as all my
efforts have gone towards
finishing my new Black
Legion army (you will have
seen some in the last few
issues and Cities of Death
feature, on page 33) for the
second instalment of Arming
for Medusa. | can, however, show off the
unpainted bases of the Chaos Bikers that are
still in production, these are made from one
of the building sprues from the last
Warhammer 40,000 boxed set as well as bits
of slate and razor wire from the new Urban
Basing kit.

| have been working on other models in
recent months (mainly to sharpen my
painting skills), the Nurgle champion below
being one such model. | wanted to paint his
armour to look worn and grimy, an effect
achieved by working washes of Bestial
Brown, Dark Angels Green and Scab Red
into the Boltgun Metal basecoat. Right,
enough of my mutterings, | have plenty to
get on with. See you next month.

Christian Byrne

be mounted on the
bases above, the

rods are where the
models will attach.

guys only problem,
he also suffers from
bad skin and
chaffing.




Components and Advance Order information

ORDERING DIRECT

Fast, secure and straight to your door!

Games Workshop Direct is
a fast, accurate and
convenient service that lets
you order 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.

* Our Advance Order service lets
you order models and products
before they are released,
guaranteeing you'll get them on
the day of release.

¢ Available now are a range of
models available only through
Direct. Check out what's on offer
this month!

HOW YOU CAN ORDER!

e On the internet: Visit our secure Online Store at:
www.games-workshop.co.uk/store

e 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), opening hours,
Monday-Saturday: 10am-6pm, Sunday: 11am-5pm.
0115 918 4040 (Northern Europe)

* By FAX: Fax your order on: 0115 916 8002 (UK) or
0044 115 916 8162 (Northern Europe)

* By Post: Or the traditional way: Games Workshop
Direct Sales, Willow Road, Lenton, Nottingham,
NG7 2WS

Exclusive stratagems! »

See page 7 for the new Stratagems Building set,

exclusive to Direct. You can aiso buy these

stratagems separately.

+++DIRECT EXCLUSIVE+++
POWER GENERATOR
99500199012 £5.00

| CALL THE HOBRY SPECIALISTS: (11 9140000 |

120 WHITE DWARF ORDERING DIRECT

+++DIRECT EXCLUSIVE+++
OBSERVATION POINT
99500199011 £2.50
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SEARCH FUNCTION;

NAVIGATION BAR, S H O P P I N G

WARHAMMER THE LORD OF SPECIALIST WHITE
UK ONLINE STORE WARHAMMER G MES WORESHOP

40,000 THE RINGS GAMES DWARF

Advance Ordeis New Releases Terms and Conditions Checkout

Dwarfs

Shopping Cart
"....For we are the sons of Grugni; alone we are rocks, united we stand with the strength o000 Guest (Lag Oup

e of a mountain," - King Alrik at the defence of Karak Him. zﬁfﬁﬁi@ The Games W()r‘l(sh()p

All Systems = Click below for our archived Dwarf Classics and Collectors models Value: £ 00

— Classics and Collectors i Online Store is Open
3 ‘ 24 hours a day, seven

M Advance Order — Dwarf Army Bundle

o Getting Started Price: £112.00 Release: 26/12/2005 days a Week_

© Beasts ofChaog : . %

o Brelonnia tem Yy!:vre. Composite Part Code: WEBO12

o DarkElves [0 Unforfunately the Dwarlt Arr;vwd;;l'hsshsug m:_ ;u we have e e a a 0

o Dwarfs & put together a suggested Dwarl Army bundle. Perfect for any ‘h G t t ‘m{ t y

o Doas OfWar budding Dwarl general, this bundle gives you 2 Dwarl - x C u

= E'r’—;” e Battalions and the Dwarl Army book, all released on W o B

= ;_‘—LI Biies December the 26ih. In fotal this bundle gives you 48 Warriors i o a5 want wnen y()u Want
HJA—L;‘; r)\'h'rr (Longbeards or Wagdors), 32 Missile froops (Quarreliers or === ’

2 Hordes of Lhaos Thunderers) and 2 nons or Organ Guns. 't

o More Information  Add 1o Cant I L

o

aE Advance Order — Dwarf Lord with Winged Helm (Direct Sales Only)

o

A Price: £6.00 Release: 217172006 ® “ge range

© tem Type: Component Part Code: 3947020411301

9 $ & When batlle is joinef il is the Lords and Thanes, with their L e

° finely crafted armoud and rune-inscribed weapons who seek [ ] ec“re

L) out the enemy's modt powerful combatants, matching bestial

fury or dark magic with courage, honour and honest steel

- Easy to Use
LIST OF CATEGORIES  Open 24 hours

( DETAILED PRODUCT DESCRIPTIONS
, HELPFUL AND ESSENTIAL PRODUCTS

e Cities of Death (pages 23-47): ‘www.games-workshop.co.uk/store/CoD
e The Fall of the Necromancer (pages 50-56): www.games-workshop.co.uk/store/FotN

e An awesome example of a Horde army
in our Skaven section (pages 86-90): www.games-workshop.co.uk/store/Hordes

+++DIRECT EXCLUSIVE+++ +++DIRECT EXCLUSIVE+++
SACRED GROUND COMMAND CENTRE
99500199013 £3.00 99500199014 £5.00

www.games-workshop.co.uk/store 121
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Imperial building Basilica Administratum’
This sprue is used in all the buildings.

