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The Eldar are the last of a dying race, fighting for survival on the
furthest frontiers of the galaxy, for they know that if they fall, then
the galaxy may well fall with them. This month sees the release of

the latest Eldar Codex for Warhammer 40,000, along with all the

lovely Citadel Miniatures you'd expect of such an important
release. | must say, though the craft of the miniatures designers fires
my Dwarven imagination, I'm beginning to despair at the lack of
my kin in this hallowed publication! Still, these Eldar types can teach the average Manling
a thing or two about warfare, having been around nearly as long as | have!

Also in this issue, sage Games Developers Mat Ward and Adam Troke go head-to-head
in a Legions of Middle-earth battle report, which looks to be a real battle of the beards!
What's more, for you Warhammer players, the vile Grobi are back again. Led by Warlord
Skarsnik, they're proving to be just as hard to shift from my pages as they are from Karak
Eight Peaks! Finally, on page 72 we begin a brand new tactics series, starting with
Warhammer, which is sure to be an invaluable source of information for all you budding
Thanes out there.

Grombrindal, The White Dwarf
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FIVISIONS OF A DYING RAGE

34 BATTLE REPORT: THE SWORDWIND RAGES

Phil Kelly delves deep into the secrets of this ancient The Black Templars find more than they bargained for
race, and reveals all about the new Codex. on a forgotten Eldar Maiden World.

22 DESIGNER'S NOTES: THE ELDAR
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The latest Citadel Miniatures, and more.
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Goblins, including Skarsnik himself!
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— Mat Ward and Adam Troke go to war.
74 WARHAMMER TACTICS: ARMY SELECTION

The first in a brand new series of tactics articles.

80 INDEX XENOS: ASPECT WARRIORS
The secrets of the Path of the Warrior revealed.

88 ANNALS OF WAR: CAVALRY
A look at cavalry and how best to use them in
The Lord of The Rings strategy battle game.

93 CITADEL TOOLBOK
Getting the most of Citadel glue.

94 'EAVY METAL: DARK ELVES
A look at some of the impressive models from
the Dark Elves army, as painted by the experts.

104 MUSTERING IN MIDDLE EARTH
The Best Army from this year’s The Lord of The
Rings Grand Tournament.

110 FRONTLINE

UK specific news and events.

120 ORDERING DIRECT
All the latest advanced orders.
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WARHAMMER

10,000

CODEX: ELDAR

The Eldar are the last survivors of an
ancient race that once ruled the galaxy.
Now scattered across the stars, they must
battle constantly as they teeter upon the
precipice of extinction.

This 84-page Codex is the definitive guide to collecting,
painting and playing with an Eldar army in Warhammer
40,000. The flexible army list allows you to tailor your
force to any of the Eldar craftworlds.

ELDAR CODEX £12
Sweden  Kr150 Denmark  Kr125
Norway  Kr150 Euro €17.5

Product code: 60030104003
Written by Phil Kelly

worKsop ON SALE NOVEMBER 4th

Released 11/11/06 in Northern Europe.

SHURIELN CATATULT

tLDﬂR (WEAPONRY 7 3 ;
;. EEEEConas : -y 3 HOWLING BANSHEES

>>> SEE PAGE 21 FOR MORE
INFORMATION ON THIS CODEX.

Pictures for illustrative purpases only. Product contents may vary. Prooduicts 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 current Games Workshop prices. Prices quoted are for products sold by Games Warkshop through its own stores, i or website. dent retailers are ible for ining their own prices.
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ELDAR FARSEER

This blister pack contains

1random metal Eldar Farseer

ELDAR FARSEER £7
Sweden  Kr100 Denmark  KrB5
Norway  Kr100 Euro €11.50

Product code: 99060104090
Sculpted by Martin Footitt

ON SALE NOVEMBER 4th

Released 11/11/06 in Northern Europe.

This box set contains
1metal Eldar Farseer antd
3 metal Warlocks

ELDAR FARSEER AND BODYGUARD £18

Sweden Kr250 Denmark  Kr200
Norway  Kr250 Euro €27.50
Product code: 99110104711

Sculpted by Martin Footitt,
Jes Goodwin and Juan Diaz

ON SALE NOVEMBER 4th

Released 11/11/06 in Northern Europe.

\ WARHAMMER |
\- L1 T L —

e
ELDAR FARSEER ELDAR RUNENPROPHET UND
AKD WARLOCK BOOYGURRD RUNENLESERGEFOLGE

GRAND PROPHETE ELOAR NEGGENTE ELDAR E GUARDIA
ET A GARDE D' ARCHONTES DEL GORPO DI STREGON! ans![n wnnlnnl
o= 773
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GAMES
WORKSHOP

WARLOCK WARLOCK

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices carrect at time of going to press, please contact us for current
i 5

avallability and current Games Workshop prices. Prices quoted are for products sold by Games Warkshop through its own stores, catall or website. pendent retailers are for their own prices.
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YRIEL - AUTARCH OF IYANDEN

This blister pack contains

1metal Yriel - Rutarch of
Ivanden

YRIEL - AUTARCH OF IYANDEN £9
Sweden  Kr120 Denmark  Kr100
Norway  Kr120 Euro €13

Product code: 99060104104
Sculpted by Jes Goodwin

ON SALE NOVEMBER 4th

Released 25/11/06 in Northern Europe.

>>> MORE ON YRIEL IN
WHITE DWARF 323.

[V/ERPON URRIANT |
This blister pack contains
1 metal Eldar Autarch with REAPER

power weapon and choice LAUNCHER

of guns

ELDAR AUTARCH £8
Sweden  Kr115 Denmark  Kr100
Norway Kr125 Euro €12.5

Product code: 99060104098
Sculpted by Jes Goodwin

ON SALE NOVEMBER 4th

Released 11/11/06 in Northern Europe.

CONTAINS REAPER LAUNCHER

AND SHURIKEN PISTOL OPTIONS

ELDAR RANGER

Contains 1metal Eldar Ranger
miniature, available

DIRECT SALES ONLY!
>>> SEE PAGE 120 FOR MORE DETAILS
ON ORDERING FROM DIRECT.
>>> ALS0 REQUIRES ADDITIONAL
BACKPACK SPRUE.

CODE: 9947010409106

exclusively from
Games Workshop Direct

ELDAR RANGER £4

Product code: 9947010409107
Sculpted by Martin Footitt

ON SALE NOVEMBER 4th

Pictures for illustrative purpases only. Product contents may vary. Products sold unpainted and unassembled. Certain Ciladel products may be dangerous if used incorrectly. Prices correct at time of going-to press, please contact us for current
availability and current Games Workshop prices. Prices quoted are for praducts sold by Games Workshop through its own stores, or website. I t retailers are ibie for ining their own prices.
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CONTAINS ALL EXARCH | ——
WEAPON VARIANTS

This plastic hox set contains 10
Dire Avengers including Exarch

upgrade options

ELDAR DIRE AVENGERS £18
Sweden  Kr270 Denmark  Kr225
Norway  Kr250 Euro €30
Product code: 99120104011 e
Sculpted by Mark Harrison © workshor
ON SALE NOVEMBER 4th
Released 11/11/06 in Nerthern Europe.

t_ﬂ!l

cis may be dangerous if used Incorrectly. Prices correct at time of going to press, please contact us for current

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel produ
catalogue or website. lndependent retallers are responsible for determining their own prices.

availability and current Games Workshop prices. Prices quoted are for products sold by Games Workshap through its own stores,
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ELDAR DARK REAPERS

This hox set contains 1 metal
Dark Reapers Exarch and

4 metal Dark Reapers Aspect
Warriors

ELDAR DARK REAPERS £20
Sweden  Kr250 Denmark  Kr200
Norway  Kr250 Euro €27.50

Product code: 99110104094
Sculpted by Mark Harrison

ON SALE NOVEMBER 4th

Released 25/11/06 in Northern Europe.

IWEAPI]H VARIANT

TEMPEST
LAUNCHER

¥

ENARCH WITH ELDAR
MISSILE LAUNCHER

k&

ELDAR WARP SPIDERS

This box set contains
1metal Warp Spiders Exarch

AR
WARP SPIDERS WARPSPINNER

ARAIGNEES SPECTRALES. BAGHI
ELDARS GEL WARP ELDAR

and 4 metal Warp Spiders
Rspect Warriors

ThH
F-TAL A~

ELDAR WARP SPIDERS £18
Sweden  Kr250 Denmark  Kr200
Norway  Kr250 Euro €27.50

Product code: 99110104096
Sculpted by Jes Goodwin

ON SALE NOVEMBER 4th

Released 25/11/06 in Northern Europe.

Warp Spiders Aspect Warriors are existing Citadel Miniatures,
available for the first time in a handy squad box set.

QAMES
WORESHOP

INCLUDES EXARCH ELDAR MISSILE LAUNCHER
AND TEMPEST LAUNCHER OPTIONS

i WARHAMMER
z 40,000 __§
_4_—
ELDAR ELDAR
DARK REAPERS SCHWARZE KHAINDAR

FAUCHEURS TETRI
NOIRS ELDARS MIETITORI ELDAR

v Rl

WORISHOP

ELDAR BONESINGER

ONLINE STORE ONLY!

£1 CODE: 99060104112

ON SALE 25TH NOVEMBER
ADVANCE ORDER NOW!

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

Pictures for lliustrative 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 current Games Workshop prices. Prices quoled are for products sold by Games Workshop through its own stores, catail i f

or website. retailers are for their own prices.
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ELDAR STRIKING SCORPIONS SRR A
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: ELDAR STRIKING ELOAR
Tuswocsotconans most M INCLUDES ENARCH SCORPION'S S
ENEFICI ELDAR
5 metal Striking Scorpion CLAW AND BITING BLADE oo o
Aspect Warriors R
ELDAR STRIKING SCORPIONS £18
Sweden  Kr250 Denmark  Kr200
Norway  Kr250 Euro €27.50

Product code: 99110104095
Sculpted by Juan Diaz

ON SALE NOVEMBER 4th
5.
L2\

A S o GAME
Released 25/11/06 in Northern Europe. Pt . WORKSHO
WEAPON VARIANT

EXARCH WITH
BITING BLADE

EXARCH WITH
SCORPION'S CLAW

>>> SEE PAGE-80.FOR MORE ON
ELDAR ASPECT WARRIORS.

Pictures for iilustrative 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
ble for i

availability and current Games Workshop prices. Prices quoted are for products sold by Games Workshop through its own stores, or website. Indepe retailers are ing their own prices.




| NEW RELEASES
ELDAR WAR WALKER SQUADRON

This box set contains 3 Eldar
War Walkers — multi-part

plastic kits, with various

weapon options
ELDAR WAR WALKER SQUADRON  £40
Sweden Kr500 Denmark  Krd00
Norway  Kr500 Euro €60
Product code: 99120104017 % QAUES
WORESHOP

Sculpted by Jes Goodwin and Martin Footitt

e ., RVAILABLE INDIVIDUALLY
T— AND AS A SQUADRON

ELDAR WAR WALKER

This hox set contains 1

muiti-part plastic Eldar War
Walker kit

WARHAMMER

__/40,000,
ELDAR WAR WALKER £15 ——
Sweden  Kr250 Denmark  Kr200
Norway  Kr250 Euro €27.50

Product code: 99120104012
Sculpted by Jes Goodwin and Martin Footitt

ON SALE NOVEMBER 25th

Released 25/11/06 in Northern Europe.

QA4S
WORISHOP

Pictures for illustrative purposes only. Praduct contents may vary. Products sold unpainted and unassembled. Gertain Citadel products may be dangerous if used incorrectly. Prices correct at time of going lo press, please contact us for current
availability and current Games Workshop prices. Prices guoted are for products sold by Games Workshop through its own stores, ! or website. Inde retailers are for their own prices.
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WWAARSE AVA B} DETACHEMENT ELDAR  DISTACCAMENTO ELDAR

FUERZA DE COMBATE ELDAR

i\

This plastic hox set contains 5
Dire Avengers Aspect Warriors
with the option of 1 Exarch,

1Wave Serpent, 8 Guardians,

1 Guardian heavy weapon
platiorm and crew, and
1 Eldar War Walker
ELDAR BATTLEFORCE ~ £50
Sweden  Kr750 Denmark  Kr650
Norway  Kr750 Euro €80

Product code: 99120104010
Sculpted by Jes Goodwin and Martin Footitt

ON SALE NOVEMBER 4th woRsHor

—— SAVE £18

COMPARED TO BUYING
PRODUCTS INDIVIDUALLY

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

availabiiity and current Games Workshap prices. Prices quoted are for products sold by Games Workshop through its own stores, gue or website. Independent retailers are responsible for determining their own prices.
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H.lmn fﬂlﬂﬂ" This box set contains WARHAMMER
1plastic Eldar Falcon kit %000
NOW WITH EXTRA ELDAR FALCON e25
WEAPON SPRUE! R S
Product code: 99120104016
Sculpted by Jes Goodwin

ON SALE NOVEMBER 4th

Released 11/11/06 in Northern Europe.

Qsnes
WORKSHOP

THIS VERSATILE KIT CONTAINS ALL
THE WERAPON OPTIONS FROM
CODENX: ELDAR, ALLOWING YOU TO
CONFIGURE YOUR FALCON GRAV
TANK ANY WAY YOU LIKE!

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
availabllity and current Games Workshop 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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ELDAR VYPER JETBIKE

NOW WITH NEW
WEAPON SPRUE!

ELDAR HEAVY WEAPONS SPRUE CONTAINS:
SHURIKEN CANNON

STARCANNON

BRIGHT LANCE

ELDAR MISSILE LAUNCHER

SCATTER LASER

000009

THE FALCON GRAV TANK, WAVE SERPENT AND THE VYPER
JETBIKE KITS ALL CONTAIN THE NEW ELDAR HEAWY
WEAPONS SPRUE. NOW ALL YOUR ELDAR VEHICLES CAN
BE OUTFITTED WITH THE WEAPONS OF YOUR CHOICE!

DLMES
WORKSHOP

This box set contains

1plastic Eldar Vyper Jethike kit

ELDAR VYPER £15
Sweden Kr250 Denmark K200
Norway  Kr250 Euro £27.50

Product code: 99120104015
Sculpted by Jes Goodwin

ON SALE NOVEMBER 4th

Released 11/11/06 in Northern Europe.

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 current Games Workshop 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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ORCS & GOBLINS

SKAHSNIK n“n GnBBln This box set contains 1metal

Skarsnik and Gobhla kit

SKARSNIK AND GOBBLA £15
Sweden  Kr180 Denmark  Kr150
Norway  Kr180 Euro £20

Product code: 99110209156
Sculpted by Mike Anderson

ON SALE OCTOBER 28th

Released 28/10/06 in Northern Europe.

FRONT VIEW

A QAMES -
\WDRKSHOP

>>> SEE SKARSNIK'S NIGHT
GOBLIN HORDE ON PAGE 54.

a

Pictures for illustrative purposes only. Praduct 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 current Games Workshop prices. Prices quoted are for products sold by Games Workshop through its own stores, or website. retailers are ible for ining their own prices.
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GOBLIN BOSSES

This blister pack contains

2 random metal Goblin Heroes

GOBLIN BOSSES £7
Sweden  Kr100 Denmark  Kr80
Norway  Kr100 Euro €11.50

Product code: 99060209155
Sculpted by Steve Saleh

ON SALE OCTOBER 28th

Released 14/10/06 in Northern Europe.

GOBLIN SHAMANS

This blister pack contains

2 metal Gohlin Shamans

GOBLIN SHAMANS £7
Sweden  Kr100 Denmark  Kr80
Norway Kr100 Euro €11.50

Product code: 99060209163
Sculpted by Steve Saleh

ON SALE OCTOBER 28th

Released 14/10/06 in Northern Europe.

GOBLIN WARBOSS ON WOLF

This blister pack contains
1random metal Goblin

Warhoss on wolf

GOBLIN WARBOSS ON WOLF £7
Sweden  Kr100 Denmerk  KrB0O
Norway  Kr100 Euro €11.50

Product code: 99060209154
Sculpted by Steve Saleh

ON SALE OCTOBER 28th

Released 14/10/06 in Northern Europe.

ORC ARRER BOYZ

This blister pack contains

3 metal Orc Arrer Boyz

ORC ARRER BOYZ £7

Product code: 99060209162
Sculpted by Alex Hedstrém,
Aly Morrison and Brian Nelson

ON SALE OCTOBER 28th

Pictures for illustrative puiposes only. Product contents may vary. Products sald unpainted and unassembled. Certain Gitadel products may be dangerous if used incorractly. Prices correct at time of gaing to press, please contact us for current
availability and current Games Workshop prices. Prices quoted are for products sold by Games Workshop through its own stores, I or website. D retailers are responsible for determining their own prices.
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| NEWS RELEASES

BLACK LIBRARY

s

purchased directly.

Black Library publishes a range of novels and
sourcebooks that delve deep into the worlds of
Warhammer and Warhammer 40,000. These are
available in many of our stores world-wide, as well as in
bookshops in certain countries. However, if you are
finding it difficult to get hold of any of their publications
then go to their website, where their books may be

e s

ARMOUR OF CONTEMPT

still haunted by his lengthy mission behind
enemy lines on Gereon, Commissar lbram
Gaunt heads back with the Imperial crusade
army to liberate the Chaos-held planet. Having
made contact with the local elite guerilla
forces, Gaunt and the Tanith First-and-Only
find that the brutality of the ‘liberation’ pitches
them into opposition with their commanders,
who believe victory must be achieved at any
price, no matter how cruel.

ARMOUR OF CONTENT £16.99
by Dan Abnett

Sweden Kr270 Denmark Kr225

Norway Kr270 Euro €30

ISBN: 1-84416-400-4

ON SALE OCTOBER 28th

Released 11/11/06 in Northern Europe.

WARMAMMER

40000

TN

AR GAUNT'S GHOSTS NOVEL

HIS LAST COMMAND

As war rages in the Sabbat Worlds Crusade,
Commissar lbram Gaunt returns from a hellish
mission deep behind enemy lines to find his
regiment has been disbanded. The Tanith First-
and-Only have been integrated into other
Imperial Guard regiments, where their natural
scouting skills make them first choice for the
most dangerous assignments. With the horrors
of his recent experiences still fresh in his mind,
Gaunt faces the most difficult battle yet as he
struggles to reunite his regiment and lead them
to victory against the dark forces of Chaos.

HIS LAST COMMAND £6.99
by Dan Abnett

Sweden Kr120 Denmark Kr100

Norway Kr120 Euro €13

ISBN: 1-84416-239-7

ON SALE OCTOBER 28th

Released 11/11/06 in Northern Europe.

WARMAMM
10000 _

i

¢l Fl.com

A GAUNT'S GHOSTS NOVEL

www.blacklibrary.com
DEATH'S LEGACY

The third exciting instalment in the tale behind
Warhammer Fantasy Roleplay! Rudi and
Hanna's adventures are about to become a lot
more dangerous as they seek refuge in Altdorf,
capital city of the Empire. When Rudi finally
discovers the dark secret of his family, he is
forced to turn to his mortal enemy, the witch
hunter Gerhard, for help. But can Rudi ever be
free from the evil trapped in his soul, or will
the battle to destroy it also destroy him?

DEATH'S LEGACY £6.99
by Sandy Mitchell

Sweden Kr120 Denmark Kr100

Norway Kr120 Euro €13

ISBN; 1-84416-392-X

ON SALE OCTOBER 28th

Released 11/11/06 in Northern Europe.

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 current Games Workshap prices. Prices quoted are for products sold by Games Workshop through its own stares, or website. Independent retaiiers are responsible for ining their own prices.
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Forge World makes a huge range of resin kits and accessories. These include super-
heavy Baneblade battle tanks, Titans, upgrades for Games Workshop’s plastic kits,
scenery pieces and busts of some of our most popular characters. These products are
intended for experienced modellers and are only available directly from Forge World
or Warhammer World.

TAU MANTA

With a wingspan of
approx. 86cm/34", this
model can accomodate

2 Tau Hammerheads and
2 Devilfish, along with 8
Crisis or 4 Broadside
Battlesuits in the lower
deck. The upper deck can
accomodate 48 Fire
Warriors, 6 Gun Drones
and an Ethereal. The Manta
comes complete with 6
resin Air Caste crew
models. The lower deck
raises and lowers. The
upper deck features a
retractable ramp.

Designed by Will Hayes.

Fire Warrior, Hammerhead and
Devilfish shown for scale, and are
not included.

Pictures for illustrative purpases only. 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 current Games Workshop prices. Prices quoted are for praducts sold by Games Workshop through its own stores, or website. retailers are ible for ining their own prices.
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DLDIERS OF SIGMAR

he Men of the Empire are the

Warhammer world’s best hope

in the eternal war against
Chaos. Though the strength of the
Dwarfs and the Elves is in decline,
the Empire boasts the largest realm
of the Old World, and fighting Men
of great courage and skill.

January 2007 sees the release of
the brand new Empire army book for
Warhammer. This 96-page tome
contains the most complete history of
the Empire to date, from its formation
at the hands of Sigmar, to the rise and
fall of Valten. The new army list
contains all the rules for state troops,
artillery, heroes and more, as well as
the return of some legendary heroes,
such as Ludwig Scwarzhelm, Volkmar
the Grim and the Emperor Karl Franz
himself! The Empire has now been
bolstered by new magic items and
ingenious inventions, such as
clockwork horses, grenade-launching
blunderbusses and much more.

Of course, all the usual hobby
information and army-building tips
also lie within this book, making it
the most invaluable sourcebook for
budding and existing Empire generals.
Emperor be praised!

On these pages is a mere taste of the fantastic new models
coming soon for the Empire. Our miniatures designers have really
outdone themselves, as you can see from the plastic State Troops
regiment and Ludwig Schwarzhelm!

< New plastic Empire
State Troops Regiment,
assembled as Swordsmen.
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Warhammer Armies: The Empire

The new army book is packed with background information, new
rules, equipment and magic items, hobby tips and fantastic artwork.
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The Art of War by John Kersey

China has the longest continuous civilisation in history and
was finally unified by the First Emperor in 221 BCE. The
Warring States period was over, and Qin victorious! Yet
only 16 years later, the Qin Dynasty was in turmoil, the
Emperor dead and his lasting legacy would be the silent
warriors of Xian — the Terracotta army.

This latest release from Warhammer Historical is
another in the successful series of supplements for
Warhammer Ancient Battles. This sourcebook contains a
historical overview that covers the principle military events
and developments of Chinese culture from small bands of
tribal warriors right up to the mighty Imperial armies that
dominated Asia.

Featured within this book are detailed army lists including:
¢ Shang Dynasty * Warring States

e Han Dynasty  Red Eyebrow Rebels
e Yellow Scarves Religious Cultists e Three Kingdoms

Other resources included are scenarios, battles, a
campaign system and ruses for use in your games, as well
as advice in full-colour for modelling Chinese armies and
terrain. The Art of War also contains a full-colour section
portraying the armies of the time and a wealth of
illustrations and maps.

ON SALE

o v kbl

Machine Spirit Takeover!

Warhammer World had quite a visitor recently — a
remote-controlled 4-up scale Land Raider! This roving
behemoth wowed actual Land Raider model creator Jes
Goodwin (shown right). It features moving Godhammer
lascannon sponsons and heavy bolter turret, working
lights for the headlamps and guns, while each of the
model’s tracks measures 1.8 metres long!

The tank was constructed by German twins, Erik and
Peter Mundt from Uslar in southern Saxony and cost
roughly 1,300 Euros to make (or about £880)! It has
already graced the halls of Games Day Deutschland in
Dusseldorf! The twins’ next project is to build a
Whirlwind at the same scale, with real firing rockets
(Don't try this at home, folks! — Grombrindal)

The Mundt
twins’ 4-up
dwarfs our own

Space Marine
Land Raider!




Owen Rees, Editor of UK White Dwarf, and Matt Anderson, Games Workshop Community Manager, present
Wilsthorpe Business and Enterprise college school club members with their prizes!

And what better number in the Games Workshop hobby to celebrate! We tracked down
the lucky subscriber, who hit the magical number and decided to treat them to the above!

Congratulations to Craig Gregory from Long Eaton, Nottingham. Craig runs the local
school club at Wilsthorpe Business and Enterprise college in Long Eaton, which took part
in the Schools League in 2005.

Craig has a large 2,000 points mechanised Tau force and 2,700 points for the Imperial
Guard. We decided to give Craig and his school club one of the fantastic new Tau
Megaforces, a special edition Warhammer 40,000 rulebook and a Chapel of Sanctuary!

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?
» Read forthcoming
hobby articles first!

e See the latest new
releases and
advanced orders!

e Sneak peeks
delivered early,
direct to your inbox!

e Exclusive editorial
content and articles!

 Absolutely Free!

Subscribe now,

IT'S FREE!

www.games-workshop.co.uk/wdoniine
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COMING NEXT MONTH

Eldar Codex 04/11/06  £12,00 %
Eldar Battleforce 04/11/06 £50.00 :
Eldar Farseer 04/11/06  £7.00 WARHAMMER
Eldar Autarch with power sword 04/11/06  £8.00 B2 ADDDD.

Yriel - Autarch of lyanden 04/11/06 £9.00 gt

Eldar Farseer and Warlock Bodyguard 04/11/06 £18.00

Eldar Striking Scorpions 04/11/06 £18.00

Eldar Warp Spiders 04/11/06  £18.00

Eldar Dire Avengers 04/11/06 £18.00

Eldar Ranger (Direct only) 04/11/06 £4.00

Eldar Vyper Jetbike 04/11/06  £15.00

Eldar War Walker Squadron 04/11/06  £40.00

Eldar Dark Reapers 04/11/06  £20.00

Eldar Falcon 04/11/06  £25.00

=

Eldar Wraithlord 25/11/06  £25.00
Eldar Fire Dragons 25/11/06  £18.00
Eldar Howling Banshees 25/11/06  £18.00
Eldar Swooping Hawks 25/11/06  £18.00
Eldar War Walker 25/11/06  £15.00
Eldar Autarch with fusion gun 25/11/06  £8.00
Eldar Bonesinger (Online Store only) 25/11/06  £7.00
WARHAMMER

Skarsnik and Gobbla box set 28/10/06 £15.00
Goblin Warboss 28/10/06  £7.00 Eldar Fire Dragons
Goblin Heroes 28/10/06 £7.00
Goblin Shamans 28/10/06 £7.00

Orc Arrer Boyz (Direct only) 28/10/06 £7.00

Empire Army Set 16/12/06 £135.00

- OTHER RELEASES

Armour of Contempt 28/10/06 £16.99
His Last Command 28/10/06 £6.99
Death’s Legacy 28/10/06  £6.99

Warhammer Rules Case 02/12/06 £10.00

Warhammer 40,000 Rules Case 02/12/06 £10.00

The Lord of the Rings Rules Case 02/12/06  £10.00

Custom Army Case 02/12/06 £50.00 Custom Army Case
Large Model Custom Army Case 02/12/06 £50.00

Warhammer Counter Set 02/12/06

Warhammer 40,000 Vehicle Damage Dice 02/12/06
Hero Basing Kit 02/12/06

You can buy our products from
the following sources

* Games Workshop stores  Page 114
¢ Independant Stockists ~ Page 114
e GW Online store Page 121

www.games-workshop.co.uk/store
* Games Workshop Direct Page 120

Large Model
Custom Army Case




~ @ Designer’s Dotey
Phil Kelly, author of the Codex,
I gives us the lowdown on the

shiny new Eldar army.

WARHAMMER

10,000

IE @ Battle Report
The Eldar are hell-bent on

. saving their maiden world from
} the clutches of the Imperium.
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White Dwarf 127 saw the
Eldar explode from an
alien menace featured
briefly in Warhammer
40,000: Rogue Trader
into a fully realised alien
civilisation. With
background material that
redefined the history of
the Warhammer 40,000
universe, and both art
and rules for the deadly
new Aspect Warriors, the
Eldar were an instant hit,
and this is their third
Codex to date.

22 WHITE DWARF THE ELDAR

< I 2 he Eldar are back and looking better
than ever before. Masters of battle,
they are warriors of supreme skill
and utilise some of the best technology in
the universe. All this excellence is not
without cost, though, and the specialised
warriors of the Eldar are often
outnumbered two, three or even four to
one on the battlefield. Luckily, they are
skilful and powerful enough to get away
with it, and have some of the most
gorgeous models in the Warhammer
40,000 range to boot. Phil Kelly, lead
writer of the new Codex, sets out the stall.

Ancient and deadly

Phil: The Eldar have always had a devoted
following. Their unique and strident
imagery was first showcased back in July
1990 to widespread acclaim, and
thousands of gamers became immediate

converts. Presented by Rick Priestley
himself, designed by the prodigiously
talented Jes Goodwin and supported with a
range of jaw-droppingly cool miniatures,
the Eldar shook the foundations of the
Warhammer 40,000 universe.

The evolution of the Eldar

Now, in 2006, the time of the Eldar has
rolled round again. Over the sixteen years
since their debut, the Eldar have evolved
beyond anyone’s wildest dreams. Once an
army of six warrior aspects with a handful
of supporting troops, the Craftworlds
remain a firm favourite with gamers and
boast arguably the most stylish army in the
Warhammer 40,000 universe.

The latest Codex sees Jes back at the
helm and, as you can see from the
miniatures displayed over the next few
pages, the Eldar range is looking better



than ever, with newcomers and old
favourites jockeying for position within its
pages. Furthermore, the Codex is nearly
twice the size of its predecessor, bursting at
the seams with information and shiny new
options for the Eldar player. It recaptures
all the evocative background from the first
Eldar Codex, contains an all-encompassing

A brave new world

Codex: Eldar is the first of a new breed.
The intent for the Codex was that each unit
should have a page unto itself, with a full
description, all the relevant rules and a
full-size picture of that unit kicking enemy
butt, all in the same place. This means that
our Codexes are becoming more in-depth.

€ € The new Eldar miniatures range is
beautiful enough to melt the resolve
of the most ardent xenos-hater. 99

army list that is simple yet versatile, and
showcases a range of brand new
miniatures beautiful enough to melt the
resolve of even the most ardent xenos-
hater. Don’t believe us? See for yourself...

The downside of this approach is that the
rules a player needs to refer to during the
game are printed throughout the book, but
you'll be pleased to hear that this dilemma
has been resolved with a comprehensive

Mva1d auL

In The Book

Codex: Eldar is an 84
page expansion for the
Warhammer 40,000
game. It includes:

® Background

The cataclysmic history
of the Eldar race.

® Inner Yecrety
A wealth of information
on each Craftworld and
unit type.

@ DNeaw Stuff

New unit types, wargear,
and psychic powers.

& Yhowcase

A 16-page, full-colour
showcase of the deluxe =3
new miniatures range.

& Army List
A clear and concise army
list and summary.

PTEIL| R RIAT
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ONLINE STORE
FIGURE ONLY!

see paue 6 for details

Bonesinger

This character, originally
from the Dawn of War
computer game, makes
an ideal alternative
Farseer in your games.

Saim-Hann Bonesinger

Doooooooom!

weapon in their arsenal.
An old favourite from
yesteryear, the psychic
power Doom enables the
Farseer to choose an
enemy unit and guide it
to a horrible fate. For the
rest of the turn, the Eldar
player may re-roll all
unsuccessful rolls to
wound against the
Doomed unit. Very useful
indeed, especially when
the unfortunates in

1 question are being

. assaulted by a unit of

" Howling Banshees...

g Vel
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Eldar Farseers have a new

24 WHITE DWARF THE ELDAR

Farseers and (Uarlocky

Advisors, psykers and seers, those
Eldar who tread the Witch Path are
powerful and respected individuals.

BREFd T

\ . Ulthwé Warlock

summary page. Furthermore, each unit’s
profile ends with the number of the page
on which its rules can be found, so you
only need one page of the book open
when those bullets are flying.

One list, one purpose

The new Eldar army includes every unit
from the last Codex and more besides.
Though it does not have separate army lists
for each Craftworld, the list has been
organised so that the player can theme his
army to one craftworld, have no theme at
all, or anything in between. For instance,
an Ulthwé player can represent his
Craftworld’s bias towards psykers and
guardians by simply taking kitted-out
Farseers with full ten-man Warlock
bodyguards, and spending the rest of his
points on Guardians and Guardian-crewed
war engines. In this way a player can

Biel-Tan Farseer J i

Saim-Hann Warlock

Singing Spears
These can be used up
close or thrown, and
inflict extra damage
against vehicles.

’,u Witchblades &
The most common seer
weapons, witchblades ignore

the Toughness of the foe, and
always wound on a 2+.

Saim-Hann Farseer s

theme his army without being
straitjacketed by strict rules and alternate
force organisation charts. The special
characters — including old favourites such
as the Phoenix Lords and rising stars such
as Prince Yriel of lyanden — are included
as HQ choices, so they can be used
whenever you feel the need for a
superhero-level character to lead your
forces into battle. It is entirely up to you,
the player, which units you choose.

Tall dark strangers

There are two new units in the Eldar army
list, and first amongst them is the Autarch.
The Autarch has trod the Path of the
Warrior for decades, but has never
succumbed to the lure of this savage way
of life in the same way as an Exarch.
Instead, the Autarch is obsessed by the
Path of Command, and concerns himself
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Autar<hy

The supreme commanders of the Eldar
warhost, autarchs have a consummate
understanding of the arts of war, and
a mastery of many Eldar paths.

Weapons of choice E
Autarchs can be equipped with
a variety of Aspect Warrior

weapons and wargear.

@ Banshee Mask

@ Reaper Launcher

® Swooping Hawk Wings
O Mandiblasters

® Scorpion Chainsword
©® Warp Jump Generator
@ Fusion Gun

more about

Yrielin ’
White Dwar! w2

I

with the coordination of the Eldar warhost
into an efficient and unstoppable killing
machine. Needless to say, this doesn't

€ € Autarchs coordinate the
warhost into an efficient and
unstoppable killing machine. 99

preclude him getting stuck in and lopping
off a few heads himself.

Autarchs can be kitted out for a variety
of different battlefield roles. Perhaps you
want a close-combat specialist?! A Banshee
power sword and some mandiblasters give
up to six attacks that ignore armour saves.
Maybe you want an Autarch who can take
out enemy armour? Kit him out with a
fusion gun and a warp jump generator

| A Reaper launcher
| provides extra firepower.

Swooping Hawk wings
| allow far greater movement.
1

Autarchs can also carry a
deadly fusion gun.

6
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Warp jump generators 7]

Alaitoc Autarch

and let his haywire grenades and BS

of 6 do the rest. Enemy artillery bothering
you? With Swooping Hawk wings, an
Autarch can
move up to 24"
in a single turn
and be slicing
and dicing
before your
opponent knows
what hit him.
No matter how you equip your Autarch,
his mastery of strategy always allows you
to add 1 point to your Reserve rolls; a must
for any general who has been on the
wrong end of the Escalation rule and had
his elite troops waiting in reserve for half
the battle. There simply isn’t space enough
to go into the myriad combinations and
strategies available to the Autarch, but trust
us, it'’s a lot of fun working them out.

2

allow the user to teleport. ;L

utarch Yreisis
q watched impassively

from the mesa as his
army systematically
enacted his flawless
battle plan. Though
outnumbered five to one,
each of his squads was
specialised in a single
aspect of war, and they

_ were working in perfect
~ concert to neutralise and

destroy the human
usurpers. Bright clouds of
fire blossomed from
where the fusion guns of
the Fire Dragons turned
the lumpen tanks of the
enemy into smoking
wrecks. Flashes of blue
darted from the woods as
Dire Avengers shredded
an infantry column with
merciless volleys from
their shuriken catapults.
A squad of Howling
Banshees fell upon the
enemy Stormtroopers,
their piercing screams
tearing at the minds of
the foe as power swords
severed armoured heads
and limbs. The night air
filled with the tang of
cordite as the nearby
Dark Reapers consumed
an advancing enemy
platoon in a searing
storm of missile fire, and
strobed white as the
Eldar heavy weapons
took a fearsome toll. And
still the tide of humans
came on.

Yreisis activated his

wings and soared high in =

the air, his keening sword
held out wide as he
swooped down upon the
human front line. The
mon-keigh would learn
well this day that the
world of El-hassar
belonged to the Eldar.
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' Deaw Wargear

Dark Reapers
Tempest Launcher
Heavy 2, Blast

Fire Dragony
Dragon’s Breath Flamer

@O

Assault 1 5]
Ytriking Ycorpiony
Biting Blade

+1 Strength, adds a further +1
Strength for every hit scored.

Howling Bansheey
Mirrorswords
Power Weapon

+2 Attacks

Ywooping Hawks

Sunrifle

Assault 6, Pinning €& &9
Warp Ypiders

Spinneret Rifle

Assault 1, Pinning (3 @9

Ybining Ypears
Star Lance
Strength 8 Laser Lance

Dire Avengery
Shimmershield

All members of the unit gain a
5+ invulnerable save in close
combat.

From the

Webway...

The Harlequins are soon
to make their return.
Watch this space...

Harlequin
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Aspect Warriory

The Warrior Path is divided
into many facets, each
representing an aspect of
Khaine, the Bloody-handed
God of the Eldar.

e s

Exarch Weaponry

The new Exarchs come with
lots of new deadly weapons
and wargear:

© Shimmershield

@ Tempest Launcher

® Dragon’s Breath Flamer

© Biting Blade

® Mirror Swords

‘ Dire Avenger Exarch

Aspects of destruction

Probably the most stylish infantry in the
galaxy, the Aspect Warriors specialise in
particular battlefield roles, and over time
most Eldar players have grown to love
these super-soldiers for their game-winning
potential, Reasoning that if it ain’t broke
there is no need to fix it, we ensured that
most of the Aspects function pretty much
the same as their previous incarnations; if
anything, they have become more
specialised. Exarch powers, available to
each squad’s leader, now supplement the
squad’s speciality rather than compensating
for it. For instance, a Fire Dragon Exarch
has the choice of two shooty powers,
whereas a Swooping Hawk Exarch has two
movement-based powers, and so forth.
And great fun they are too — the Swooping
Hawk Exarch power Skyleap allows his
squad to voluntarily leave the table when

Fire Dragon Exarch

Dark Reaper Exarch

Striking Scorpion Exarch

Howling Banshee Exarch

trouble looms, only to Deep Strike back
into play at a safe distance, grenade packs
and lasblasters spitting incandescent fury.
Striking Scorpion Exarchs are sneakier than
ever when in cover, Fire Dragon Exarchs
can consume enemies in a roaring inferno
with their new dragon’s breath flamer, and
Shining Spear Exarchs can lead their squad
in and out of a combat in the futuristic
equivalent of a joust. Never before have
the Aspects been so good at what they do.

Dire news

The Dire Avengers, the warrior knights of
the Eldar race, have seen a major overhaul.
Described in their background as the most
common Aspect Warrior, it was a sad irony
that they were rarely seen on the table.
This was largely due to their signature
weapon, the shuriken catapult, which
many players felt was just too short ranged.



Guardiany .

The last line of defence in
an Eldar Craftworld is its
Guardians — citizen militia
trained in the use of deadly
shuriken catapullts.

e =~ TR Ul
&

Saim-Hann Guardians

Saim-Hann Heavy Weapon Platform and Guardian Crew

Biel-Tan Guardian

lyanden Guardian

The new Dire Avengers use Avenger
shuriken catapults, with longer barrels and
inbuilt rangefinders that, when combined
with the martial skills of their bearers,
enable them to lay down a volley from 18"
away. To make the unit even shootier, their
Exarch can be given the Bladestorm power.
This allows his unit to fire up to 32
shuriken catapult shots in one turn!
Alternatively, you can kit your Exarch out
defensively by giving him the Defend
power (-1 Attack to enemy models) and a
shimmershield — an ancient forcefield
projector that gives his whole unit a 5+
invulnerable save.

Last line of defence

Less expensive than Dire Avengers and
accompanied by a move-and-fire heavy
weapon, Guardians all too often took the
place of the boys in blue on the Eldar front

Ulthwé Guardian

Alaitoc Guardian

line. This was not because they were
excellent troops (after all, despite their
usefulness, Guardians are but civilians of a
dying race pressed into military service) but
instead because they made a cheap living
shield for the more expensive troops in the
Eldar army. The fix was not to change the
rules for the Guardian’s shuriken catapults,
but to make the Dire Avengers better at
front-line work than their civilian
equivalents. After all, the Autarchs would
rather have a lethal soldier taking on the
enemy face-to-face than a harpist or a
sculptor. As a result, Guardians have
gravitated to a support role. Able to fleet of
foot even when accompanied by a grav-
platform, Guardian squads are ideal for
dashing to occupy a table quarter or
claiming an objective, sniping with their
heavy weapon and unleashing shuriken-
shaped death only as a last resort.

By Your

DIAl»

Yaperior
Firepower

Some of the Heavy
weapons have seen a
slight revamp. The aim

was to balance the C

performance and points
cost to make each
weapon fulfil a certain
battlefield role. For
example, the starcannon
is no longer a jack-of-all-
trades weapon, whilst the
scatter laser is now a
much more desirable anti-
infantry choice.

2 EY Y
2 4
% _
Bright Lance 30 points
Heavy 1, Lance ©
Missile Launcher 20 points
Krak. Heavy 1
Plasma. Heavy 1
Blast, Pinning [40°] 4 ]
Scatter Laser 15 points
Heavy 4
Shuriken Cannon 5 points
Assault 3
Starcannon 25 points
Heavy 2 360 6 ]

U

Command

Warlocks can still be
attached to Guardian
units to give them an
edge in combat, shooting
or defence.

Saim-Han Warlock
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GHOST WARRIORS

AR LT
((raithsight
Weraithlords walk
between worlds, making
them slow to react on the
battlefield. At the start of
his turn, the Eldar player
must roll a D6 for each
Whraithlord that is not
within 6" of a friendly
psyker (12" if that psyker
is a Spiritseer). On the
roll of a 1, the Wraithlord
may not move, shoot or
[ assault, and is hit
automatically in close
combat. This makes it
imperative to keep a
Warlock or Farseer in
close proximity to your
Wraithlords at all times.