BASILICA ADMINISTRATUM SPRUE
99012 £6.00

IMPERIAL BUILDING SPRUE
99390199011 £6.00

Expand your buildings with these additional
sprues.

You can find all these products online by logging on to: www.games-workshop.co.uk/store

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may

1 22 WH ITE DWARF O R D E Rl NG DI RECT be dangc(uus if used incorrectly. Prices correct at time of going to press, please contact us for current availability and prices, Prices quoted

are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for
determining their own prices.



£ SRIERING UIREG]
Sanctum Imperialis’

MANUFACTORUM SPRUE

SANCTUM IMPERIALIS SPRUE
199390199014 £6.00

Examples of buildings built with these sprues.

*All sprues shown at 40% of actual size.

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel
products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current availability and Www_games_workshop_(_'o‘u k/store 1 2 3
prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers
are responsible for determining their own prices.
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VOSTROYANS

VOSTROYAN COMM-LINK BODY VOSTROYAN COMM-LINK PACK VOSTROYAN MEDIC

VOSTROYAN COLONEL
9947010520104 £2.50 9947010520105 £1.25 9947010520106 £3

9947010520101 £5

VOSTROYAN STANDARD VOSTROYAN OFFICER 1 VOSTROYAN OFFICER 2 VOSTROYAN OFFICER 3
9947010520103 £5 9947010519701 £4 9947010519702 £4 9947010519703 £4

VOSTROYAN SERGEANT VOSTROYAN TROOPER 1 VOSTROYAN TROOPER 2 VOSTROYAN TROOPER 3 VOSTROYAN TR_OOPER 4
9947010519301 £4 9947010519801 £2.50 9947010519802 £2.50 9947010519803 £2.50 9947010519804 £2.50

VOSTROYAN TROOPER 5 VOSTROYAN TROOPER 6 VOSTROYAN FLAMER VOSTROYAN PLASMA VOSTROYAN GRENADE LAUNCHER
9947010519805 £2.50 9947010519806 £2.50 9947010519501 £3 9947010519502 £3 9947010519503 £3 '

You can find all these products online hy logging on to: www.games-workshop.co.uk/store

124 WHITE DWARF ORDERING DIRECT



COLLEGTORS

Indepth catalogues
showing the entire
range of miniatures for
each range.

e Full range

» Components

¢ Direct exclusives

e Golden Demon winners
e Army showcases

» Conversion showcases

Available now from Games
Workshop Hobby Centres:

The Lord of The Rings
Collectors’ Guide

Warhammer 40,000
Collectors’ Guides

ke &)
VOSTROYAN VOSTROYAN

. | ar
LASCANNON LOADER  LASCANNON GUNNER . & Imperial Guard :
9947010519401 £3 9947010519403 £3 VOSTROYAN VOSTROYAN e (Chaos Space Marines
MORTAR LOADER MORTAR GUNNER et
9947010520001 £3 9947010520003 £3 e Fldar & Dark Eldar

® Orks

e Space Marines
e Tau & Necrons
* Tyranids

LASCANNON
9947010519402 £3

MORTAR
9947010520002 £3.00

(%

bl

VOSTROYAN HEAVY VOSTROYAN

BOLTER GUNNER HEAVY BOLTER LOADER
9947010519303 £2.50 9947010519302 £3

HEAVY BOLTER
9947010519304 £4

i VOSTROYAN SNIPER GUN 1
st 9947010520304 £1.25

ELVE '

COLLECTADL
LLECTORS

VOSTROYAN SNIPER BODY 1 VOSTROYAN SNIPER BODY 2 VOSTROYAN SNIPER GUN AND BACKPACK SPRUE
9947010520302 £2 9947010520301  £2 9947010520303 £2.00

www.games-workshop.co.uk/store 125
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Space Marine Uenerahle nreaﬂnougm

VENERABLE DREADNOUGHT VENERABLE DREADNOUGHT
RIGHT LEG PLATE LEFT LEG PLATE
9947010132113 £1.25 9947010132114 £1.25

il
e

VENERABLE DREADNOUGHT VENERABLE DREADNOUGHT VENERABLE DREADNOUGHT
POWER CLAW POWER CLAW SPRUE ENGINE EXHAUST
9947010132104 £3 9947010132111  £0.60 9947010132102 £3

VENERABLE DREADNOUGHT VENERABLE DREADNOUGHT VENERABLE DREADNOUGHT VENERABLE DREADNOUGHT VENERABLE DREADNOUGHT _;
LITANIES SHIELD SPRUE ARM PLATE FRONT PLATE ASSAULT CANNON :
9947010132112 £0.60 9947010132115 £0.60 9947010132109 £1.25 9947010132104 £1.25 9947010132103 £3 ;

S .