Of course, if you have a
Farseer within 6", you
can have the added
benefit of casting Guide
L, and Fortune on the

& Wraithlord, making it
even more powerful!

28 WHITE DWARF THE ELDAR

Saim-Hann Wraithlord

Heavy duty

Unlike their Dark Eldar cousins, the Eldar
of the Craftworlds have access to some
really hard defensive units; models who
can take a whole world of punishment and
dish it out in return. First amongst them is
the Wraithlord, a gigantic spirit-construct
who quickly became infamous because of
his Toughness of 8. Many players find these
monsters frustrating to face, as even a
Strength 4 Space Marine cannot hope to
hurt these wraithbone warriors. The
solution is not to lower the Toughness of
the Wraithlord, but to avoid getting a lowly
squad of infantry in close combat with a
monstrous creature in the first place. After
all, nobody expects Howling Banshees to
be able to slice open a Space Marine
Dreadnought, and at least the Imperium'’s
finest can level the playing field (and the
Wraithlord, for that matter — Grombrindal)

1 raitblords

Animated by the spirit of a
long-dead Eldar hero, A
Wraithlord is a mighty
construct of psychically-
charged wraithbone.

—JLILIL
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One of the cool new additions is the
Wraithblade, an upgrade option that
allows the Wraithlord to re-roll misses
in close combat.

The right tools

The new Wraithlord can be
equipped in several different
ways depending on how you
want it to function in your games.

@ Multi-role: This Wraithlord is
equally adept at taking out tanks with
jts bright lance or fighting in close
combat with its wraithblade.

@ Fire Support: A starcannon, missile
launcher and Ballistic Skill 4 makes
this lyanden Wraithlord very deadly in
the Shooting phase.*

© Close Assault: This Ulthwé
Wraithlord has two flamers and a |
wraithblade, making it a very daunting |
close combat opponent.

*Don‘t be fooled, this Wraithlord still packs a hefty
punch in close combat with its Strength 10 and
Toughness 8! It's also still a Monstrous Creature and
therefore ignores armour saves. Ouch!

with a well-placed power fist.

Nonetheless, the Wraithlords of
yesteryear were a little too powerful, and
other Heavy Support choices such as War
Walker squadrons and the Fire Prism were
often overlooked in the quest to fit more
Wraithlords into the army. Unlike the rest
of the Eldar units, these big guys worked
just fine even when unsupported. This is
no longer the case. Just like their smaller
Wraithguard brethren (who've now
received a boost to Toughness 6,
incidentally), the Wraithlords perceive the
galaxy as a shifting tide of emotions, and
can become confused unless there is a
psyker nearby to guide their actions.
Wraithlords are now only at their best
when being used in concert with the other
units in the Eldar force, namely Warlocks
and Farseers. Send them off on solo
missions at your peril!
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DEADLY SCOUTS
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War alkers

Sacrificing armour in favour of
hard-hitting weaponry, War
Walkers are graceful, bipedal
machines that operate in scout
squadrons on the battlefield.

Best foot forward

The Eldar War Walker has been reduced in
points cost, mainly due to the fact that
although it can dish out a horrendous
amount of firepower it can be damaged by
a stray bolter shell or, as some players
would have it, a sneezing gnat. A full
squadron of three of these bad boys with
shuriken cannons will set you back a mere
105 points, but afford you a mighty 18 S6
shots with which to horrify your enemy’s
infantry units. Not only that, but they no
longer count as open-topped, and they
have the ability to Scout, meaning they can
be certain of drawing first blood before
receiving incoming fire. The new plastic kit
is superbly posable, having had a complete
redesign, and now incorporates many of
the Eldar-specific design features evident in
the rest of the Eldar range. Astute modellers
will notice that the engine vanes are

(94 ".-'

The kit provides great flexibility and
allows you to choose a variety of
poses and weapon fits.

Saim-Hann War Walker

similar to those on the Eldar grav tanks, the
gyrostabilisers are the same as those used
on the new Ranger and Dark Reaper
models, and the weapon shields echo
those of the heavy weapon platforms.
These all combine to make the War Walker
look more streamlined and Eldar in form
than ever before. Speaking of modelling,
the War Walker boxed set comes equipped
with a blistering array of weapons with
which to pound your opponents into the
dust — it’s well worth pinning the weapons
when you assemble it but not gluing them
so you can swap weapon fits depending on
the enemy you face. Remember:
starcannons for Space Marines, shuriken
cannons for Orks... and that's before
mentioning that scatter lasers have been
upgraded to a more respectable Heavy 4
status. Arming your War Walkers has never
been so much fun!

Mass destruction

The new War Walkers have
access to all the Eldar heavy
weapons and can bring a
horrifying amount of firepower
to the battlefield.

@ Armour Piercing; This War Walker
has a starcannon and a shuriken
cannon; perfect against light vehicles
such as bikes or skimmers.

@ Tank Busting: Two bright lances
provide twice the chance of reducing
enemy tanks to smouldering ruins.

® Anti-infantry: With a total of 8
shots per turn, this War Walker can
thin out any lightly armoured horde.

Technology

Both the new Wraithlord
and the War Walkers
were first sculpted in the
traditional manner, and
then scanned in and
sculpted again, this time
on a computer. The parts
were then manipulated
virtually and prototypes
were produced by
hardening a clear plastic
resin to form perfectly
smooth shapes - this is
called rapid prototyping.
Not a million miles away

" from the psychoplastics

technology used by the
Eldar themselves!

www.games-workshop.co.uk/eldar
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Vyper Jetbikes

With firepower that belies
its size, the Vyper Jetbike
is a swift skimmer, used to
support the thrust of an
Eldar offensive.

Guardian Jetbikes
These sleek, one-man craft

are the pinnacle of Eldar
engineering.

Two examples of squadron markings
from Saim-Hann Jetbikes.

Saim-Hann Guardian Jetbikes

W

Fast Attack c

Units like Vypers and
jetbikes, though not
much cop in combat, are
exceptionally good for
taking objectives or table
quarters on the last turn
of the game. This is more
important than ever in
the current edition of
Warhammer 40,000. A
squadron of three jetbikes
will set you back a mere
66 points, but on Turn 6
they can zoom across the
battlefield to claim an
objective and perhaps
even win you the game.
Priceless!

Ride like the wind

As any Saim-Hann player will tell you,
there’s nothing in the known galaxy that
looks cooler than a bright scarlet arrow of
jetbikes, Viypers and grav-tanks whizzing
across the battlefield at breakneck pace.
Well, we've got good news for those
players; Eldar jetbikes have not only been
slashed in points cost by almost a third, but
they also have been moved from Fast
Attack into Troops. “Surely not?”, we hear
you cry, “Those things move faster than a
Harlequin in a breakdancing competition”.
Well, this is a good opportunity to
demonstrate how the new army list
accommodates the old lists from the
Craftworld Eldar supplement. A Saim-Hann
army can now take six units of jetbikes, use
all its Fast Attack slots on Vypers and
Shining Spears, and be led into battle by an
Autarch on a jetbike representing its Wild

WHITE DWARF THE ELDAR

Saim-Hann Vyper

Fast and deadly

The armaments of the fast
skimmer squadrons make them
™ well worth checking out...

@ Flexible: As well as their standard
twin-linked shuriken catapults, Viyper
Jetbikes can be equipped with a
variety of heavy weapons. This Vyper
has a shuriken cannon — perfect for
shredding Imperial Guardsmen.

@ Multiple Shots: This Viper carries
a scatter laser, which is ideal for
thinning out lightly armoured enemies
like Orks or Tyranids.

e Anti-tank: The combination of a
bright lance and the Vyper’s ability to
move 12" and still shoot make this
perfect for tank hunting.

@ shuriken Storm: Guardian Jetbikes
come with twin-linked shuriken
catapults, meaning they rarely miss.

Rider Chieftain, all without mucking about
with alternate force organisation charts and
new troop types. After all, if anybody

should have lightning-fast sci-fi motorbikes
in its Troops section, it should be the Eldar.

Fly, my pretties

Speaking of which, the streamlined and
deadly Eldar tanks have also been
redressed. The armour of the 41st
millennium tends to fall into three distinct
classes: the transport, the gun tank, and the
all-rounder. Transports tend to have a
slightly rubbish weapon configuration but
can carry full squads of troops, gun tanks
have awesome firepower but no transport
capacity at all, and all-rounders tend to
carry a small squad whilst still being able
to lay down a good deal of shooty death.
The Eldar tanks, being the Wave Serpent,
the Fire Prism and the Falcon respectively,



Uave Serpent

A well-armed, well-
protected troop carrier,
and a fast skimmer to boot!

|

’ Saim-Hann Wave Serpent
85%

to a more survivable Strength 8 shots a turn! It

The Serpent Strikes

Eldar tanks are well
armoured, very fast, and
carry an arsenal of
deadly weapons.

@ Wwave Serpent: The Wave
Serpent can carry 12 troops
inside its armoured hull. For
extra protection it has an
energy field which reduces
all Strength 9 and 10 attacks

Strength 8. It can be tooled
up with a twin-linked heavy
weapon, in this case two
bright lances. It also has a
shuriken cannon for extra
firepower.

@ Falcon: The Falcon can
carry six troops, perfect for
smaller, elite squads. This
Falcon is armed with a pulse
laser, which can fire two

also carries a scatter laser
and a hull-mounted shuriken
catapult.

© Fire Prism: The Fire
Prism carries one of the
deadliest weapons in the
Eldar arsenal — the prism
cannon. It has two modes of
fire: one for taking out tanks
and another for destroying
infantry.

oYl Mvand ami

2

transport capacity of 12, can drop off a full
ten-man Aspect Warrior squad even when
led by an Autarch and a Phoenix Lord.

are a good deal shootier than Imperial
equivalents. This wasn’t always the case,
though. The Fire Prism’s prism cannon was

Deadly o g‘?‘
Hardware

EV

a victim of its own immense size — it fired
one shot (albeit a good one) at BS3, and so
would spend half the game achieving
precisely nothing. A few playtests later and
it was in much better shape — the new Fire
Prism, piloted by the Craftworld’s finest,
has a BS of 4. It can opt to fire its laser
beam unfocused, allowing it to use the
large blast template at Strength 5 instead of
the small template at Strength 9. Better still,
if you take more than one Fire Prism, they
can combine their beams. This allows one
of the Fire Prisms to fire as if twin-linked,
and with a better Strength and AP. Eldar
players can now be proud of their very
own gun tank, the Falcon can go back to
its rightful place as an all-rounder, and the
Wave Serpent, now with an increased

Combine and conquer

The real trick to getting the most out of
each of these shiny new units is to learn to
support one with another. Your Fire
Dragons might be practically guaranteed to
bust open that Land Raider, but you'd
better make sure you have some assault
troops backing them up to take on
whatever spills out. A Wraithlord can
squish almost any independent character
foolish enough to cross its path, but
without support it can quickly get bogged
down in a protracted combat. The army
has been designed to reward practice. With
a few games under your belt, you'll find
that the army is greater than the sum of its
parts, and then there’ll be no stopping you!

The Falcon and Fire Prism
have also had their rules
tweaked. Here’s a sneak
peak at the damage they
can now unleash.

L

a%ut'ﬂ

Pulse Laser

Heavy 2 [ 4 ]
Prism Cannon

Focussed.

Heavy 1, Blast, (@D €D
Dispersed.

Heavy 1, o e

Large Blast
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The Warhost

of Yllien

@ Autarch Yilien
with power sword
80 points

@ Farseer Quithas

with runes of witnessing,
spirit stones; Guide and
Doom

130 points

© 6 Howling Banshees
including Exarch with
mirrorswords; War Shout
123 points

© ¢ Fire Dragons
including Exarch with
dragon’s breath flamer
108 points

@® Wave Serpent

with twin-linked bright
lances

135 points

@ 10 Dire Avengers
including Exarch with
shimmershield and power
weapon; Defend

162 points

€ 10 Guardians

with starcannon weapon
platform

105 points

© 6 Jetbikes
132 points

© 2 Vypers
with shuriken cannon

100 points

@ Wraithlord

with bright lance and
wraithblade

140 points

@ ralcon

with scatter laser
130 points

@ 2 war Walkers
with 2 bright lances,
scatter laser and Eldar
missile launcher

155 points

nnn

1,500 points

32 WHITE DWARF THE ELDAR

Concentrate all firepower...

The Eldar never have numbers to rely on, so
you need to make sure that every last one of
your units takes its toll on the enemy army.
The good news is if you concentrate your fire
this can be pretty easy to achieve, and once
the main threats to your army are dealt with
you can run rings around the enemy at your
leisure. The warhost pictured here would be
well matched against a horde army, and could
comfortably take on a force twice its size. How
to go about this? First, choose an enemy
infantry unit that you don’t like the look of.
This will normally be the one nearest your
own troops, as although this army incorporates
close combat units they should only really be
used for a counter-attack. Cast Doom upon the
offending unit and then let rip with a storm of
firepower from the Dire Avengers, Guardians,
Vypers, jetbikes, and Falcon, rerolling those To
Wound rolls. Only stop pouring fire into the

Doomed unit when it has stopped twitching —
you should easily kill an enemy unit a turn
with this tactic. Then, if you still have guns left
to shoot, pick the next nearest unit and pour
fire into that one until it too is out of action.

Tankbusting

As like as not the enemy army will include
transports and tanks that can really ruin your
day. As usual, the Eldar have the right tools for
the job — the bright lances of the Wave Serpent
and the Wraithlord are capable of taking down
everything up to and including a Land Raider.
You could also try taking a Fire Prism. Use
Guide on its prism cannon, although you
might want to save the gun tank’s big shot for
putting a massive hole in an enemy infantry
unit. If the enemy is rushing at you in
transports, the Fire Dragons really come into
their own — get them within 6" of their target
by disembarking them from their Wave



Serpent, and let their S8 melta weapons do the
rest. It's likely that any enemy passengers inside
will then be Entangled in the wreck, giving you
plenty of time to deal with them. If the enemy
is rushing at you in transports, the Fire Dragons
really come into their own — get them within 6"
of their target by disembarking them from their
Wave Serpent, and let their S8 melta weapons
do the rest. It’s likely that any enemy passengers
inside will then be Entangled in the wreck,
giving you plenty of time to deal with them.

Charge!

Sadly, every experienced player knows that
victory is never that straightforward. Sooner or
later the enemy will reach your line, and that is
why you should hold your Howling Banshees,
Wraithlord and Autarch back. The Dire
Avengers, kitted out for defence, can take the
brunt of the enemy charge and survive. Next
turn, Doom the enemy unit and charge it with

ELDAR TOP TIP

e e AT ]

Building Your Warhost

It’s well worth building your army in 500
point chunks - aim for a small army of 400-
500 points to start with, then build it up to
1000 points with some more mainstay units
and finally add some of the more unusual
choices to reach the 1500 point threshold.
The above force contains a little of
everything, and has been built around the
Eldar army set, which contains a highly
effective 1000 point army in its entirety.

your close combat specialists — very few enemy
units will be able to live through so many
power weapon attacks, all with re-rolls to
wound of course. Once the immediate threat is
dealt with, go back to the shooty tactic and
repeat as necessary.

The swift road to victory

A typical Eldar force has speed on its side.
You've been keeping the enemy at arm'’s length
for most of the game, but towards the end of
the battle you'll want to be claiming objectives
and table quarters. This is where the jetbikes,
Vypers and grav-tanks come in to their own.
Each of them can zoom 24" across the board,
in different directions if necessary, and scoop
you a nice fat chunk of Victory Points to add to
the kills you've already racked up. Just
remember, the Eldar army works best just out of
the enemy’s reach, so don't be afraid to let the
big guns do the work!

Adam Troke: The Eldar
army is a strategist’s
dream, with scores of
clever tactics to employ
and dozens of lethally
effective forces waiting
to be built from the army
list. It’s enough to make
even the staunchest pro-
Imperium fanboy a little
uneasy. There's only so
much unmitigated
arrogance | can take from
the gaily-accoutred star
elves before I simply
have to reach for a
flamer...

If it moves - burn it:
Flamers are just great
against the Eldar.
Generally, the Eldar have
Saving throws of 4+ or
worse, and heavy flamers
kill them good, witchcraft
or not. What's more
satisfying than
immolating an entire
unit of Dire Avengers,
Harlequins or Howling
Banshees? Not much.

Reach out and touch them:
Heavy bolter-toting
squads are useful against
most foes, but they're
especially potent when
used against the Eldar
because they usually kill
outright on a wound roll
of 2+. The truth is,
anything Strength 5 or
better is a winner against
the Eldar - especially
indirect fire weapons like
Whirlwinds and Basilisks.
The Eldar are great at
medium-range firefights,
so hitting them from
where they can’t hit you
back is a sound tactic.

Know your enemy:
Somehow an army is
never as intimidating
once you know its
secrets, and that’s as true
of the Eldar as any other
force. Look at what the
Eldar army has in general
and what your opponent
has in particular, and
counter it. Study their
tactics and turn them
upside down.

Hopefully that's offered
you non-Eldar players
some solace. Balance is
restored. Happy hunting!

www.games-workshop.co.uk/eldar
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The Black Templars have slaughtered their way across a
peaceful Eldar world, bombing it from orbit until it lies
in ruins. A strike force of elite Eldar warriors have been
detached from Craftworld Biel-Tan to wreak bloody
vengeance on the Space Marines.

WARHAMMER

40,000

Biel-Tan Eldar
deployment zone

Yeek and Destroy

There is only one objective in war - find your enemy,
crush him utterly and take away his means to mount

further resistance. In this scenario, the enemy must be
eliminated; no prisoners, no mercy.
Seek and Destroy is a standard, six-turn scenario from The Eldar War Walkers used their
the Warhammer 40,000 rule book. Players take it in Scout move to reposition themselves
turns to deploy units, no further than 15" onto the a few inches closer to their board
table, and no closer than 24" to an enemy model.The edge. This may seem like an odd
objective is to kill as many enemy models as possible, move, but it took them out of line of
and Victory Points are used to determine the victor. sight of Matt’s Dreadnoughts.
1. mr
= L he Space Marines and the Eldar have yesteryear can testify, Phil’s Eldar versus
Game Ytaty I long been deadly foes. Though the Matt's Black Templars has always been a
@ expert Eldar and all-rounder Astartes great match up. We thought it was high
Participants: are polar opposites in playing style, it is a time they had a chance to take their grudge
Biel-Tan Eldar (Phil Kelly) rare tournament without these two top- match to a new level.
vs. Black Templars Space flight armies in competition for first place. -
Iatinteitivialuson) The Space Marines have the perfect The Setting
Points: - weapons to destroy the Eldar (after all, The game is set on the ravaged remnants of
2,000 each even a heavy bolter kills Aspect Warriors an Eldar maiden world. Once the jewels in
f on a 2+) and the Eldar are infamous for the crown of a galaxy-spanning empire,
Scenario: having low AP weapons and an abundance these terraformed paradises are often home
Seek and Destroy of power weapons with which to slaughter  to but a handful of Eldar living in harmony
. Space Marines. with the land. Sirielle was one such world,
Setting: To add to the fun, this month’s but had recently been used as a staging
E:ge”i" et protagonists have a long and bloody point for Eldar military actions of the Biel-
AL G history of gaming against each other. White  Tan Craftworld. The Black Templars, intent
Timeline: Dwarf’s very own Matt Hutson has on eradicating every sign of the alien
994.M41 collected not one but two Black Templar abroad in the galaxy, identified Sirielle as
armies, and Phil literally wrote the book on  an Eldar world and slaughtered and burned
%;JY}]&‘F&]FT\}&([LI the new Eldar. As anyone who remembers each settlement until everyone upon it was
il R St the four-player Carnage missions of dead. By the time Craftworld Biel-Tan
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Deployment

Find out more ahout this
great scenery at:
WWW.GAMES-WORKSHOP.CO.UK/ELDAR

answered the psychic distress calls of the
planet’s original inhabitants, it was too late.
Sirielle was a scorched remnant of its
former verdant glory, and all who had lived
upon it were dead.

The rage of the Swordwind was
incandescent. Awakening their Avatar, they
made haste to intercept the leaders of the
Imperial armies. They found more than
they bargained for — not only was there a
Master of Sanctity and the Emperor’s
Champion at the head of the Astartes strike
force, but also High Marshall Helbrecht
himself, welcoming this second chance to
bathe his sword in xenos blood...

Deployment

Phil and Matt diced to see what mission
they would be playing, getting a 6 (the
“Choose Battle” result). Matt won the
Strategy roll and opted for Seek and

Black Templars
deployment zone

After deployment, but before Scout
moves, all Matt’s models (including
vehicles) were allowed to make a D6"
consolidate move towards the
nearest visible Eldar unit. This move is
thanks to the “Abhor the Witch,
Destroy the Witch” vow, which also
grants every unit in Matt’s army a
special 5+ saving throw against the
effects of psychic powers.

1 g 5 i 8 S

Destroy, reasoning that these two armies
would desire nothing more than to see
their opposite numbers dead in the dust.

In this battle, Phil got to choose his
table edge, while Matt had to deploy a unit
first. Once both sides had deployed, Matt
got to make his “Abhor the Witch, Destroy
the Witch” special moves. As a lot of the
deployment areas were covered by difficult
terrain, this was very important for the
Black Templars — the special move counts
as a consolidation, and thus ignores
difficult terrain, allowing his units to save a
turn of hard slogging. Most of Matt's army
surged forwards, with the Crusader squad
in the centre and the Assault squad with
storm shields moving the furthest.

Once the Black Templars had finished,
Phil used the Scout moves to reposition his
War Walkers, and then won the roll-off to
gain the first turn.

The arid dawn air
l swirls around the

Farseer as he stares
hard at the amphitheatre
below. Like the rest of
this world it has been
ravaged by the iron claw
of the Imperium. Its
graceful spires are cast
down;; its psychic
resonators lie shattered
in the dust. He fights
back the rage and forces
himself to focus upon the
doom of those who have
committed this outrage.

In the gorge below,
green-clad Striking
Scorpions stalk towards
the ridge, their
segmented armour
clicking softly, menace in
their every movement.
Behind them a unit of
Dire Avengers advances
in perfect step, their
long-barrelled shuriken
catapults glinting in the
new day’s sun.

Two War Walkers
pick their way through
the scree ahead, and
their pilots enter a
targeting trance as the
enemy begin to appear; a
\l|  horde of black-carapaced
insects marching toward
a fiery death.

To the east, the
Shining Spears swoop
effortlessly through the
splintered canyons like a
spear of white light.

Under the ruined
webway portal, the ghost
warriors take up their
positions in sepulchral
silence, yet even the
massive frames of the
Wraithguard are dwarfed
by the lithe, towering
Wraithlord at their side.

In the softly
contoured interior of
their speeding Wave
Serpent, Howling
Banshee warrior women A

r

U1 Lyodas I1L1pd wwaid

sit in a loose oval, the
Hymn of Khaine upon
their bloodstained lips.
The dawn air rips
apart with a thunderous
crack, and the Avatar of
Khaine roars his fury.

War has come to Sirielle.

B4 LIS f*
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() The Avatar of Khaine —s
155 points

() The Sentinele —a
12 Guardians with
starcannon weapon
platform.

121 points

() The Guardians of the Veil —s
5 Wraithguard, including i
Warlock with Enhance.

215 points ' i

One of the Studio’s games
developers, Phil is never
happier than when devising

new aliens and monsters to [
inflict upon unsuspecting [
innocents, or when climbing |
things he’s not supposed to

be climbing.

|
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() Farseer Yienlas —e
with Doom, Guide,

Fortune, Spirit
Stones; singing spear. |

133 points

10 Dire Avengers,

power weapon;
Defend
162 points

() The Darkstalkers —a
6 Striking Scorpions,

including Exarch with
Scorpion’s Claw.
123 points

.9 Cloudrider —s

Viyper with
shuriken cannon.
]= 50 points < _f—‘

We Want Our Planet Back

Phil: | was set on taking an Eldar army that
had a hit of everything in it, and using the
tactics | talked about a few pages back.
Still, with 2000 points to play with, | had
room for a couple of indulgences. My first
port of call was an Avatar; in my opinion
any really big Biel-Tan army should have
an Avatar leading it rather than an Autarch.
Additionally, | have always had a soft spot
for psychic mischief, so | took a Farseer
with spirit stones — each turn he would
Doom the unit that posed the most threat
to me and Guide the unit with the best
chance of taking it down.

My playing style has always been to
mercilessly shoot the oncoming army, then
counter-attack the remnants when they get
too close for comfort. As | prefer infantry
with big guns to tanks with big guns, first
on the list was a full squad of Dark
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() The Knights Azure —e r
&

including Exarch with
shimmershield and

t24Khaine's Fury —a
3 Shining Spears,
including Exarch
with Withdraw.

142 points

€19 The Wind Riders ——s
3 Jetbikes.
66 points

Reapers. Two spanking new War Walkers
were a must — the Black Templars aren’t
big on anti-tank firepower so they will be
safe enough sitting back and annihilating
Space Marines with their starcannon. A
Whraithlord finished off my Heavy Support
section; though these lads need to be used
with a bit more care in the new Codex
they are still excellent blocking units, and
his BS4 bright lance may even bag a tank
or two in the meantime.

With the big guns sorted, | looked to
the Troops section. Reasoning that if |
made Matt take enough armour saves he
might even fail some of them, | took three
units with shuriken weaponry — Guardians,
Jetbikes and Dire Avengers. My Guardians
were there to take objectives and thicken
the Dire Avengers’ fire, gradually moving
backwards and drawing the Templars into
my counterattack units. The Jetbikes were



() The Daughters of Khaine ——s
10 Howling Banshees,
including Exarch Ydrilenne
with mirrorswords;
Acrobatic.

182 points

N The Talons of Night —e
5 Dark Reapers, including
Exarch with tempest
launcher; Fast Shot.
227 points

N The Dawnbringers —e
2 War Walkers with
starcannons.

160 points

part of a specific anti-Templars ploy. If the
boys in black take casualties they must run,
shouting in outrage, towards the closest
enemy unit. | would ensure that this was
the cheap but super-manoeuvrable Jetbikes
— after having turbo-boosted them to the
back of the Templar lines, of course. In this
way | could actually draw a unit or two
away from my firing line.

To complement Plan Jetbike, | took a
Vyper — even better at Templar-goading
than the Jetbikes as they are only hit on a
6 in close combat — and a unit of Shining
Spears, who are now excellent assault
troops. Speaking of which, a Wave Serpent
full of Howling Banshees was a must; these
girls are the bane of Space Marine players
in close combat, especially when
assaulting a Doomed squad. These would
be backed up by a small but perfectly
formed squad of Striking Scorpions, with

) Alacrity ———e

Wave Serpent with twin-
linked scatter lasers and
vectored engines.
135 points

N Uthrielle —e
Wraithlord with
bright lance.
130 points

All models
40%

the Exarch’s power claw ready to do some
serious mischief. To complete my Elites
choices | took a unit of Wraithguard; with
their Toughness of 6 they are well capable
of taking a charge even from a unit of
Assault Marines. | purchased a Warlock to
accompany them, who would not only
negate their Wraithsight disadvantage (and
do the same for my nearby Wraithlord) but
also Enhance his dead comrades, meaning
they would hit and wound on a 3+.

So to summarise: shoot the bejeezus
out of a Doomed squad every turn, use the
fast stuff to draw off a unit or two, take the
inevitable charge on my really tough units,
and counter-attack with the assault
specialist units. If everything plays its part it
should be a good day for Craftworld Biel-
Tan. Still, you know what they say about
battle plans — they rarely survive contact
with the enemy...

*.QUEQJ ‘ l@
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* Astute readers will notice
that Phil went 1 point over
his points limit. Despite the
Dwarfers and his fellow
Games Developers pointing
out that this was cheating,
he insisted on taking the
force anyway, muttering
something about “themed
force” and “spirit of the
game”. — Grombrindal

©OHa

€ Elites

0 Troops

£74 Fast Attack

N Heavy Support

out For... g

Though the Black
Templars specialise in
putting large (and we
mean large) units of
infantry on the table, the
Dark Reapers have
exactly the right
weaponry to take them
down. There’s no better
way of eradicating squads
of Space Marines than
hitting them with
repeated salvos of S5,
AP3 death, and that’s just
the squad’s basic weapon.
The Exarch’s Tempest
Launcher, along with the
Fast Shot Exarch power,
can lay down three 54,
AP3 templates a turn.
Ouch!

Dark Reaper
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() High Marshall Helbrecht —e
with artificer armour, Sword
of the High Marshals, combi-
meltagun, bionics, crusader
seals, Terminator Honours,
Iron Halo, frag grenades,
krak grenades.

175 points

N Crusader Squad Alpha —
Crusader Squad including

1 Initiate with powerfist & bolt
pistol, 1 Initiate with meltagun,
8 Initiates with close combat

| weapon & bolt pistol, 10
Neophytes with close combat
weapon & bolt pistol. All have
frag grenades.
305 points

) Crusader Squad Beta ——
Crusader Squad including 1
Initiate with powerfist & bolt
pistol, 1 Initiate with plasma
gun, 8 Initiates with bolters,
10 Neophytes with close
combat weapon & bolt pistol.
All have frag grenades.
301 points

Black Templar Marshall Matt
Hutson is a veteran Space |
Marines player, and a veteran
Dwarfer to boot. When he’s

not painting miniatures or

hiding from the Editor, he can |
be found “bearding it up” |
with the Games Dev lads... |

() The Emperor’s Champion —
with Black Sword, Armour of
Faith, Terminator honours,
crusader seals, frag grenades

bolt pistal, Abhor the Witch,
Destroy the Witch.

110 points

Destroy the Witch

Matt: Over the years, games involving my
Black Templars and Phil’s Eldar army have
achieved real “grudge match” status in the
Studio, and our battles are usually tense
but fun affairs.

In the Medusa V campaign, |'ve been
experimenting with using an all-infantry
assault force. Because of the Black
Templars Righteous Zeal rule, the more the
enemy shoots at you the quicker the force
moves, meaning that a lot of the time you
can cover the distance to the enemy as
quickly as if everyone was loaded up in
transport vehicles. This also means you get
to spend your points on more Space
Marines, and can really take advantage of
the Black Templars’ increased unit sizes.

With 2000 points to spend, | decided
that the force needed a rock hard character
to lead it, so first on the shopping list was
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() Chaplain Fernandez —s
with Reclusiarch, master-
crafted crozius arcanum, bolt
pistol, rosarius, terminator
honours, crusader seals, frag
grenades, bionics, artificer
armour.

152 paints

(2 Brother Navarrus —e
Venerable Dreadnought
with Dreadnought close
combat weapon, assault
cannon, storm bolter,
smoke launchers,
extra armour, Tank
Hunter.

140 points

€2 Brother Nils
Dreadnought with
Dreadnought close
combat weapon,
assault cannon,
storm bolter,

extra armour.

110 points

High Marshall Helbrecht. This legend of
the Black Templars chapter would first of
all give my entire force Leadership 10 ~
very handy for all those Morale tests | was
sure to be taking — and secondly give me a
rock hard close combat monster to head
up my force. To back him up | also took a
Chaplain, to give me some control of
where my fanatical Space Marines were
going. Last from the HQ section was the
compulsory Emperor’s Champion. As for
which Vow to take | had a shortlist of two;
firstly there was “Suffer Not the Unclean to
Live”, which would give me +1 to wound
at -1 Initiative. Considering that the
average Aspect Warrior is Initiative 5 it's
not much of a drawback. Secondly there is
“Abhor the Witch, Destroy the Witch”. This
would give me a free move at the start of
the game, as well as give me a 5+ chance
to dispel any psychic powers directed at



19 Assault Squad Alpha —e
Black Templars Assault
Squad including 1
Initiate with powerfist &
bolt pistol, 4 Initiates
with bolt pistol & close
combat weapon, 5
Initiates with storm
shield & close combat
weapon. All have frag
grenades & jump packs.
247 points

19 Assault Squad Beta —e
Black Templars Assault
Squad including 1
Initiate with powerfist
& bolt pistol, 9 Initiates
with boltpistol & close
combat weapon. All
have frag grenades &
jump packs.

235 points

19 Bike Squadron Alpha ———————————
Black Templars Bike Squadron including

1 Initiate Biker with frag grenades, 3
Initiate Bikers with power weapons & frag
grenades, 1 Attack Bike with multimelta.
223 points

me. In the end the free move was too
tempting so | went for “Abhor the Witch”.

The core of the army is made up of two
sledgehammer units, each comprising 10
Initiates and 10 Neophytes. The sight of
two massive units of Space Marines can be
pretty daunting to your opponent,
especially when they run even faster
towards you the more you shoot them!
These units would hopefully be big enough
to absorb all the anti-power armour shots
that were sure to come their way, and still
have enough men left over to overwhelm
the Eldar in close combat. Each unit also
contained a special weapon, able to
wound a Wraithlord.

To add some faster moving elements to
the force | decided to max out on Fast
Attack units. Two units of 10 Assault
Marines will add some real punch to the
army. With Wraithlords in mind, both units

All models |

10,
42 %0

are equipped with power fists, and one of
the units has five storm shields in it. For
some fast moving fire support, a squad of
Bikers with an attached Attack Bike fitted
the bill perfectly.

The only thing left to do was to choose
some fire support. In keeping with the “on
foot” theme of the force (okay, bikes aren't
strictly infantry, but they’re cool!) | took
two Dreadnoughts, both armed with
assault cannons, and upgraded one to
Venerable status with the Tank Hunter skill.

So, on to the plan: The centre of my
battle line will comprise the two Black
Templars squads accompanied by the army
HQs and Dreadnoughts. The Assault
Marines and Bikes will be positioned on
the flanks. By presenting Phil with lots of
targets to shoot at, my plan will be to
overwhelm the Eldar with numbers. Not a
very subtle tactic, but it might just work.

Rey

QHa

© Elites

O Troops

€79 Fast Attack

Heavy Support |
4 |

Wat<h
out For...

Not only are Black
Templars Chaplains rock
hard in close combat,
they also enhance the
effectiveness of Space
Marines around them.
The Litanies of Hate
| special rule allows any ;
| unit the Chaplain has i
joined to re-roll failed
rolls to hit in the turn
that they charge. Black
Templars Chaplains also
have the Unmatched Zeal
special rule, which allows
units they join to make
Righteous Zeal moves
towards any enemy unit
and not just the
closest, making your
Black Templars a lot
more controllable.
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gIUl Lyod3y 31119 wpaid

39




Tarny Ope & Two

Tarny One & Two

In the first turn, the Eldar moved as one,
fanning out into the best possible firing
positions, and training their weapons upon
the black-clad Space Marines before them.
All the Eldar skimmers swept out to the
flanks, while the rest of the army prepared
to fire. The Farseer targeted the Bike squad
for Doom, and cast Guide upon the nearby
War Walkers. This would prove to be key,
as in the Shooting phase the War Walkers
and the Guardians’ weapon platform
succeeded in wiping out the Bike Squad,
including the Attack Bike! Elsewhere, the
Dark Reapers and their Exarch accounted
for 8 Assault Marines, leaving one of the
Black Templars’ most expensive squads in
tatters. In reply, the shaken Space Marines
bolted forwards, and the Dreadnought
opened fire with its assault cannon, felling
two Dark Reapers. However, that was the
best the Black Templars could muster, and
the Eldar were buoyant.

The second turn began in much the
same way as the first, with the Eldar taking
up positions, and the Farseer employing
Doom against the bolter-armed Crusader
squad. In the Eldar Shooting phase, one of
the two remaining Assault Marines was
killed by the Guardians’ starcannon, while
the War Walkers, bolstered by Guide,
accounted for three bolter-armed
Crusaders. Matt was incredibly fortunate
with his armour saves and braved the hail
of fire, keeping his casualties to a
minimum. The Crusaders then promptly
ran towards the nearby Jetbike squadron
with Righteous Zeal flowing through their
veins! The Wraithlord then fired its bright
lance, destroying the Black Templars
Dreadnought with a single, well-placed
blast. The turning point came when the
Dark Reapers attempted to fire at the
second Assault squad, but failed their target
priority check. Forced to fire at the nearby
Crusaders with bolt pistols instead, they
caused the Space Marines to run forwards
with Righteous Zeal, placing them in
assault range of the Wraithguard. In Matt’s
turn, the Crusaders, led by Helbrecht and
the Master of Sanctity, charged the
Wraithguard and their Warlock leader,
unleashing 27 attacks and wiping out the
entire squad! Doubt crept into the Eldar
minds as the tenacity of the Space Marines
became all too evident...

Critical Moment

The Black Templars’ Righteous Zeal move allows any
infantry squad to move as soon as it suffers even a
single casualty. Phil had tried to target the Assault
Marines thus far, to deny Matt the chance to use this
free move until the Eldar were ready for it, but a
critical target priority check was failed, costing the
Eldar their Wraithguard squad.
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rThe assembled Bfack Temp}'é; force, seconds
X before Dark Reaper missile death is unleashed.

[, —

Rapid Fire

the squad with bolter fire!

The Crusader squad with bolters also needed to make a target
priority check in the second turn, and succeeded where the xenos
had failed. Ignoring the Jetbikes and the oncoming Avatar, the
zealous Space Marines opened fire on the Dire Avengers, killing half

\
Black Templars
m Helbrecht @ Crusader Squad |
Alpha
Emperor's Crusader Squad
Champion e Beta
Chaplain Assault Squad
o o Alpha
o Venerable @ Assault Squad
Dreadnought Beta

%

0
0
0

Avatar
Farseer

Striking
Scorpions

o Wave Serpent o Vypers

@ Dire Avengers @ Whaithlord
@ Guardians (1]

Dark Reapers

@ Wraithguard @ letbikes e War Walkers

Banshees

Howling

@ Shining Spears
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" PURGE THE @WITCH "™

Tarp Three Tactical Dote
Rreakdown Phil had a difficult decision to make

in this turn, and in hindsight
probably made the wrong choice.

T

Eldar Tarn Should he have charged the

© The Howling Banshees Banshees into the Crusaders, or just
disembark from their Wave shot them up instead, risking a
Serpent, but the Eldar can’t Righteous Zeal charge? He chose to
bring down Helbrecht’s shoot, as the Wraithlord was too far
Crusaders in the Shooting away to help the Banshees.

phase. The Banshees are Unfortunately, he didn‘t do enough

charged when the Black
Templars contact them after
another Righteous Zeal move.

damage to take the sting out of the
marauding Space Marines, and
consequently lost his Banshees!
@ The Farseer immobilises the
Venerable Dreadnought with
his singing spear, while the
Vyper blows off both its guns,
effectively ending the threat of
the ancient war-suit.

@ Crusader Squad Beta are
shot at by the Guardians,

Dire Avengers, Jetbikes,
Shining Spears and the Avatar,
yet only fail three power
armour saves, thanks to Matt’s
uncanny luck!

@ Denied the vital charge,
and facing Helbrecht himself,
the Howling Banshees break
from the fight. Though they
escape the Space Marines,
they flee the battle, and the
Crusaders consolidate towards
the Wraithlord. In the Black
Templars’ turn, the Crusaders
assault the Wraithlord in a bid
to continue their glorious
overrun!

Black Templars Tarn

©® The bolter squad then
charges the Avatar, and the
embodiment of Khaine and
the Emperor’s Champion go
toe-to-toe. In the Eldar turn,
the Shining Spears charge in,
but fail to tip the balance.

@ With only two Assault
Marines left from the second
squad, Matt decides to charge
them into combat against the
Farseer. Caught unawares, the
Eldar psyker is torn apart, and
the Assault squad consolidates
towards the unsuspecting
Striking Scorpions.
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Hand of Rbain<
The Emperor’s Champion and his Crusader Squad
assaulted the Avatar this turn, and again it was the
Righteous Zeal special rule that was the catalyst for
this combat. By the end of the turn, the Champion
and the Avatar had wounded each other once, while
the rest of the Crusaders caused a single wound on
the godlike being.

.

G) Helbrecht ° Crusader Squad | { o Avatar o Wave Serpent o Vypers
Alpha
Emperor's Crusader Squad Fanse Dire Avengers @ Wraithlord
o Champion e Beta n e
@ Chaplain e Assault Squad o Striking @ Guardians 0 Dark Reapers
Alpha Scorpions
Venerable o Assault Squad 0 Wraithguard o Jetbikes @ War Walkers

l Howiiy oshining Spears

. - ;
“. m.'_n\ ¢
N A8 0w
L/ y.r 3 -
"

Thanks to a combination of the Abhor the
Witch and the Righteous Zeal special rules,
Helbrecht’s Crusader Squad had raced across
the width of the board and had started
heading back by the third turn! Charging into
the Wraithlord, the Space Marines were
confident that the power fists amongst their
number could account for the menacing Eldar
construct. However, they managed to wound
it only once before the Wraithlord struck back
- it was going nowhere just yet!
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KILL THEM ALL "™

Tarn Foar

With the Farseer and Warlock both out of
the game, Phil breathed a sigh of relief as
he passed his Wraithsight test for the
Wraithlord. In the Eldar Shooting phase,
the remnants of both Assault squads were
finally wiped out by the ever-accurate Dark
Reapers and the War Walkers, while the
Wave Serpent’s scatter laser destroyed the
Venerable Dreadnought once and for all.
Deciding to let the Wraithlord hold out
against Helbrecht’s Space Marines just a
little longer, the Eldar turned their attention
to the Crusader squad fighting the Avatar.
Having withdrawn last turn, the Shining
Spears assaulted yet again, this time
supported by the Striking Scorpions. The
Avatar finally slew the Emperor’s
Champion, though the two combatants
struck simultaneously, allowing the noble
Space Marine to score another wound on
the daemon-like creature. The rest of the
Eldar failed to get through the armour of
the Crusaders, until the striking Scorpion
Exarch struck, tipping the battle. Though
the fearless Space Marines would not run,
two were dragged down into the dirt and
put to the sword. The Shining Spears
voluntarily withdrew again, preparing to
charge again next turn.

In the Black Templars turn, there was
nothing to do but continue the fight. With
no Emperor’s Champion to save them, the
Space Marines were now outmatched by
the nimble Aspect Warriors — the Scorpions’
mandiblasters and Avatar’s mighty sword
cleaving through the power-armoured
warriors. The crusaders stubbornly fought
on, determined to stay to the end. Finally,
the Wraithlord and Helbrecht's Crusaders
again fought to a standstill. All the while,
the Templars knew that the Eldar were
surrounding them, but still had hope that
the mighty heroes remaining would be
enough to fight off all-comers.

—

& “The path of the warrior leads to

an eternity of blood, but the path of
peace leads only to our race’s
extinction. We need to harness the
darkness in our psyches, for only a
killer can teach the sword in place

of the scythe.” l

— Farseer Q'sandria of Ulthwé

it Sl
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Deadly Payload dg Diss

By this stage of the battle, Phil’s tactic of isolating targets and
systematically bombarding the Space Marines was paying off, and
he wasn’t about to change this ploy. Despite taking the Venerable
Dreadnought out of the game, the Eldar would not rest until this
mechanical intruder was utterly destroyed. The Wave Serpent’s
scatter laser inflicted three penetrating hits, and the Dreadnought
exploded in spectacular style.




BATTLE TRACKER

\J

@ Helbrecht
0.

G Chaplain

~ Black Templars-

o Crusader Squad |
Alpha

Eldar

! o Avatar o Wave Serpent o Vypers ‘
|

Crusader Squad Dire Avengers @ Wraithlord
o Beta n 9
x @ Striking @ Guardians @ Dark Reapers
\ Scorpions
x @ Wraithguard @ letbikes 0 ‘War Walkers
! @ Shining Spears

|

' Tarn of the Tide

51
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The Emperor’s Champion and Avatar
. of Khaine struggle to the bitter end.

11 Lyoday 31.L.1pg waid

If the Crusader squad fighting the
Avatar had been allowed to continue
the combat on their terms, they
would have ultimately won the fight. =
However, Phil’s Striking Scorpions
were on hand to tip the balance in
the favour of Biel-Tan, and with their
mandiblasters, not to mention the
Exarch’s Scorpion’s Claw, they did
just that!
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Ywift Vengeance

The Shining Spears may not have had the
most glorious battle, but they were in the
thick of the action all the way through.
Twice withdrawing from the combat
involving the Avatar and the Emperor’s
Champion, only to charge back into the
fray, they finally managed to help wipe
out the tenacious Crusaders. They then
proceeded to sweep across the battlefield
and wound the Chaplain, but poor
positioning in the fight meant that the

Chaplain managed to see them off with
more than a little luck.

4
-
-

E g-u YLITELEYE

he carcasses of the
I humans lie as if

scattered by the
hand of a careless god,
their black armour fused
and cracked. Eldar
bodies, once bright and
noble in form, lie
amongst them. Drifting
amongst the carnage are
_ the Eldar who have taken ||
= off their helms and put {
aside their warrior =
persona. moving amidst
the dead, they gather the
spirit stones of the fallen.
|| They stop as a hulking
Ul figure, his golden armour
caked in blood and filth,
rises from the dirt.

Tarny Five & Yir

The Eldar opened the fifth turn with the
scream of engines, as the Jetbikes, Vyper
and Wave Serpent swiftly took up positions
to create a strong battle line. With no
shooting, the Assault phase began. This
time the Shining Spears were successful
with their charge,
and the Exarch
slew two Space
Marines from the
Crusader squad.
The Avatar
followed suit,
accounting for the
remainder of the
Templars before the Astartes could swing a
blow in return. Against the Wraithlord in
the centre of the Eldar deployment area,

| Helbrecht's Crusader squad could just not
= ' prevail, but neither could the Wraithlord

( capitalise. The sheer toughness of the Eldar

This war is far from over.

AR V11BN
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HQDD or KHAIDE Tarmy Five & Six

walker had effectively halted Helbrecht's
glorious charge.

Turn 6 saw the Eldar do what they do
best — move with lightning speed to strike a
decisive blow. With the remaining Dire
Avengers using the Fleet rule to move into

€ € Against the Wraithlord in the
centre, Helbrecht's Crusader
Squad could just not prevail.))

an assault position, and every other model
in the army moving at full speed towards
the remaining Crusaders, the Space
Marines found themselves charged by the
Avatar, Shining Spears and Dire Avengers.
In the ensuing fight, the Chaplain was



wounded by the Shining Spears Exarch, but
smashed both Jetbike-riding Aspect
warriors into the ground in return with his
Crozius Arcanum. The Avatar cleaved into
the Space Marines, though the Dire
Avengers fumbled their attacks. The Black
Templars Crusader squad narrowly lost the
fight, and the Avatar of Khaine moved
around to come face to face with High
Marshal Helbrecht.

In the final phases, the Space Marines
fought on to the very end. The Avatar
cleaved into Helbrecht, mortally wounding
the High Marshal but not killing him, while
the Wraithlord killed two more Space
Marines. Chaplain Fernandez fought
bravely on, hacking down a Dire Avenger,
but there was little more the Space Marines
could do. Surrounded by Eldar and with so
many battle brothers lost, they knew the
end had come...

Black Templars

@ Helbrecht @ Crusader Squad } I o Avatar o Wave Serpent o Vypers
Alpha
n i x @ Dire Avengers @ Wraithlord
G Chaplain o Striking 0 Guardians m Dark Reapers
Scorpions
‘ inera @ Wraithguard @ Jetbikes @ War Walkers

e s
BLACK TEMPLARY (0 ) X
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Dreadnought with his
bright lance, but also
held up Helbrecht’s “Unit
of Doom” for so long that
I got to rearrange my
army into an aesthetically
pleasing battle line (very
Eldar) and launch one last
! assault, which tipped a
solid victory into a
victorious slaughter.

touched, but

by ignoring it

| was able to
and GOOd concentrate
The Wraithlord not only my fire on _the
killed a fair few Black smaller units
Templars and obliterated in the early
the damaged Venerable game. As a

THE SWORDWIND RAGES

result, Matt found it difficult to muster any
kind of coordinated attack.

There were a few moments when |
thought it was all going pear-shaped. For
the first three turns Matt failed just one
armour save out of the 25 he was called
upon to make, the jammy git! My
eagerness to torch Templars with the
Wraithlord’s flamer/bright lance combo
cost me dearly, allowing Helbrecht's squad
to move into combat with the Banshees,

PLDAR TRIUMPH

Get off my planet!

Phil: Well, despite the odd careless
mistake, it was a big win for the Eldar. This
was mainly due to my battle plan working
(for the first few turns anyway) but also the
fact | had so many scoring units left at the
end of the game. It is always a good idea
to have a lot of scoring units in games of
40K, as they can usually win big chunks of
Victory Points just by being in the right
place at the right time. It also stops you
from putting all your eggs in one basket —
something that | think really hurt Matt in
the later game. Matt's 650-point super-unit
ploughed through almost everything it

denying them their charge and leaving the
Wraithlord stranded. The Wraithguard were
taken down by the combination of the
Chaplain and the Crusader squad'’s power
fists, and after carefully executing hit-and-
run manoeuvres with the Shining Spears
each combat, | then wasted them by
lancing into the unengaged Chaplain on
the last turn of the game. Lesson learned:
let sleeping psychopaths lie.

Still, the rest of the army performed
extremely well. The Dark Reapers lived up
to their reputation, combining their
firepower with that of the the War Walkers
to scythe through the enemy infantry. “Plan

Jetbike”

€€ Matt found it difficult  boushimes

little time,

to muster any kind meaning that |

got to assault

Of Coordinated attaCk. ,, the Crusader

squad rather
than the other way round. The Scorpions
and Shining Spears plunged into the fray
with the rampaging Avatar and cut down
one of Matt’s super-squads to the last
Marine. Even the humble Vyper Jetbike
had a great game, crippling the Venerable
Dreadnought whilst leading the last Assault
Marine a merry dance around the table. |
had a great time, and the planet Sirielle,
though ravaged, is now back in the hands
of its creators. Glory to Khaine!




|JILE XEDOS

Witch Destroyed!

Matt: Although it was a big win for the
Eldar, the game was possibly a lot closer
than the final Victory points suggested.
There were quite a few high points for the
Templars. | don't think | failed a single
armour save in the
first few turns
although this was
offset by Phil not
failing to miss or
wound with War
Walkers and Dark
Reapers for the
same period.
Helbrecht’s Crusader squad was pretty
much unstoppable after it ruthlessly
chopped its way through the Wraithguard
and Howling Banshees. Phil was pretty
much at a loss on how to beat it so did his
best to try to ignore it. If it wasn't for a lot
of bad luck trying to wound the Wraithlord
it might have gone on to do a lot more
damage. My other Crusader squad didn't
fare quite as well and my Emperor’s
Champion was just disappointing, as | had
hoped to add an Avatar head to his
growing trophy cabinet.

| could have done with my Dreadnought
performing a bit better. My Venerable
Dreadnought didn’t kill a single thing. The
bike squad didn’t stand a chance as they
were wiped out before | even had a chance
to move them. The Assault Marines didn’t

€ € Helbrecht's squad
ruthlessly chopped its
way across the table.99

do much - although killing the Farseer was
a plus — mainly because they were singled
out by the Dark Reapers who pretty much
were able to destroy whatever they wanted
as | tried to cross the open ground.

In hindsight, though, the biggest mistake |
made was
probably in
my army
selection.
Taking lots of
big units
meant that |
didn’t have
many point
scoring units left, which accounted for the
large difference in Victory Points at the end
of the game. Looking at Phil’s army
selection, he didn’t have much anti-armour
firepower in his force. A couple of Land
Raider Crusaders with Blessed armour
would have punished this oversight.

My choice of Vow probably wasn't the
right one. If 1'd taken Suffer Not the
Unclean to live, | definitely would have
killed the Wraithlord a lot sooner as
everyone in the squad could have
wounded him. Phil didn’t make many
mistakes during the game, although letting
his Banshees get charged was pretty daft,
so I've got to hand it to him, he had a good
fire plan which really came through for
him. | suspect though this won't be the last
time the Eldar and Black Templars meet.

LI

For the
Emperor!

High Marshal Helbrecht
and his Crusader squad
were the stars of the
game for me, as they
carved their way through
the Wraithguard and
Howling Banshees and,
in the later stages, the
Shining Spears. Only the

- final wound of the
5 Wraithlord stopped them,

denying them a glorious
end to their rampage.
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In a dark, deserted
corner of the
Design Studio,
across the tundra of
the Marketing
Overlords, there is
a wild-eyed and
eccentric character
who works tirelessly
to make the hobby
more fun for us all.
The only man
fearless enough to

explore his world is
Jervis Johnson,
Herald of Sigmar, so
sit back and read
his latest tale...

WHITE DWARF

STANDARD

s | sit at my desk typing this column,
Annl more than ten feet away from

me sits a wild and crazy guy called
Dave Cross. You may not have heard of
Dave before, but you will almost certainly
have some of the things that Dave has
created, without ever realising that many of
them are the work of just one man. Dave
has gone into something of a creative
frenzy over the last few weeks and has
come up with a whole bunch of cool new
things that I'm sure will be finding their
way into the stockings of lucky Games
Workshop hobbyists this Christmas.

Head of fun

So who is this mysterious person? Well,
Dave is famous amongst his work
colleagues for a number of things. First of
all, he has the messiest desk of anyone
who works here — and trust me, for the
Studio that really is saying something! My
own desk is cluttered, and the Perry twins
both have desks that are pockmarked and
covered in Green Stuff and super glue and
bits of string, but Dave’s desk is untidy on
such a prodigious, sprawling scale that it
has entered Studio legend. The excuse |
use for my own cluttered desk is that a tidy
desk is the sign of someone with too little

BEARER

to do. This might make you think Dave is a
very busy man — and you know what,
you'd be right!

Dave is also famous for getting to go on
trips to exotic places like China and Hong
Kong, and then making all of the rest of us
jealous with his tales of the adventures he
had while away (supposedly these trips are
important for “sourcing materials”, but |
have my doubts...). But most importantly,
Dave is well known for being a really
dedicated hobbyist, and | mean that in the
broadest sense of the word. He always has
some gaming project or another on the go;
if he’s not painting a new army, he’s
making terrain, and if he’s not making
terrain, he’s clobbering an unwary
opponent at Warhammer or 40K.

By now some of you will be saying
“Well that’s all well and good Johnson, but
what is it that this Dave fellow actually
does?”. Well, it's Dave’s job to take his
deep-rooted love of the hobby, and use it
to come up with all kinds of cool stuff that
“will make the hobby experience more
enjoyable”. Or at least, that's the sensible
answer I've been asked to give. The way |
tend to think of it, though, is that it’s
Dave’s job to invent all kinds of crazy
things that you'd never realised you really

STANDARD BEARER




The forthcoming
Warhammer counter sel
contains all sorts of
markers for your games,
from spell effects to a
handy turn tracker.
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needed until he went and invented them. If
you ask me, Dave is nothing less than the
Studio’s “Head Of Fun”!

Cool things

If you’ve been into a Games Workshop
store recently then you almost certainly
have seen and drooled over some of the
things that Dave has come up with,
whether it'’s the Urban Basing Kit, Citadel
Wet Effect fluid, counter sets or whatever.
In fact, Dave has been responsible for so
many things that have come out this year
that I really can’t list them all. So instead
I'm just going to pick out a few of my
personal favourites.

I'm going to start off with one of the
smaller things Dave is currently working
on, which is the Heroes Basing Kit. This is
actually the second basing kit Dave has
developed, the first being the Urban Basing
Kit that came out with Cities of Death, and
which sold out in no time flat. The idea is
a simple one; to provide hobbyists with all
kinds of cool bits and pieces that they can
use to enhance the bases of the models in
their collection. The Heroes Basing Kit
includes things that are especially suited to
Warhammer, and which are pretty much
guaranteed to make the base of any
character or other special model in your
collection look suitably awesome. One of
the things | love about these kits is that
they are such a simple idea, yet prove so
useful in practise.

Similarly practical is the forthcoming
Warhammer Counter Set. Again the idea is
simple, comprising a tin case that holds a
set of plastic counters and markers for use
in games of Warhammer. There are the
obvious things, like wound markers, and
markers to show a unit that is fleeing or
that wishes to charge, but it's the things
like the sliding turn marker and ‘stand-up’

The original counter sel,

Sl G o also developed by Dave
ER"‘ ‘:I“.“ Cross, was for use in
i Warhammer 40,000

(40,000, e ;
e 0 "’“’ Cities of Death.

YRASSTNNAMPF - MARKERSET
'SET 01 SEGNALIN| PER CITIA” DELLA MORTT |
YR AT FA Rtk B

CITIES OF DEATH COUNTER €7
FIONS POUR GUERRES URBAINES
MARGADORES DE MUERTE £N LAS CALLES.

spell effect markers that [ really like. Of
course, Dave didn’t want 40K players to
feel left out, so he’s also come up with a
set of Warhammer 40,000 Vehicle Damage
Dice. This will consist of a tin that holds
twelve dice that are marked with the
symbols from the vehicle damage tables.
Instead of rolling on the table you just roll
the dice and it shows the result. However,
what makes this a really genius idea is that
enough dice are included that you can use
the dice you've just rolled as a marker too,
placing the dice by the vehicle that has

“ It’s Dave’s job to invent all
kinds of crazy things that
you never knew you needed
until he invented them! ,’

activity — he even tidied it up just

before we took this photo!
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The Urban Basing kit, released
alongside Cities of Death, made it
easy for everyone to make bases to
rival those of the experts.

‘ ‘ What makes the hobby great is all of the

nooks and crannies that we can explore,
and all of those crazy things we can do. ,’

The custom cases, out next month,
make transporting your miniatures
safer than ever, whatever their
shape or size.

WHITE DWARF

been hit to show if it is stunned or shaken
or whatever. It really is a very clever idea.

If you've been in the hobby any time at
all you'll be familiar with the figure cases
we make for transporting an army. Dave
was responsible for making the larger Army
Case, and has now come up with two new
versions of this larger case, called the
Custom Case and the Large Model Custom
Case. Now, Dave would be the first to
admit that these are hardly the most
inspiring of names, and indeed the Custom
Case (or the “red one”) was originally
going to be called the Cavalry Army Case,
as the foam has been specially cut so that
half the spaces are ideally suited to holding
cavalry models, while the Large Model
Custom Case (the “green one”) was going
to be called the Armoured Vehicle Army
Case because half the foam was cut so as
to be able to hold vehicle models.

However when the cases turned up Dave
quickly realised that the Cavalry Case
would also be ideal for armies like the
Tyranids, while the Vehicle Case would be
just right for holding armies that included
lots of large monsters... so they've been
quickly renamed, just to make sure nobody
missed out on them.

However, in my opinion the most
exciting thing Dave has come up with
recently is the Warhammer Collectors’
Edition rulebook. By the time you read this
| expect that the 4000 numbered copies of
the book that we've had printed will be in
short supply, having been snapped up by
die-hard Warhammer fans round the world.
Because of this | won't go on too much
about the gorgeous case, the hard-back
tapestry cover, or the thick parchment
paper, all which combine to make this

STANDARD BEARER

book a pleasure to read, and even just to
hold. I wouldn’t want to make you jealous
of the fact that I've got my own copy, now
would 1?2

As | hope you can tell, | really like the
things Dave has come up with, and
consider them to be a really valuable
addition to the hobby. So why do | place
so much importance on them? As | said
earlier, they are not really vital ‘must-have’
items. But this doesn’t stop them from
being important, in my opinion anyway.

It’s the little things that matter

You see, | think that the things I've
described above are important not because
they are a vital part of the hobby, but
because they aren’t. Give any of us some
Citadel miniatures, paints, brush, dice and
a rulebook and we can play. But we all
know that there is more, much more, to the
hobby than this.
What makes the
hobby great is all of
the little nooks and
crannies it has that
we can explore, and
all of those crazy little
things we can do. All
of these things
combine to create a
hobby that is unique, varied and, above
all, fun.

Dave has a knack of coming up with
cool things that help make the hobby even
more fun for us, by giving us more ‘nooks
and crannies’ to explore and new cool
things to play around with. | think that the
reason Dave is able to do this so well is
that he is such a dedicated hobbyist
himself. He knows what pushes our
buttons, because they push his buttons too.

All of the things he comes up with add
real depth to the hobby, and help us to
make it our own. You may not want to use
everything Dave invents, but I'm pretty
sure that there will be one or two things
that make you think “Hey, | never realised |
needed that until | saw it!” So, more power
to Dave and his crazy ideas. | for one can’t
wait to see what he comes up with next...
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PATH OF THE WARRIOR

Aspect Warriors are masters of the arts of war, and are the mightiest warriors in the Eldar army. Each
Aspect Warrior is a highly specialised killing machine, representing an aspect of Khaine, the Bloody-
handed God. Now all of the Eldar Aspect Warriors are available in handy squad box sets.

Eldar Dire Avengers
This new multi-part plastic
box set contains 10 Dire
Avengers Aspect Warriors

Product Code: 99120104011
£18.00

Kr270 (Swe/Nor), Kr225 (Den), €30
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Eldar Dark Reapers

Eldar Striking Scorpions
Contains 6 Striking Scorpions
Product Code: 99110104095

£18.00

Kr250 (Swe/Nor), Kr200 (Den), €27.50
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Eldar Warp Spiders
Contains 5 Warp Spiders
Product Code: 99110104096

£18.00

Kr250 (Swe/Nor), Kr200 (Den), €27.50

Contains 5 Dark Reapers
Product Code: 99110104094

£20.00

Kr250 (Swe/Nor), Kr200 (Den), €27.50
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Eldar Guardians

Eldar Swooping Hawks Eldar Howling Banshees
Contains 6 Swooping Hawks Contains 6 Howling Banshees Contains 6 Fire Dragons
Product Code: 99110104103 Product Code: 99110104102 Product Code: 99110104108
£18.00 £18.00 £18.00

Ki250 (Swe/Nar), Kr200 (Den), €27.50 Kr250 (Swe/Nor), Kr200 (Den), €27.50 Kr250 (Swe/Nor), Kr200 (Den), €27.50

Pictures for lilustrative 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 fo press, please contact us for
clirrent availability and current Games Workshop prices. Prices quated are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.

Eldar Fire Dragons
Eldar Farseer with
Warlock Bodyguard
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reenskins of all kinds dwell all over
G the Warhammer world in a near

infinite combination of type and
tribe. Some serve others, a lot hang around
in tribes encompassing several varieties,
while others congregate with their own
kind. The great thing about the Orcs &
Goblins army book is that it allows you to
represent all kinds of greenskin groupings
on the tabletop. One of the most
appealing, varied and entertaining to play
is the Night Goblin horde.

Night Goblins infest the Worlds Edge
Mountains, filling every noisome cave and
damp tunnel that they find, often taking
over abandoned strongholds (indeed, much
of the ancient Dwarf Empire is now
infested with these creatures). It is arguable
that disgusting holes in the ground are the
ideal habitat for the more diminutive
members of the greenskin family tree.

i

are many
Thertehe Old World, but amongst

rolific are t .
Gpoblins. We peek into sO
tunnels to learn more.

: Goblin troubling
kinds of Go st

he cave-dwelling Night
me smelly

(

When the Night Goblins prepare for
battle they consume huge quantities of
fungus beer to bolster their courage. As
they get steadily more drunk, they sing
loudly so that their voices fill the tunnels of
the Worlds Edge Mountains and echo
through the Dwarf strongholds. When the
time is right, Night Goblin Shamans pick
the special fungus and make the vile brew
that sends the Fanatics crazy and turns
them into uncontrolled whirling maniacs.

There are many different Night Goblin
troop types to choose between, so an army
made entirely of Night Goblins needn’t be
a bland selection of lots of Goblins with
spears. Over the course of this article,
we're going to take a quick look at the
dank splendour of the Night Gobbos, their
units and tricks available to them and, of
course, what a determined Warboss needs
to do to win with them.

o
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NIGHT GOBLIN REGIMENT

i
44

Examples of assembled and painted
plastic Night Goblin miniatures.

x11
28
x6
@)
38
41
Night Goblins ‘
1 Champion body P b
2-8 Night Goblin Sl
bodies =
9-10  Champion heads
&l Net
12 Bad Moon totem &
13 Champion ou
weapon \g
14 Standard pole
il Musician gong
16 Banner
17-24 Hand weapons
15-27 Bows
28 Quiver
29-35 Spears ,
36 Champion shield
37-41 Shields
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. This special edition model features

two Night Goblins Warriors
fuelling up a Fanatic on fungus
beer and launching him from the
regiment. If you were lucky

. enough to get hold of one of these

models when Warhammer was

. launched, you can pop it in the

front rank of a Night Goblin unit,

! where it takes up the space of two

models. Keep your eyes peeled for
similar releases in the future.
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Goblins is for winnerz
The main thing you really need to watch
out for when playing with a Night
Goblin army are those nasty
Leadership tests. A base Leadership 5
does you no favours, and is especially
cruel when it comes to preventing
your Goblins from breaking in
combat. Fear not! for there are
cunnin’ ways to prevent your
glorious Gobbo horde from falling foul of
this shortcoming.

First up is to take the Bad Moon on a
Stick as your Battle Standard and put it in
your general’s unit, This will make every
single hooded Gobbo Stubborn at
Leadership 7. Not brilliant, but better.
Second, remember that large numbers are
your key to victory — big units can lose
more models before needing a Panic test.

While your mind is éngaged in cunnin’

.

§& &7

s §80 £

25

1-8 Iron balls

9 Mushrooms

10 Beetle

11 Fungus beer

12 Mushroom
in a pot

1§33 Stalagmite
14 Small Squig
15-20 Heads
21-22 Small balls
24 23-24 Snotlings
Bodies

mode, it's worth boosting the combat
potential of your Night Gobbo units.
Fanatics are always a fun addition to a
Night Goblin unit, giving you two potential
sources of entertainment. Watch as your
foe’s Knights give a wide berth to any unit
suspected of containing a Fanatic or cheer
as said Knights charge the Night Goblins
and lose half their number to the whirling
death that is a Night Goblin Fanatic.

If you don't like Fanatics (or even if you
do) there is another trick available to you:
Nets. While Night Goblin netters aren’t
exactly a secret weapon (you have to
model them on to the regiment) they’re still
a cunnin’ one, giving your enemy a -1
Strength penalty in close combat — most of
the time. Most Night Gobbo players find
few things more fun than watching Dwarf
warriors get entangled in nets and end up
requiring 5s to wound.



Cave Squigs

Squig attack!

It’s inevitable that some cunnin’ gitz just
know your units will be stuffed full of
mushroom-addled Fanatics, so you'll need
to bring another trick or two to the
battlefield. For this, you have Squigs.

Fearsome (not to say uncontrollable)
fungus creatures, Squigs are all teeth,
appetite and bad temper. In game terms,
this translates into Weapon Skill 4, Strength
5 and 2 Attacks, which rather puts your
average Night Goblin to shame. For those
stubborn and difficult to shift enemy units,
send in the Squigs.

First up are the Squig Herds. These are
capable of mauling the best troops in the
game. A big Squig Herd is a Night Goblin
army’s elite infantry and, as they're
immune to psychology, it can only be
broken in combat and so will gleefully
charge whatever you want it to. Should

S d
n
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your Squig Herd lose a combat, all the
Squigs in it will go wild and inflict even
more damage on the foe!

Squig Hoppers are a little bit weird.
With the same powerful stats as a Squig
Herd, the Hoppers are a skirmish unit that
can ignore difficult terrain. What's even
better, their random movement means that
Squig Hoppers don’t charge conventionally
and will fight whatever they contact. In this
way, you can hide your unit of Squig
Hoppers behind a wood and bounce right
through it into an unwary enemy, without
having to worry about the line of sight
nonsense which constrains other units.
That 3D6" move of your Squig Hoppers is
often all important. When moving Squig
Hoppers, we recommend you shout
“Boiiinnnggg!” in a loud voice. In
playtesting this always seemed to result in
the unit bouncing further. Honest.

Night Goblin Squig Herders

o q‘_‘;‘v’; ,
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Waaaglif :
Skarsnik

Chieftain of arguaiﬂy thé
most powerfuf Night

e

Goblin tribe in the known

world, Skarsnik of the
Crooked Moons is an

- outstandingly devious and

sneaky individual in a race
that exemplifies such
traits. In traditional Goblin
fashion, Skarsnik’s

,; meteoric ascension was
“supported by the untimely

(yet wholly explicable)

* deaths of a long succession
of chief rivals. As such, .
*when Warboss Ibrit
ngstrangler had an
;,lmprobable yet terminal

encounter with a jug of

lamp oil, a nest of cave
hornets and Skarsnik’s pet
squig, Gobbla, Skairsnik
seized control of the tribe.

From the day that Skarsnik

wrested leadership, the

fortunes of the Crooked

Moon tribe incre.

- markedly. In a series of
“carefully crafted bdtrayals,

Skarsnik subjugated the
: other greenskin tribes who
~ had taken up residence in
 the upper halls of Karak
Eight Peaks, an ancient
~ Dwarfen realm now
" contested by Goblins,

- Dwarfs and Skaven. A

~ week later, Skarsnik led an

" army to claim much of the
now notably empty (and
bloodstained) caverns m
the process.
 Soon after, a Dwarf
throng; led by Duregar,
approached Skarsnik’s
newly claimed domain. In
a series of bitter battles,
Skarsnik finally confronted
this new foe at the Battle
of East Gate. The conflict
was a disaster for the |
Dwarfs, and as a sickly - !

' moon cast its light upon

Death Pass, Skarsnik was
. the master of the
battlefield.
Thanks to these
‘victories, Skarsnik’s fame

has.grown amongst the

~other tribes, and all
.greenskins for leagues
.around Karak Eight Peaks
“hail him as their
_undlsputed master.
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SKARSNIK,
WARLORD OF THE EIGHT PEAKS

Points: 205
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Skarsnik
Gobbla

Wargear: Skarsnik’s Prodder and
light armour.
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SPECIAL RULES

Skarsnik: Fear Elves; Hate Dwarfs;
Sneaky Schemes; Tricksy Traps.
Gobbla: Gobbla the Cave Squig;
Down in One.

Unleash da Bosses

As with all armies, Night Goblins are led to
war by the mightiest specimens of their
race. Now, being Goblins, your Bosses are
not exactly the doughtiest fighters in the
world, but they are cheap enough to allow
you to recruit plenty of them and still have
points left over to buy more regiments and
magic items.

As to every rule, there is an exception
to be found. Skarsnik, Warlord of the Eight
Peaks, is a formidable general to place
upon the field. Boasting not only a healthy
Leadership of 8, Skarsnik also brings the
vicious combat abilities of Gobbla, his pet
Squig (a monstrous beast with 4 Strength 6
Attacks and killing blow) into play.
Skarsnik exemplifies the sneakiness of the
Night Goblin race. To represent this, his
Sneaky Schemes special rule will normally

!‘_
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prevent a couple of enemy units from
turning up at the start of the battle!

Even without Skarsnik, there’s a fair few
tricks you can get your bosses to employ,
courtesy of the magic items available.
Consider the combination of The Sneaky
Skewerer and Tricksy Trinket to ensure that
the enemy doesn’t get the benefit of cheaty
armour and Ward saves. Or maybe you'd
rather select a “volunteer” to carry Maad’s
Map and a Brimstone Bauble to scout out
the enemy positions and then charge
towards the biggest baddest enemy Hero
and shred him in a vortex of magical fury.

While we're on the subject, why rely
on bosses at all? The Little Waaagh! has
some delectable spells for the upwardly
mobile Shaman, such as Gork’ll Fix it,
which turns all 6s rolled by an enemy unit
into 1s.



Musterin’ da horde

The Crooked Moons army (shown above) is
a typical Night Goblin horde, relying on a
bunch of hooded Greenies, Squigs and
uvver stuff. Uvver stuff varies from tribe to
tribe, but Night Goblins are happy to
associate with Trolls and Giants (who they
can trick) and they also have their own
gaggles of subterranean Snotlings (who
they can bully).

k6 STUPIDTY aND LEADERSHIP 4 b v
RHLI—Y DQN ‘f M"X WE”_ ” entertaining is also

We've plumped for a large unit of
Stone Trolls, who lend the Night Goblins
some badly needed muscle, and with a 5+

armour save, Magic Resistance (1) and
Regeneration, they can really take a
pounding. You'll just have to watch out for
leaving them out of range of the General,
as Stupidity and Leadership 4 really don't
mix well — even your General’s Leadership
of 7 seems incredible by comparison.
Enterprising Night Goblins
players could consider
expanding this army by
adding a

extremely

Stubborn with a Leadership

value of 10, which is
guaranteed to cause the enemy some
problems — more than can be said for the
Night Goblins themselves!

Da Crooked Moons

SKARSNIK,
Warlord of the Eight Peaks ...... 205

GUTBAG,

Night Goblin Big Boss with shield,
Martog’s Best Basha and Bigged's
{0 =T CA——— 77

SCABRAT,

Level 2 Night Goblin Shaman,

with Dispel scrall and Nibbla's Tty
RiNG s 130

BUZZCRAG,

Level 2 Night Goblin Shaman,

with The Pipes of Doom and a Magic
MUShroom e 130

SKARSNIK'S SNEAKAZ,
40 Night Goblins with spear
and shield wuumsss 290

with Boss, standard and musician, nets
and 3 Night Goblin Fanatics.

GUTBAG'S PROWLAZ,
40 Night Goblins with hand
weapons and shields.....

with Boss, standard and musician, nets
and 3 Night Goblin Fanatics.

DA ARRERZ,

20 Night Goblins

with shorth oW .. 155
with Boss, standard and musician, and
3 Night Gablin Fanatics.

DA UVVER ARRERZ,

20 Night Goblins

with shortbow wummmmmmmmse: 155
with Boss, standard and musician, and
3 Night Goblin Fanatics.

DA SPLAT MOB,
5 Squig HOppers ... 75

DA KRUNCH MOB,
5 Squig HOppers ... 75

DA WAR SQUIGS,
3 Squig Herds .......cceunee

DA TROLLZ,
6 Stone Trolls w.uvesersessssnsnessens: 360

(1] CR— - - ¥ 111 1
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/store/crookedmoon
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Match Statistics

Scenario:
To Kill a King.

Game Size:
850 points.

Forces:

The Army of the High
King and the Woodland
Realms vs. Harad and
Minas Morgul.

Location:

N/A — scenery was
determined randomly
using Legions of Middle-
earth, as explained later.

Players:
Adam Troke (Good) vs.
Mat Ward (Evil).
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THE LORD OF T

In this battle report, we present a points match scenario from
Legions of Middle-earth, pitting two expert players of The Lord
of the Rings strategy battle game against each other.

to forge their collection of miniatures

into themed armies from The Lord of
the Rings. To put it all to the test, we're
pitting Mat Ward against Adam Troke and
challenging them to do their worst!

Legions games can be played with

forces of 500 to 1,500 points, with up to
100 models on each side. We've chosen a
middle ground of 850 points for this clash —
a total that guarantees plenty of combatants
(and the obligatory bloodletting) but will
also leave Mat and Adam with a good
reserve of points to spend on a suitably
heroic (or dastardly, as the case may be)

Legions of Middle-earth allows players

Hero to lead their army into battle.

Quite who that leader is will prove
decisive. Of the twelve scenarios available,
we've decided to tax our combatants with
“To Kill a King” — a contest whose outcome
is decided by the death of one side’s
leader. Broadly speaking there are two
strategies for winning this scenario. The
first (and much more heroic) is to choose a
leader such as Aragorn, Boromir or Sauron,
who is capable a tearing a bloody path
through the enemy ranks — a leader,
indeed, who lives up to their title. The
second, and perhaps more tactical,
approach is to select a leader whose




abilities lend themselves better to a fight at
range, such as Cirdan, a Ringwraith or
Gandalf, where they can shelter behind the
flesh of their troops. Both tactics have their
advantages but, as ever, it comes down to

the tactical decisions that the players make.

As the battle is to be fought at the fairly
conservative size of 850 points, the gaming
area has been set to the standard 4' x 4'
size. This should ensure that carnage
breaks out swiftly, while still giving Mat
and Adam room to manoeuvre.

To Kill a King has no particular special
rules — it’s a straightforward race to topple
the enemy leader. However, a gentleman'’s
agreement has been reached between Mat
and Adam to ensure that said leaders can
only die in a suitably heroic and
honourable clash of blades. In short,
neither side will attempt to shoot at the
opposing leader. Let the battle begin!

THE

[ORD#RINGS

TTLE GAME

LEGIONS OF
MIDDLE-EARTH

Legions of
Middle-earth

For this battle report,
Mat and Adam chose
their armies and the
scenario from Legions
of Middle-earth, the

essential expansion
for competitive points
matches like this one.

The Gaming Table

This game was played on a 4' x 4' board. The scenery pieces were

picked from the Studio collection using the Civilised Realms terrain
generator table from Legions of Middle-earth. The position of each
piece was determined using the usual scenario set-up rules.
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Muster of the South

“Evil” and “Mat Ward” seem to go hand in hand. This
army of Harad and its Orc allies illustrate the point.

Army List

@ suladén
R Ringwraith

@ Haradrim King on
horse

o 8 Haradrim Raiders
@ 16 Haradrim Spearmen

@) 1 Haradrim with
banner

(§) 2 Hasharii
G Gothmog

3 7 Orcs with two-
handed weapons

4 9 Orcs with spears

A2 b ki

(® Haradrim with banner

@ Suladin R Ringwraith G Gothmog
]

3 7 Orcs with two-handed weapons

The Design Studio’s
resident The Lord of the
Rings bod, Mat is
currently putting the
finishing touches to the
forthcoming Ruin of Arnor
and Gondor in Flames
sourcebooks.
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Mat: It’s been a fair old while since [ last
put Haradrim on the battlefield, so | had no
hesitation in grabbing as many as | could
to form the basis of my force. With a grand
total of 16 Haradrim spearmen mustered to
my banner, | had to give a little thought to
one important conundrum: Mamak or
Haradrim Raiders? Alas, | couldn’t choose
both, and ultimately the cavalry option
won out (I'm a big fan of lances) and |
even shelled out for a mounted Haradrim
King to lead them. In case that didn’t prove
to be worrying enough for Adam, | also
added two Hasharii and a Haradrim
warrior with a banner. With only 400
points spent, the army was already looking
quite formidable.

| knew that | wanted a solid named
Hero in my army. Suladén certainly
qualifies and is more than capable of
giving as good as he gets once a fight

(® 2 Hasharii
]

4 9 Orcs with spears

starts, and his extended Stand Fast! range
will keep my army fighting if the battle
goes sour. That said, | wanted a second
killing machine to lead the charge. Looking
at my possible allies | settled on Gothmog,
whose “Master of Battle” rule would surely
prove useful. | nominated this powerful
Orc as my leader, and drafted in a retinue
of Mordor Orcs to back him up.

Naturally, after picking two such lethal
Heroes, | started to worry as to whether or
not | should have chosen a spellcaster as
well, the better to deal with enemy Heroes.
What better, then, than a cheap Ringwraith
who would wander around the battlefield
doing not much more than scaring people
and waiting to Transfix Adam'’s leader.

Without me worrying about theme,
Legions of Middle-earth had guided me to

a force that could conceivably have fought

at the Battle of Pelennor Fields.
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THE LORD OF THE RINGS BATTLE REPORT

Army of Kings

The forces of Good are represented in this battle by Adam Troke, The
Lord of the Rings aficionado and honorary General of Nimenor.
i

|

® Galadriel @ Haldir ) Galadhrim
with Banner

@ Elendil

@ 12 Warriors of Ntimenor with shield and spear

45%

Adam: I've been playing a lot of games
with an army of Numenor recently, so the
sons of Elendil are the logical choice for
me to use in this game. They're not as well
protected as the warriors of Minas Tirith in
the Third Age, but they're better fighters
and Elendil is fast becoming one of my
favourite Good Heroes. Elendil and three
groups of Warriors of Ntimenor (12 each of
shields, spear and shields and bows)
brought me to 37 models and 465 points.
Then it was time to look for allies.

For allies, | fancied doing something a
little different and opted for an Elven force
led by Galadriel. Choosing the Lady of the
Galadhrim version for her combat prowess,
| added Haldir, eight armoured Galadhrim
and seven Wood Elves to support her. This
brought my force to almost 800 points, so |
finished it up by purchasing some extra
wargear and a Galadhrim with a banner.

©) 12 Warriors of Ndmenor with bow

@ 6 Galadhrim
with Elven blades

© 2 Galadhrim
with EIf bows

© 2 Wood Elf Warriors
with Wood EIf Spear

@ 3 Wood EIf
Warriors with Elf bow

Army List

@ Elendil

@ 12 Warriors of
Nimenor with shield

@ 12 Warriors of
Ntmenor with shield
and spear

€) 12 Warriors of
Niamenor with bow

@® Galadriel

(D Haldir with armour
and bow

@ 6 Galadhrim with
Elven blades

@ 2 Galadhrim with
Elf bows

() 1 Galadhrim with
Banner

(® 3 Wood EIf Warriors
with Elf bow

@ 2 Wood Elf Warriors
with Elven blade and
throwing weapon

@2 Wood Elf Warriors
with Wood EIf Spear

0 2 Wood Elf Warriors with Elven

blade and throwing weapon

Shopping list aside, | have some very
specific reasons for my choices. Since
we're playing “To Kill a King”, | need a
strong leader. Elendil is just such a Hero -
and a King to boot! His free Heroic Fights
will allow him to really chew up the
enemy. Galadriel will stick close to his side
all the time, and her War Aspect special
rule will help to break the enemy force
extra quick.

So, with that in mind, my force will
form two groups. Haldir will join the bow-
armed warriors and a few choice fighters,
and their role will be to break the enemy
as swiftly as possible. The main force will
rally around Elendil and Galadriel, and stay
within range of the banner. They’ll fight
toe-to-toe against anything Mat sends, and
with their higher Fight values (and some of
the best Heroes in the game) they’ll send
them packing!
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At the time of writing,
Adam Troke has recently
returned from the Agram
Summer Arena ‘06 in
Zagreb, where he once
again proved his
tournament pedigree by
bamboozling and bribing
his way to the top spot.
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The Board is Set ...

Battlecries and guttural roars pierced the air as the two armies launched
themselves into battle, each determined to draw first blood.

advancing towards one another. The

Evil army came on as a great horde,
the Orcs and Haradrim warriors shoving
forward, with their Heroes concealed in
the press of bodies. Breaking off from the
main force, Mat’s Haradrim Raiders rushed
to flank Adam’s army, keeping close to the
board edge as they moved. A small
detachment of Orcs, armed with two-
handed weapons, guarding the main
force’s right flank.

The alliance of Men and Elves matched
the boldness of the Evil army, descending
from their vantage point on the hillside to
meet the Orcs and villainous Haradrim in
the open. Only the Nimenérean bowmen
held back, launching volleys of arrows
across the battlefield towards the Haradrim
Raiders. Moving to counter Mat’s daring
tactic of sending the Raiders around the
flank, Adam moved Haldir, a contingent of
Nimenérean Warriors and a few Wood
Elves to prevent his main line from being
compromised. On the opposite end of his
line, the Elven archers headed towards the
village, looking to pick at Mat’s flanks.
Galadriel and the bulk of the Wood Elves
with EIf blades and spears took cover in the
wood, where they could react quickly to a
threat from either direction. Fearing a long-
ranged duel with the highly mobile

The battle started with both forces

Map Key
Elendil
Galadriel LP2
Haldir

Elven Banner Bearer
Warrior with shield
Warrior with spear

Deployment

Warrior with bow
Galadhrim with Elven blade
Galadhrim with EIf bow
Wood Elf with EIf Bow
Wood Elf with Elven blade
Wood EIf with spear
Suladdn

Haradrim King

Hasharin

Haradrim Banner Bearer
Ringwraith

I - - - - - ==

Gothmog

© Haradrim Raider

® Haradrim Spearman

@ Orc with 2-handed weapon
@ Orc with spear
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Haradrim Raiders, Galadriel attempted to
cast Blinding Light and failed.