I

KOMMANDO 1 KOMMANDO 2 KOMMANDO 3 KOMMANDO 4
99470010310006 £3 99470010310004 £3 99470010310007 £3 99470010310005 £3

KOMMANDO PACK 1
99470010310008 £1.50

S .

KOMMANDO PACK 2 KOMMANDO NOB BODY KOMMANDO NOB SPRUE KOMMANDO BIG SHOOTA BODY KOMMANDO BURNA SPRUE
99470010310009 £1.50 99470010310001 £3 99470010310002 £2 99470010310301 £3 99470010310202 £3

. -

KOMMANDO NOB PACK KOMMANDO BIG SHOOTA SPRUE KOMMANDO BURNA BODY i
99470010310003 £2 99470010310302 £3 99470010310201 £3 . 1

)

!

)
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ELDAR RANGERS (5 in a box) I LUCIUS THE ETERNAL
99110104091 £15 9 99060102106 £9

NURGLE DAEMON PRINCE
991101102094 £20

ELDAR SUPPORT WEAPON PLATFORM
99120104009 £10

Can’t wait to get your hands
on the latest releases?

e 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
money.

27th May (released 8th July)

e Possessed Chaos Space Marines
boxed set

e Daemon Prince of Nurgle ....

e Chaos Terminator Lord

® Possessed Chaos Space Marines
blister

e Lucius the Eternal

e Eldar Rangers boxed set £15

e Eldar heavy weapons platform ..£10

e Tau XV25 Stealth Armour ....£12

e Space Marine Captain
(promotional figure)

10th June (released 22nd July)

* Wood Elf Lord on Eagle

* Wood Elf Lord on Stag

e Wood Elf Lord with
2 hand weapons

* Wood Elf Lord with bow

* Wood Elf Standard Bearer
(Direct only)

e Great Eagle (Direct only)

| ® Gotrek Gurnisson

(special edition)
e Felix Jaeger
(special edition)
e Snorri Nosebiter
(special edition)
® Max Schreiber
(special edition)
e Ulrika Straghov
(special edition)
e Gotrek and Felix resin base
(Direct only)

*£2 postage only applies to Advance Order products
being delivered to addresses in the UK or Ireland.
Orders including Advance Order products will be
held until the last available product is released.
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<R Mwm Subcriptions guarantee you will

WH!T

not miss an issue, and offer savings
over buying individual copies.
There are a number of ways to
subscribe:

¢ Call Games Workshop direct on
0115 91 40000

¢ Log on to:
www.games-workshop.co.uk/store/whitedwarf/

e I:IIIES e

s * Visit your nearest Games Workshop store
e Complete the form below and return to:

GW DIRECT SALES, WILLOW ROAD,
LENTON, NOTTINGHAM, NG7 2WS$S

| would like to subscribe to White Dwarf starting with issue number:
WD I:'E“:‘ (if no issue number is stated or if the issue number selected is no longer available we shall start your

subscription with the next available issue)
| would like to subscribe for:
1 YEAR 12 issues wosusn £36.00 [_] 2 YEARS 24 issues wosus £60.00 []
| am an existing subscriber [_] | am a new subscriber [] please tick a boy

MY DETAILS
Mr/Mrs/Ms/other: ............ ame: Surname:

Address: Postcode:

Country:

The subscription is a gift for the person detailed below [ ] tick box if appropriate

Mr/Mrs/Ms/other: ............ Forename: S T A T e e v e e
Postcode:

Country:

METHOD OF PAYMENT
Postal Order (UK only)/Cheque |:| (made payable to Games Workshop Ltd)

= [ O B O No: 00D 0000 0000 0000000
valid from: OO Expiry date: CJCJCIC] Issue No: [1[]

Cardholder’s Name:

Si gnatu [ bl e o AR e i et el DAt s ieseion ds
or guardian required if recipient is under 16 years of age.)
9/06/2006 to take advantage of this offer.




& NEXT MONTH:

J _’1J j 2 et j Jj ’Jl |J_F
PLUS: GOTREK AND FELIX - WOOD ELF LORDS - GHADS POSSESSED
FREE: MEDUSA V GAMPAIGN POSTER

Find out more at www.games-workshop.co.uk/whitedwarf
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‘The campaign begins

05.07.2008