The Shoot phases passed swiftly and in
the first turn Adam’s Ndmenérean bows
went unanswered. A volley flew swiftly
into the Haradrim cavalry, but through
poor luck on Adam’s part, the Raiders
emerged completely unscathed. The
second Shoot phase was more frightening
for Mat, as the Niimendrean bowmen
jostled for position and Adam found that
most of them were within range to fire
directly at the main Haradrim force. This
time Gondor’s archers found their mark
and four Haradrim were slain by the more
accurate fire. On the flank, Haldir took aim
and fired on the Haradrim King, who had
emerged from behind the barrow, sadly to
no effect.

Although both forces were advancing
steadily across the field, it wasn’t until the
third turn that the Evil force was able to
return fire on the Men of Gondor. The
Haradrim Raiders failed to cause any
wounds on the resilient Nlimendrean
shieldwall, although the Hasharin lurking
in the second rank of the Haradrim horde
did fell a single warrior with a poisoned
dart. In reply Haldir inflicted a single
wound on the Haradrim King (though he
passed his Fate roll). The rest of the Good
shooting was a miserable failure.

Battlefield Key

1 The EIf archers move towards
the village, readying their
sights on the Haradrim battle
line.

2 Nimendrean bowmen use the
high ground for better lines of
sight against the Evil horde.

3 Haradrim Raiders skirt the
barrow to avoid incoming fire
and threaten the flanks of the
Good army.

4 Elendil leads the Numendrean
shieldwall to meet the
Haradrim host.

5 The Nazgdl attempts to sap
Elendil’s Will, but is resisted.

6 The Haradrim king launches a
daring one-man charge on the
Nidmendreans.
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Taking the risk

When Mat charged his Haradrim King into combat, he had
counted on winning the bout thanks to the high Fight
value of his Hero. Unfortunately, Adam managed to beat
Mat’s roll by 2, forcing him to make a risky decision. If Mat

Turn 4 saw both forces make their final
manoeuvres before committing to close
combat. The Good side had priority, so
Adam advanced Haldir’s contingent
towards the lurking Haradrim Raiders,
while Elendil led the main force towards
the Haradrim spear block. By keeping his
shieldwall close together and the ends of it
curled back slightly, Adam ensured that
Mat wouldn’t be able to outnumber his
warriors too badly, or flank them in the
following turn. Galadriel and the Wood
Elves positioned themselves to support
Elendil and the main body of Good
Warriors. The Elf archers near the village
advanced cautiously, aware of the Orcs
with two-handed weapons. For their part,
the Haradrim and Orcs pressed forward
undaunted, stopping within charge range
of the Nimendreans. The Orcs with spears,
goaded on by a Hasharin and the

allowed Adam to win there was a good chance that the
Haradrim King (who had already been wounded by
Haldir’s shooting) would be killed. If he did spend the
Might, Adam would be able to trap him in the following
turn with a Heroic move from Haldir.

Always one to take the bull by the horns, Mat spent
the Might points and went in swinging.

Ringwraith, moved to the left, hoping to
threaten Adam’s shieldwall next turn. The
Haradrim Raiders, acting more aggressively
than before, moved within charge range.
Finally, in a daring move, the Haradrim
King launched himself at Haldir’s warriors,
crashing into two NGmendreans.

Both sides unleashed impressive volleys
at each other, and were rewarded by three
kills each. Haldir felled a Haradrim Raider
and the other Elves and Men managed a
Haradrim warrior apiece. In reply, Mat’s
Hasharin killed another Nimenérean while
the Raiders skewered two more.

The first combat of the game was tense
and bloody as the Haradrim King, scimitar
glittering in the sunlight, hacked into the
two Namendreans opposing him, smashing
both to the ground. However, despite
spending two Might points, the King only
managed a single kill.

Word of the wise

Realising that he had
superior firepower,
Adam could have held
back and whittled
down Mat's force
slowly from a distance,
but instead advanced
the bulk of his army
forward, keen to get
Elendil into combat.
Mat’s flanking
manoeuvre with the
Haradrim Raiders was
a bold ploy, but victory
or defeat could well
rest with its success or
failure.
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Might of Elendil

Winning priority, Adam wasted no time throwing his army into action.
This turn was pivotal for the Good force, and here’s why...

Battlefield Key Map Key
The Wood Elf P ondit
1 bowmen picked off ® Galadriel
several Haradrim @ Haldir
Warriors. Although @ Elven Banner Bearer
they killed the banner © Warrior with shield
bearer, another @ Warrior with spear
warrior in base ® Warrior with bow
contact was able to @ Galadhrim with Elven blade
take up the standard. © Galadhrim with EIf bow
g ® Wood Elf with Eif Bow
2 ﬂ:::ii ‘c:‘:')':ga‘: :Ir:;ks @ Wood Elf with Elven blade
© Wood FIf with spear

to Narsil, cut his way
through the Haradrim
warrior opposing him,
and advanced
through the gap
created by Mat's
Hasharin.

Haldir and his
warriors killed the
Haradrim King in a
Heroic combat. While
several Warriors
moved off to deal
with the Raiders,
Haldir led the rest to
assist Elendil.

Gothmog earned a
free Heroic action,
because of his
proximity to Elendil,
and he and Suladan
hacked their way
through the
Namendérean
shieldwall.

Elendil passed his
Courage test to
charge the Nazgiil,
despite the Harbinger
of Evil special rule,
and easily defeated
the Ringwraith in the
ensuing combat.
Assigning all three
attacks against the
Nazgiil, Elendil only
managed to score a 5,
and spent a Might
point to kill it
outright.
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® Suladin

@ Haradrim King

® Hasharin

@® Haradrim Banner Bearer
® Ringwraith

@& Gothmog

© Haradrim Raider

@ Haradrim Spearman

@ Ore with 2-handed weapon
@ Orc with spear

while Haldir and his warriors raced

forward, swarming over the
Haradrim King and establishing a cordon
to prevent the rest of the Raiders from
rescuing their leader. Mat ensured that
Gothmog, Suladan and one of the Hasharin
all managed to get into combat. The other
Héasharin followed in the wake of the Orcs
who, along with a lone Haradrim Raider,
charged at Galadriel and her entourage.

Adam’s bowmen opened fire,
slaughtering five of Mat’s warriors in short
order. The Ringwraith attempted to Transfix
the High King of Gondor, but Adam
desperately spent all of Elendil’s remaining
Will (and a Might point) to resist.

The Fight phase was a blood bath, with
Haldir, Elendil, Suladan and Gothmog all
launching Heroic Combats. Suladan and
Gothmog led the way, slaughtering their
opponents and pressing on into more.
Haldir and his allies butchered the
Haradrim King and carried on their charge
into the rest of the Haradrim Raiders.
Elendil performed perhaps the most
important move of the game so far.
Winning his fight, he advanced through the
press of bodies and took on both an Orc
Warrior and the dreaded Nazg(l, slaying
the Ringwraith outright.

E lendil led the Ndmenérean charge,



Haradrim King with Haldir
and a glut of warriors,
Adam embarked on a
cunning tactic to get the
most from his warriors this
turn. With a few warriors
he established a cordon
with gaps too small for a
cavalry model to pass
through - knowing that
once Haldir and company
had killed the King in a

be able to move through
the gaps and turn the tide
on Mat’s Haradrim Raiders.

Word of the wise

This turn saw an
impressive five Heroic
combats fought,
causing massive
slaughter on both
sides. Most significant,
though, were Haldir
and Elendil’s fights,
which saw two of Mat’s
Heroes slain, seriously
threatening the Evil
battle plan.




Assassination

The Evil side refused to buckle before Elendil’s army, and redoubled their
efforts to slay the High King, by means of the swift and deadly Hasharii.

dam won priority again in Turn 6,
Abut Mat wasted no time calling a

Heroic Move with Suladan. Together
with Gothmog, Suladan pressed further
into Adam’s force, cutting his shieldwall in
two and leaving many of Adam’s warriors
trapped. Both Hasharin, benefiting from
Suladan’s Heroic action, charged Elendil,
trapping him. The Haradrim spearmen and
Orc Warriors sought out ways to surround
as many of Adam'’s Nimendrean warriors
as possible.

In response, Adam’s warriors swarmed
over the remaining Haradrim Raiders, on
his flank with the Elf and Nimendrean
warriors, and moved Haldir closer to the
main battle. With Elendil cut off by a
wedge of Orc and Haradrim Warriors,
Adam realised that his leader was in
serious danger unless Galadriel could fight
her way through to him. Carefully choosing
the order of his moves, Adam used the
Galadhrim to remove the control zones of
the intervening Evil models, even the
Galadhrim holding the standard charged
into combat, bringing the King of Gondor
in range of the banner - although this was
a risky move, Adam had priority (so he
could choose the order of the combats)
and the importance of Elendil winning his
fight outweighed everything else. Moving
Galadriel last of all, Adam placed her in
position to perform a Heroic action and
break through to Elendil. Everywhere else,
all Adam’s unengaged models ran forwards
to support their friends. Because Mat's
Warriors had used Suladén’s Heroic move,
or were now engaged, that spelled the end
of the Move phase — the game hinged on
whether Galadriel could come to the High
King’s rescue.

As expected, to save Elendil from the
one-sided duel against the Hasharin duo,
Adam launched a Heroic combat with
Galadriel in the Fight phase (who was
thankfully more than 6"/14cm away from
Gothmog). The Lady of the Galadhrim and
the EIf Warrior at her side easily
despatched the Orc they were fighting and
rushed in to Elendil’s side. While Galadriel
battled against one Hasharin, Elendil
fought the other, inflicting three wounds
and killing him outright.

Flsewhere, Gothmog and Suladan
hacked their way through even more
Numendreans, killing four between them.
Despite their efforts, Adam'’s force had the
best of the Fight phase and seven Evil
warriors were slain. At the end of the turn,
Mat’s force was broken.

‘‘With Elendil cut off by a wedge of

Evil warriors, Adam realised ﬂ};\t his

leader was in serious danger.

Word of the wise

Just when it looked
like Mat was able to
turn the tide and trap
Elendil, Adam was able
to send Galadriel to
the rescue. This move
showed just how
decisive such a pairing
(and a well timed
Heroic combat) can be.

/
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Map Key
Elendil

Galadriel

Haldir

Elven Banner Bearer
Warrior with shield
Warrior with spear
Warrior with bow
Galadhrim with Elven blade
Galadhrim with EIf bow
Wood EIf with EIf Bow
Wood EIf with Elven blade
Wood EIf with spear
Suladan

@ Haradrim King

® Hasharin

A
200000000000 @

& ® Haradrim Banner Bearer

R Ringwraith

G Gothmog

© Haradrim Raider
@ Haradrim Spearman
@ Orc with 2-handed weapon
| @ Orc with spear

Battlefield Key

Carefully using
models to block off
control zones, Adam
created a path for
Galadriel to get close
to Elendil.

Using a Heroic
combat, Galadriel
battered her way
through the Orc
opposing her and
rushed to help the
High King of Gondor.
While the Galadhrim
warrior at her side
drew off a Haradrim
spearman, she
engaged a Hasharin.

Suladan, using a
Heroic combat,
butchered a
Nimendrean and
moved on to kill two
more before Gothmog
accounted for yet
another.

Because the Good
side had priority,
Adam was able to
resolve the remaining
fights in a favourable
manner. He prevented
Elendil from being
trapped with
Galadriel, and gained
maximum benefit
from his banner (even
managing to slay the
Orc he was fighting).

Massive casualties
inflicted on the Orcs
and Haradrim left the
Evil force broken -
this is the pivotal
moment where most
battles are won and
lost — unless Mat
could keep his force
in line, it would be
the end for Gothmog
and Suladan.




End Game

With their army panicking, Suladan and Gothmog fought on ever more
determinedly, with hatred of the Free Peoples burning in their hearts.

Turns 7-9
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to ensure his force went first —
Haldir countered, spending another Might
point. A catastrophic result for Evil, Adam
won the roll-off, and carefully charged all
of Mat’s Heroes, while avoiding his
Warriors wherever possible - this forced
most of Mat’s army to test against their own
Courage for being broken.

In the Fight phase, Elendil and
Galadriel defeated the second Hasharin,
but failed to kill him. The Ndmendreans
and Elves killed several more Evil warriors
while Gothmog and Suladan struggled on,
only slaying two warriors between them.

Winning priority in Turn 8, Mat passed
Suladan and Gothmog’s Stand Fast! tests
and threw them into the fray. Thanks to the
12"/24cm radius of Suladan’s Stand Fast!,
almost all of Mat’s remaining Warriors
wasted no time in following their leaders in
a last ditch attack. With less than a dozen
models on the board now though, Mat’s
Move phase was over all too soon and
Adam'’s army closed in for the kill.

Galadriel called a Heroic Move, and
used it to prevent the Hasharin from
escaping, charging him with Elendil once
more. Haldir, leading the Nimendreans
and Elves, surrounded both Gothmog and
Suladén, while everywhere else Good
Warriors surrounded straggling Orcs and
Haradrim, mopping up the last resistors.

In the Fight phase, Elendil and
Galadriel finally killed the second
Hasharin. Several Evil Warriors were cut
down by Men and Elves, taking no
casualties in return. Suladan did manage to
kill two of his opponents, but Gothmog
was overwhelmed by his and was only
saved from death by his Fate points.

As Turn 9 began, Mat realised that his
only chance of victory now was to get to
Elendil at all costs. To that effect he threw
Suladan at Galadriel and Gothmog at
Elendil. Though Haldir and a Galadhrim
Warrior moved to protect their Lady from
the Southron, the Niimendreans all stood
back, allowing their king to fight the Evil
leader one-on-one. The remaining Evil
warriors were all slaughtered, and
Galadriel bested Suladan and wounded
him. The final duel was between Elendil
and Gothmog. The Orc general fought
well, forcing Elendil to spend his last Might
point to win the fight, and the High King
inflicted three wounds, killing Gothmog.
With the death of Mat’s leader, the game
came to an end — it was time to take stock.

ood won priority in Turn 7, and
‘ Suladén declared a Heroic move

Breaking the enemy

Mat'’s force had been
carefully selected to survive
being broken without too
many problems. Both
Suladan and Gothmog have
excellent Courage values, and
throughout the game Mat
had kept them in the centre
of his force - perfectly
positioned in case his force
broke. Unfortunately for Mat,
when Adam did finally break
the Evil army, he was able to
win a Heroic move and pin all
of Mat’s Heroes. This forced
Mat’s Warriors to test against
their own Courage (never a
good thing for Evil armies).
What made this even worse
was the proximity of
Galadriel who, like a
Ringwraith, reduces the
Courage of nearby enemies
by -1.The ensuing break up
was very bad for the Evil
force indeed.




Map Key
Elendil

Galadriel

Haldir

Elven Banner Bearer
Warrior with shield
Warrior with spear
Warrior with bow
Galadhrim with Elven blade
Galadhrim with Elf bow
Wood Elf with EIf Bow
Waood EIf with Elven blade
® Wood EIf with spear

® Suladin

@ Haradrim King

@ Hasharin

® Haradrim Banner Bearer

990000 CROE®

R Ringwraith

& Gothmog

o Haradrim Raider

@ Haradrim Spearman

@ Orc with 2-handed weapon
@ Orc with spear

Battle Tracker

Men of the West

Though The Lord of
the Rings is a tale of
mighty Heroes, and
this game certainly
reflected that, the
unsung heroes in this
battle were the trusty
Men of Numenor, who
were stoic to the end!

Conclusion

At the end of Turn 9, the Evil leader had
been slain and the Good force was
unbroken - the alliance of Elendil and
Galadriel had prevailed and the forces of
Evil had been thoroughly routed.

GOOD
MAJOR VICTORY

EVIL DEFEAT
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Minion of the Match

Gothmog once more
proved his mettle,
chewing through
enemy troops and
turning the tide
through Master of
Battle. He may have
not quite had the skill
to take on Elendil face
to face, butasa
tactical leader, he
knows no equal.

Mat: Up until the point that my Nazg(l
disappeared in a cloud of smoke (thanks to
Elendil) the battle was looking good.
Gothmog, Suladan and the two Hasharii
were set to tear through the enemy ranks
and Elendil was looking containable.
Unfortunately, once the Ringwraith bit the
big one, | had no realistic way of
countering Elendil’s Fight 7. A few unlucky
priority rolls (and some shrewd
capitalisation on Adam’s part) later and it
was all over. So, what went wrong?

Being outnumbered was a bit of a
problem it has to be said. Adam’s troops
were numerous and more skilled in
combat, which is not a good thing to be on
the receiving end of. Why was this so?
Well, it might be tempting to blame the
vast quantity of points | spent on
characters, but I'm going to blame the
cavalry. Mounted models are always
expensive, which means that they're
always a little outnumbered — we're back
to low-Fight models facing off against more
enemies than they can cope with. Next
time around, I'd consider dropping them
for more infantry — an extra 16 ground-

pounders would have made for a much
more dangerous scrap in the middle.

What went well? That's easy. The team
up of Suladan and Gothmog worked very
nicely, allowing me to shuffle two almost
unstoppable characters around the board
thanks to Gothmog's Master of Battle rule.
The Hasharii were fun to use and a
valuable psychological weapon against
Adam. Everyone should fear Hasharii —
their poisoned blades and vast number of
Attacks notwithstanding, they gave me
even more Fight 5 to whup Adam’s troops
with. I've not had much occasion to use a
Hasharii in recent months, but I'll certainly
make time for them in future.

The only part of Adam’s plan | would
criticise was allowing the forest on his left
flank to split his forces — Haldir and some
Elves could have lurked in the woods
without breaking his contiguous battleline.
As it happened, my cavalry got bogged
down by lost priority rolls, but it could so
easily have been different.

All in all, great fun — it's even got me
thinking about painting up some more
Haradrim. Revenge will be mine...

Long Live the King!
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Hero of the Hour

The High King of
Gondor single-
handedly eliminated
more than 250 points’
worth of Evil models
(an Orc, a Haradrim
Warrior, a Nazgil, a
Hasharin and
Gothmog) and was still
going strong at the
end of the game.
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Adam: Gothmog lies slain, the Evil force is
shattered and the alliance of Men and
Elves prevails once again.

It probably looks like everything went
more or less to plan for me, doesn't it? My
force is unbroken. All three of my Heroes
are unwounded and Mat’s army has been
wiped out to a man. Curiously though, |
think this battle was a lot
closer than that. There were a
number of places where the
results could have swung the
other way. Elendil slaughtering
the Ringwraith was very
fortunate, and Galadriel’s
timely rescue of Elendil was
decisive. I'd resolved before the game that
| was going to be bold with Elendil, and for
just a little while (most of turn 6, actually) |
feared | had over extended myself.

| have to eulogise for a minute on how
handy the Wood Elves were too. Cheap
enough to be taken in reasonable numbers,
they brought awesome shooting and high
Fight values to the force. Their Elven
blades were key for causing wounds in the
fights where | outnumbered Mat too. So, |
am pleased to say, when Mat was
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desperately trying to break my force, it was
the Wood Elves who tied up Gothmog and
denied him precious kills.

From my side of the table, Mat’s plan
seemed to have two key flaws. The first
was the preponderance of Heroes in his
force, leaving his warriors outnumbered.
The second mistake was throwing the

‘‘The Evil force is shattered
and the alliance of Men and
Elves prevails again! “

cavalry away. Not only were they his
bowmen (and they only fired twice) but
they had the potential to really cause
havoc. By throwing the King in first, he lost
his Might points — and the only real chance
the cavalry had of getting to charge. I'd
have used the Raiders in conjunction with
my main force, rather than on their own.

Criticisms aside though, Mat played a
strong game — his Heroes caused absolute
havoc amongst my force, and the net result
was a bloodbath!
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Coming in this
series...

The tactics series will
cover a variety of topics
from our three core
games systems. Coming
soon in this series you
will find, among other
topics, the following:

* Deployment
¢ Movement
¢ Shooting

* Magic

e Psychology

e Choosing an army
e Vehicles

¢ Assaults

e Close combat

» Cityfighting

[ORDHRINGS

¢ Army selection
* Using infantry
¢ Spellcasters

* Monsters

* Heroes

g
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This month sees the first in a brand new series of tactics
articles, which will eventually cover all three of our gaming
systems, beginning with Warhammer. Who better to kickstart
this epic series than Games Designer Alessio Cavatore, who
takes us through the process of choosing an army...

The night before the battle

Some of you will probably think I'm
strange, but picking an army is probably
my favourite part of our hobby! It's a bit
like when you write up a character sheet in
a role-playing game, or like when you pack
for a holiday. In your mind you are already
there, playing the game or slaloming down
the slope and, free from the constraints of
reality, you daydream about how good it is
going to be. | can muse for hours on the
different possibilities and tactics that | will
use with my army, trying to concoct the
best possible army to suit my evil plan!

In this article I'll try to offer you a few
bits of advice on how to select a
Warhammer army (but | am sure the advice
can be adapted to any other game system).

Normally people come to making an
army list from either one of two angles:
either a cool idea for a themed army, or a
competitive army that can take on all-
comers in friendly or tournament play. Of
course, the best of possible worlds is an
army that can win games whilst being nice
and themed, but that is the Holy Grail of
wargaming! | wish | could give you an easy
guide on how to achieve this, but I'm afraid
that only years of experience and hard-
fought battles can do that.

Themed or competitive?

A strongly themed army concentrates on a
single aspect of an army list. It could be an
all-mounted host, or a missile battleline
where each model has a blackpowder
weapon, etc. Such armies often make for
a splendid sight on the battlefield, but in
gaming terms they suffer from a “paper-
scissors-stone” syndrome — they tend to
either meet the right kind of enemy and
win big, or meet the wrong kind and end
up being mercilessly slaughtered!

For example, an Empire army that has a
lot of cannons and handguns might be
excellent at shooting down elite close
combat enemies like Chaos Warriors, but it
would probably not have enough killing
power to stop the massed ranks of a horde
army such as Vampire Counts, which will
eventually reach your gun line and
overwhelm it. The same Undead legion
might itself struggle against a fast Wood EIf
host, which avoids contact and instead
isolates and systematically destroys vital
parts of the shambling horde. This is the
beauty of Warhammer!

What works better instead (in my
experience), is an army that is made up of
different elements that are good at different
things, allowing you to take on any




opponent by working in concert, adapting
to the enemy army’s ploys, exploiting its
weaknesses and punishing its mistakes.

In general, if you are going for a
themed army, there is little | can tell you in
this article, other than make sure it's legal!
| have made that mistake a few times
myself — getting carried away by my theme
and forgetting that a 2000 points army
needs at least three Core units. Doh!

As the majority of my experience is with
competitive play, however, that's what I'll
concentrate on here.

There is one principle that | will use
throughout this article: in my opinion
Warhammer games (and real battles too, it
seems) are won by applying the right
amount of concentrated pressure on the
right point at the right time.

Fielding lots of all-round units is all
well and good, but | think that for the best
results you need specialists — troops that
are really good at what they do, even if
that means they have some other
weaknesses. A good player can move his
units in a position where they can do what
they do best, and at the same time he
compensates for their weaknesses by using
other units. So, what you want is an army
that works together like a well-oiled killing
machine. Balance is the key!

A balanced army

With this golden rule in mind, I'll take you
through my selection process to show you
what | mean in practice. Let's assume we
are preparing a 2000-point army, a good
size for a game of Warhammer, and |
choose Empire, as it is a nice “standard”
army that has a bit of everything.

Core units

To start, you will need the minimum three
Core Units and a Character. Ask yourself:
“What do | want my Core Units to be good
at? Close combat? Missile fire? Fast
moving/outflanking?”

Decide this, and then make each unit
as good as possible at what they do,
ignoring things that do not help them at
their speciality.

In the case of my Empire army, | have
decided that one of the Core units will be
used as missile troops. | could therefore
buy a unit of Archers, Handgunners or
Crossbowmen (they all have their own
advantages), but let’s assume | choose
Handgunners. Then it comes to the options

for the unit — should | buy them a
command group? Well, ask yourself: “Do
any of these options make them better at
what they do (i.e. shooting)?”

Champions do, and so I'll buy one and
give him a Hochland long rifle to further
increase the unit’s firepower. On the other
hand, banners and musicians don’t make
them any more shooty, so | won't spend
points on those options. They would make
the Handgunners better in close combat,
and if your missile specialists are engaged
in combat, they are not doing what they
should! Any enemy approaching them
should have been shot to pieces or
engaged by your close combat specialists
before getting that far.

A small detachment of Crosshowmen
will complement the Handgunners nicely,
and a detachment of five Free Company
militia is always useful. At 25 points, and
not causing Panic due to its small unit size,
it is an eminently expendable little unit to
throw in the way of advancing enemies, to
slow them down and maybe gain one
extra turn of shooting for my missile units!

This job is something that is vital in
any army, and most armies have units that
are suitable to being trampled underfoot by
the enemy to the general indifference of
the rest of the army. Skavenslaves, Goblins,
Zombies, Bretonnian Peasants, Gnoblars,
Chaos Hounds, Great Eagles (even if the
Elves would never admit to it) are only a
few examples.

The second Core unit will be a solid
group of close combat specialists —
Swordsmen, in this example — supported
by a counter-charging detachment of
Halberdiers and another screen of Free

but it’s an extension of
how we pick an army to
collect, so why shouldn’t it
 also dictate the units we're
- going to field?
: “Shiny” troops are
always more fun to use in
a game of Warhammer —

you want them to do well!

Of course, you'll be a little
downcast if they don’t, but
the same enthusiasm that
 drew you to field them in
. the first place will spur

" you to try, try agai{l.
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" EMPIRE ARMY LIST

- @) ELECTOR COUNT ..80
Holy Relic and
Rod of Command ....95
Full plate armour
and great weapon .18
i Totals i a1 93

@) LEVEL 2 WIZARD....95
2 Dispel Scrolls ...... 50
Total: ..... aesiunay LA

o ENGINEER Iss
f :

- ®1 MORTAR ... 75 }

(@ 1 CANNON ..........100 (\
® 5 PISTOLIERS..........95. f

= Champien with v
i repeating pistol ..........17 i
Totabniranihavl 12

"~ (D 1 HELLBLASTER ....125

@ 25 FLAGELLANTS 275 «
Prophet of Doom ....12
Totals 287

P
Grand Total: ..............2000
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Company militia. For extra punch
(hopefully from the flank) a small unit of
Knights Panther will join the fray as my
third Core Unit. To make both close
combat units as good as possible at what
they do, I'll buy a full command group for
both, upgrade the Knights to Inner Circle,
and also give both units magic banners (as
my General is going to be an Elector
Count). | will also purchase a unit of
Archers and upgrade them to Huntsmen.
The tactical role of this unit is to either get
quickly to the side of the advancing enemy

line and slow them down by stopping
them from marching, or instead to run as
fast as possible towards enemy war
machines and try to engage them in
combat. Scouts are good at this, but flyers
and fast cavalry are even better, so always
take a few!

Characters

The primary benefit of characters is that
they make our units even better at what
they do. Every army needs a General, and
for this I'll pick one of the characters with



the highest Leadership — an Elector Count.
I'll then make him even better at leading,
with a Rod of Command, and more
difficult to kill, with lots of armour and

a Holy Relic.

For Magic, I've decide to concentrate
on defence. You see, offensive magic is
devastating, but it costs a lot of points! The
best choice for a cheap and decent magic
defence is the classic Hero-level Wizard
with two Dispel Scrolls.

Because I'm planning to buy a Great
Cannon, I'll add a Master Engineer to
make the gun more reliable and precise.

The last character is a Warrior Priest to
lead the Swordsmen, as a re-roll to hit on
the charge will make them a lot more
efficient. He can also challenge any very
powerful enemy characters with a nasty
combo of magic items (Van Horstmann’s
Speculum and the Bronze Shield). Finally,
he adds to the defensive nature of my
magic, which is a nice bonus.

Special and Rare units
| love Special and Rare units, as they are
normally highly specialized and effective
troops. The problem is usually not being
able to afford enough of them!

In our example army, | will start with
artillery, as usual keeping flexibility and
specialisation in mind. | chose a Great
Cannon for pounding heavily armoured
units, a mortar to take care of large
regiments of cheap enemy infantry, and
a volley gun, to shoot down anything that
gets too close.

A unit of Pistoliers is a must in my
opinion, as they are not only very good at
slowing down the enemy and engaging
war machines, but they can also ride
around enemy knights and pepper them
with armour piercing shots...

To finish it off, I'm taking a solid block
of Flagellants. These lunatics are perfect to
smash their way through soft enemies or to
bog down very powerful enemies in a long
fight (this should hopefully stop them from
mincing the rest of the army for many,
many turns). The fact that they will never
flee makes this unit very good at defending
a flank, ensuring that the enemy cannot
roll up your battleline.

In conclusion...

There you go, | think I've covered most
principles of picking a balanced army. To
sum it all up I'll give you a list of the
points you need to look out for when you
select an army (see right).

Remember that most Warhammer
armies cannot fulfil all these requirements,
but tend to specialise in one area. It is
important, however, that you try to cover
as many of these points as you can, to
get an army able to take on all sorts of
enemies and give you and your opponent
a good game of Warhammer. Have fun!
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-~ THE 10 MUST—HAVES
You'll need one (or more):
- 0 Commander (the
i General, plus maybe a
L Battle Standard).
Magic characters
LS © (offensive and/or
- defensive).
: 9 Fighty characters.
" (O Shooting-enhancing
' characters (such as

Engineers or Elves with
magic bows).

hu

' @ Close combat units

(large infantry units or
heavy cavalry).

-

; 7 © Missile units and/or

- war machines.

o Flank Protectors —
solid, reliable units
(best if Unbreakable).

) Fast outflanking units
: (Fast Cavalry is good,
large flying monsters

are even better).

£}
©) War machine-killers
and/or enemy-slowers
- (flyers, Fast Cavalry
and/or Scouts)

,@ Sm'all, throw-a\.va_y
units and/or missile
screens.
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- The Game of Fantasy Battles -

In an age of darkness, of daemons and sorcery,
great armies and mighty heroes clash in a never-
ending struggle for the Warhammer world.

Warhammer is a tabletop game for two or more players. This 288-page ¢
manual contains all the rules you need to play the game of fantasy battles. o
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' BATTLE FOR SKULL PASS

.~ Allyou need to This box set contains two complete
| Play in one box! armies — Goblins and Dwarfs - allowing
you to start playing straight away.

¢ Pocket-sized

{' rule book

A , e Starter booklet

3 _, : < [ L Bitiegy ° Dice and templates %

> i e Scenery pieces 1

¥ CONTAINS MORE 3

' | THAN 100 CITADEL ¢ =3
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The Eldar Path of the Warrior teaches the arts of death and
destruction. The Aspect Warriors are fearsome and specialist
fighters, and their place in Eldar society is complex and vital.

he Eldar Path evolved after the time
of the decline and fall of the Eldar,
when their ancient society began to
break apart and the whole race appeared
doomed. The Eldar’s heightened
sensibilities offered an opportunity for
intellectual and emotional gratification far
beyond the sluggish comprehension of
humanity. It was their ancestors’
uncontrolled vice that created the Chaos
god Slaanesh and subsequently destroyed
the original Eldar civilisation.
~ Seeking refuge from their nemesis, the
_ survivars of the cataclysm founded the
‘Eldar Path. The Path was envisaged as a
way of allowing each Eldar to focus their

s

full emotional and intellectual capacity

on the mastery of one way of life, thus
escaping the temptations of hedonism and
indulgence that led their forefathers astray.
Though there are many hundreds of paths
available to an Eldar, one of the oldest and
most treacherous is the Path of the Warrior.

The Way of the Warrior

Most Eldar follow the Path of the Warrior at
some time or other during their lives. Both
male and female Eldar move along the
Eldar Path, so warriors are equally likely to
be male or female. An Eldar who gives rein
to the bloodlust in his soul must assume
one of several distinct and quite separate
aspects of the Warrior Path, each of which
is characterised by a different school of
martial combat, distinctive armour type,
special weapons and tactics.

Each of the Warrior Aspects represents
one facet of the Eldar god of war known as
the Bloody-handed God. In the Eldar
tongue this god is called Kaela Mensha
Khaine; the word Khaine signifying the
essence of murder. The Bloody-handed
God embodies the destructive impulse that
underlies the Eldar psyche. The Eldar Path
is designed to control this dark and sinister
side of their character. By assuming one of
the many aspects of the Bloody-handed
God, an Aspect Warrior faces and learns to
live with the inner terror that his own
potential for destructive violence evokes
inside him.

Because the Eldar perceive everything
so much more sharply than humans, the
passionate excitement of fighting and
killing is too much for them to tolerate for
long periods at a time. Should an Eldar
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spend too long actively fighting in the
guise of an Aspect Warrior he may find it
hard, if not impossible, to ever leave the
Warrior Path.

In order to counterbalance his life as
a fighter, the Aspect Warrior deliberately
continues to cultivate the opposite side of
his nature. To demark his fighting self from
his true self, he carefully cultivates a
separate distinct warrior personality,

embodied within the armoured fighting suit

of the Aspect Warrior. Only when he wears
the suit does he become an Aspect of the ~
Bloody-handed God - the destructive

impulse of the Eldar psyche. It takes several

hours to perform the ancient ceremonies
designed to enable the warrior to put his
own personality aside and adopt an Aspect
of the War God. In his guise of Aspect
Warrior he feels no guilt, remorse or pity.
It is as if he were another person entirely
when he wears the masked suit. When he
puts the suit aside and returns to his
normal life, he does so in the knowledge
that no matter what violent and murderous
things he has done, his true personality
remains untainted by them.

Exarchs

Not all Eldar manage to pass beyond the
Path of the Warrior. Some are seduced by
the passionate lure of battle and develop
an unquenchable lust for bloodletting.
They become trapped in the role they have
chosen, unable to escape from the Aspect
of the War God they represent. These Eldar
are called Exarchs.

- Exarchs are the high priests of Khaine,
held in awe because they single-mindedly
pursue a side of their nature that most Eldar

fear to even contemplate. On the other |
hand they are pitied and to some extent
feared, for they have deserted the Eldar
Path in favour of a life of bloodshed and
battle. Perhaps most horrifying of all to the
Eldar mind is the knowledge that every one
of them holds the potential to become an
Exarch, to lose their way along the Eldar
Path and become addicted to their own

- |ust for violence.

When he becomes an Exarch, an Eldar
assumes one of the ancient names which
reflects his particular aspect. These names
are particular to specific shrines to the War
God within each Craftworld, and only one
Exarch can bear a particular name at any
one time. Each name is associated with a
suit of Exarch armour which the Exarch
wears in battle, and only if he is killed can
another Aspect Warrior take the same
name and don his war suit. The same suit
is thereby worn by many Exarchs over
thousands of years, the result is to continue
the legend of the single heroic identity
represented by that name. -

The Exarch'’s fighting suit is a superior
version of that worn by the ordinary
members of his warrior aspect. Worked
into the suit is a spirit-stone containing the
spirit of the very first hero to have worn it,
and the spirit stones of all those Eldar who
have worn it since. When the Exarch dons
the suit, the spirit of all the past Exarchs to
have worn it flood into his own, adding
their accumulated memories and

experiences to the current incumbent. This

enables the Eldar to understand much
about the ancient weaponry and armour he
is using, as well as bestowing supernatural.
abilities and knowledge.

z

The Shrines of
the War God

In times of peace, the
Exarchs tend the shrines of
the Bloody-handed God.
These shrines are not just
holy places, they are also
armouries where the
warriors learn the martial
arts and complete their
weapons training. It is to
these shrines that the
Exarchs and Aspect
Warriors gather when they
undergo their ritual
transformations. Though
they act as priests for their
murderous god, the
Exarchs are also armourers
and instructors, and are
responsible for the shrine’s
wargear and training its
Aspect Warriors.

Each major Aspect
usually has at least one
shrine upon each
Craftworld, though some
are far more common than
others. Amongst these
Aspects are the Dire
Avengers, the Howling
Banshees, the Fire
Dragons, the Striking
Scorpions, the Swooping

{ Hawks and the Dark

Reapers. Many Craftworlds
also have shrines devoted
to the more esoteric
aspects, such as the Warp
Spiders, the Shining Spears
and the Slicing Orbs of
Zandros.
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The Black River

“There is a story of a mere
| handful of Eldar warriors
| so inspiring and poignant
that it has already entered
the realm of legend. On
~ | the ice fields of Articus, a
~ | million-strong swarm of
Tyranids poured down
from the ice plains
| towards the chasms that
| held the last of the open
| webway portals. The
| Rangers of Alaitoc alerted
the forces stationed below
| of their approach, but the
perimeter forces left to
| protect the Farseers had
*| become so thin that there
was no real hope. A few
score Dire Avenger Aspect
Warriors took up position
in the narrowest part of
the chasm leading toward
- the webway gate. As the
| ice turned dark with the
sheer number of vile,
| scuttling beasts coming
| for them, the Dire
| Avengers began to kill.
They unleashed storm
| after storm of sliver-thin
blades, and the bodies of
the alien killer-beasts
| piled high. Though they
fell, one by one, the Dire
| Avengers slaughtered
. thousands of beasts in the
space of an hour. The
chitinous bodies of the
alien organisms became a
| mountain that the Dire
| Avengers scaled step by
step, raining a curtain of
fire down upon those that
tried to clamber up the
| bodies of their fallen kin.
| The foe was still without
number, and here and
there an alien talon would
bypass the defences of the
“ Exarch and take another
Eldar life. But, as the final
Dire Avenger bled their
last, the Tyranids broke
into disarray, scattering to
the four winds. The only
alien taint to reach the
chanting Farseers was the
river of stinking, black
blood that flowed down
into the chasm.

“This day, in the halls
of the Craftworlds, the
heroes of the Black River
are passing into legend.
They represent the
sacrifice made by all the
fallen on Medusa V, and
their hard-won prize; the
sanctity of our realm.”

Loremaster Thielle of Alaitoc

Dire Avengers

The Dire Avengers embody the Aspect of
Khaine as noble warrior, and are the most
common of all the Aspects. They are
armed with the deadly shuriken catapult,
the weapon that most readily characterises
the Eldar at war. However, the shuriken
catapults of the Dire Avengers are the
pinnacle of their kind.

Dire Avengers are best employed against
hordes of lightly armoured enemy troops.
When their Exarch calls for a bladestorm,
the air fills with a hurricane of mono-
molecular blades that leaves nothing but
bloody ruin in its wake. Should the enemy
reach the Eldar line, the Dire Avengers can
fend off their clumsy blows with elegant
parries and crackling shields of pure force.

Dire Avengers wear blue armour but
often have a helmet or crest of a
distinctive contrasting colour such as
white or yellow.

Shrines of the : E;
Dire Avengers %,

RS

!
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Shrine of the Falling Moon
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Shrine of the Knights Azure
The Dire Avengers of the Shrine of
the Knights Azure wear dazzling
blue armour that is said to date
back to the times of the Fall.

Dire Avenger Exarch

Dire Avenger
Aspect Warrior

Sun Blade Shrine

The Exarchs of the Sun Blade
Shrine are masters of all forms of
blade, from the bladed disc of the
shuriken to the arcane Diresword.
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Shrine of the Falling Moon
Named for the cursed moon of
Eldanesh, the Dire Avengers of
Alaitoc are veterans of a protracted
war against the Imperium.

Sable Helm Shrine

The Dire Avengers of the Sable
Helm Shrine are characterised by
their black helms and dour
demeanour.

Argent Crest Shrine
Identifiable by white crests
fashioned from the hair of a snow
gyrinx, these Dire Avengers are

honourable and righteous warriors.

17. Legs 5 o

18. Ammo pack 1

19. Ammo pack 2 __
20. Ammo pack3
21. Ammo pack4
22, Ammopack5
23. Sash]

29 Shurlken catapult il

31 Shuriken catapult 3
'32. Shuriken catapult 4
33. Exarch head

34. Exarch head crest

35. Exarch helmet

36, Shuriken pistol arm
37. Dire sword

138. Shrine banner

39. Exarch shuriken

41. Exarch torso front
42. Exarch torso back
43, Shuriken pistol
44. Power weapon
45. Shimmershield
46. Loin cloth

47, Ceremonial knlfe
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Shrine of the Sons of Asurmen
First amongst their Craftworld’s
warriors, the Dire Avengers of this
shrine fought alongside the Phoenix
Lord himself.
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Shrine of the Ebon Witch

Shrine of the Viridic Stalkers

PHowling Banshees

Banshees wear armour the colour of bone, with details set

in a striking, contrasting colour. Their helmet has a large,
wild mane of hair that is usually red or bright orange.

Predominantly female, Howling Banshees
are swift and highly mobile troops who
excel at close quarter fighting. They derive
their name from a legendary spectre whose
call heralds the death of those who hear it.
The Banshees emulate this call, using
psychosonic amplifiers contained in their

Banshee masks. The fury of their battle
cries is amplified, raised in pitch and
added to the psychic barrage to make the
overall effect even more devastating. Those
who are fully exposed to this psychic
scream suffer almost total paralysis, making
them easy prey.

Striking Scorpionsg

Striking Scorpion armour is generally a
distinctive green, but often combines
various shades of yellow and black.

The Striking Scorpions are the strongest
and maost violent of the Aspect Warriors.
They excel in rugged terrain, silently
stalking the shadows to spring deadly
ambushes on their prey. Their segmented
armour emphasises their resemblance to
their namesake, but it is the mandiblasters

NDEX XENOS: ASPECT WARRIORS

built into their helmets that have cemented
the Scorpions’ deadly reputation. An
extremely short range weapon, the
mandiblaster fires tiny metallic needles that
are then converted into plasma blasts to rip
straight into the target, allowing the Eldar
to get in close to deliver a coup de grace.




fire Dragong

Fire Dragon armour is always a fiery colour such as red or
flaming orange, and varies from squad to squad, each
having their own distinctive pattern.

Shrine of the Red Wyrm

than the total annihilation of their enemy’s
remains will suffice. Their weapons are
short ranged but extremely powerful; if a
squad of Fire Dragons manages to close
with an enemy fortification it will
inevitably be destroyed, either by fusion
gun or melta bomb.

The Fire Dragons embody the wanton
destruction left in the wake of the Eldar
war god. Clad in armour the colour of
flame, they carry fusion guns that can
reduce even the heaviest battle tanks to
piles of molten slag. Fire Dragons are
aggressive and warlike, and nothing less

Stooping PHatwks

Hawk armour is the colour of the sky, from the grey of
dusk to the blazing blue of noon, often with a contrasting
colour such as yellow, white or blue.

(,

Shrine of the Ashen Sky

The Swooping Hawks wear a special into the sky with a moment's thought, the

winged harness that enables them to soar
through the skies, making them the swiftest
and most mobile of all Eldar warriors. Their
wings are in fact a sophisticated
combination of anti-gravity lifter and jet
propulsion motors. Able to launch high

Swooping Hawks are lords of the air, who
defend their territory with volleys from
their multi-barrelled lasblasters and attack
runs with their haywire grenades. One of
their favoured tactics is to drop grenades
from special packs onto the enemy below.

Shrine of the Bloodied Wing
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Dark Reapers wear armour of a very dark
colour, a near black or very dark blue that
echoes the depths of the night.

Shrine of the Darkened Heart

The Dark Reapers are the most heavily
equipped of all the Aspect Warriors. Their
armour is designed to provide extra
stability for firing the dreaded Reaper
launcher that they carry. It is said that their
forefather, Maugan Ra, taught them much
of the arts of death. Certainly, the weapons

Jade Scythe Shrine

Warp Spiders wear armour that is orange
= or scarlet in hue, often with white
helmets and intricate traceries of detail.

Voidwalker Shrine

Named after the tiny crystalline spider-
spirits that inhabit each Craftworld’s infinity
circuit, the Warp Spiders are less
widespread than the other Aspects, but no
less potent. The esoteric technology of their
warp jump generators enables them to
appear from nowhere to slay a foe, then to

Shrine of the Shade Gate

INDEX XENOS: ASPECT WARRIORS
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Dark Veapers

used by the Dark Reapers are so powerful
they can tear apart whole squads of enemy
in a single salvo. Each target is pinpointed
by rangefinders and viewsights linked
directly to the Reaper Launcher’s muzzle,
meaning that no matter how well hidden
or fast moving the foe, his doom is assured.

 Warp Spiders

step sideways into the Immaterium once
more to make their escape. Entering the
warp is terrifying concept for an Eldar, yet
these warriors endure it implacably. Their
sighature weapon is the deathspinner,
which projects streams of monofilament
wire to ensnare and slice apart the foe.




hining Spears

Shining Spears are attired in the purest, glittering white,
accentuated with regal blue — a ritual colouration that

is also applied to their jetbike mounts.

The Shining Spears are rare but extremely
able shock troops, capable of traversing a
battlefield in the blink of an eye upon their
sleek jetbikes. They embody the spear of
Khaine, a weapon that struck like lightning
and could kill any foe with a single blow.
The laser lances they carry are so potent

that they can open the hull of a battle tank,
and their devastating charges are heralded
by deadly bursts of light. Shining Spears
revel in opportunities to show their mastery
of the Eldar jetbike, arrowing through war-
torn streets or bursting from forests into the
unprotected flanks of the enemy army.

laid open for the very first time.

stars; they are the most ancient of the Eldar Exarchs. Of all the

Phoenix Lords the oldest is Asurmen, whose name means the Hand
of Asuryan. Asurmen is also known as the Hand of the Phoenix King, for
he acts as the immortal scion of Asuryan, chief of all the Eldar gods. He
founded the first of the Aspect Warrior shrines, the Shrine of Asur, from
which sprang the first Aspect Warriors, and the Path of the Warrior was

T he Phoenix Lords are demigods of battle whose legends span the

The first Exarchs, the Asurya, founded the shrines of the Warrior
Aspects as the Eldar know them today. It was then that the first of the
Warrior Aspects were formalised, taking as a model the skills and

and greatest to wear the suit.

specialities of their founders. Great shrines were built on the craftworlds
as they took to deep space so the warrior skills of the Asurya were
preserved as their people began an eternity of exile.

When one of the Phoenix Lords dies, another Eldar dons his armour
to take his place and thus his identity. In this way, should a Phoenix Lord
be vanquished, they are ultimately reborn into a fresh cycle of existence.
No matter how many individuals a Phoenix Lord may have been, their
mind is forever the same, driven by the dominant personality of the first

Often a Phoenix Lord will vanish for centuries, only to reappear in
times of need, following the path of Khaine across the universe.

“To strike! That is
fulfilment distilled into a
single perfect moment. Be
the first to strike.” =

— Asurmen, Teachings

www.games-workshop.co.ul
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While many players of The Lord of the Rings strategy battle
‘, game obsess over big monsters or powerful Heroes, Mat Ward

believes the buck stops with cavalry. Herg he explains why...
rj /

; . avalry are always seen as battle wonder infantrymen hate cavalry.
&i\;:le:‘:ir:sgll;ei(r:g;::ti at ‘ winne.:rs in the tale of The Lord_ of Traditionall_y, infant;y have been able
o The Lord afthe the RIn%S. Who rescues Faramir to take solace in one simple truth:'a
Rings strategy battle from the Nazg(l? Who bre:a_ks the sieges of cavalryr.na.n’s horse has aI.I the b'ralms. Well,
game, expanding from Helm’s Deep and Minas Tirith? No matter okay, this is perhaps unfair, but it is true
only t'wo types in the how hard infantry try, they're never going that mounted troops must be used with
early days of the to have the renown or glamour of their much more care than those on foot. Why?
original The Two mounted compatriots. . We[ll, m.reailty, the cavqlry bonuses are
Towers game (Riders The key a.dvantages of cavalry in The fleeting if luck goes against you, al?d as
of Rohan and Warg Lord of the Rings are faster movement and mounted mo_deis generally cost twice as
Riders), to a good extra mass. Faster movement allows even much as their footbound e.quwalents, even
Aoy f:lt S8 Brb.of the most laid-back cavalry army to cover a hancfful of cavalrymen kllledl through
writing. Soon most ground at nearly double thg_speed of inexplicably poorlluck can seriously hurt
Al Wil Be Bl infantry. Such manoguvrabsllty often allows your qhances .of victory. ;
fiold saiie monntad mounted troops to dictate the course of the Wlth that in mind, we're going to take
troops — though | battlg, leaving the foot-sloggers tired and a quick look at thg various types of cavalry
wonldnit koldiout bewildered as they try to keep pace. The that can take the fleld in The Lord of the
much hope for the extra mass, on thg other hand, a]lows Rings. To keep things s'tralghtforward, I've
Dwarves cavalry to knock infantry sprawling to the split mounted models into four broad

¢ ground, enabling mounted troops to inflict categories: Light cavalry, Versatile cavalry,

bloody ruin on their slower opponents. No Shock cavalry, and Monstrous Mounts.

SZ-88 WHITE DWARF  ANNALS OF WAR: CAVALRY 20 0 Vel @ (A 8 A @ ‘@c f\ﬁmﬁ
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Light Cavalry

Fast and deadly, yet fragile and specialised, light cavalry make

excellent raiders and fast-moving archers. f

Haradrim Raiders

mounted warriors available to an

army, normally consisting of a basic
infantryman (such as a Haradrim warrior)
mounted on a steed. Generally speaking,
light cavalry are quite inexpensive, lacking
fancy weapons and armour and relying on
the basic advantages of cavalry — they can
move faster and often have better fields of
view than warriors on foot.
In large numbers, even light cavalry can
offer a sturdy challenge to most infantry,
using the Extra Attack and Knock to
Ground special rules to deadly effect, but
light cavalry truly excel when fielded as
large swarms of troops, preferably armed
with bows. Their mobility allows them to
stay clear of enemy infantry, and by
alternating between galloping at full speed
and moving at half rate and firing their
bows, light cavalry can even steer clear of

Light cavalry are the cheapest form of

Khandish

other mounted foes. Despite this, light
cavalry work best in conjunction with
other troops — sometimes they just lack the
muscle or numbers to get the job done.

Haradrim Raiders

Arguably the best light cavalry in the game,
Haradrim Raiders are very versatile. With
the option of riding to war with a bow and
poisoned arrows or a lance, they can adapt
to any role you wish to give them.

Khandish Mercenary Horsemen
Cheaper than a tooled-up Haradrim Raider,
the horsemen of Khand don’t have the
tricksy special rules, but still offer a force a
little more in the way of mobility. Their
Fight 4 very handy, but such is the fleeting
loyalty of mercenaries that you should
always reckon on 1 in 6 of your horsemen
not turning up to the battle.

Mercenary
Horseman

If you’re determined to get stuck in with your Haradrim
Raiders, there’s no better Hero than Suladan to head up
the charge. With a Fight value of 5, 3 Attacks and 3 Might
points, the Serpent Lord can allow your light cavalry to
punch significantly above its weight, even challenging
fully armoured knights!

HARASS

Use your light cavalry
to pepper your
opponent with arrows
whilst remaining
outside of their charge
range. This can quickly
prove its worth against
an infantry force with
a minimum of its own
archery. Be warned
that this tactic requires
careful thought as fo
how far to move each
turn - it’s better to
move the full rate and
not shoot than to get
caught.

g
ANNALS OF WAR: CAVALRY 2/®.
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Versatile Cavalry

Sturdy, quick and flexible on the battlefield, these mid-
powered cavalry models are steadfast jacks-of-all-trades.

Riders of Rohan Warg Riders

Erkenbrand

A solid Hero always adds to a band of versatile cavalry, as they often have to
get their hands dirty in a sprawling melee. Erkenbrand is a powerful Hero in
his own right, but in the turn that he sounds the Horn of the Hammerhand,
all nearby friends fight with redoubled vigour and can re-roll a dice when
attempting to win a Fight.

enefiting from better wargear or Riders of Rohan
OUTFLANK B more effective abilities than light The definitive versatile troops, Riders of
Opponents who rely cavalry, versatile cavalry are good Rohan have shields, bows and the option
heavily on spears and contenders for an all-mounted force. for throwing spears — they can fight as
pikes have to keep Defence 5 is often seen to be the sign of close to the enemy as you want. Though
their models in a membership for the versatile club — that they're not cheap, Rohirrim remain the
‘| compact formation. By all-important shield fending off the worst of ~ most viable all-cavalry force in The Lord of
= sending some of your incoming archery. That said, the true sign the Rings game.
warriors around the of a versatile cavalry model is its ability to Bl
sides of a battle line, behave as either light cavalry or as shock Warg riders
you can force your cavalry as the battle demands. Sporting all the options available to Riders
| opponent to either Versatile cavalry can often be equipped of Rohan, Warg Riders are Evil’s closest
(| spread out to stop you, with different weapon combinations, answer to the Horse-lords of Rohan. With
or ignore it. If they sacrificing numbers for versatility. In a way, access to shields, Warg Riders can reach
spread out, you can the throwing spear is the defining tool of the holy grail of Defence 5, but their real
(| simply charge them this category. Though it dramatically bonus is that they can use their Warg's
| down. If they forge on, increases the points cost of the model, a Strength of 4 (which makes up for a below-
| you can set up a throwing spear gives both a ranged attack average Shoot value). More importantly, a
| deadly rear charge. and a potential extra hit on the charge — Warg has a good chance of staying in play
this flexibility, as the name suggests, is once its rider is slain, effectively making
what your versatile cavalry relies on. your opponent kill the model twice.

— F,
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Shock Cavalry

The heavy hitters of the cavalry world, these elite mounted warriors
are heavily armed and armoured, and look rather good, too!

Easterling Kataphrakts

; he kings of the battlefield, well-led
shock cavalry is an awesome sight,
able to sweep away infantry, cavalry

and (sometimes) monsters with a well-
timed, coordinated charge. Although most
shock cavalry has good armour, and thus
high Defence values, durability is much
less important than the ability to win fights
and butcher the foe. Accordingly, the very
best shock cavalry will have high Fight
values or the ability to otherwise boost
their killing power — such as with a lance.
Subtlety is not the lot of shock cavalry — in
fact, their ethos can be summed up in one
word: charge! If you're not getting stuck in
with these chaps then you're either
chicken, or you have a cunning plan — just
make sure it's the latter, as the charge is
just as important to heavy cavalry as to
their lighter comrades and, as they’re rather
pricey, you'll feel their loss more keenly!

™.,  Knights of Dol Amroth

once he gets going.

Easterling Kataphrakts

In the entry-level spot for shock cavalry are
the Easterling Kataphrakts. While they
don’t have any fancy weapons or stat-
hikes, Kataphrakts do benefit from solid
Defence values (and even their harses are
Defence 5), and so can be relied on to
reach the enemy lines intact. However, in
order to go toe-to-toe with the Good side’s
shock cavalry, they really need a decent
leader and a banner to keep them going.

Knights of Dol Amroth

Truly the final word in shock cavalry, the
Knights of Dol Amroth benefit from
armoured horses, lances, Fight 4, and a
special rule that bestows the banner effect
upon them if Imrahil is on the field! Such
extravagance does come at a high price,
but the Swan-knights more than repay their
worth when the fray is joined.

PRI SO ST DS EANNALS OF WAR: CAVALRY 22X

As is fitting, the Captain of the Swan-knights is the
toughest cavalryman in the game. Imrahil has a profile to
challenge Aragorn or Boromir, but also benefits from an
armoured horse and lance. There’s not much to stop him

HIT AND RUN

Shock cavalry is all
about your charge
bonuses. When
performing a hit and
run, it is better not to
get priority in the turn
you plan to charge -
let your opponent
move and then pick
your fights accordingly.
The next turn, get as
many of your troops
out of the way as
possible and then
charge again in true
“hammer and anvil”
fashion.

: ";"o,@ gg;f;vﬁvw.games-workshop.co.uk/thelnrdoftherings.

50



SO RS B/ O DSOS/ 0N U/ 0RO/ 0= U7

Monstrous Mounts

Even the most battle-hardened cavalryman stands in awe of
monstrous mounts, whose battlefield dominance is unquestioned.

Nazgiil on Fell Beast

A less conventional monstrous mount, the
Khandish chariot offers good protection
against shooting attacks, formidable speed
and, of course, enough hitting power to
grind enemies beneath its wheels. Even
better, a chariot is also relatively
inexpensive, offering all of the above
bonuses for just a little extra cost.

Bl

FELL BEAST PAINTING GUIDE

T he kings of this particular hill, Skin  plack + Cogo, Underbelly i plack * Cog,

monstrous mounts are the rarest, but (5@0 C‘ql o® G}éi_
most deadly, of all cavalry. In
essence, they are shock cavalry that do - &=

unto other cavalry what they themselves do
unto infantry: knock them to the ground
and tear them to shreds. As a result, Q
monstrous mounts are effective at 9—?‘_.;
projecting power — creating areas of the
battlefield into which fools rush in, but
where angels fear to tread.

> A
/@af‘hed Bon®

Nazgil on Fell Beast

Once a Nazg(l is seated on a Fell Beast he
becomes a veritable killing machine. With
a combination of Strength 6 Attacks and a
move of 12"/28cm, few can survive the
attention of such a Ringwraith. Just keep an
eye on your Will reserves — if they drop too
low, the Ringwraith is likely to be banished
— the Fell Beast will go with it!

Z 92 WHITE DWARF ANNALS OF WAR: CAVALRY 4] S "b\?f&?‘% ’4.‘3",,‘9# "\@‘mw;;‘.«‘gy: :"‘\N\W‘, N m

THE MUMAKIL

Not a monstrous mount in the true sense, a Mimak is still adept at
projecting power over the battlefield. As with normal cavalry, a
Mtimak will need to get the charge in order to get the most out of its
Trample attack, so keep your eye on the proximity of the enemy.

N
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.~ Many Citadel Miniatures come as kits that need to be assembled,

“"and usually these kits require glue to fix the various parts together.
We produce a selection of different sorts of glues, each of which
has its own special uses. Here we look at what each type of glue
can be used to achieve.

P.V.A. GLUE
COLLE P.V.A;
BASTELLE|NS
COLA BLANCH
COLLA VINTLIGA

AIMK B

118 miE

Games Workshop Super Glue

Super Glue is the most flexible type of glue. It ‘ : supen gLy
can be used to stick metal to metal, or metal to =
plastic, and even plastic to plastic (though
Plastic Glue is better for this task). It's important
to make sure that the surfaces being glued SAEETY FIRST
together are clean. Apply the glue to one of the

am (u)ﬂﬂe

Super Glue and Plastic

surfaces, and then line the pieces up carefully Glue are toxic, and should
be used with great care

before pushing them together. You will only ; :
; B and in a well-ventilated
have a few seconds to adjust the position of the area. Be especiallyicareful

pieces before they bond. of getting Super Glue onto
your skin, as it is very

o : ’ B cffective at gluing flesh

- - together! In addition, these
: glues are flammable, and
Games Workshop Plastic Glue should not be used near a

Plastic dluet T | fasti naked flame. Always read
astic Glue is specially designed to glue plastic the instructions provided

to plastic. It does this by slightly melting the before you use them.
plastic it is applied to, which creates a very
strong bond. Make sure that the surfaces you
wish to glue together are clean, and then apply
a thin layer to glue to each. It is best to apply
the glue sparingly — less is more in this case.
Then wait a few seconds and push the two
pieces together, holding them in position for a
short while to bond.

Games Workshop PVA Glue

PVA Glue is mainly used to stick sand or flock to
the base of a model. As it dries clear, it's also ideal
for gluing transparent plastic together, such as
Citadel flying bases, or Eldar cockpits. It is water
based, which means that you can use a paintbrush
to apply it, and then clean the brush off in water.
Simply paint a thin layer of the glue onto the base
(1), and then cover the base with sand or flock as
desired (2). Leave the glue to dry, and then shake Ml contartad Avatar teaturesa

off any excess flock or sand. blood-soaked hand, with the
drops made from layers of PVA.

www.games-workshop.co.uk/store/glue-flock 93



"
2
<C
o,
O
<C
4
-
O
)
L)
o
™

WARGANMIMER'

The ’Eavy Metal team
is the most talented

group of professional
miniatures painters in

the world. This month,

we look at their work
on Dark Elves.

CONVERSION

Dark EIf Highborns are amongst the most powerful and feared individuals in
the Dark EIf army. This model is a conversion, created as a flttlng testament to
the impressive fighting abilities of the Highborn.

Each scale of the Sea The Highborn carries a

Dragon Cloak was shield, onto which his
picked out and personal icon has been
individually highlighted. painstakingly painted.

Sorceress

From the dark Convents of Naggaroth
come the Dark EIf Sorceresses, powerful
mistresses of Dark Magic, who will aid
the armies of the Druchii... for a price.

The skull is subtley The intricate detail of

highlighted, before the crown is picked out
being finished with a with Shining Gold and
hand-painted rune. shaded with Brown Ink.

Assassin

Swathed in cloaks blacker than their
hearts, the Dark EIf Assassins are stealthy
masters of murder.

Note this model’s Cruel barbs adorn the
distinctive, three-bladed leather-bound forearms
claw weapon. of this Assassin.




Unlike most other Dark Elf regiments,
there is a large amount of flesh to
paint on the Witch EIf models. the
’Eavy Metal team have painted these
Witch Elves with a very pale skin tone
using a base coat of EIf Flesh
highlighted with Skull White.

PAINTING WITCH ELVES

¢haos Blacy. Elf Flesp
Eaﬁﬂ Cgfoar
m
:r\h =
mal
= B < <
s & T
ES i R §$
The lifeless flesh of the 2 q%/, & N
severed head is painted G ’13 5 GF
. 5 .
a grey hue. cl-o_th"‘g Skin &

Cauldron of Blood

The Cauldron of Blood is a great centrepiece for the Dark Elf army, so it's
worth spending some extra time and attention when painting this model.
The "Eavy Metal team painted the statue of Khaine a green marble effect to
make it stand out from the rest of the army. To unify it, however, the Witch
Elves were clothed in the same purple as the rest of the Studio army.

A layer of Ardcoat
makes the blood look SR
suitably shiny.

The details on the base
really bring the model
to life.

www.games-workshop.co.uk/darkelves 95



Malekith, the Witch King of Naggaroth

Malekith is the son of Aenarion and the sorceress Morathi, and
is the ruler of all the Dark Elves. He believes the throne of
Ulthuan to be his birthright, and will stop at nothing to achieve
his goal of conquering the High Elves.

The horns of the Black
Dragon, Seraphon, are
SRR h carefully highlighted

Y with Bleached Bone.

Malekith wields the
mighty blade, Destroyer,
forged in ancient
Ulthuan to destroy other
magical items.

96 WHITE DWARF ELVES OF NAGGAROTH



Cold One Chariot

Accompanied by the roars of the Cold Ones and the thunder of
wheels across the battlefield, a chariot smashing into the enemy
is a sight to behold. It is a symbol of great prestige to ride into
battle upon the magnificent chariots of Naggarond.

The armoured chariot is
covered in intricate
detail, which the team
picked out in Chainmail
and Shining Gold.

Painting Cold Ones

Cold Ones offer you a great chance to add some extra colour to your army, and there are a number of different
methods to paint them. It’s a good idea to paint the scales in a contrasting colour to the skin to make them stand out.
Alternatively, you could leave them the same colour and paint reptilian patterns over the top.

SPACE WOLVES GREY

BLOOD RED

DARK FLESH VOMIT BROWN
=8

GOBLIN GREEN SCALY GREEN

_L VOMIT BROWN . REGAL BLUE

— SPACE WOLVES GREY
. RED GORE . CHAOS BLACK U . > REGAL BLUE

. DARK ANGELS GREEN

NEXT MONTH...

See the Dark Elves in action against an allied force of Bretonnians and Wood Elves, in our massive
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GRAND TOURNAMENTS
WERHANAINEER
- * 2,000 point armies.

* Fully painted (minimum 3 co}ours)

~« Six games played over a weekend.

- * 550 per ticket for the Heats.

= Top 50 qualify from cach Heat for free entry

to the Grand Final. :
-~ * 16+ age limit. _ o
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WARHAMMER
40,000

~* 1,500 point armies.

~ + Fully painted (minimum 3 colours).

= Six games played over a weekend.

- = £50 per ticket for the Heats.

~ * Top 50 qualify from each Heat for free entry
to the Grand Final,

* 16+ age limit.
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.~ * 700 point good and evil forces.
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~ « Standard team roster.
- » Tully painted (minimum 3 colours).
games played over a weekcndq}"
- * £50 per ticket.
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BATTLEFIELDS
. A gaming event to challenge experienced players in
~ army selection and strategie skill, through multiple 3
. scenarios and army sizes. If you want to test your mettle
\ with forces up to 3000 points strong, playing in a relaxed
gaming atmosphere, this may be the event for you. :
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right to alter or vary events due to circumstances or events beyond our control without being obliged to refund monies or
exchange tickets. This does not affect your statutory rights.
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SPECIAL EVENT

,
I

From its humble beginnings, the School League has grown into the huge event it is today. This year’s League Final was
held at Warhammer World in July where fifteen schools did battle for the School League trophy.

when Prince, one of our then Community Hobby

Managers, decided to try out the idea of a school
league. The idéa had been around for a while but no one
had tried to put it into practice. The first League had a
grand total of six schools from the Midlands and had
thirty two pupils playing The Lord of The Rings.

The League has since grown from these humble
beginnings into the hugly successful event it is today,
where fifteen schools and over 100 pupils competed in
the League Final, held at Warhammer World in July,
across our three main game systems.

But the School League was not designed to be just a
tournament — actually the tournament is just the peak of
the programme. In fact, the League was designed for both
pupils and teachers of different schools to get together
and socialise with other clubs, offering tutorials on
scenery building and painting, advice about collecting, as
well as presenting opportunities to share the hobby with
other like-minded people.

The School League calendar starts in December and
runs right through to July when the League Final is held.
During the first months, clubs get their members together
and decide which systems they want to enter teams for
(Warhammer, Warhammer 40,000 and The Lord of The
Rings). Some schools pick one, while others enter teams
for all three.

Once a school club has decided which system(s) to
enter the club members choose their armies and begin
playing games. The League uses small armies allowing
more than one game to be played at a club meeting, and
to help keep the costs of building armies to a minimum.

Using smaller armies makes the already difficult
decision of which army to use all the more important,
and gamers are encouraged to ask their local Hobby

T he School League started three years ago in 2003
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Centres for advice on building and collecting their chosen
army. The Hobby Centres will also help them with their
tactics, gaming and style of play.

School League teams comprise four members, and
schools have lots of different ways of choosing the four
gamers they wish to represent them in the League — it is
not just about being good at the game that is important.
Each facet of the hobby is equally as important so we
encourage all teams to have fully painted and based
armies and to treat their opponents with respect.

The hobby is a social activity and gamers get a lot out
of meeting new people and sharing tips on their favourite
parts of the hobby.

During the run up to the League Finals many schools
will have visited their local Hobby Centre or have gotten
in touch with other school and library clubs in the area to
practice for the finals. Each region will hold Regional
Finals and the winners will go on to play in the National
Final in July.

As you can see from reading this article the National
Final really is just the tip of the iceberg and the hard work
of the many hundreds of pupils and teachers across the
country make the event a great success.

€€ the hard work of the
many hundreds of pupils
and teachers across the
country make the event a
great success 99



The trip to the National Finals was a great

‘boost to Redcar’s experience as they had

not competed in the School League before
and winning the Regional Final had been a
fantastic first introduction.

Matthew Hobbs and Dave Rae the two
teachers in charge of the club were
nervous as they set out at 7.00am on the
morning of the final — had it been
beginners luck or would their teams be
bringing home a trophy?

To help their teams prepare for the
School League Matthew and Dave worked
hard with their club helping them with

" their tactics and ‘army building as well as

organising lots of games to help the
players fine tune their armies. This
included getting their club members to
take part in a tournament organised at
Games Workshop Middlesbrough.
Matthew and Dave also brought in a
house rule about painted and based armies
stating that for unpainted armies each
general would suffer -1 to their leadership
or courage. This was to show that if a
general were to take unprepared troops
into battle then their morale would suffer .
as a consequence. This rule applied to all
club members including themselves and
there are far fewer unpainted armies in the
club as a result! I
The months of hard work Matthew,
Dave and their teams put in before the
finals paid off even though many of the
team members were playing with armies

T s Redcar Community College |

they had received only that Christmas. .

Once Redcar got to Warhammer
World they gathered in Bugmans and
the team captains were instructed to
look after their teams, help them with
the quizzes and answer any rules
questions they could. With all this
sorted the first games were announced
and the tournament began.

‘Matthew and Dave soon lost track
of how their teams were doing as there
were so many games going on and

. other activites to take part in during

the day. When they asked their teams

- how each of them had done after a

round they began to notice that most
games seemed to be won and they
started to hope that maybe they could
come home with a trophy.

The prize giving started and all
teams and teachers waited to hear
how they had done. When the double
win for Redcar was announced
Matthew and Dave were surprised
and delighted —what better way to
finish your first ever School League!

Redcar will be joining in the
School League again-next year and,
who knows, they may be looking for

a Warhammer trophy.
Bek Hawkby

Community Advisor

Want to 2

know move §

I don’t have a club at
my school...

Then here’s how to start one!
You will need to get a teacher
or member of staff to be
responsible for your club and
help you find somewhere to
play. We have a lot of clubs
that meet in the school library
or in the art department so it
might be worth checking with

« those staff first!

Get your teacher to
contact Bek Hawkby, our
friendly Community Advisor,
to ask for an information pack
on setting up a club. We have
a pack that is specifically
aimed at schools which she
can send out free of charge.

Once your teacher has
contacted us we can add your
school to our mailing list so
that you will be up to date
with what is happening in the
gaming community. Bek can
also put you in touch with
your local Hobby Centre so
that you can go down there as
a‘club and improve your
hobby skills.

I want to know more
about clubs...

Contact Bek to find out more
about your local hobby
community and clubs! Please
note that if you are under 18
we will need to speak to a
parent or guardian first.

The community team has
a wide range of material that
can help you set up and run
your club. we can also put
you in contact with your
closest GCN registered club.
There is also information
available on the website or on
page 114.

CONTACT DETAILS

Bek Hawkby

Phone: 0115 916 8380
Email:
clubguy@games-workshop.co.uk
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Southend School
for Boys

We had so much interest in
the Schools League that we
had to hold a mini-
tournament to select the best
players for the three teams.
After that it was a case of
chasing everyone up to get
their lists selected, armies
finished, bases done and
suchlike for the heats and
finals, and getting practice
games in! The hoys saw
entering the League as a
challenge, and it really
inspired them to finish off
their armies.

The 6am departure on the
day did nothing to dampen
the boys’ spirits, and when we
arrived, they trooped into
Warhammer World where
they spent a while drooling
over all the superb showcase
miniatures and the new

edition of Warhammer (which *

we had to wear white gloves
to touch! No, really.) The
scenery on the tables was
fantastic, and the three games
were all played in a friendlier,
more relaxed atmosphere
than any tournament I've
been to. Our spectators
wandered around admiring
armies, putting together some
of the new Cities of Death
scenery and playing practice
games on the fully modelled
terrain boards (my Guard
even managed to draw against
one of my pupils’ Marines on
a brilliant Cityfight board —
next time David!) The games
looked really close and we
lost a couple of games in the
last round in both systems, so
it was a really welcome
surprise to be called up as
winners for Warhammer!

Playing in the League has
really motivated the boys for
next year. We're going to try
to qualify with all three
systems (our 40k team got
knocked out at the Heats) and
there will be tough
competition for a place on the
teams. It was really nice to
see so many well-motivated
pupils on the day, who had all
worked so hard on their
armies, and it was a great
reward for them to get the
day off to compete. We're
looking forward to coming
back next year, s0 watch out
Redcar, we're after your
trophies! 1'd like to say well
done to all the players who
made the day so enjoyable —
well done, and see you next
year!

Paul Gayner
Teacher
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ey Team Orc-wood

My name is Paul Registar and | am a
school librarian who’s been running an
after-school wargaming club (called Orc-
wood) since 2003 and apparently, after
two years of warfare against other school
clubs, I'm now a veteran of the Games
Workshop Schools League too.

The first year we entered a team was a
bit of a rush job. I'd been in touch with
Games Workshop for some tips on
increasing the popularity of my club and
five weeks later | was driving a team
down to Warhammer World for the
Warhammer 40,000 Regional Finals after
a crash course in Combat Patrol. | picked
my five keenest and most able lads (four
to play and another as an emergency
substitute) and prepared to engage the
enemies. | won't go into the details of
which student did what but suffice to say
we didn’t embarrass ourselves, third out
of five teams. It gave us a taste of the
action and we were detefmined to be
better prepared for the following year.

If | learnt one thing during our first
experience of the Schools League it was
that morale and confidence are very
important, if you want to be successful.
Don’t get me wrong, at Orc-wood we
don't adopt a ‘win at all costs’ palicy,
but if you want your students to enjoy
the day then you should make the effort
to ensure that they don’t become
whipping boys for other schools! They
should enjoy the day and shouldn’t feel
that there’s pressure to win.

With the intention of making Team
Orc-wood more of a force for 2006 we
started a new approach to games
within the club itself. We introduced
the Orc-wood Pyramid, another idea
provided by Games Workshop staff.
This is a simple league system.
Students are separated into levels and
can only challenge the people in the
level directly above them. The top
three levels of this Pyramid represent
six students and it's made clear that if
you're not in one of these higher

levels then you've very little chance of
playing in the Schools League.

We only play Warhammer 40,000. This
was a decision taken a couple of years ago
after discussions with club members. We
only usually play Combat Patrol as well.
This way the students are familiar with the
limits and rules of this minimised form of
Warhammer 40,000 and are then prepared
for the Schools League when it comes
around. The club has plenty of hobby
supplies so members can spruce up and
properly base their models, a prerequisite
for participation in the League.

This year the Regional Finals were
played at the Gaming Centre in Sheffield
and we were much better prepared. The
Team had had several meetings at school
before the Finals in which we'd ironed out
all the details of the day — and the
importance of sportsmanship and having
fun. Everybody (even the substitute) :
presented their 400 point armies and made -
sure that every model conformed to
Schools League rules — that the bases were
suitably covered and that the models
consisted of at least three different colours.

At the tournament itself, the lads did
themselves proud and | was extremely
impressed with both their attitude to their
fellow gamers and their performances on

the battlefields. Unfortunately, we missed
out on qualification to the National Finals
by one point. The lads took this narrow
defeat very well. They had a fantastic day
though and were quick to recognise their
progress since the 2005 Schools League.
The final consolation came a couple of
months later when Redcar Community
College were crowned National
Champions of Warhammer 40,000. This
was the team that had beaten us. Losing by
one point to the best team in the country is -
nothing to be ashamed of! We can’t wait
for 2007! 5
Paul Registar
School Libraridan
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WELL HERE'S HOW...

If you have not already signed up to be part of the school
league for 2007 it is not too late to join in! The league is
open to any mainland UK secondary school with a club. The
school will need to be able to transport its pupils to the
regional finals and be prepared to go to Warhammer World
in Nottingham if they get through to the national finals.

If your school wishes to join in you will need to get your
teacher to contact Bek Hawkby on 07175 916 8380 for an
information pack

If you need any help with your club you'll be able to get
it from your local HobBy Centre. This includes choosing,
painting and desiFning your army and helping you to make
scenery for the club. If you want to arrange a visit to your
local store please get your teacher to contact Bek Hawkby
and she will help you set it up. Bek can also help you in
contacting local school or library clubs that you can play
against.

» Smiles all around as the pupils of Mill Hill school receive their awards from
‘Favy Metal’s Darren Latham and Fil Dunn.
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The Lord of The Rings Grand Tournament 2006 was the biggest it has ever been,
and White Dwarf was on hand to look for the best painted armies. One army really
stood out above the rest and was duly awarded the Best Painted Army award at the
event. We proudly present this army, converted and painted by Matt Hooton.

Grombrindal: What appealed to you about attending The
Lord of The Rings Grand Tournament?

Matt: This was the third The Lord of The Rings Grand
Tournament | have attended. | enjoy the friendly, relaxed
atmosphere on the day. The Lord of The Rings Grand
Tournament also have more games than other Grand
Tournament, making it fast paced and fun.

How did you go about deciding on which Good and Evil
force to take to the event?
| used Dwarves in the last tournament and was impressed
with their resilience — especially Khazad Guard. They have
the ‘Bodyguard’ rule, meaning they rarely run away. They
also have Defence 7, so taking them out in combat is not
easy. This year | added Dwarf archers and a couple more
banners to the force

Orcs, on the other hand, are cheap enough to allow
you to outnumber most opponents, plus they have a large
selection of troops to choose from. They also have access
to big monsters that add some serious hitting power, and
make awesome centrepieces for the army.

How have you themed your The Lord of The Rings forces,
and are they related?

My Dwarf force is themed on Balin’s doomed expedition to
reclaim Moria. They are Balin’s personal guard, which is
the reason for the large amount of Khazad Guard. | wanted
them to look like they had access to the best equipment
available, so all of their armour is bright gold, with their
clothing embellished with geometric designs. | have
modelled the bases with small clumps of static grass and
some ruined paving to look like the area around the
Mirrormere. This is where the remaining Dwarves are
ambushed by Goblins and Balin is killed.

The Orc force is from Minas Morgul. I've used a lot of
dark tones and brown washes to make them look gloomy
and menacing. Some of the bases include ruined sections
of buildings to give the impression of them destroying
everything in their path as they invade the lands of Gondor.
| did think about including Shelob in this force, but |
decided she didn't fit with the theme of an invading army,
as she wouldn‘t really leave her lair in the mountain pass
of Cirith Ungol.

'BALIN'S EXPEDITION
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What are your favourite models in your
force and what was the inspiration for
your conversions?

The Witch-king was a fun conversion. |
based it on the scene from The Return of
The King Extended Edition, where the
Witch-king confronts Gandalf the White.
The main body of the Fell Beast was cut in
a number of places to allow me to alter its

position. The plastic wings were heated up
with an electric bar heater (using extreme
caution) and carefully bent into the new

position. | also changed the Witch-king’s

mace for a sword, to which | added flames
made from Green Stuff.

The Mordor Troll throwing the statue is
probably my favourite model. It is a simple
conversion, but quite eye-catching. The
only complicated part were the fingers on
the right hand, which had to be re-sculpted
to allow them to grasp the end of the
statue. | mounted the Trolls on pieces of
rock from The Lord of The Rings terrain set
to make them more imposing.

What is your game plan for each force?
The Dwarf force is small, but hard. | use
them in tight formations so that the enemy
cannot bring superior numbers to bear. |
like banners a lot, so | have three in my
Good force — since Khazad Guard only
have 1 Attack, but have Fight 4, a banner
gives them a lot better chance of winning
each fight. The difficult part is getting the
banners into the right positions, while also
keeping them out of harm'’s way.

The Witch-king is the key part of my
Evil force. | use him to transfix enemy
heroes so that they cannot take out my
Trolls. The Fell Beast is excellent at taking
on enemy cavalry. The Trolls are great for
spearheading assaults, but it is important to
back them up. If the enemy manages to
surround a Troll, bad rolls can mean it gets
butchered. Warg Riders add speed and
flexibility to the army, | use them to attack
isolated groups of enemy archers, or to
support the Witch-king's

www.games-workshop.co.uk/thelordoftherings 105



This impressively converted
Mordor Troll was a labour of love,
the right hand had to be re-
seulpted to accommadate it
holding the statue.

his army.

MONJSTERS IN MORDOR

Matt created these Tagnificent centrepieces for

;

Taking a cue from the extended version of The Return of The King DVD, Matt converted the Witch-king on Fell Beast
to look like he did when he confronts Gandalf and Pippin, in particular the flaming sword which replaces the mace.

How did you get on at the Tournament?
The Lord of The Rings Grand Tournament
consists of four scenarios that you play
with each of your forces, for a total of eight
games.

My Orcs did a good job of defending
against a Rohan force in the Breakthrough
scenario, with the Witch-king using a
heroic combat to take down five Riders of
Rohan in one turn. Unfortunately, lack of
speed let me down, and a contingent of
Riders led by Edrl the Young got past me.

The big beasts in my Evil force had
some unfortunate encounters during the
weekend. In one game, Boromir
dispatched the Witch-king in a single
round of combat, meaning his Fell Beast
simply flew away. In my final game, one of
my Mordor Trolls ripped through a group
of Knights of Minas Tirth, only to be taken
out in a fight with Damrod.

The most tactically challenging
scenario is ‘Cornered’. The Evil side only
have half their force available, and the
objective is to get the most expensive
model off the table. The Dwarves’ lack of
speed lets them down here, as they can’t
keep up with the Evil force as they move
away. | could have done with cavalry to
stop the enemy escaping.
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In the other scenarios, someone must
have blessed the axes of my Dwarves as
they seemed to be getting a lot of 6s in
their games. It takes a lot to kill them, so
they generally stand fast and slowly wade
through the more numerous opposition. In
the Take and Hold scenario, the game can
end after one side is taken below half
strength. Unfortunately, my Khazad Guard
chopped through so many Easterling
Kataphrakts in combat that the game ended
before | even got near to the objective.

Overall I finished 103rd out of 120, so
not a great result, but the games were all
fun and that is what is most important to
me in any tournament.

Are you attending next year’s The Lord of
The Rings Grand Tournament, and if so
what have you got in the pipeline?

Next year | will be using a force of
armoured Lérien Elves. The models are
beautifully sculpted and really capture the
elegant and timeless look of these warriors.
| haven’t yet decided on an Evil force, but
an Easterling/Khand alliance is tempting as
it is so different from the Orcs and Uruk-
hai that | have done so far. I'm also quite
fond of the idea of smashing into enemy
cavalry with Khandish Charioteers!
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This Gondor army, painted by Chris Pert Birks, was one the finalists for best painted
army. We liked it so much we couldn’t help showing it off in White Dwarf!

www.games-workshop.co.uk/thelordoftherings 107



[ORDARINGS

LEGIONS OF
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The new face for the

GRAND TOURNAMENT

There’s some interesting improvements being made to the Lord of The Rings
Grand Tournament. White Dwarf caught up with Andy Joyce from the UK
Events team to find out more about these fascinating developments!

ndy: It's exciting times for The Lord
A of The Rings Grand Tournament
scene with a flourishing, growing
band of passionate, and committed
hobbyists supporting it. Over the last few
years we have seen a dramatic increase in
the number of attendees at the event, and
we are rapidly reaching sell out numbers!
We wanted to make sure the event
reflected the growing The Lord of The
Rings hobby, which means that this year
we will be introducing a couple of changes
to keep it a fresh and interesting challenge.
So, what have we changed? Firstly, Legions
of Middle-earth must be used to construct
and structure armies. Secondly, you now
need two 700 point armies - one for Good
and one for Evil. Everything else has stayed
the same.

‘‘The decision to introduce Legions of
Middle-earth was a natural one, as it was the
next big step for The Lord of The Rings
Strategy Battle Game ”/

A Grand Tournament is meant to
provide a challenge to the competitors.
With the release of Legions of Middle-
earth, it seemed to be the most natural and
exciting step forward for the Lord of The
Rings Grand Tournament to include it in
the event - it's like Legions was written
with tournaments in mind!

The increase in points from 600 to 700
points was made for several reasons. It
allows gamers access to more models from
their collections. A lot of people who play
don't just collect one army. We wanted to
give them a chance to use other models in
a tournament setting, rather than have
them sat in a figure case at home.

The increase in army size also allows
you to use the more points expensive

models. The flip side of this is that there is
even potential to use smaller forces made
up of powerful characters e.g. The
Fellowship, Ringwraiths, and the White
Council. This changes the game dynamic
considerably.

The change in the points values bring
with it another issue; time. We decided not
to drop any games to accommodate the
larger forces, so players now have the
added challenge of balancing the number
of miniatures in their force against the time
constraints of the scenarios.

The decision to keep the Good and Evil
forces, as opposed to having one large
army was fairly straightforward. Playing
with one large army is fun, but in the
tightly controlled time limits of a Grand
Tournament, this would present problems.
Having both forces allows you to
experience a scenario from both sides,
giving a more rounded gaming experience.
Also, as The Lord of The Rings is a struggle
between Good and Evil, it makes sense to
keep both armies.

Obtaining player input when designing
the event was vital to the success of the
project; this involved using the forum,
emailing last year's players, asking club
players and consulting with Games
Development in the Studio.

Throughout this process we have used
the feedback and thoughts of the hobbyists
who would be taking part in the event. |
would like to take this oppaortunity to thank
everyone who contributed, without you it
would've been a very different event. With
these tweaks to the tournament, we think
that this year's Grand Tournament will be
the best ever - see you there!

Download the event pack for FREE from
the tournaments homepage at:

www.games-workshop.co.uk/tournaments
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GRAND TOURNRJIENT

27th-28th January 2007
Warhammer World, Nottingham

What you will need to attend: What does the ticket cover:

e Two 700 point armies, one Good: one Evil. * Eight rounds of The Lord of The Rings over
Models must be painted and based, and the two days.
army must be constructed according to the

rulespack and Legions of Middle-earth. ¢ Hunch an Satariay and: Sunday and an

evening meal on Saturday. It also includes tea

* You must be at least twelve years of age to and coffee in the morning on both days and
enter. Players between the ages of twelve and doughnuts on Saturday to get you started.
fifteen years must be accompanied by an

adult ¢ Access to Warhammer World facilities,

including the Citadel Miniatures Hall.




Store and Community news

BRI

Mini-men

The strand

Longton

Stoke on trent
Staffs

ST3 2JF

Tel: 01782 315 810

Taylors

21-25 Moor Street
Ormskirk
Lancashire

L39 2AA

Tel: 01695 573516

The Gluey Goblin
12 Hill Street
Wishech
Peterborough

PE13 1BA

Tel: 07910 402 328

Whites

21 Stone Street
Cranbrook

Kent

TN17 3HE

Tel: 01580 713298

For most of Games Workshop's 30 year
history, the one place you could count on
gelting our awesome miniatures was
Newark, Nottinghamshire. Access Models
have been selling GW models for an
amazing 25 years in the birthplace of
Citadel Miniatures.

This remarkable milestone was celebrated
recently when the General Manager of
Games WorkshopUK, John Laughlin,
presented the store owner, Steve Clarke,
with a cut-glass keepsake in recognition
of his sterling service in spreading the
hobby over this period. On behalf of all
of us at Games Workshop we'd like to
wish Steve and his staff all the best for
the next 25 years!

Access Models can also be found in
Grantham, Lincolnshire.

Prince Yriel of lyanden,
one of the models you could see at
the Citaclel Miniatures Hall!
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GRAGE MINIATURES HALL!

The very models that grace this issue of
White Dwarf will be on display in the
Citadel Miniatures Hall at Warhammer
World throughout November! Make sure
you don't miss the chance to see the world
famous 'Eavy Metal team’s Eldar up close
for the first time!

NI

GRAND TOURNAMENT

The very first Irish 6T

Following on from the success of the Irish
Warhammer 40,000 Grand Tournament,
next March sees the first Games Workshop
run Warhammer Grand Tournament in
Ireland.

The event will be run in Dublin on the
weekend of 10th and 11th of March 2007
at the Clarion Hotel, Liffey Valley. It will
involve six games over the two days using
the UK Grand Tournament rules set. Tickets
are £60 and will be available from the Irish
Games Workshop stores (see page 114) and
Northern Europe Mail Order (ring
+44(0)115 918 4040).
| look forward to seeing you there!

Martin Morrin
Irish Hobby Manager
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DO YOUR BIT WITH SPARE BITS!

Don't forget, all events held in
Warhammer World will have recycle
bins available for any leftover plastic
sprues you have from your Citadel
Miniatures kits. Please make sure that
the plastic is unpainted and free of
glue, and your unused leftovers could
be gracing a battlefield in the future!
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SIRDS OF PREY

he Hawk Lords are one of the

lesser-known Space Marine

Chapters that appear — albeit
briefly — in Codex: Space Marines on
p73. Hobbyist, Matthew Toone (who
readers might remember for his Tallarn
Desert Raiders, featured in WD316) was
inspired by the image of them and
below is the first few models in an ever-
growing army of Hawk Lords.

“I chose purple because my wife likes sorgeant Alectons Brother Corus

purple,” Matthew confesses about his
choice. “I also have a Blood Bowl team,
the Bogenhafen Shadows, decked out in
purple, too.” Not only that, but in
Matthew's Empire army, there's a
contingent of Bogenhafen troops with
yet more purple. Detecting a theme,
anyone?

Brother Ardea Brother Parnus

Chaplain Corvus Brother Turgus Brother Stern

Brother Franculinus Brother Gavin Brother Crex Brother Fidenila

Check out this month’s Store & Club finder as well as the Events Diary

www.games-workshop.co.uk/shopping

Seven new clubs
join the GGN

Da Wot Notts
(Nottingham)
Contact: Scott Miskin
Phone: 07815 449875
Email: Scott. Miskin@
btopenworld.com

Cellar Dwellers
(Huddersfield)

Contact: Richard Ambler
Website: 07984 113974
Email: UBERSQUACK®@
yahoo.co.uk

Crypt Keepers
(Beccles)

Contact: Christine Worster
Phone: 07913 606549
(after 6PM)

Liverpool Gaming
Guild

Contact: Leon Lynch
Phone: 07929 638060
Email: Club.leon@
hotmail.co.uk

STAG S (Telford)
Contact: Carl Evans
Phone: 01952 597927
Email: Phoenix22@
blueyonder.co.uk

Tempus Fugitives
(Thurrock Lakeside
Shopping Mall)
Contact: Stuart Mackaness
Phone: 07787 155668
Website:

www.tempusfugitives.co.uk

Warzone: Southend
Contact: Michael Ryan
Phone: 01269 694805
Email: Swampy8s@
blueyonder.co.uk
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THE EVENTS DIARY

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

"n“MBHI Tickets cost £50 for a team of four, including

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:

» 1st October ........ WD325 (Jan)
o 1st November ........ WD326 (Feb)
s st December........ WD327 (Mar)

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

Events diary abbreviation guide

........................ Warhammer
..Warhammer 40,000

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

EpicTar i Epic Armageddon
...The Lord of The Rings
(@ Games Workshop

(B e s Grand Tournament

GRAND TOURNAM ENT

*4th-5th November 2006

+18th-19th November 2006

www.games-workshop.co.uk/events

<

@MENTEILT]? presents:

GRAND TOURNAMENT: Heat Two

Date: 4th-5th November, 2006

Venue: Warhammer World

Details: This is the second heat in the new
Warhammer Grand Tournament season. You
will require a 2,000 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.

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

OXERTEIETP presents:
GRAND TOURNAMENT: Heat Two
WARHAMMER 40,000

Date: 11th-12th November, 2006

Venue: Warhammer World

Details: Second heat in the new Warhammer
40,000 Grand Tournament season. You will
require a 1,500 point force designed around
the restrictions listed in the tournament pack.
Tickets cost £50 and includes lunch 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

Fanatic Spellekijn 2006
Date: Sun. 12th November 2006

Details: Spellekijn in Leeuwarden host their
annual Fanatic event. This will include many
activities such as painting, intro games and a
Warhammer and Warhammer 40,000
tournament. For more information about the
event of the activites, contact the store.
Contact: +31 582 131 112

Website: www.spellekijn.nl

Q@UTNTERELS? presents:

WARHAMMER 40,000
Teams Tournament

Date: Sunday 12th November, 2006

Venue: Gaming Workshop Wakefield
Details: Team up with your friends to
overcome all challenges. Use skill and
judgement to not only win your battle but pit
the right players against the right opponents.

Are you a team of champions? To take part you

will need a 1,500 point army.

lunch on the day.
Contact: 0114 243 4633
Website: www.games-workshop.co.uk/events

) presents:

WARHAMMER 40,000
Teams Tournament

Date: Sunday 19th November, 2006

Venue: Gaming Workshop Wakefield
Details: Team up with your friends to
overcome all challenges. Use your skill and
judgement to not only win your battle but pit
the right players against the right opponents.
Are you a team of champions?

To take part you will need a 1,500 points
army. Tickets cost £50 for a team of four,
including lunch on the day.

Contact: 0114 243 4633

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

WPS: Warhammer Grand Tournament
Date: 18th — 19th November 2006

Venue: Gateway Hotel, Nottingham (on
campus event)

Details: The 3rd year we have run this event
on campus at this hotel. You move from your
hotel room to breakfast to the gaming table.
Ticket Price: circa £95 TBC (includes bed
and breakfast in a 5 star hotel for 2 nights)
Contact: conrad.gonsalves@players-society.com

DUEEETT? presents:

GRAND TOURNAMENT: Heat Three

Date: 18th-19th November, 2006

Venue: Warhammer World

Details: This is the third heat in the new
Warhammer Grand Tournament season. You
will require a 2,000 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.

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

7 presents:

Iilllllll ) TOURNAMENT: Heat Three

WARHAMMER 40,000

Date: 25th-26th November, 2006

Venue: Warhammer World

Details: Third heat in the new Warhammer
40,000 Grand Tournament season. You will
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Tickets cost £50 and includes lunch 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

Fanatic Games-N-Us 2006

Date: Sun. 26th November 2006

Venue: Broerenkerk, Achter de Broeren 1,
8011 VA, Zwolle

Details: In the Broerenkerk in Zwolle,
Games-N-Us run their annual Fanatic.
Offering a host of activities for new
hobbyists, intro gaming, painting and fun
games, and a tournament for Warhammer,
Warhammer 40,000 and The Lord of The
Rings this is an exciting and fun event to be
part of!

Contact:: +31 384 216 385

Website: www.games-n-us.com

JANUARY

YNGR presents:

DOUBLES

WARHAMMER 40,000 TOURNAMENT

Date: 13th and 14th January, 2007

Venue: Warhammer World, Nottingham

Age Limit: 12+

Details: Compete in a fun tournament with a
friend as an ally. You will need a fully
painted 500 pts force for Warhammer
40,000. Play at least six games over the
weekend, using a variety of fast play
scenarios. Points are awarded for gaming and
there is a special award for Best Painted
Alliance.

Tickets cost £70 per two player alliance,
and include lunch on both days and an
evening meal on the Saturday night for both
players.

Contact: Hobby Specialists — 0115 9140000
Website: www.games-workshop.co.uk/events

Fanatic Maastricht 2007
Date: Sat. 13th and Sun. 14th Jan. 2007
Venue: Festi Village, Boschstraat 30a,
Maastricht, Netherlands
Details: Fanatic Maastricht is back for two
days of Games Workshop fun. On Saturday
the (in)famous Beardy Battle makes an eager
return and on Sunday a Doubles Tournament
for Warhammer and Warhammer 40,000 is
available.

Contact: Vlieg-er-uit, info@vliegeruit.com
Website: www.vliegeruit.com

GAMES WORKSHOPIN () | B

GRAND TOURNAMENT
THE LORD OF THE RINGS

Date: 27th and 28th January, 2007
Venue: Warhammer World, Nottingham

Age Limit: 12+

Details: To compete in this tournament you
require a fully painted 700 points Good force
and a fully painted 700 points Evil force for
The Lord of The Rings Strategy Battle Game.
Play eight games over the weekend, using a
variety of scenarios. Points are awarded for
gaming and there is a special award for the
Best Painted Forces. Tickets cost £50 per
player, and include lunch on both days and
an evening meal on the Saturday night.
Contact: Hobby Specialists — 0115 9140000
Website: www.games-workshop.co.uk/events

@UENTIETE]P presents:

Yorkshire Open Tournament
Heat - Warhammer 40K

Date: Sunday 28th January

Venue: Games Workshop Wakefield

Details: The Yorkshire Open tournaments are
now in their 7th year. Competition is fierce
but if you think you have what it takes to be
the best contact us now as tickets will go fast.
You will need a 2,000 points Warhammer
army to take part in this tournament.

Tickets cost £10

Contact: GW Wakefield on 01924 369431
for more details.

FEBUARY

presents:
GRAND TOURNAMENT: Final

Date: 3rd and 4th February, 2007

Venue: Warhammer World, Nottingham

Age Limit: 16+

Details: Qualifiers from the heats compete for
their 2007 ranking in the Grand Final. They
need a fully painted 2,000 points
Warhammer army and will play six games
over the weekend, with the winner being
recognised as Warhammer Grand
Tournament Champion 2006.

Points are awarded for sportsmanship,
gaming and painting. This event is open to
qualifiers from the heats only, any players
who have not qualified through the heats will
not be allowed to play. Feel free to come and
watch the qualifiers in action.

Contact: Hobby Specialists — 0115 9140000
Website: www.games-workshop.co.uk/events

WPS presents:

WPS Warhammer Ancient
Battles Grand Tournament

Date: 17th-18th Febuary 2007

Venue: Warhammer World Lenton

Details: Entry Form will be available from the
WPS website.

Contact: Conrad.Gonsalves@ge.com
Website: http//www.player-society.com

WARHAMMER

400

GRAND TOURNAMENT

¢11th-12th November 2006

¢25th-26th November 2006
www.games-workshop.co.uk/events

Coming January 2007...

WARHAMMER

/40000,

DOUBLES
TOURNAMENT

.

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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SIDRE & GLUB FINDER

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

2 2 & QWESTEREITY Hobby Centres

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.
Please ring the relevant store for
details.

- LB B
e 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!

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

FREE GAMING & TACTICS ADVICE

All our staff are experienced gamers (after
all it’s what they do for a living!). They can
give you sound tactical advice, help you
build battle-winning armies and clear up
most of your rules queries.

’ e e
¢ FULL RANGE OF PRODUCTS

e A committee of at FREE BEGINNERS PROGRAMME

least three members All our centres stock a full range of Our special Beginners’ programme teaches
to run their affairs Warhammer 40,000, Warhammer and you how to play and helps you take your

openly The Lord of The Rings games and first steps into the Games Workshop hobby.

5 models as well as all the hobby The programme runs on Sundays, but there

e Public liability materials you need to collect, build and is also one night during the week when you
paint your armies. can indulge in more gaming too. All you

insurance to protect

the members against need to do is come along!

IN-STORE ORDER POINT

accident. All of our stores have a Direct in-store = G_AM_ING ROOMS ) —
o A good standard of order point which you can use to get E'ke legular_?()b;)j/ ’C[elntres; allf%amlng
R e your hands on all of our Specialist Gl feldeiTsisn O L E T

Workshop services. However they are larger

Games products, plus many exclusive
than a normal Hobby Centre and have

constitution. o :
miniatures, components and classic

o A child protection models with which to customise your many, lab_lﬁi?' w};i(:gtm.akes them perfect for
policy. Warhammer, Warhammer 40,000 and meeting fellow hobbyists.
The Lord of The Rings forces.
¢ 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 Netwaork.

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

atore directory

GW BRISTOL (CENTRAL):
13 Broadweir. Tel: 0117 925 1533
GW BRISTOL (CRIBBS CAUSEWAY):
Unit 129, The Mall. Tel: 0117 959 2520
BRISTOL, Area 51:

Tel: 0117 9244855

YATE, Hoggosaurus Toymaster:

Tel: 01454 326566

BEDFORDSHIRE

GW BEDFORD:

10 Greyiiars, Tel: 0123 427 3663
LUTON, Final Fanfasy

45 New Bedford Road, Tel: 01582 729001
LUTON, Ottakers:

Tel: 01582 486999

BERKSHIRE

* GW MAIDENHEAD:

Unit 2, 17 Market Street, Tel: 0162 863 17
GW READING:

29 Oxford Road, Tel: 0118 959 8693
NEWRBURY, Miniature Merchants:

4-5 Saddlers Court, Tel: 01635 528176
BRACKNELL, Ottakers:

fel: 01344 488124

BRACKNELL, Toy Planet:

Tel: 01344 426262

SANDHURST, Toyworld:

Tel: 01252 873350

WINDSOR, Ottaker’s Bookshops Windsor:
Tel: 01753 856456

WINDSOR, WJ Daniels:

Tel: 01733 862106

BIRMINGHAM ARER

GW BIRMINGHAM:

Unit 116, Bullring Link. Tel: 0121 633 7193
GW DUDLEY:

Unit 36, Merry Hill Cenire. Tol: 0138 448 1818
GW SOLIHULL:

690 Warwick Road. Tel: 0121 705 7897

+ GW SUTTON COLDFIELD:

45.47 Birmingham Road. Tel: 0121 354 3174

GW WOLVERHAMFTON:

9 King Street. Tel: 0180 231 0466
GW WALSALL:

Unit 27, Old Sau Shopping Centre.

Tel: 0192 272 5207

BIRMINGHAM, Console Games:

1159 Bristol Road South, Norhfield, B31 25L
Tel: 0121 477 0022

GREAT BARR, Gaming Crypt:

Tel: 0121 360 5080

RUBERY, Roy's Hobbies & Toys:

Tel: 0121 453 3280

SUTTON COLDFIELD, Digital Dragons:

Tel: 07941 637793

BUCKINGHAMSHIRE

GW HIGH WYCOMBE:

Unit 29, The Clctagon Contre, Tel: 0149 453
1494

GW MILTON KEYNES;

Unit 2, West End Extension, 51
Boulevard, Shopping Centre.
0477

AYLESBURY, Bear Necessities:

8 The Cloistets, Great Western Street, HP20 2PU
Tel: 01296 421098

BUCKINGHAM, Abacus Toys:

Tel: 01260 821815

GERARDS CROSS, Howard Marshall:

Tel: 01753 882952

PRINCES RISBOROUGH, Treats:

Tel: 01844 344354

CAMBRIDGESHIRE

+ GW CAMBRIDGE:

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

1 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 386638

ST NEOTS, Westgate Department Store:
Tel: 01480 473242

WISBECH, Westgate Department Store:
Tel; 01536 203525

WISBECH, The Gluey Goblin:

Tel: 07910 402 328

CHANNEL ISLANDS

JERSEY, ST, HELIER, The Little Shop:

Tel: 01534 732187

GUERNSEY, ST. PETERS PORT, Carousel:
Tel: 01481 721721

iibury
el: 0190 869

ST. HELIER, Bambola Ltd:
Tel: D604 29828

CHESHIRE

GW ALTRINCHAM:

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

112 Foregate Stieet, Tel: 0124 431 1967

= GW MACCLESFIELD:

Unit 38, Chestergate Mall, Grosvenor Cenlre.
Tel: 0162 561 9020

GW STOCKPORT:

12 Mersey Square. Tel: 0161 474 1427

GW WARRINGTON:
Unit 20, Time Square, Tel: 0192 565 1984
ALTRINCHAM, The Gaming Crypt:

44 Greenwood Street, WAT4 1RZ

Tel: 0161 929 9919

CHEADLE, Fantasia:

Tel: 0161 491 1120

CONGLETON, Deans Toys & Cycles:

Tel; 0126 0273277

CREWE, ABC Model Sport:

Tel: 01270 505 048

CREWE, Potters Model World:

Tel: 01270 250 038
CREWE, Jac in a Box:
Tel: 01270 561 118
NANTWICH, Funfayre:

Tel: 01270 626 146

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

HYDE, Gosli
Tel: 0161 42
WARRINGTON, Steve Webb Models &
Hohbhbies:

Tel: 01428 735 225

WIDNES, The Hobby Shop:

Tel: 01514 241 947

* GW MIDDLESBROUGH:

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

Tel: 01429 233 199

HARTLEPOOL, Westgate Department Store:
Tel: 01429 244 337

GW TRURO:

Unit 1, Bridge Hou
Tel: 0187 232 004
BODMIN, Bricknells;

Tel: 01208 77088

BUDE, Nitra RC:

Tel: 01288 353 388

BUDE, More Value:

Tel: 01288 352 362

FALMOUTH, Wonderland Falmou!
Tel:01326 412 571
HAYLE, Blewetts of Hayle:

Tel: 01736 753 012

HELSTON, Eddy & Son:

Tel: 01326 572 787

NEWQUAY, Planet Hobbywood:
Tel: 01637 859 941

ST AUSTELL, Adeba Toys:

Tel: 01726 73125

ST AUSTELL, M.ad for Miniatures:
Tel: 01726 7
ST IVES, Dragon's Hoard:
Tel: 01736 79848
TRURO, Toymaster:

Tel: 01872 272 452

COUNTY DURHAM

* GW DURHAM:

(44 North Road. Tel: 0191 374 1062
GW DARLINGTO!
78 Skinnergate, Tel: 0132 538 2463
BISHOP AUCKLAND, Windsock Models:
Tel: 01388 609 766

CONSETT, Kwikpart:

Consen, Tel: 01207 581 024
DARLINGTON, Lamb's:

Tel: 01325 466 042

SEAHAM, Games of War:

Tel: 01915 817 118

TEESDALE, Toy Shap:

Tel: 01833 637 396

* GW CARLISLE:

Unit 2, Earls Lane. Tel: 0122 859 8216
BARROW-IN-FURNESS, Heaths:

Tel: 01229 820 435

, New Bridge Strest.
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BOWNESS-ON-WINDERMERE,
Ernest Atkinson & Sons:

Tel: 01539 443 047
COCKERMOUTH, Playtimes:

Tel: 01900 829 299
COCKERMOUTH, The Toy Shop:
Tel: 01900 B25 855

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, Iacluon! Diecast Models:
Tel: 01697 342 557

DERBYSHIRE

GW DERBY:

42 Sadler Gate, Tel: 0133 237 1657

BELPER, Frearsons:

Tel: 01773 823 244

BUXTON, D&E Knowles & Sans:

Tel: 0129 824 201

CHESTERFIELD, Chesterfield Department Store:
Tel: 01246 220 200

CHESTERFIELD, Model Trader:

Tel: 07951 947736

CHESTERFIELD, Peak Bookstore:

Tel: 01246 224 666

GLOSSOP, Wain Services:

Tel: 01457 B53 548

ILKESTON, llkeston Co-op:

Tel: 01159 327
MATLOCK, Shawes:
Tel: 01629 582 482

DEVON

* GW EXETER:

11a Sidwell Street. Tel: 0139 249 0305
GW PLYMOUTH:
84 Comwall Street.
GW TORQUAY:
12 Market Street. Tel: 0180 320 1036
BARNSTAPLE, The Battlezone:

Tel 01277 321 344

DARTMOUTH, WG Pillar & Co:

Tel: 01803 832 139

EXMOUTH, Gamezone Models:

Tel: 01395 267 733
HONITON, Haniton Toy Shop:
Tel: 01404 4374
KINGSBRIDGE, 'lhl:Triding Post:

Tel: 01548 852 92

NEWTON ABBOT, Au!lms.

Tel: 01626 333 444

PLYMOUTH, Model Shop:

Tel: 01752 221 851

TAVISTOCK, Kaleidoscope:

Tel: 01822 615 236

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

TIVERTON, Wings ‘N’ Wheels:

Tel: 01884 242 819

TORRINGTON, Angling Pastimes:

Tel: 01805 625 88

DORSET

GW BOURNEMOUTH:

24 Post Office Road. Tel: 0120 231 9292

* GW POOLE:

Unit 12 te Centre, Tel: 0120 266 5634
BOURNEMOUTH, Roberts Toys & Games:
Tel: 01202 482 031

BRIDPORT, Frosts Toymasler:

Tel: 01308 422 296

DORCHESTER, ﬂnn:lm.ilar Toys:

Tel: 01305 261 15

EASTBOURNE, Pﬁinlasii:

Tel: 01323 723 388

SHAFTESBURY, Hardings:

Tel: 01747 852 156

SHERBOURNE, The Corner House:

Tel: 01935 815 615

SWANAGE, Leonards:

Tel: 01929 426 096

WEYMOUTH, Razzamataz:

Tel: 01305 780 601

ESSEX

GW CHELMSFORD:

Unit 4C, The Meadows Centre.

Tel: 0124 549 0048

GW COLCHESTER:

2 Shor Wyee Street, Tel: 0120 676 7279
GW SOUTHEND:

12 Sauthchurch Road, Tel; 0170 246 1251
GW THURROCK:

Unit 4158, Level 3, Lakeside Shopping Centre.
Tel: 0170 886 7133

SAFFRON WALDEN, Game On:

30 High Street, Tel: 01799 506 070
HRENTWDUD ‘B&M Cycles:

Tel: (12
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New Store opening.

SUTTON-IN-ASHFIELD, Bastion Gaming
Trading Post Shopping Centre, Outram
Street NG17 4AX, Tel: 07814 157168

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

calling the store first.
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CHELMSFORD - The Meadows Shopping Centre,
Toymaster Kingdom:

Tel: 01245 493 355

CLACTON ON SEA, Clacton Art & Craft Centre:
Tel: 01255 436 346

HARLOW, Marquee Models:

Tol: 01279 423 33

HOCKLEY, Hobbiton:

Tel: 01702 200 180

LEIGH-ON-SEA, Caliver Books:

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 2228419
GW GLOUCESTER:

35 Clarence Street, Tel: 0145
CHELTENNAM, Toywiz:
Unit 1a Regent's Arcade, Tel: 01242 222 325
BOURTON ON THE WATER,

Bourton Madel Railway:

Tel: 01451 820 686

250 5033

STROU Antics:

STROUD, Psisoft Games:
Tel: 0B70 242 7428

TEWKESBURY, Tny Zone:
Tel: 01684

HAMPSHIRE

GW BASINGSTOKE:

1 Potters Walk, Tel; 0125 646 6050
GW PORTSMOUS
34 Arundel Street, Tel: 0239 287 6266
GW SOUTHAMPTO!
23 East Street, Tel: 0238 033 1962

GW WINCHESTER:

6 St Gearges Street. Tel: 0196 286 0199
ALDERSHOT, The Game Shop:

Tel: 01252 311 443

ALTON, Alton Model Centre:

Tel: 01420 542 244

ANDOVER, Hoggosaurus Toymaster:
Tel: 01264 152 263

FAREHAM, Farcham Toys and Hohbies:
Tel; 01329202 183

FLEET, Fleet Toys:

Tel: 0125 261 3949

GOSPORT, |C Books:

Tel: 02392 580 931

MILFORD ON SEA, Miliord Models
and Hobbies:

Tel: 01590 642 112

NEW MILTON, Toys of New Milton:
Tel: 01425 617 &
Psrsnsnun Fnllv Models:

PETERSFIE[D, Fun im All:
Tel: 01730 267
PORTCHESTER, W-mu Maodels:

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 733 208

WATERLOOVILLE, Fnrevtr Toys Ltd:

Tel: 02392 266
WATERLOOVILLE, l'aqu Hobby Shop:
Tel: 01705 259 186

HEREFORDSHIRE

HEREFORD, Herefard Model Shop:
Tel: 01432 352 809
LEOMINSTER, Martin's Madels & Crafts:
Tel: 01568 613 782

ROSS ON WYE, Revolutions:

Tel: 01989 562 639

HERTFORDSHIRE

GW HEMEL HEMPSTEAD:

16 Bridge Street, Tel: 0144 224 9752
GW ST ALBANS:

18 Heritage Clase; off High Street
Tel: 0172 786 1193
BERKHAMSTED, Hamlins:

Tel: 01442 864 64

BISHOP'S STORTFORD, Boardmans:
Tel: 01279 654 033

COCKFOSTERS, Murray & Brand:
Tel: 02084 490 827
HARPENDEN, Felici
Tel: 01582 767 811
HERTFORD, Marquee Models:
Tel: 01279 423 334

tions:

HITCHIN, Mainly Models:

Tel: 01462 422 204
LETCHWORTH, Model Images:
Tel: 01462 684 859
ROYSTON, Toyshop:

Tel: 01763 2
ST ALBANS, E Rider and Son:

Tel: 1727 B54 638

STEVENAGE, KS Models:

Tel: 01438 746 616

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

DOUGLAS, Toymaster:
Tel: 01624 622 154

ISLE OF WIGHT

COWES, Chivertons Newsagents:
Tel: 01983 292013

NEWPORT, Toy & Models:

Tel: 01983 258

RYDE, The Sports & Model Shop:
Tel: 01963 862 454

RYDE, Fun, Fact and Fantasy:

Tel: 0183 617 323

KENT

GW BLUEWATER:

Unit 0528, Upper Thames Walk, Bluewaler,
Greenhithe, Kent. Tel: 0132 242 7880
GW CANTERBURY.
Unit 5, ron Bar Lane, Tel: 0122 745 2860
GW MAIDSTONE:

7a Pudding Lane. Tel: 0162 267 7435
GW TUNBRIDGE WELLS:

4A Camde 1. Tel: 0189 252 5783
ASHFORD, GZ Computers Ltd:

28 County Square, Tel: 01233 663996
BEXLEY HEATH, Kit Krazy:

Tel: 0208 298 7177

BROADSTAIRS, Time & Space:

Tel: 01843 866 000

CHATHAM, Maynes:

Tel: 01634 400 031

CRANBROOK, Whites:

Tel: 01580 713298

DOVER, Turners Models:

Tel: 01304 203 711

FAVERSHAM, Abacus Toys:

Tel: 01795 591 203

GRAVESEND, Sleve s Collectables and Madels:
Tel: 01474 564 46!

GRAVESEND, The Slamp Centre:

Tel: 01474 534 166

HERNE BAY, Spearings:

Tel: 01227 374 049

MARGATE, Toymaster Kingdom:

Tel: 01843 225 400

SEVENOAKS, JH Lorimer:

Tel: 01732 452 B4

SEVENOAKS, Manklows;

Tel: 01732 454 952

SITTINGBOURNE, A] Blundell & Son:
Tel: 01795 424 37

TONBRIDGE, Kids Stuf:

Tel: 01732 353 186

'WOODCHURCH, The Model Shop:

Tel: 01233 860 008

GW BLACKPOOL:

8 Birley Street, Tel: 0125 375 2056

ﬂW BOLTON:

t 27, 36 Acresfiold Mall. Tel: 0120 436 2131
LW PRESTON:

5 Miller Arcade. Tel: 0177 282 1855
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, Hampmnm & Nursery World:
Tel: 01257 263 04.

CLITHEROE, angl"i of Clitheroe Ltd:
Tel; 01200 423 587

KIRKHAM, RK Bayes:

Tel: 01772 671 900

LANCASTER, Lawsons Toymaster:
Tel: 0152 464 518

LANCASTER, Micro Markets:

Tel: 01524 840 486
LEIGH, Toymast,

Tel: 01942 671 116
MORECAMBE, Micro Markets:

Tel: 01524 416 306
OLDHAM, Ottakers:
Tel: 01616 205 543

NE Elite Store

NE Partner Store

www.games-workshop.co.uk/storefinder
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ORMSKIRK, Taylors:

Ted: 01695 573516

POULTEN LE FYLDE, Aabas bookstore:
Tel: 01253 890 909

PRESTON, Conways Toymaster:

Tel: 01772 887 799

LOSSENDALE, Rossendale Models:
1706 250 007
THORNTON-CLEVELYS, Toy2save Collectables:
Tel: 01253 855 905

WIGAN Wigan Madel Centre:

1942 245 683

GW LEICESTE!
Unit 2,16/20 Silver Street, Tel: 0116 253 0510
GW LOUGHBOROUGH:

22 Biggin Street, Tel: 0150 923 8107
ASHBY-DE-LA-ZOUCH, Steve's Models:

Tel: 01530 416 827

COALVILLE, Geoffs Toymaster:

Tel: 01530 832 795

LINGOLNSHIRE AREA
GW GRIMSBY:

9 Weest St Mary's Gate. Tel: 0147 2
GW LINCOLN:

Unit SUA, Saltergate fon outside of Waterside
Centre), Tel: 0152 254 B027

BOSTON, Models and Computers:

Tel: 01205 365 102

GRANTHAM, Access Models:

Tel: 01636 673 116

GRANTHAM, Arbon & Watls:

Tel: 01664 855 030

GRANTHAM, Portprince Models and
Hobbies Lid:

Tel: 01476 592 001

LOUTH, Castaline:

Tel: 01507 602 149

MABLETHORPE, Belas Taymaster:

Tel: 01507 473 328

QUADRING, MS Sturgess:

Tel: 01775 821 967

SCUNTHORPE, Shermans Model Shop:
Tel: 01724 B42 439

SKEGNESS, The Model Shop:

Tel: 01754 763 429

SPALDING, Mason’s Models:

Tel: 01775 722 456

GW BRENT CROSS:

Unit P, Lower Mall (near Fenwicks), Brent
Cross Shopping Centre. Tel: 0208 202 4979
* GW BROMLEY:

Unit 24, The Mall, Bromley. Tel: 0208 466 0678
Gw rnvmr GARDEN:

Unit 33, The Market, Tel: 0207 240 5106

GW CROYDON:

Unit 35, Drummond Centre (ouside the back of
the centre), Keeley Road, Tel; 0208 660 4600
GW ENFIELD;

3/5 Genotin Road. Tel: 0208 363 3238

GW HAMMERSMITH:

161 King Street Tel: 0208 846 9744

GW HARROW;

296 Station Streat. Tel: 0208 Bb1 2350

GW KENSINGTON:

Shop 7, Lancer Square, Kensington Church
Street

Tel: 0207 9
GW KINGSTON ON THAMES

33 Fife Road, Tel: 0208 549 5224

GW LONDON (OXFORD ST):

Unit F10, The Plaza Shopping Cenure, 1t
Floor, 116-128 Oxfurd Streer, Tel: 0207 436
0839

GW RICHMOND;

Unit B, Westminster House, Kew Road. Tel:
0208 948 61
GW ROMFORD:

12 Quadrant Arcade, Tel: 01708 742 140
GW STAINES:

# Clarence Stree
GW SUTTON;
Unit 26, Times Square Stopping Centie. el
0208 770 9454

* GW UXBRIDGE:

Unit 32, Chequers Mall, The Pavilions Shopping
Centre, 0189 525 2800

GW WATFORD:

Unit Q, 1A Queen Sireet, Harlequin Centre:
Tel: 0192 324 53

BLACKHEATH, 2nd Impressions:

Tel: 0208 852 6192

CHINGFORD, Hahhy Stop:

Tel: 0208 52¢
CHINGFORD, Rasm of London:
Tel: 0208 529 1920

CLAPHAM iUNL‘I’ION Toystop:
Tol: 0207 226 9078

DULWICH, The Arl Stationers:
Tel: 0208 69
FINCHLEY, Leisure Eames‘

Tel: D208 346 2327
HAMPSTEAD, Happy Returns:
Tel: 0207 435 2431

HERNE HILL, Just Williams:

18 Half Moon Lane, SE24 9HU,
Tel: 0207 733 9955
KNICHHBRIDGE Harrads:
Tel: 0207 730 1234
LONDON, Just Games:

Tel: 0207 323 3080
LONDON, Russ:

Tel: 0207 228 6319
PUTNEY, Toystop:
Tel: 0208 785 9555

RUISLIP, john Sanders:

Tel: 01895 634 848

WIMBLEDON, Elys:

Tel: 0208 946 9191

WOOD GREEN SHOPPING CENTRE, Toy City:
Tel: 0208 881 0770

GW MANCHESTER (central):

Unit R35, Marsden Way South, Amdale Centre,
Tel: 0161 834 6871

GW TRAFFORD CENTRE:
Linit L40e Trafford Centre
ECCLES, Amazon Miniatu
Tel: 0161 788 7650
MANCHESTER, Waterstones:
Tel: 0161 832 1992

Tel: D178 446 0675

MERSEYSIDE AREA
* GW LIVERPOOL:
13b Central Shopping
Tel: 0151 703 0963
GW SOUTHPORT:
Unit K2, Marble Place Shopping Centre.
Tel: 0170 450 12

ST HELENS, ID Gammg

Tel: 01744 7

SOUTHPORT, Chymm Games:
Tel; 01704 545349

MIDDLESEX

EAST SHEEN, Play Inside Out:
Tel: 02088 765 22

EAST SHEEN, Pandemonium:
Tel: 02088 780 B66

ENFIELD, Jennings Stores:

Tel: 208 804 1604

NORFOLK

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 Warld:
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

KINGS LYNN, [mpirl‘

Tel: 01553 7
KINGS LYNN, Wrsigale Department Store:
Tel: 01553 760 981

NORTH WALSHAM, Games N Fun:

Tek: 07851 031 246

NORWICH, Battlenet:

Tel: 01603 765 595

NORWICH, Kerrisons:

Tel; 01603 434008

NORWICH, Langleys, Rackheath industrial
estate: Tel: 01603 621959

NORWICH, Toys Plus, Norwich airport
industrial estate: Tel: 01223 837 819
SHERINGHAM, Starlings-Toymaster:

Tel: 01263 822 368

TAVERHAM, Norvic Models Ltd:

Unit 2, Taverham Garden Centre, NR8 6HT
Tel: 01603 865213

WROXHAM, Paint House Toyshop:

Tel: 01603 706 804

NORTHAMPTONSHIRE

* GW NORTHAMPTON:

Abington Square. Tel: 01604 636 687
CORBY, Westgate Department Store:

Tel: 01536 203 525

KETTERING, Battlemaster Games Ltd:

Tel: 01536 414 880

KETTERING, Green Angel Cards & Games:
Tel: 01536 359 248

KETTERING, IWymaster Kingdom:

Tel: 01536 512
‘OUNDEL, Oundel News:

Tel: 018 3518

RUSHDEN, Oshorne Sports & Toys:
Tel: 01933 312 415
WELLINGBOROUGH, Software Seller:
Tel: 01933 440 861

BERWICK UPON TWEED, Berwick Computer
Games and DVDs:

Tel: 01289 309 551

HEXHAM, Fairplay:

Tel: 01434 606 678

HEXHAM, Robbs Department Store:

Tel: 01434 602 151

MORPETH, TG Allan:

Tel: 01670 515 136

NOTTINGHAMSHIRE

GW NOTTINGHAM (central):

34a Friar Lane. Tel: 0115 948 0651
GW WARHAMMER WORLD:

Willow Road, Lenton. Tel: 0115 916 8410
MANSFIELD, The Games Emporium:
Tel: 01623 640 022

NEWARK, Access Models:

Tel: 01636 673 116

SUTTON-IN-, AsﬁFlEm, Big Boys Toys:
Tel: 01623 2

WORKSOP, Mnd!| Base:

Tel: 01909 501 752

GW OXFORD:

1A Bush House, New Inn, Hall Street. Tel:
01865 242 182

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:

Tal: 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 Wal
Tel: 01491 835 253

WITNEY, Romkrish:

Tel: 01993 704 979

* GW SHREWSBURY:

6 Market Street. Tel: 0174 336 2007

TELFORD, 5anda Games:

4 Albert Place, Donnington, Tel: 01952 676 722
BRIDGENORTH, Hobby Harse:

Tel: 0174 & 766 659

OSWESTRY, Funfay
Tel: 01691 670 646
TELFORD, Questing Knight Games:
Tel: 01952 417 747

enitre, Raneleigh

SIIIEBSEI

gate Bulldings, Avon Streel

Tel: 0122 533 4044

BRIDGEWATER, Games Mart:

Tel: 0127 & 433 677

BURNHAM ON SEA, GW Hurley:

Tel: 01278 789 281

CHARD, Games Wizard:

Tel: 01460 239 090

CHEDDAR GORGE, Class Creations Ltd:
The Lippiatt, BS27 3QP, Tel: 01934 749 240
CLEVEDON, |] Toymaster:

Tel: 01275 341 818

FROME, The Ellenbray Press:

Tel: 01373 462 139

FROME, Frome Model Centre:

Tel: 001373 46529

GLASTONBURY, Pedalers Toymaster:

Tel: 01458

TAUNTON, Kracke:
Tel: 01823 335 057
WELLS, Wells Models:

Tel: 01749 675 262

WESTON SUPER-MARE, ] Toys:
Tel: 01934 418 151

YEOVIL, Yeovil Collectors Centre:
Tel: 01935 433 739

YEOVIL, Witch Engine:

Tel: 01935 47978

STAFFORDSHIRE

= GW BURTON ON TRENT:
Unit #, Union Court, Union Street
Tel: 0128 353 5865

GW STOKE:

27 Stafford 5t. Tel: 0178220 5267
COCKERMOUTH, The Tay Shop:
Tel: 01900 825 855

LEEK, Chapter 1:

Tel: 01538 399 885

LONGTON, Mini-men:

Tel: 01782315 410

NEWCASTLE UNDER LYME, Sundowner
Models:

Tel: 01782 610 606

STAFFORD, Stafford Games:

1F Paul Reynolds Centre, Foregate Street,
ST16 2P)

Tel: 01785 255577

STAFFORD, Too Fat Goblinz:

Tel: 01785 244 499

STOKE-ON-TRENT, Alsager Toys and Models:
Tel: 01270 882 871

STOKE-ON-TRENT, Battlezane Games &
Collectables:

Tel: 01782 B33 633

TAMWORTH, Geoff’s Toys:

Tel: 01530 832 795

* GW IPSWICH:

49 Buttermarket, Tel: 01473 210 031
BECCLES, Toy Box:

Tel: 01502 712 785

BURY ST, EDMUNDS, Madel Junction:
Tel: 01264 753 456

BURY ST. EDMUNDS, Toymaster Kingdom:
Tel: 01264 761 646

FELIXSTOWE, Wizards Taxis:

Tel: 01394 275 55!
HALESWORTH, Halesworth Toy Shop:
Tel: 01986 674 27

IPSWICH, Galaxy Mudnls & Hobbies Ltd:
Tel: 01473 729 27"

IPSWICH, Toywufld Ipswich:

Tel: 01473 728 5

LOWESTOFT, Ta-ymasler Kingdom:

Tel: 01502 565 688

NEWMARKET, Moons Toyland:

Tel: 01638 663 147

STOWMARKET, D | Collectables:

Tel 01448 771 015

STOWMARKET, Simpson & Sons:

Tel: 01449 612 414

SUDBURY, FT Games:

Tel, 01787 466 060

SUDBURY, Toymaster Kingdom:

Tel: 01787 372 238

WOODBRIDGE, Toytown:

Tel: 01394 383 170

SURREY

GW GUILDFORD:

Unit 1, 9/12 Tunsgate, Tel: 0148 345 1793
GW WOKING:

Unit 3 Cleary Cowtt. Tel: 0148 377 16!
COULSDEN, Taylors Tays and Sports:
Tel: 0208 666 00710

CRANLEIGH, David Mann:

Tel: 01483 273
DORKING, Dorking Models:
Tel: 01306 881 747

EPSOM, Ottakers:

Tel: 01372 74

EPSOM, Treehouse Toys:
Tel: 01932 252 2
FARNHAM, Darkst
Tel: 01252 820 324
OXTED, |H Lorimer L
Tel: D200 656 ¢
PURLEY, JH Lorimer Lid:

Tel: 0181 660 9716

REDHILL, Gamers Guild:

Tel: 11737 789 123

REIGATE, The Toy Shop:

Tel: 01737 245 300

WALTON ON THAM[S Treehouse Toys:
Tel: 01932 25

GW BRIGHTON:
Unit 7, Nile Pavili
GW CRAWLEY:
11 Broadway. Tel: 0129 355 2072
GW EASTBOURNE:

13 Terminus Road.Tel: 0132 364 1423

s, Tel: 0127 320 3333

BOGNOR REGIS, Trains Models and Hobbies:

Tel: 01243 864 7.
BURGESS HILL, Kid's Stuff:

Tel: 01444 257 724
CHICHESTE_lL Chichester Toys:

Tel: 01

EAST GRINSTEAD, Rﬂady To Run Models
Tel: 01342 300 91

HAYWARDS HEATH, 4JRIN Ltd:
Tel: 01444 455 993

HORSHAM, Gentle Gallery:

Tel: 01403 258 567

HORSHAM, Ottakers:

Tel: 01403 268 088

SEAFORD, Big Kids Toy Shop:

Tel: 01323 899 049
SOUTHWICK, The Dragons Tears:
52 Highdown, BN42 405

Tek: 01273 595418

STEYNING, Gentle Gallery:

Tel: 01903 812 933

UCKFIELD, Kid's Stuff:

Tel: 01825 768 398

WORTHING, KC's Games Shop:
Tel: 01903 237 983

* GW NEWCASTLE (Central):

Unit bA, Newgate Shopping Centre

Tel; 0191 232 2418

GW METRO (METRO CENTRE):

First Floor, The Arcade (near ti

} Tel: 0191 461 0950
NEW[ASTI.E Fel!wlcl Ltd:

Tel: 0191 0

NORTH SHIELDS SR Gladston & Son:

Tel: 01912 570 3
SUNDERLAND, Japlings:
Tel: 01915 102 105
WHITLEY BAY, T&G Allan:
Tel: 01912 531 564

WARWICKSHIRE
GW COVENTRY:
Unit 39, Upper Lev
Centre. T 247
GW LEAMINGTON 5PA:

32 Regent Street. Tel: TBC

BEDWORTH, Railway & Modellers Junction:
Tel: 02476 316 285

KENILWORTH, Abacraft Arts & Pictures:
Tel: 41926 511 29

LEAMINGTON SPA, Trinders Toy Town Ltd:
Tel: 01926 470 501

RUGBY, Joto Railways & Models;

Tel: 01788 562 3
STRATFORD-UPON-AVON, Much ado about
1o

Cathedral Lanes Shopping
i

Tel: 01789 295 850

WIITSHIRE
GW SALISBURY:
1B Winchester
GW SWINDON:

50 Fleet Street. Tel: 0179 343 6036
CALNE, SPS Stationery:

Tel: 01249 813 560

DEVIZES, Hoggosaurus Toymaster:
Tel: 01380 723 841
MARLBOROUGH, H Duck:

Tel: 01672 512 170

Mﬂ.usum The Inylhnp

Tel: 012

swmncw, Spn[ On Models:
Tel: 01793 522 098
TROWBRIDGE, The Toy Shap:
Tel: 01225 768 415

WORCESTERSHIRE

* GW WORCESTER:

23 Lychgate Mall, Cathedral Plazs,
Tel: 0190 561 6707
DROITWITCH, Loak-rite Ltd T/A Toyworld:
Tel: 01905 772 403

EVESHAM, Battle Honours UK:

Tel: 0138 645 675

REDDITCH, Hoggosaurus Toymaster:

Tel: 0152 766 (92

STOURPORT ON SEVERN, TP Activity Toys:
Tel: 01299 672 800

roct. Tel: 0172 233 0955

ow nunrmo

4 Piceadilly, Bradford. Tel: 0127 473 9430
GW DONCASTER:

Unit 10, The Colonnades, Tel: 0130 232 0535

GW HARROGAT
53 Station Parade.
GW HULL;

30 Paragon Street. Tel: (0148 258 9576
GW LEEDS (central):

12-16 Central Road. Tel: 0113 242 0834
GW LEEDS (WHITE ROSE)
Unit 280, While Rose Centre. Tel: 0113 272 3470
GW SHEFFIELD (central):

16 Fitzwilliam Gate. Tel: 0114
GW SHEFFIELD (MEADOWHALL CENTRE):
Unit 918, High Street, Upper Mall inext to
entrance near Bools). Tel: 0114 256 9836

* GW WAKEFIELD:

9% Kukﬁal\- the Ridings Centre. Tel: 0192 436
943

(,w YORK:

13A Lendal. Tel: 0190 462 8014
RICHMOND, Anything Goes:

Bridge Garage, Gatherley Road,

Tel: 01748 810 1
BEVERLEY, Mayfair Toymaster:

Tel: 01482 862 777

BRIDLINGTON, Crappers:

Tel: 01262 677 72

HALIFAX, Hali lMudelIersWudd
Tel: 01422 349 15

HALIFAX, Magazi anrId:

Tel: 01422 330 547
HUDDERSFIELD, Games Emporium:
Tel: 01484 532 838
HUDDERSFIELD, Sumrlhmg Wicked:
Tel: 01484 559
HULL, Mayfair Tuymasmw
Tel: 01482 862 777

KEIGHLEY, Conways Toymaster:
Tel: 01535 604 04
LEEDS, Toyworld:
Tel: 01132 439 800
NORTHALLERTON,

T & FM Grover Lid:

Tel: 01609 773 334

OTLEY, Conways Taymaster:

Tel: 01943 462 065

PICKERING, Puffers of Pickering:
Tel: 01751 4
POCKLINGTON, Chyld: Play:
Tel: 01759 306 041
SCARBOROUGH, Space, Myth and Magic:
Tel: 08456 441 113

SELBY, A1 Sports and Toys:

Tol: 01757 705 115

0142 356 4310

SHEFFIELD, Wargames Emporium:

Tol: 01142 754 826

WAKEFIELD, Model and Craft Cenlre:
Tel: 01924 374 097

WHITBY, John Anderson - Toymaster:
Tel: 01947 602 213

WHITRY, Models and Movie Props Ltd:
Tel: 01947 603 123

GW CARDIFF:

31 High Street. Tel:
* GW NEWPORT:

25 Skinner Street, Tel: 0163 325 6205
GW SWANSEA:
45 Princess Way, Tel: (179 246 3969
CARDIGAN, Helm's Deey
Rovyal B\I\'df'|H3 Priory Street, Tel: 01239 621
62
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 371 457

BRECON, ) Clark Toys & Gifts:

Tel: 01674 622 865

BRIDGEND, Joust for Fun:

Tel: 01656 767 680
CARMARTHEN, Good News:

Tel: 01267 237 769
CARMARTHEN, Hardings:
Tel: 01267 237 774
CHEP§1OW Artists Corner:
I: 01291 627 393

nern. Clarice Toys:

Tel: 01834 843 493
GWYNEDD, LT Leisure:

Tel: 01341 261 402
GWERSYLLT, Brite Ideas:
Tel: 01978 758451

LLANELLI, A.M Frost:

Tel: 01554 777 277

lLANDaINDOD WELLS, Corven Arts:
Tel: 08700 664 904

LLANDUDNO, Dibs Toymaster:

Tel: 01492 876 503

LLANTWIT MAJOR, Rainbow Plaza:
Tel: 01446 794 118

MILFORD HAVEN, Foster Powell Ltd:
Tel: 01646 6
PORTHCAWL, Game Itz

Tel: 01656 784 428
PEMBROKE, Dragon Alley:

Tel: 01646 621 456

RHYL, Lightfoot Models & Toys:
Tel: 017
SWANSEA, Comix Shoppe:

Tel: 01792 642 097
SWANSEA, West Coast Games Ltd:
6 High Street Arcade, SA1 1LE

Tel: 01792 533 464
WREXHAM, Brite Ideas:

Tel: 01978 261 244

+ GW ABERDEEN:

4 Uppet Kirkgate

Tel: 0122 464 97

GW AYR:

10 Arcan Mall, Tel: 0129 261 0673

GW BRAEHEAD:

Il 5 Braehead Shopping Centre, Kings Inch

202 D64 4917

31

.
I'e 0141 BB5 9440
* GW DUMFRIES:
44 High Street. Tel: 0138 724 9702
GW DUNDEE:
110 Commercial Street. Tel: 0138 220 2382
GW EDINBURGH:
136 High Street. Tel: 0131 220 6540
GW FALKIRK:
12 Cow Wynd. Tel; 01
* GW GLASGOW:
81 Union Street. Tel: 0141 221 1673
ANGUS, Gardiners:
Tol: 01356 622 26
BANCHORY, Toy and Gift Shop:
Tel: 01330 825 586
CRIEFF, Pinelree Hobhycrafts:
Tel: 01764 653 706
DINGWALL, Sports and Model Shop:
Tel: (01349 862 346
DUNFERMLINE, Abbey Models:
Tel: 01383 731 116
EAST KILBRIDE, DTS Models:
Tel: 01355 236 988
EDINBURGH, Marionville Models:
Tel: 01313 177 010
ELGIN, Junner's Toymaster:
Tel: 0143 542 492
FRASERBURGH,
Steven's Toymaster:
Tel; 01358 724059
FIFE (CUPAR), The Nappy Pin:
Tel: 01334 653 160
FORFAR, |. Yule and Sons:
Tel: 01241 872 195
FORT WILLIAM, The Granite House:
Tel: 01397 703 651
GALASHIELS, Bnuks Plus:
Tel: 01696 752 B4
GLASGOW, Static Game;:
1412 265 414

462 4551

HADDINGTON,

Cycle Services:

Tel: 01620 826 989
INVERNESS, Junners Toymast
Tel: 01463 233 234

ISLE OF LEWIS,

A D MacDonald and Son:

Tel: 085) 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
PETERHEAD, Gmly Donald
Tel: 01779 474 7.
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SHETLAND, Harrys Dept Store:
Tel: 01595 693 097

STIRLING, Abacus:

21 Crawford Arcade, FKB 1AX,
Tel: 01786 478 784

STIRLING, Do It @ Your Leisure:
Tel: 01786 826 975

THURSO, Durrans:

Tel: 01847 B93 169

TURRIFF, E Rae and Son:

Tel: 01868 562 610

GW BELFAST:
20A Castle Court (tlowards back of the Centrel.
Tel: 0289 0231684
BALLYMENA, Camerans:
23 Broughshane 51, Co Antrim,
Tel: (482 564 882
BANBRIDGE, David Rogers:
7 Bridge S, Co Down,
BANGOR, Replay Games:
High St, Co Down, Tel: 0489 145 2210
BANGOR, Stewart Miller & Sons
40 Main §t, Co Down, Tel: 0489 12
COLERAINE, Moores:
7-11 Church 51, €o Derry, Tel: 0126 544 44
CRUMLIN, Lilliput Construction Co:
92 Bramble Wood, Co Antrim.
ENNISKILLEN, Modellers Corner:
22 Daling 5t, Tel: 0486 632 2367
LISBURN, World of Wonder:
Riversicie Centre, Tel: 0489 266 9996
oM.\uH, Whites Toymaster:

/7 Bridge St, Tel n(,a.' 242 427
FDRTADOWN D Jeffe
8 Mandeville S, el Oam 535 DAY

EIRE
GW BLANCHARDSTOWN:
Unit 249, Blanchardstown Shopping Centre,
Dublin, Tel: 0035 318 223 668

GW DUBLIN:

Unit 3, Lower Liffey Street

Tel: 0035 318 725 791
ATHLONE, Toy City:

Né Cenire, Co Wesimeath, Tel: 090 647 9851
BALLINA, World of Wonder:

Dillon Terrace, Co Mayo, Tel: 096 76676
BLACKPOOL, World of ! Wonder:

23 Northpoint Bus Pk, Cork, Tel: 0214 210 445
BRAY, ER Ha ns:
Co Wicklow, Tel: 012 867 995
CARRICK ON SHANNON, Mulvey's:
Main Stieet, Leltrim, Tel: 071 962 2936
CASTLEBAR, McDermotts:
Co Maya, Tel: 096 76676
CORK, Art and Hobby Shop:

Douglas Shopping Centre, Co Cork,

Tel: 021 436 35

CORK, Art and Hobby Shop:

Wilton \hoppmg f[‘mr\", Co Cork,

‘Tel; 021 434

CORK, Noddrs Tﬂyma; er:

13-14 Commarket St, Co Cork, Tel: 021 427
9508
CORK, Other Realms:

Paul Street Shopping Centes, Cork Gty

Tol: 021 422 2224
CORK, World of Wonder:
Co Cork, Tel: 021 4210445

CLONAKILTY, Coughlan Educational Supplies:
11 Rassa 51, Co Cork, Tel: 023 33068
CLONMEL, Hogan’s Toymaster:
31 Parnell St, Co Tipperary, Tel: 052 23973
CLONTARF, Furlongs:
4 Vernon Avenue, Dublin, Tel: 01 853 0395
DUBLIN, Banba Taymaste

48 Mary S, Tel; 01 872 7100

DUN LAOGHAIRE, Banba Toymaster:

Dun Laoghaire Shopping Cenire, Co Dublin,
Tel: 012 804 011

DUNDALK, Pick n Save:

Long Walk $/Centre, Co Louth, Tel: 042 932
7356

DUNGARVEN, Murphy’s Toy and Cycle
Specialists:
9 Main St, Co Waterford, Tel: 058 41376
ENNIS, World of Wonder:
Wandgay Car Park, Co (|.m-, Tel: 065 664 8697
ENNIS, Banba Toymaster:

Clearwater $/Centre, Uumm Tel: 01 864 3910
GALWAY, Games Realm:
A The Corn Store, Co Galway, Tel: 091 563
006
GALWAY, It's Magic:
S/Centre, Co Galway,
63313
GALWAY, Model World:

14G Lioshan Business Park, Taum Rd., Co Galway,

Tel; 091 765 655

0108

lel: 091 764 949

Lower Bridge St, Kerry, Tel: 066 976 1919
LIMERICK, Hollywooed Empir
30 Thomas St, Co Limerick, Tel: 061 313 477
LIMERICK, O'Callaghans:

Dock Rd, Co Limerick, Tel: 061 225 886
LIMERICK, The Gathering:

43 Lower Geraild Griffin St, Co Limerick

Tel: 061 315 133
LOUGHREA, Beatty:
Church §t, Co Galway, Tel: 091 841 403
LOUGHREA, Mary's Toymaster:

2 Main 5t, Co Cork, Tel: 026 42491
LOUGHREA, Murphy's World of Wonder:

115, Main 5, Co Cork, Tel: 022 21197
NENAGH, JKC:

25 Pearse St, Co Tipperary, Tel: 067 31391
NEWBRIDGE, World of Wonder:

Newhridge Retail Park, Kildare.

SLIGO, WA and AF Woods:

Co Sligo, Tel: 071 914 202 110 478
STILLORGAN, Nimble Fingers:

Co Dublin, Tel: 012 880 788

TRALEE, A Caball and sons:

9-12 Bridge Street, Co Kerry, Tel: 066 712 1847
TULLAMORE, Robbins:

Willlam St, Co Offaly, Tel: 0506 21541
WATERFORD, The Hobby Shoj
38 The Quay, Co Waterford, Tel: 051 852 227
WESTPORT, Wﬂlld of Wonder:

Bridge 81, Co Mayo, Tel: 098 25331
THURLES, Toymaster:

Friar St, Co Tipperary, Tel: 062 51326
TIPPERARY, Hogan's Toymaster:
31 Pamell 81, Co Tipperary, Tel: 05
TIPPERARY, Whelan's:

64-65 Main Street, Co Tipperary, Tel: 062 51326
WATERFORD, Fitzmaurice Toymaster:

Tek: 051 876 566

23973

WEXFORD, Play & Learn:
8 Selskar St, Co Wextord,
WICKLOW, Hopkins:

Main Street, Co Wicklow, Tel: 0404 67225

INTERNATIONAL
ACCOUNTS

BELGIUM

BRUGGE, Fair Play

Spoorwegstraal 162, 8200,

Tel: D032 (0150 38 51 83

AARSCHOT, Conect'r

Gasthuisstraat 47, 3200, Tel: 0032 (0)16 56 88
0

ANTWERPEN, Celtic Cross
Zilversmidstraal 9, 2000,

Tel: 0032 (0)3 284 B1 63
DENDERMONDE, Tip Top Moens
Sint-Gillistraat 75, 9200,

Tel: 00 22117 98
K»\SS&LY D-Six
Kuringersteenweg 43-45, 3500,

Tel: 0032 (0111 32 53 55
LEOPOLDSBURG, NV Moestermans
Maarschalk-Fochstraat 20, 3970,

Tel: 0032 (0111 39
LEUVEN, The Dice Pool
Parijsstraat, 44, 3000, Tel: 0032 (0)16 29 49 94
MECHELEN, De Spelfanaat
Veemarkt 32, 2800, Tel: 0032 (015 34 59 07
OOSTENDE,
Amsterdarmsiraa
Tel: D032 (K59 51 57 56
AALST, Hermelijn
Malenstraat 36, 9300, Tel: +32 (0) 53 41 48 66
AALST, Intertoys Aalst
Lange Zoutstraat 163, 9300,

Tel: +32(53) 750143

ANTWERPEN, Red Dragon Games

St Katelijnevest 55, 2000,

Tel: 0032 (013 231 71 61

BLANKENBERGE, De Speelhoek

Langestraal 41, 8370, Tel: 0032 ()50 41 49 23
BRUGGE, Modelbouwcenter West-Vlaanderen
Langestraat 163, 2000, Tel: 0032 (0150 34 20 71
BRUSSEL, Interloys Laken

B-10 Avente Busleyden, 1020,

Tel: 0032 (072 268 71 41

BRUSSEL, Intertoys Anderlecht

§ Dupluislaan 315, 1070,

Tel: 0032 (012 523 84 73
DEURNE, The Gamestore
Bisschoppenhoflaan 7-8,2100
Tel, +32 3 325 55 35
GENT, Intertoys Gent
Volderstraat 17, 9000, Tel: 0032 (0)9 224 42 86
GENT, Miniatuurauto’s Eeckhout
Burgstraat 87, 9000, Tel: 0032 (09 224 17 96
GENT, Lood &Spelen
Burgstraat 43, 9000, Tel: 0032 (019 224 47 34
GENT, Red Dragon Games Gent
Ovemoortstraat 116, 9000
HALLE, Mishra's Playground
Ninoofsesteenweg 104, 1500,

Tel: 0032 (0)2 361 58 53

HALLE, Top 1 Toys Halle

Bosiliekstraat 66, 1500, Tel: 0032 (0)2 356 04
03

HASSELT, Oberonn

Kempische Steenweg 27, 3500,

Tel: 0032 11 351 358

IREL[[S In!ertnvs Ixelles

KO‘I'IRI]K Albion

Doomiksestraat 52, 8500, Tel: +32 (56) 32 43
o7

KORTRIJK, De Concorde

Brugsestraat 40, 8500, Tel: 0032 (0156 37 05 65
MERKSEM, Game Garden, The

Bredabaan 376, 2170, Tel: 0032 (0)3 666 37
NEERPELT, t’ Spellenhuis

Fabrieksiraat 10, 3910, Tel: 0032 (0111 74 49 79
OOSTENDE, Timms

\".}M\demnk 8, B400,

Tel: 0032 (0)59 80 49 63

ovemﬁE Intertays Overijse

Brusselsesteenweg 4024, 3090,

Tel: 0032 (0)2 687 42 53

ROESELARE, Black Border

Stationsdreef 63, 8800, Tel: 051/20 82 50
ROESELARE, Willi's Wereld

Henrl Horriestraat 20, 8800,

Tel: 0032 (0151 24 64 15

ST NIKLAAS, HQ

Ankerstraat 44, 9100, Tel: 0032 (0)3 776 35 45
TOURNAL Intertays Tournai

19 Rue Royale, 7500, Tel: D032 ()69 21 42 22

BULGARIA

SOFIA, Magic Worlds
1004, Slaveikov sqr.9
SOFIA, Moria

1303, Sredna Gora $tr.133

CROATIA
CAKOVEC, Hama centar
Roban kuca "Medjimuka®
OSIJEK, Land DfMa jic
), or Centat, Gacka 10
h‘l f\ﬂ!ﬁ‘? 'IiJ 5794
OSIJEK, Zelda,
Trg A, Starcevica
RIJEKA, Game Master
Krizaniceva 1¢
SPLIT, Land of Magic
Kralja Zvonimira 15, 21000,
Tel: 00385 21482249
SLAVONSKI BROD, Lesic
Strossmayerova 7
VARAZDIN, Land of Magi
Kaciceva 5, 42000, Tel. UD'W'? 4220061
ZAGREB, Land of Magic
10000, Frankopanska 22, Tel: 00385 14870077
ZAGREB, Land of Magic
10000, Radiceva 13, 0038514923917

BRNO-ABOVRESKY, Cerny Rytir
Chiadkova 3, Tel: 00420 603884082
CESKE BUDEJOVICE, Chaotit
Zacharyasova 5, Tol: 0042 602489158
HRADEC KRALOVE, Knibkupectvi Valhalla
Letcu 1651, Tel: 0042 495522009
LIBEREC, Ogri Doupe

Silkova 236/11, Tel: 00420603 893 336
PRAHA, Cerny Rytir

Za Paricskou branou 21, Tel: 00420 222
PRAHA, Ogri Doupe

Mikulandska 4/122, Tel: 00420 224 934 811

VSETIN, Atlantis
Prikea 42, Tel: 00 42 571411697

DENMARK

GW K@BENHAVN

Frederiksborggade KL, 1360, Tel: 33122217
AARHUS C, Dragons Lair

Sct, Knuds Torv 3, 8000, Tel: 8619 0063
ODENSE C, Dragons Lair

Kongensgade 71, stth, 5000, Tel: 6391 9701
ROSKILDE, Fanatic Roskilde
Allehelgensgade 15, 4000, Tel: 4636 1548
SLAGELSE, Fanatic Slagelse
Skovsagade 6A, 4200, Tel: 58
ESBJERG, Bunkeren
Jembanegade 2, 6701
HILLER@D, Hobby & Fritid

Hostrupvej 4, 3400, Tel: 4825 2616
KOBENHAVN NV, Arena Kabenhavn
Rentemestervej 80, 2400, Tel: 3833 5700
N/ESTVED, Arena Nastved

Ramsherred 17, 4700, Tel; 5554 6700
RODOVRE, Mr Games
Risdovre Slationscenter, 2610,
AALBORG, Aalborg H
Norregade 18, 9000, Tel a1 1305
AALBORG, Bog & Idé Aalborg

Nytory 5, 9000, Tel: 9811 6611

AALBORG 5V, BO Boger Aalborg

Alborg 5t. Center 108, 9200, Tel: 9879 1545
AARS, Ting og sager

Sendergade 6, 9600, Tel: 9862 4552

AABENRA, Legekaeden Aabenrd

Storegade 17, 6200, Tel; 7462 2405
ALBERTSLUND, Bog & idé Albertslund
Stationstorvet 2, 2620, Tel: 4364 8677
ALLER@D, Bog & idé Allerod

M.D madsensve] 8, 31450, Tel: 4817 2770
AARHUS C, Goblin Gate

Kystvejen 27, 00O, Tel: 8619 4311

AARHUS C, Hobby House

Norregade 51, 8000, Tel: 8612 0062

ASNAES, Bog & Ide Asnaes

Asnaes Centret 2, 4550, Tel: 5965 0014
CHARLOTTENLUND, Bog & idé Charlottentund
Jegershorg Allé 5, 2920, Tel: 3964 3840
ESBJERG, BO Boger Esbjerg

Kongensgade 33, 6700, Tel: 7512 1177

ESPERG ARDE, BO Bager Espergrde
Espergarde Centret, Vester Torv 2, 3060, Tel!
4913

FARUM, Bog & idé Farum

Farum Bytary 3520, Tel: 4435 12
FREDERICIA, Bog & idé Fredericia
Gathersgare 37, 7000, Tel: 7624 5969

FRED
Godthdbsvej 36, ?uun 1

54 4080

3672 0255

1819 7025

Jernbanegade \:‘ 3600, Tel: 4738 3959
FREDERIKSV/ERK, Hobby & Legetoj
Norregade 38, 1300, Tel: 4772:1693
GILLELEJE, Lillys Legetaj
Vesterbrogade 9, 3250, Tel: 4830 3090
GRENA, Bog & idé Grend
Torvet 8, B500, Tel: 8632 1933
GREVE, BO Buger Hundige
Hundige Storcenter, 2670, Tel: 4390 6008
HADERSLEV, Legekaden Hadersley
Norregade 20, 6100, Tel: 7453 0385
HADSTEN, Mosquito Cykel Center
Kitkevej 1, 8370, Tel: 86908 0819
HELSINGE, Schwarlz Bog & idé
Ostergade 17 - 19, 3200, Tel: 4879 4001
HELSINGE, Teaterbixen
Frederiksborgve] 10, 3200, Tel: 2092 2
HELSINGOR, BO Boger Helsingar
Sturups Plads 1, 3000, Tel: N"\ n.un
HERNING, BO Bager Her
Bredgade 6, 7400, Tel:
uEanNc., Buddy Legetoj
niret, Merkurve] 17, 7400,
52

20747

HERNING, Frges Klder

Smallegade 12, 7400, Tel: 3510 1897
HILLER@D, Legekaden Hillerod
Slotsgade 27, 3400, Tel: 4824 6161
HIGRRING, Bog & idé Hjorring
Stremgade 1, 9800, Tel w«l's‘wﬂ
HJ@RRING, Rossels Boghandel

P, Narkjaers plads 4, 9800, lel 9892 1744
HOLBAK, anﬁeis legetaj
sSmedelundsgade 22 £
HOLBAK, Storkfelt Bog & ide
Ahlgade 31, 4300, Tel: 5943 0074
HOLTE, Legelwjsbutikken

Halte midipunkt 23, 1. 2840, Tel:
HORSENS, Legekaden Hor
Hospitalsgade 15, 8700, el 7361 6011
H@RSHOLM, GAD Harsholm
Hovergaden 55 C, 2970, Tel: 4586 0408
HUMLEBAK, Rodes

Torpenve 4, 3050, Tel: 4919 1220
KALUNDBORG, Kach's Bager & Papir
Kordlilgade 9, 4400, Tel; 5951 0054
KJELLERUP, Ide & Hobby

Sandergade 12, 8620, T
K@BENHAVN K, Fantask

Skt. Pederstrasda 23, 1453, Tel: 3393 8538
K@GE, Kage Bog & Papirh:

Norrogade 12, 4600, Tel: 5665 0082
KOLDING, B.O. Boger Kolding
Kolding Storcenter 52, 6600, Tel
KOLDING, Good Games
Lisbygade 13, 6000, Tel: 7550 0304
LYNGBY, BO Boger L

Lynghy Storcenter 54, 2800, Tel
LYNGBY, EB Games

Lejemal 2750, 2600, Tel; 438
N/STVED, Holsted Bog & idé

Nastved Storcenter 16, 4700, Tel: 5573 4241
NYKOBING M, Morsn Boghandel

Algade 1, 7900, Tel: 9772 0700

NYK@BING F, Hundehuset

Jernbanegade 33, 4600, 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 Rosengirdscentret
Rosengdrdscentret $3 Gul Glgade, 5220

Tel: 6615 9928

RANDERS, Bog & idé Randers

Bradregade 6. BI00, Tel: 8643 0810
RANDERS, Byrge Sarensen Habby
Radhustorvet 4, 8900, Tel: 8642 5814
RANDERS, Randers Hobby Import

Adelgade 13, BI0D, Tel; 8643 3923
RINGKOBING, Buddy Legetaj

Algade 4, 6950, Tel: 9732 0806

RINGSTED, Buddy Legetoj

Norregade 15, 4100, Tel

5944 1688

546 1782

BBBS 1

0 3834

387 0445

509

1480

RODOVRE, B.0. Bager Rodovre

Rodovre Centrum 116, 2610, Tel: 3641 0485
RONNE, Dorthe's Hobbystue

Lilletorv 14, 3700, Tel: 5695 9449
ROSKILDE, @nskeleg

Algade 28C, 4000, Tel: 4632 3463
S/BY, Boger & Papir S

Gronnegade 22, 9300, 9846 1644
SILKEBORG, Bog & idé Silkeborg
Vestergade 11-33, 8600, Tel; 8682 0287
SKAGEN, Legekaeden Skagen

Sct, Laurentiive] 40, 9990, Tel: 9844 5465
SKANDERBORG, Schmidt Bog & idé
Adelgade 82, B860, Tel: 6652 0027

, Tel 4"f.| 2502

SKIVE, Jydsk Boghand

Naotregade 19, 7800, 1r| 9751 2599
SLAGELSE, Uldtotten

Nygade 2, 4200, Tel: 5853 5035

SOR@, Legekaeden Sors

Holberg, arkaden 11, 4180, Tel: 5783 3705
SONDERBORG, Bogcentret

Peregade 77, 6400, Tel: 7442 2071

ST HEDDINGE, Hobbystalden

Lejrstoftevej 19, Lejriolte, 4660, Tel: 5650 8610
SVENDBORG, B.0. Bager Svendborg
Gerritsgade 28, 3700, Tel: 6217 2290
SVENDBORG, Farve & Hobby Hjamet
Klosterplads 7, 5700, Tel: 6221 3131
TASTRUP, Genbrugsbeger

Kugove 85, 2630, Tel: 4371 6115

THISTED, Buddy Legeta]

Vestergade 4, 7700, Tel: 9792 1933
TORSHAVN, P/F Thomas Dam Wholesale
Boks 2148, Faro Isfands, Tel: 298311400
VEILE, 8.0, Bager Vejle

A-centret 10, Sondergade 24-26, 7100,

Tel: 7582 0544

VIBORG, Battle Bunker

jernbanegade 19, BB00, Tel: 8660 1740
VIBORG, Schous B dé
Hiultarvet 5, 8800, Tel: 8725 7334
VIBY, Rybner sugs. idé

Viby Centret, 8260, Tel: 8611 9930

STANLEY, Falkland Collectables
The General Store, Tel: 00500 2

GW HELSINKI
Simonkatu 9, 00100, Tel: 00358 975 154
HELSINKI, Fantasiapelit Helsink
Vilhonkatu 4B, 00100, Tel: 09 65 0803
LAHTI, Puolenkuun Pelit
Rautatienkatu 16, 15110, Tel: 03 7515151
ESPOO, Pelimesta
Ulappakatu 1, 02320, Tel: 09 813328
JOENSUU, Fantasiapelit Joensuu
Kauppakatu 32, 80100, 013 2843144
JYVASKYLA, Fantasiapelit lyviskyld
Kauppakatu 2, 40100, Tel: 014 216629
OULU, Fantasiapelit O
Koulukatu 28, 90100, Tel: 08 374906
TAMPERE, Fantasiapelit Tampere
Rongankaty 5, 33100, Tel: 03 2225200
TURKU, Fantasiapelit Turku
Yiiopistokatu 33A, 20100, Tel: 02 2326413
KUOPIO, Fantasiapelit Kuoj
Myllykat 9, 70110, Tel: 017 961 1148
FORSSA, Fun Stuff & Cards
Hameentie 7 Totikeskus, 30101, Tel: 03 435 6585
HAMEENLINNA, Lelushappi
Palokunnankatu 17, 13100, Tel: 03 682 3930
HEINOLA, Talousmuovi ja lelu
Kaugppakat 19, 18100, Tel: 03 7153905
HELSINKI, Fantasiapelit Varasto
PL 129, 00531 HKI, 09 7734756
HYVINKAA, Royal Toys
Muottikatu 5, 05830, Tel 01
TISALMI, Taikatala
Savonkatu 12, 74100, Tel: 017 826358
IMATRA, Kirja- lah]i Alex Ky
Mansikankuja 120, Tel 05 4319555
JAMINKIPOHJA, \m.lu Kaarti
Kiimkallionntie 205A, 23210, Tel: 03 47
JAMSA, Jaakko Saari
Valitie 1, 42100, Tel: 014 7497
JARVENPAA, Askertelutarvikel
Helsingintie 13, 04400, Tel:050 413 47 60
KAJAANI, Leppikerttu
Kauppakatu 34, 87100, Tel: 08.6133 773
KERAVA, Antikvariaatti Kersa
PL 38, Torikatu 1, 04201, Tel
KARHULA, Eagle Card
Etelainen Karjalantic 7, 48600, Tel: 05 214238
KOUVOLA, Mua
Valtakatu 3, 43100,

9 439376

2944210

LOHJA, Lohjan Kirjakauppa
Laurinkatu 48, 08100, 019 3241
MAARIEHAMN, Dillen

Torggatan 7, 22100, 018 15578
MANTSALA, Papado

Lahdentie 50, 04600, Tel: 019 688 1911
MIKKELI, Muppela

Porrassalmenkaty 21, 50100, Tel: 015 361611
PORI, Porin Pitkis

HerttuanTori 2.Krs, 20100, Tel; 02 633 2880
PORI, Porin Askertelu

Yrjnkatu 7, 26100, Tel: 02 632 6671
RAAHE, Raahen Astartelu ia Paperi
Lahdekorventie 32, 37130

RAUMA, Wanhan Rauman POP-peli
Nortamankatu 14, 26100, Tel: 02 6234840
ROVANIEMI, Liigacenter Jiissi

Rovakaiy 28, 96200, Tel: 016 3560545
SALO, Salon Harraste

Vilhonkatu 21, 24240, Tel: 016 3560545
SAVONLINNA, Savonlinnan Antikvariaatti
Olavinkatu 31, 57100, Tel: 015 534412
SEINAJOKI, Fantasialinna

Vapaudentie 51, 60100, Tel: 0405616138
SEINAJOKI, Pitkikiekko
Verkatehtaan kat 4, 60100, Tek: 06
TAMPERE, Gamelife

Rautatienkatu, 13100, Tel: 03 2121244
VAASA, Nirunaru

Rauhankatu 19, 65100, Tel: 06 3127027
VALKEAKOSKI, Valkeakoskenkirja
Kauppakalu 3, 37600

VAMMALA, Info- Tyritin Kirjakauppa
Marttilinkatu 18, Tel: 03 512 7133

ATHENS, Fantasy Shop: Perister
Themistokleos 2 )
Tel: 0030 210 5 ‘-U

ATHENS, Action Hobbies
Chaolargos, Tel: 0030 210 6564515

177880

ATHENS, Fantasy Shop: Halandri

Kolokotroni & Gilni b, Tel: 0030 210 6897396
ATHENS, Fantasy Shop

3 Septemvriou 63, 1»>| 0030 210 8231072
ATHENS, Fantasy shop: Ag. Paraskevi
Agiou loannou 248, Tal: 0030 210 60(
ATHENS, Fantasy Shop: Kifisia
Drosinl & D. Kryiakou 16,

Tel: 0030 210 8016041

ATHENS, Fantasy Shoy
Ypsilantou 116, Tel: 0030 210 4135757
ATHENS, Fantasy Shop: Exarcheia
Themistokleous 4145, Tel: 0030 210 3826877
ATHENS, Kaissa Amarousiou

Kondili 7, Tel: 0030 210 6141675

ATHENS, Kaissa Chess & Games

Kallidromiou 8 & Ippohratous 114 72,

Tel: 0030 210 366488

ATHENS, Kaissa Glyfadas

Xorikon 4, Tel: 0030 210 8962 057

ATHENS, Kaissa Halandriou

Doukisis Plakentias, Tel: 0030 210 6898485
ATHENS, Kaissa Monokeros

Tritis Septemvriou, Tel: 0030 210 8813 990
ATHENS, Kaissa Pagratiou

116 34, PL Messologiou 2-4, Pagrati,

Tel: 00 30 210 7218 318

ATHENS, Kaissa Peiraia

Ipsilantou 174-176, Tel: D030 210 4296 636
ATHENS, Kaissa Plj

Dilou 22, Tel: 0030 210 5786707

CHANIA, Kaissa Chanion

73 100, 109 Kydonias St, Tel: 0030 2821088996
CRETE, Fantasy Shop: Herakleion

Idomenes 2, Tel: 0030 2810 301312

CRETE, Kaissa Hania

Kydanias 107, Tel: 0030 26210 86996
HALKIDA, €D Corner

Miaouli 24, Tel; 0030 2221 087315
KALLITHEA, Fantasy Shop Kallithea

Irakleous 110, Tel: 0030 29210 28782
LARISA, Kaissa Larisas

Koumoundourot 22, D030 2410 537337
MAROQUSI, Battle Bunker

Dianysau 9, Tel: 0030 2102528738

PATRA, Fantasy Shop:Patra

Pantanassis 75, Tel: 0030 2610 221014
PATRAS, Kaissa Palr:
Gounarl & Sisini 24, Tel: D030 2610625632
PERISTERIOU, Kaissa Peristeriou

Dilou 22, Tel: 0030 2105788707

PIREUS, Dragons Eye Store

Fleming 42, Keratsini, Tel: 00302 106929169
THESSALONKI, Fantasy Shop: Thessaloniki
Pl Navarinou 2 & 0. Gounari,
Tel: 0030 2310240193
THESSALONIKI, Kaissa Thessalo
546 22, Skra 4, Tel: 00 30 2310
VOLOS, Fantasy Shap

Glavani 98-100 & Galias, Tel: 0030 24210
28782

BUDAPEST, Silverland

1036, Lajos u, 40, Tel: 0036 125 03157
BUDAPEST, Trollbarlang

1061, Andrassy ut. 33, Tel: 0036 132 13279
GYOR, New Ork

9021, Arany |, u. 1
Tel: 0036 706 01
MISKOLC, Deron
3525, Denyne u. 7, Tel: 0036 404 11528
SZOMBATHELY, Sarkanytuz

9700, Kossuth L. 1. 20, Tel: 0036 703 188 815
SZEKESFEHERVAR, Legendak Csarnoka

8000 Pityer u, 42, Tel: 0036 703 857 926
SZEGED, Csillagveg

6722, Gogol u. 15, Tel: 0036 203 371 501
VESZPREM, Sarkanytuz

8200, Kossuth ut. 102, Tel: 0036 705 994 130

ICELAND
REYKJAVIK, Nexus
HVERFISGATA 1P03 125, Tel: +354 5529011

HAIFA, Kitaro

Haifa grand mall, Tel: 00972 48503232
HERZLIA, Freak

Sokolov 29, Tel; 00972 99589077
RAMAT HASHARON, Tapuah
Osishkin 33, Tel: 00972 35404713
RAMAT HASHARON, Tapuah Fantasy
Sokolov 30

TEL-AVIV, Kitaro

Merkaz baalei Hamelacha 1
Tel: 00972 16299320

TEL AVIV, Freak

Even Geviral 60, Tel: 00972 36961826

KAUNAS, J5C in Dial
Droiugystes 41115, 51
1776

12

397

3 Il em,
o

Kaunas 31, Tel: 370

MALTA, Forbidden Pawer

83 Trig Misrah Il-Barrieri, Msida,
Tel: 00356 21 227999

MALTA, K Hobhbies 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 3
GW HAARLEM

Gierstraal 29, 2011 GA, Tel: 023 551 76
GW ROTTERDAM

Van Oldenbameveldplaats 452, 3012 AP,

Tel: (10 280 0268

ARNHEM, Spelkwartier Arnhem
Stecnstraat 4, 6828 CJ, Tel: 026 370 2026
DEN BOSCH, De Dobbelsteen

Hinthamerstraat 90, 5211 MS, Tel: 073 614 5530
LEIDEN, Viegershop

Turimarkt 2, 2312 CD, Tel: 071 513 2783
MAASTRICHT, Viie
Brusselsestraal 70, 6211 PG, Tel: 043 325 1653
TILBURG, De Dobbelsteen

Langestraal 176, 5038 SH, Tel: 013 544 3700
ZWOLLE, Games-n-Stuff

Diezerpoortenplas 18, 8011 VX,

Tel: 038 421 6385
ALKMAAR, Bookers & Strippers

Boterstraal 19, 1811 HP, Tel: 072 512 1213

7

asia
Kes ) 4 AE, Tel: 036 531 6017
AMERSFOORT, Spellenwinckel
Scherbierstraat 4-6, 3811 EA, Tel: 033 470 0322
ASSEN, Plok

Stationstraal 1, 9401 KV, Tel: 039 231 3202

AR T NS e ) | || e
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BERGEN OP ZOOM, Big Boys Toys
Lievevrouwestraat 23, Tel: 0164 25 0848

DEN BOSCH, De Dobbelsteen
Hinthamerstraat 90, 5211 MS, Tel: 073614
5530

DEN HAAG, Spellenhuis

Zoutmanstraat 94, 2518 GT, Tel: 070 364 4782
ENSCHEDE, Pijplines

Pijpenstraat 34, 7511 GM, Tel: 033 430 5727
GRONINGEN, Krikke's Hobbyshop

Nieuwe Weg 28, 9711 TE, Tel: 050 312 9314
MIDDELBURG, De Burcht

Londensekaal 19, 4331 |G, Tel: 06 2830 1895
NIMEGEN, Moenen & Mariken

Van Welderenstraat 70, 6511 MP,

Tel: 024 323 6119

UTRECHT, Whoops

Springweg 1, 3511, Tel: 030 230 4123
VENLO, Modelbouw Luthart
Assendorperstraat 103, 8012 DH,

Tel: 077 354 2688
WORMERVEER, Mi
Antillenstraat 1, 1521 AT, lrl 07; 6401617
ZOETERMEER, RC-Pitstop

“Dorpsstraat 179, 2712 AJ, Tel: 079 316 0560
ALMELO, Somberg Modelbouw

Grotesiraal 136, 7607 CW, Tel: 054 681 2981
ALPHEN AAN DEN RIJN, Top 1

Toys Arfe vd Panne

Hooftstraat 66-68, 2406 GL, Tel: 0172 47 2254
AMSTELVEEN, Het Ganzenbord

Parlevinker 59, 1186 ZB, Tel: 020 641 2552
AMSTELVEEN, De Grool Toy Special Store
Rembrandthof 42, 1181 ZL, Tel: 020 347 3344

APELDOORN, Top 1 Toys - De Kinderdroom
Oranjerie 158, 7311WG, Tel: 035-5761098
BERGEYK, Wouters Technohobby
Pankenstraat 31, 5571 CP, Tel: 049 755 0248
BLARICUM, RC-Fun

1e Molenweg, 1261 DD, Tel: 035 5230049
BREDA, Modelbouw Bliek

Boschstraat 23, 4811 GA, Tel: 076 521 8596
BREDA, De Dobbelsteen

Boschstraat 110, 4811 GK, Tel: 076 5284700
BUSSUM, Bakx Modeltreinen

Iilﬂrdeml:E 3, 1402 BA, Tel: 035 691 8410
DELFT, EIf Fantasy Sh

Vrouwenregt 3, 2611 KK Tel: 015 2130961
DELFT, Top 1 Toys Speldorado
Hippolytushuurt 21-25, Tel: 015 213 4516
DEN BOSCH, Gameforce Den Bosch
Vughterstraat 60, 5211 GK, Tel: 73 7505883
DEN HAAG, EIf Fantasy Shop

TiNoordeinde 91, 2514 GO, TE| 070 3561357
DEN HAAG, Intertoys Theresiastraat
Theresiastraal 280-284, Tel: 070 347 3120
DEVENTER, Knibbel Comics

Nieuwstraat 38, 7411 LM, Tel: 057 061 6879
DORDRECHT, Hobby Modelbouw Dordrecht
Voorstraat 360, 3311 CX, Tel: 076 631 2711
EDE, Tinnen Soldaat

Weerdestein 24, 6714 €S, Tel: 0318 65 3296
EINDHOVEN, Gameforce Eindhoven
Visserstraal 18a, 5612 BT, Tel: 040 2447030
EMMEN, Spirithoes

Derksstraat 154, 7811 AJ, Tel: 0391 645787
GELEEN, Tactica

Anjelierstraat 3, 6163 C), Tel: 046 474 3016
GOES, Fantus Fantasy Store

L.luwve Weidje 16, 4461 |W, Tel: 011 325

GD]HNCHEM, Netten Modelbouw
Kwekelstraat 30, 4201 )V, Tel: 018 363 6000
GOUDA, Intertoys v/d Wal
Nieuwe Markt 70, 2801 GP, Tek: 018 251 3525
GOUDA, The Movie Store
Lange Groenendaal 114, Tel: 018 252 2550
GRONINGEN, Wirwar
Oude Kijk in 't Jatstrant 40, 9712 EL, Tel: 050 314 8424
HARDERWIK, Top 1 Toys Volgers Spel
Hondegatstraat 4, 3841 €O, Tel: 0341 412985
HEERENVEEN, op 1 Toys Volgers Spel Hobby
Van Harenspad 6/14, Tel: 0513 624961
HENGELO, Top 1 Toys Mickey van Wezel
Burg. Jansenplein 14-17, 7551 EC,
Tel: 074 291 2200
HOORN, Het Gele Teken
Grote Ovst 35, 1621 BR, Tel: 022.921 8623
LEEUWARDEN, Brattinga Speelgoed
St. Jacobsstraat 4, 8911 HT, Tel: 058 212 5682
LEIDEN, Tolkienwinkel
Utrechtse Jaagpad 2, 2313 KW,
Tel: 071 541 2324
LELYSTAD, Treinenhoek
Botter 44-15, 243 JE, Tel: 032 025 3160
MAASTRICHT, Hounjet
BurgemeesterCorlenstr 18, 6226 GV,
Tel: 043 363 6778
NEUNEN, Schellens Speelgoed
Parkstraat 24, 5671 GG, Tel: 040 283 2984
(OEGSTGEEST, De Tombe Toys far Boys...
and Me
De Kempenaarsiraal 77, 2341 GS,
Tel: 071 517 2977
OUD-BEIERLAND, Mourits Model-Hobby
Croonenburgh 32, 1261 RG, Tel: 0166 62
9.

PANNINGEN, Top 1 Toys Marc Janssen

Markt 18, 4981 AN, Tel: 077-4634366
PAPENDRECHT, Modelbouw

Brederohuis 18/19, 3352 HD Tel: 078 6411795
ROERMOND, Bloemboetiek Her
Nassaustraat 66, 6043 ED, Tel: 047
ROOSENDAAL, Jadin

Oude Markt 58, 4701 PM, Tel: 0165 55 7964
ROTTERDAM, time Warrior

Jonker Fransstraat 122-A, Tel: 010 2709233
SCHIEDAM, BTS

Groenelaan 49, 3114 CB, Tel: 010 473 B755
SCHIINDEL, Top 1 Toys Anniek

Hoofdstraat 133, 5481 AD, Tel: 073-5477758
SITTARD, Atomik

Stalonstraat 19, 6131 AX, Tel: 046 4515074
SLUIS, Top 1 Toys E. v/d Vijver

Oude Kerkstraat 7, 4524 CT, Tel: 011 746 1393
SOEST, Top 1 Toys Soest

V Weedestraat 16, 3761 CE, Tel: 035 629 0444
SPIJKENISSE, Lord of Magic

Spuistraat 7, 3201 AR, r.\ 0181 619061

TIEL, Goblincave
Zonnebloemstraat 12,
UDEN, Goblin
Brabantplein 16a, 5401 GS, Tel: 041 327 0662
UTRECHT, EIf Fantasy Shop

Oude gracht 207, 3511 NH, Tel: 030 281 7157
UTRECHT, Subcultures

Oude gracht 194WERF, Tel: 030 2311122

1: 0344 (54 689

UTRECHT, Never Land (Wieder & Kugant)
Oude Gracht 202, 3511 NR, Tel: 030 233
2293
VELSERBROEK, Mol Plastic Modelbouw
Zadelmakersirast 64, Tel: 023 5375392

AR, Top 1 Toys
Langstrat 79, 2242 KK, Tel: 070 511 0211
WINTERSWIJK, Top 1 Toys Winterswijk
Misterstraat 60, 7101 EX, Tel: 054 351 2627
ZUTPHEN, Vreemde Zaak
Groene markt 2, 7201 HX, Tel: 057 551 1566
ZWOLLE, Boekenhalte
Assendorperstraat 103, Tel: 038 422 1077
ZWOLLE, Top 1 Toys - De Wi
Diezerstraat 97/99, 8011 RD, Tel: 038-
4217176

NORWAY

GW OsLO

Mallergata 7, 0179, Tel: 22332990
BERGEN, Here Be Games

Jonsvollsgata 7, 5011, Tel: +47 5532 87 90
KRISTIANSAND, Hobby Huset

Henril Wergelandsgt. 26-36, N-4612,
Tel: 38020310

ALESUND, Kremmerhuset

Langelands v24,Spielkavik, N-6022,

Tel: 70143770

ARENDAL, Hobby Huset Arendal
forvgaten 1, N4836, 37404585
ARENDAL, Norli Arenasenter

Torvet 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-5221, 55922650
BJ@RKLANGEN, FX Hobby

Hobby A/S, Bjorkeveien 2,1940,

: 63851195

BOD®, Underholdningsmagneten
Sandgt. 3, N-8006, Tel; 75525070
DOKKA, Yes vi leker Dokka

Bergfoss senterel N2870, Tel: 61112090
EGERSUND, Brio Glasmagasinel @grey
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, Leketarvet

Brock Gt 7-11, Tel: 69315630

FORDE, Ringo Leikehuset

Starehagen 9, N-6800, Tel: 57820102
GJ@VIK, Ringo Leke-Olsen

Storgt. 10, N-2815, Tel: 61108210
HAMAR, Lekehusel Maxi

Aslak Botts gt. 48, N-2316, Tel: 62533808
HARSTAD, Smitt og Ratt

Strand Gata, N9400, Tel: 77065774
HITRA, Ringo Hitra

Jorten Kjopsenter N7240, Tel: 72441245
HITRA, Yes Twins

Hitratorget 7240, Tel: 72441195

JESSHEIM, Brio Jessheim

Jessheim Storsenter, N-2050, Tel: 63973770
KONGSBERG, Ringo Ralf Liane AS
Kirkegaten 6, N-1616, Tel: 32731161
KONGSVINGER, Ringo Gigata Leker
Jernbanegt. &, N-2211, Tel: & ’E\I 7611
KRAGER@, Brio Karis Hobby

Torvet 4, N3770, Tel: 35980484
KRISTIANSAND, Outland Kristiansand
Markensgtl. 24, N-4611, Tel: 38099420
KROKSTADELVA, Helmax Leker,

Buskerud Storsenter Sandstranda 24, N-3054,
Tel: 32879910

LANGESUND, Ringo Tarangers Eftf. Per
Torvet 4, N-1970, Tel: 35873662

LARVIK, Ringo Sokrates

Tiolling Veien 38, 3262, Tel: 13185437
MO | RANA, Ringo Lekehjornet Mo
Nordahl Griegs Gt. 8, N-8622, Tel: 75151717
MOLDE, Yes vi leker Leke Jarnet

Torget 1 NG413, Tel: 71219363
MOSJ@EN, Hobbysentr
C.M. Hivigsgt. 18, N-8651, Tel: 75170170
MOSS, Brio Frisenfeldt

wingensgt. 10, N-1530, Tel: 69251290
MYSEN, Brio Saker og Ting

Jembane gaten 13, N-1850, Tel: 63890194
NARVIK, Brio Lek Center Narvik
Bolagsgata 1 Amflsentret, N-8514, Tel:
76963472

NARVIK, Ringo Barnas Verden

Kongensgt, 66-70, N-8514, Tel: 76946505
NESBRU, Ringo Eventyrland

Vogelund Veien 6 N1394, Tel: 66779410
OSLO, Yes Nesodden Bokhandel

Tangen Centrum, Nesodden, Tel: 66911855
0510, Brio Notabene Lamberiseter
Langhalgen 5, N-1150, Tel: 22280551
05LO, Outland Jernbanen

Jernbanetonget 1, N-0154, Tel: 22177010
©SLO, Outland Paleet

Karl johans Gate 37-43, Tel: 22330410
0510, Brio CC Vest

Lille Akerveien 16, N-0383, Tel: 22731777
RANDABERG, Ringo Sito

Randberg, veien 372 N4070, Tel: 53429100
SANDNES, O Saeland

Canggaten 44, N-4031, Tel: 51661509
SANDVIKA, Hobby Larsen

Sandvika Storsenter, N-1300, Tel: 67540107
SKI, Brio Titt-Inn

Jernbanesvingen 6, N-1401, Tel: 64857777
SKIEN, Ringo Bjorns Leker

Liertorvet N3717, Tel: 35525209

SKIEN, Sokratis Hobby Garden
Skistredet 7, N-3707, 35528764

SOLA, Ringo Sola Gaver og Leker
Solakrossen, N-4050, Tel: 51651763
SONGDAL, Ringo Sogndal Glasmagasin
Sogningen Storsenter, N-6B51, Tel: 57671880
SORTLAND, Ringo Bamse Leker
Skibsgdrden, N-8400, Tel: 76113374
STAVANGER, Vesleirikk

Skagen 12, N-4006, Tel: 51895232
STAVANGER, Outland Stavanger

Kirke gt 2, N-4006, 51938080

STO! Y
Markedsgt, 12, N-8455, Tel: 76117750
SYKKLYVEN, Ringo Blindheim
Kyrkeveien, 6239, Sykklyven, Tel: 70251029
T@NSBERG, Gledeshuset

@, Langgate 47, N-3110, Tel: 92251707
TROMS@, Tromse Bruktbokhandel
Kirkegt. 6, N-9008, Tel: 77686974

TRONDHEIM, Gotham,

Kongens gate 21, 7011, Trondheim,
Tol: 73512848

TRONDHEIM, Outland Trondhein
Munkegaten 58, 7011, Trandhein, Tel:
73520545

TRONDHEIM, Tronderfrim

5t Olavs Gt 11, N-7012, Tel: 73520840
TYNSET, Ringo Tynset Bokhandel
Brugt. 24, N-2500, Tel: 62480038
VADS®, Brio Vadse

W. Andersensgt. 4, N-9811, 78942229

POLAND

BIALYSTOK, Departament Gier
ul. Legionowa 9/1, lok
Tel: 0048 857 993 360
BIELSKO BIALA, Gnom

43-300, Szkolna 15, Tel: 0048 338 124 686
GDANSK, Spider Games

ul. Dywizionu 303 nr.2, B0-462,

Tel: 0048 58 551 93 33

GDANSKI, Fenris

ul, Orkana 1, 83 000 Pruszcz

Tel: 0048 600 980 005

GDYNIA, Futurex

81-572, Waleriana Szefki, 20/88,

Tel: 0048 587 811 180

GDANSK, Iskra

80-239, Miszewskiego 16, Tel: 0048 585 201 952
GLIWICE, Game Station

ul. Boh, Getta Warszawskiego 12, 44-100,

Tel: 0048 504 255 194

JELENIA GORA, Avalon Galeria Karkonoska
UL 1 Maja 27, 58500,

KATOWICE, Bard Centrum Gier

40-049, Kosciuszki 8, Tel: 0048 322 571 817
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

50-103, Piotrkowska 90, Tel: 0048 426 398
0

LODZ, Gamelord

90 425, Piotrkowska 101, Tel: 0048 631 1161
LUBIN, Balrog

59-300, Grotgera 9, 0048 602 714 813
LUBLIN, Krzys

20-009, Kapucynska 6, Tel: 0048 815 322 986
NOWY SACZ, Hobbit

33-100, Jagiellonska 50a, Tel: 0048 604 133
612
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OPOLE, HMS Il Computers

45-018, Krakowska 414, Tel: 0048 774 547
413

POZNAN, Bard Centrum Gier

61-806, Sw. Marcina 41, Tel: 0048 618 538
277

POZNAN, Sklep Wilczek

ul. Zielona 1, Tel: 0048 615 036 52688
SWIEBODZIN, Czempioni

05, Poludniowe 39, 66-200,

Tel: 0048 606229457

TORUN, Sklep Papierniczy

B7-100, Szeroka 46, Tel: 0048 566 522 593
WARSZAWA, Arkana Ksiazki

Pl. Wilsona 4, Tel: 0048 228 399 417
WARSZAWA, Cytadela

02-777, Aleja Komisji Edukacji Narodowe] 98,

Tel: (048 601 323 209

WARSZAWA, Ksiegarnia Bellona

00-068, Krakowskie Przedmicsrie 11

Tel: 0048 228 261 707

WARSZAWA, Faber Faber 5)

02-515, Pulawska 11, Tel: 0048 228 491 265
WARSZAWA, Ksiegarnia Saska CENTAUR
03-966 Brazylijska 9, Tel: 0048 226 175 746
WARSZAWA, Sklep Marion

ul, Powsancow Sfaskich 124 Paw.72, 01-499

Tol: 0048 22 4239120

WARSZAWA, Warsaw Model Centre

ul. Powsinska 42/44, 02-903,

Tel: 0048 22 602 305 070

WARSZAWA, Warsaw Model Centre

ul. Bitwy Warszawskie] 1920 r. nr 4,

Tel; 0048 228 224 646

WARSZAWA, Warsaw Model Centre

ul, Ostrobramska 75 ¢, Tel: 0048 226 113 796
WROCLAW, Skavenblade Centrum Gier

ul. Ladna 15a, 50-353, Tol: 0048 600 426 371
WROCLAW, Skelp Pracownia Fantastyczna
ul. Sokalnicza 7/17, Tel: +48 71 354 43 44
WROCLAW, Bard Centrum Gier

79, Ruska 46C (Pasaz),

Tel: 0048 713 417 472

WROCLAW, Ogryn

50-052, Szewska 6/7, Tel: 0048 717 851 957
ZIELONA GORA, Avalon

DT Contrum, ul, Bomaterow Westeplatte: 214, 65-001

CLUJ-NAPOCA, Otala
Regele Fesdinand 7, 400429, Tel; 00 4072 720696

RUSSIA

KRASNODAR, Alegris-Jug (South)
Krasnaya st, bd3, Tel: 008612 730331
MINSK, Valahanovich ent

Jahn Kolas st, Exhibition center OLYMP,
Tel: 008029 6356212

MINSK, Valahanavich ent

Masherava av bd, Palace of Sponts, second

loor
Tel: D0BU2Y 6548426

MOSCOW, Alegris

Metro station Alieksiejewskaya Prospekt Mira
103, Tek: 70952168126

MOSCOW, Alegris

Metro station Dubianka, Miasnickaya St. 20/1,
Tel: 70959283337
MOSCOW, Urfin Juice
Metro “Ulitsa 1905 goda” Zv
shosse 4, Tel: +79057846355

NORLISK, Na Styke Mirov

Komsomalskaya st, second floor, Dom Byta,
127 474, Tel: D0BO29 6548426
NOVOSIBIRSK, Icehummer

Krasnuy av, b50, Dom Byta

SARATOV, Detskiy Mir

Kirov av, b43, Detskiy Mir, second (loar,
gallery,

Tel: 64 5840

ST PETERBURGH, Art-Miniatures

Sedova st, bi1, third floor, trade center Evrika,
Tel: 00812 3321828

TAMBOV, Hobby and Igrushki
Internatsionalnaya st, b54-b, Torgoviy Mir
Tel: 0075 2728811

orodskojo

SERBIA-MONTENEGRO

BELGRADE, Exit Hohby Store

Cika Ljubina 1, Tel: 00381 11 62 78 27
BELGRADE, ANET Hobbystore

Visegradska 6, 11000, Tel: 00 381 11 3612 525
BELGRADE, ANET Hobbystore

11000, Zvecanska 1a, Tel: 00381 1126
BELGRADE, White Dragon

11000, Vojvode Milenka 44,

Tel: 00 381 63827222

NOVI SAD, Valhala
21000,Masarikova 18, Tel: 00 381 21315538
NOVI SAD, Dragon

21000, Kralja 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
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SLOVENIA

LJUBLIANA, Crna Luknja

1000, Poljanska 19, Tel: 00386 012802220
LJUBLIANA, Pri Goblinu

1000, Dolenjska Cesta 11, Tel: 00386
40833230

SOUTH AFRICA

BLOEMFONTEIN, The Dungeon

13 Short Street, 9301, Tel: 0027 51 447 2034
CAPETOWN, The Boys and Mens Hobby Shop
Shop 123, Tiger Valley Shopping Centre,

Tel: 0027 21 914 8688

CAPETOWN, Wizards

Shop G19, Stadium on the Main Road,

Teh: 0027 216830360

DORINGKLOOF, Battle Planet

No. 4WBH Centre, 177 Cecile Street,

Tel: 0027 8245 93933

DURBAN, The Hobby Spm:iahﬂs

Shap F174, Gateway Shopping Centre, no. 1 Paim
Boulevard, Uhlanga Ridge, New Town Contre,
Unfanga, Tel: 0027 031 564 9706

DURBAN, Wizards Warehouse

Shop L18, Windermere Centre, 163/177
Windermere Road, Morningside, 4001. Tel
0027 31 312 8271

GAUTENG, Wizards Warehouse

shop G4, Calany Shopping Centre, 3345 Jan
Smuts Avenue, Craigihall Park, 2196, Tel: 0027
11 860 925
JOHANNESBURG, Esswex Retail

Shop 20a Northeliff Comer Shopping Centre,
Tel: D027 11 8883619

JOHANNESBURG, Wizards Warehouse
Lower level, Eden Vale, Tel: 0027 21 683 0360
LINMEYER, Dragons Den

203 Peter Avenue, Tel; 0027 082 824 4124
PRETORIA, The Smelly Troll

297 Lynnwood Road, Tel: 0027 0833 079107
RANDBURG, Otherland

Shop G10 8, Brightwater, Rebpublic Rd,

Tel: 0027 117944571

RUSTBERG, Quantum Books & Games
RBoschdalstand 309/10, Helenjoseph Drive,
0300, Tel: 0027 B3 292 9373
SOUTH-AFRICA, Battle Planet

No 4 WBH Centre, 177 Cecile Street, Tel: 00
27 824593933

SWEDEN

GW GOTEBORG

Drottninggatan 52, 411 07, Tel: 0046 311 33 958
GW STOCKHOLM

Regeringsgatan 30, 111 53, Tel: 0046 8 213
B840

GAVLE, Habbyshopen

Drotininggatan 25, 80311, Tel: 026186299
UMEA, Fantasia

Storgatan 44, 903 26, Tel; 090770360
ESKILSTUNA, Lasses Leksaker
Kungsgatan 21, 632 20, Tel: 016130335
KARLSTAD, Spel ach Fantasi

Kungastan 6, 65224, Tel: 054 1510 70
KRISTIANSTAD, Spel Pi Vallgatan

Ostra Vallgatan 2, 291 31, Tel: 044101091
MALMO, Utopia, Malmd

Regementsgatan 8, 211 42, leF 040 127250
NORRKOPING, Hobbyhamas

Drottningg 18, 602 24, Tel: (mmuﬂu
NORRKOPING, Lekhuset

Jirngatan 21 , Tel: 011287070
NORRTALJE, Fantasybutiken
Baltanorpsvigen B, 761 32, Tel: 0176 57400
STOCKHOLM, Science Fiction Bokhandeln
Vasterldng Gatan 48, 111 27, Tel: 08215052
SUNDSVALL, Orionspel och backer
Képmangatan 23, 852 32, Tel: 060155947
UPPSALA, Prisfyndet

Kungsgatan 39, 753 21, Tel: 018106607
VASTERAS, Zetterlunds

Storagatan 33, 722 12, Tel: 021 10 44 91
VAX)O, Helges Hila

Klosterg. 4, 352 30, Tel: 08715 25 01
ANGELHOLM, Leksaksmagasinet
Framtidsgatan 1,262 84, Tr! 0431 80527
ARVIKA, Perry Data

Képmangatan 4, 67131, Tel: 057010669
ASARUM, Lek & Fritid

Granvagen 2, 374 52, Tel: 0454329906
AVESTA, Vega Video

Kungsgatan 16, 774 30, Tel: 022680078
BORAS, Hobbex

Skaraborgsv 62-64, 506 30, Tel: 033418380
DALARD, Butiken Svanen

Cxdinsvigen 25, 130 54

DEGERFORS, Buskul

Agensgatan 2, 693 30, Tel: 00 46 586 92 034
ESKILSTUNA, Barnens Hus

Folkestaleden 40, 635 10, Tel; 016481138
FALKOPING, MysPys

Storgatan 22-26, 521 42, Tel: 051581150
FALKENBERG, Brio Falkenberg

Storgatan 35, 311 31, Tel; +46 (0) 346 807 60
FALUN, Tv-spelsbéirsen

Falugatan 2, 791 71, Tel: 02327775
FINSPANG, Alltilek

Bergslagstorget, Kalkugnsgatan 1, 612 30,

Tel: 012214120

FARJESTADEN, Leksaksmagasinet

Olands Kapstad, 386 31, Tel: 048534570
GISLAVED, Albe Leksaker

Sidra Storgatan 10, 332 33, Tel: 037110733
GALLIVARE, Lekia

Metall Vagen 14, 982 39, Tel: 097066502
HALMSTAD, Brio-Halmstad

Stormgatan 6, 302 60, Tel: 035159175
HELSINGBORG, Spel P4 Kull n
Kullagatan 24, 252 20, Tel: 042121091

HUDIKSVALL, Albins Leksaker

Storgalan 24, 824 30, Tel: 0650595082
JONKOPING, Play Planet

St Goransvigen, 55454, Tel: 036122834
KALMAR, Ojtor

Skeppsbrog. 12, 392 31, Tel: 048022002
KALMAR, Kalmal Lek & Hobby

Stdra Langgatan 32, 392 32, T.I 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
Kapmangatan 19, 64130, Tel: 0150 79720
KIRUNA, Lekhuset

Box 2081, 921 02, Tel: 098082550
KOPING, MD Hobby

Schellegatan 7, 73732, Tel: 0736426178
KUNGALY, Lek & Hobby

Vagtra Gatan 62, 442 31, Tel: 30313940
KUNGSBACKA, Lek & Hobby

5.Torggatan 6, 434 30, Tel: 030014136
LAHOLM, Leksaksaffiren

Tradgdrdsgatan 14, 31222, Tel: 043010069
LIDKOPING, Brio Lidkbping

Framniis City 531 54, Tel: 00 46 510 289 00
LIDKOPING, Game Maniacs

Anghagsgatan 11, 531 00, Tel: 0705 190274
LINKOPING, land

Svedengatan 18, 58273, Tel: 013122290
LINKOPING, Skogstrollet

Barnhemsg 5a, 582 20, Tel: 013124006
LIUNGBY, Brio-Ljungby

Eskilsgatan 1, 341 30, Tel; 037213481
LULEA, Barnens Hus

Barny 25, 973 40, Tel: 0920220095

LUND, Spel pa Clemenstorget
Clemenstarget 6, 22221, 046127810
LYCKEBY, Serieslussen

Riksv 34, 371 62, 045529959

MALMO), Lek & Spel pa Djdknegatan
Djaknegatan 2a, 211 35, Tel:040 120410
MORA, Lek & Hobby

Skalmyrsv, 33 Noret Kipeentrum, 792 30, Tel
025071626

NACKA, Amusar

Siroccogatan 10, Terminalgatan 3, 131 34, Tel:
086440540

NYKOPING, Laka TV Spel

Galleria Axet, Vistra Storgatan 13, 61131, Tel:
0155281000

OREBRO, Lekcenter

Nygatan 32, 70211, Tel: 0196114983
OREBRO, Modellex AB

Engelbrekisgatan 30, 702 12, Tel: 0196111534
ORMINGE, Happies

Orminge Centrum, 132 00

OSKARSHAMN, Brio-Oskarshamn

Lilla torget 572 30, Tel: 0491 170 66
OSTERSUND, Hobbyboden

Képmangatan 31, 831 30, Tel: 063513310
PITEA, Barnens Hus

Backev 55, 941 47, Tel: 091119910
RIMBO, Fantasybutiken

Képmannagatan 7, 76231, Tel: 017572777
SALA, Elons Leksaker

Radhusgatan 10, 733 30, Tel: 022410314
SKELLEFTEA, Barnens Hus

Uppfinnary 5, 931 42, Tel: 091013590
SKELLEFTEA, Lek & Hobby

Nygatan 49, 931 31, Tel: 091012980
SOLENTUNA, Barnens Hus

Bollstanisy. 1, 192 78, Tel: 086269940
STENUNGSUND, Barnhuset

Stenungstarg, 444 30, Tel: 030380384
STOCKHOLM, Dragons Lair
Kungsholmstorg 8, 112 21, Tel: 08 654 60 50
STROMSTAD, Kjells Lek & Hobby

Sidra Hamngatan B, 452 30, Tel: 052615989
SVEDALA, Elbe Lekis

Starg 40, 233 31, Tel: 040400318

SAFFLE, Bergers Lek & Bosittning

Vi Storgatan 1, 661 30, Tel: 0513103435
SODERHAMN, Barnens Hus

E-Center, B26 40, Tel: 027014220
STOCKHOLM, Happies Hammarby Sjiistad
Hammarby Alle 88, 120 64

TOMELILLA, Alfs Leksaker

Norregatan 6, 273 30, Tel: 041710008
TROLLHATTAN, Partaj

Ladugdrdsvigen 12, 461 70, Tel: 052079499
TUMBA, Leksakskungen

Tumba Torg 7, 147 30, Tel: 0853038000
TUMBA, Kom & Lek

Bryggarv. 5-7, 147 30, Tel: 0853060011
TABY, Hobby & Prylar

Vallatorp 1F, 18752, Tek: 0851050426
UMEA, Barnens Hus

Bjomv 11, 906 40, Tel: 090777702
VARBERG, Spelbutiken

Naorrgatan 10, 432 41, Tel: 0340678610
VETLANDA, Leksakslagret

Lasarettsgatan 21, 574 40, Tel: 038319990
VIMMERBY, Brio Vimmerby

Sodra Industrigatan 15, 598 4D, Tel:
049231188

VISBY, Lekstugan

Histgaten 18, 621 57, Tel; 0498215050
VASTERVIK, Lekstugan

Hamn Gatan 38, 593 30, Tel: 049036171
VASTRA FROLUNDA, Toys

Markonigatan, 421 21, Tel: 031459401
VAXJO, Helge Hila

Klosters, 4,352 30, Tel: 08715 25 01
YSTAD, Tv Spel
Tobaksgatan 16

TURKEY
ISTANBUL, Si
Besikias, Sinanpasa 235. Tel: 0090 212 227 9955
ISTANBUL, Gerekli Seyler

Tesvikive, Kalici Sk. 111 'Il'\ 0090 212 291 0689
ISTANBUL, Ureten

Bakirkuy, Bahcesaray Sk. 6/A, Tel: 0090 212 660 8964
1ZMIR, Excalibur

Alsancak, 1447 Sk. 4. Tel: 0090 232 464 7669

UKRAINE

KIEV, Charge

Lagerna st 30 (Metro Beresteska), Apt 29,
Tel: 0038 0444567671

n
1 41, Tel: 041166680
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1st Company Veterans

(Warhammer World)

Contact: Chris and Scott

E-mail: info@] stcompanyveterans.net

Aftermath (East Anglia)

Contact: Lee Lowe

Phone: 07921 859 581

E-mail: leelowe@btopenworld.com

Armageddon Inc. (Bucks)
Contact: James Schofield
Phone: 01494 865 905

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 936 955
E-mail: chair@bfaclub.org.uk

BRBBA (Bognor Regis)
Contact: Frank Hill

Phone: 07896 319683

E-mail: mrirankhill@yahoo.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.cooked23@ntlworld.com

Buckenham Bone Crushers

Contact: Paul Girling

Website: www.banhamandthebucks.co.uk
/wargames

Cellar Dwellers (Huddersfield)
Contact: Richard Ambler

Website: 07984 113974

Email: UBERSQUACK@yahoo.co.uk

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

Coppull & Chorley Knights
Contact: Jonathan Taylor-Yorke
Website: hitpi/cack-wargamesclub net

Colchester Games Club

Contact: David Freeman

E-mail: info@colchestergamesclub.org.uk
Phone: 07859 775 572

Cross Swords Gaming Club

Contact: Anthony Cross

E-mail: enquiries@cross-swords.co.uk
Phone: 01752 837 133

Crypt Keepers (Beccles)
Contact: Christine Worster
Phone: 07913 606 549 (after 6pm)

Da Wot Notts (Nottingham)

Contact: Scott Miskin

Phone: 07815 449875

Email: Scott.Miskin@btopenworld.com

Dice and Dagﬁer (Bude)
Contact: Kurt Baker
E-mail: celtofkernow@aol.com

Dudley Darklords
Contact: Paul Sheldon
Phone: 01384 288 360

Dursley Games Club
Contact: Dan Bishop
Phone: 01453 549 377

Dysartes

Contact; Nick Johnson

Phone: 07733 88081

E-mail: webmaster@dysartes.com

Edinburgh Pub Bowl League
Contact: Dave Avery

Phone: 07837 380713

E-mail: daveryedin@hotmail.com

Gambit Games UK
Contact: Gareth Wynn
E-mail: Gareth.wynnB08@ntlworld.com

Gatekeepers Wargames Club (Shrewshury)
Contact: James Sherry
E-mail: info@gatekeepers.me.uk

Gobstyks (Lincoln)
Contact: Will Platten
Phone: 01522 803310
E-mail: info@gabstyks.co.uk

Hammer N Ales

Contact: Daniel Few

Phone: 07816 889028

E-mail: sonofsmy@hotmail.com

Hyde Clarendon Strategy Games Club
Contact: Paul Mather
E-mail: paul. mather@tameside.ac.uk

Jersey Privateers Gaming Club
Contact: Paul Noel

Phone: 01534 738192

E-mail: noelwarlock@aol.com

K.LA (Midlands)
Contact: Che Webster
E-mail:Blackialcon@bruxx.net

Kirriemuir Wargames Club

Contact: Michael Anderson

Phone: 01382 454068

E-mail: wwwkiriemuirwargamesclub.co.uk

Last Stand (East Anglia)

Contact: John White

Phane: 07861 136140

E-mail: whitewater0034@hotmail.com

Leeds Night Owls
Contact: Steve Nolan
Phone: 0113 225 0461

Liverpool Gaming Guild
Contact: Leon Lynch

Phone: 07929 638060

Email: Club.leon@hotmail.co.uk

Maccwargames (Macclesfield)
Contact: Duncan Harradine

Phone: 01625 612 579

E-mail: Harradine2002@yahoo.co.uk

Madgamers (Maidenhead)
Contact: Denis Jackman
Phone: 01628 540934

Middlesborough Gamers Club
Contact: Shaun Atherton
Phone: 01642 272 021

Mitcham Marauders (Mitcham)

Contact: Jason Fowler

Phone: 0776 3403472

E-mail: mitchhammarauders@hotmail.co.uk

Newmarket Dwarf

‘Wargames Soci

Contact; Chris Peet;chey
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: 0772 767 398

E£-mail: nagonline@hotrmail.co.uk

Nuneaton Model and
Gaming Club

Contact: Brian McCormack
Phone: 07976 884 558

Oxiord Gaming Club

Contact: Mike Sharp

Phone: 07802 764143

E-mail: Mike.sharp4@btopenworld.cam

Phoenix Gaminﬁ 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

Royal Guild of Minted Boards (Cheshire)
Contact: Christopher Fry

Phone: 07976 878732

E-mail: Chris_Fry@FryupFilms.com

Redcar Ironbeards
Contact: lan Widdowsen
Phone: 01642 503207

Sad Muppets Society
(Basingstoke)

Contact: David Offen-James
E-mail: david@sadmuppets.org

The Spiky Club (Reading)
Contact: David Cole
E-mail: spikyclub@hotmail.com

South Oxfordshire Wargamers
Contact: Darren Basset
Phone: 0199 370 0226

STAGS (Telford)

Contact: Carl Evans

Phone: 01952 597927

Email: Phoenix22@blueyonder.co.uk

St Aidans Warriors Club

Contact: Alan Maxwell

Phone: 0141 6371963

E-mail: randomwords@hotmail.co.uk

Stirling Wargamers

Contact: Paul Brooks

Phone: 07879 612033

E-mail: paul@treeandleaf.plus.com

Stortford Stormers
Contact: Richard Bower
Phone: 01279 465574
E-mail: rb@abbyy.co.uk

Suffolk and Essex Gamers
Contact: Mark Aldhouse
Phaone: 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: netile.tribe@ntlwaorld.com

Tanelorn Wargames Club
Contact: Martin Turner
E-mail: Martin. Turner@Hess.com

Tempus Fugitives (Thurrock Lakeside Shopping Mall)
Contact; Stuart Mackaness

Phone: 07787 155668

Website: www.tempusfugitives.co.uk

TGC (Tamworth)

Contact; Phil Hannigan

Phone; 01827 287446

E-mail: philhannigan2002@yahoo.co.uk

That Dam Gaming Club (Newmillerdam)
Contact: Matthew O'keeffe
E-mail: matt_okeeffe@hotmail.com

Tolworth 1st Founding
Contact: Peter Corps
Phone: 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

Phone: 01245 554185

E-mail: walbertonwargamers@yahoo.co.uk

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

Warzone: Southend

Contact: Michael Ryan

Phone: 01269 694805

Email: Swampy88@blueyonder.co.uk

Woking 1st Founding
Contact; Peter Corps
Phone: 07788 790136

Yeovil Games
Contact: Chris Lowe
Phone: 07811 843747

York Garrison (York)

Contact: Robey Jenkins

Phone: 07967 277994

E-mail: garrison_wargaming@yahoo.com

=

NE Elite Store NE Partner Store

www.games-workshop.co.uk/storefinder

119



[ ORDERING DIREL save time, shop online.. www.games-workshop.co.uk/store... fast, secure and st

ORDERING DIREGT

3 Fast, secure and straight to your door!

We want to make sure you have a great Christmas, and get exactly
what you want, so we’ve designed the following hobby sets to
make life easier. And don’t forget, postage is free too when you
spend over £100!

N
b\

e \‘\; Starter sets and Expansion sets are available for all of our major races across
‘ *\‘ Warhammer, Warhammer 40,000 and The Lord of The Rings. Simply follow the
"\ store links below to find the race for you.

S e »/‘,) Presently our range of Complete Armies is limited to Space Marines, Eldar, Tau
~ - . L 4 i « i .
< M and Orcs & Goblins, but more will be added in time.
\L;'-_p
B s Hobby sets containing spray paints can only be shipped to addresses in the UK

Christmas is here STARTING A NEW ARMY...

and getting your
presgn ‘s C(g)l}i dn't www.games-workshop.co.uk/store/startingout

be easier when () —— ] Hobby sets like the\

you use the Online ] OPD LN il one shown here for
Store. AT . % | just £123, are

= 7 S T u* 8l perfect for anyone
P JI@ St B ol just starting out in
S il } tu AR P I the hobby, providing

« DON'T LEAVE

YOUR HOUSE tools, paints, glue
From order to and rules!
delivery.
e ENTIRE RANGE £ iy !
Available HOW TO PAINT !
whenever you CITADEL
want. MRINIATURES
N D™ o
e EASY TO USE ok % GAMES WORKSHOP
All models s

ki £ e W
grouped by —=x Y | F - Gdl—

system.

F VeriSign
Secured \
[ | | [ |

Ave time, shop online.. www.games-workshop.co.uk/store.. fast, secure and straight to your door.. www.games-workshop.co.u

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be
120 WHITE DWARF ORDER|NG D|RECT 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 thraugh its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.




aight to your door.. www.games-workshop.co.uk/store.. save time, shop online..

EXPANDING YOUR ENISTING ARMY...

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

/’

For those of you who have
already begun your armies,
Expansion sets, like the one
shown here for just £101 are
excellent ways to further
expand your armies!

ELDAR BATTLEFORCE

WARHAM M ER :!' DEVACHEMENT ELDAR  DIS1

/40000

. WARHAMMER
= ‘40,030‘" —
CHAOS w4
BLACK ;
! .f - ‘?

CITADEL|
COLOUR]

ELOARSTREITMACHT

FUERZA DE COMBATE ELDAR  too— ribiué—2

AMENTO ELOAR

BUYING COMPLETE ARMIES™ ...

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

qternatively, if
you want an entire
army, why not take
advantage of our
amazing Army
sets*, like the
example here for
just £330.80!

*Available for Space Marines, Eldar, Tau Empire and Orcs & Goblins

store.. save time, shop online.. www.games-workshop.co.uk/store.. fast, secure and straight to your door...

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

Otfer '

All orders going
to a UK address
over £100 will
go straight to
your door with
absolutely no
postage charge.

Offer only
available to
orders being
delivered to the
United Kingdom
and on our
standard 'Royal
Mail Express'
postage.

Take the pain
out of Christmas
and avoid the
queues!

Quick Delivery

Order online
and we'll get
you. order out of
the door within
3 working days!

aecure

Safe and secure,
with the
VeriSign secured
site!

www.games-workshop.co.uk/store

44

121



_ORDERING DIREC

This Ghristmas

This Christmas,
save time and
money by
shopping on the
Online Store;

Safe, secure and
straight to your
door!

e GUARANTEED
DELIVERY FOR
CHRISTMAS
If you advance
order!

e ADVANCE
ORDER
POSTAGE
Take advantage,
it'’s only £2!

e ALL YOUR
CHRISTMAS
NEEDS
Great for that big
present AND the
stocking fillers!

For more
Christmas gift
ideas, check out
the Online Store!

Marine Megaforce

WARHAMMER |
40000\

save time, shop online.. www.games-workshop.co.uk/store.. fast, secure and st

Here are some
products that
would make
perfect Christmas
gifts — who
wouldn’t want a
Mega Paint Set?

Shop Online!

CHRISTMAS GIFTS...

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

Mega Paint Set

Citadel Masters Set

Tau Mﬂﬂaflll‘ﬂﬂ

Pictures for illustrative purposes only. Product contents may vary. Produc Id p d d asscmbl . (_ artain Citadel products may be
orrectly. Prices correct at time of going to press, pJeas curr ailability and prices. Prices quoted are for
products sold by Games Workshop through its own stores, catalogue or website. In r eper i retaile \ s are responsi I)Ie for dele rmining their own prices.



Can’t wait to get your hands
on the latest releases?

* Get the latest products on the day

= = = ]
aight to your door... m.!lﬂIIIES-WIIlkSIIIIIl.BD.II”S[DI’B... save time, shop online.. i |
of release, delivered to your door,
with our Advance Order service,

A nvn N “ E 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.

' Check the Online Store and Christmas Catalogue
& for final posting dates.

Advance order now:
- 21st October
(released 2nd December)
~ » Warhammer Rules Case .....£]
ar o

%2 7R LA
MM LY

WARHAMMER COUNTER SET
99220299021 £6

HERO BASING KIT WARHAMMER 40,000
99229999064 £10 VEHICLE DAMAGE DICE
99220199031 £6

CUSTOM CASE
99230299002 £50

LARGE MODEL
CUSTOM CASE WARHAMMER RULES CASE

99230199002 £50 ) 99230299001 £10 ’ )
Also available for Warhammer 40,000 and The Lord of The Rings.

co.uk/store.. save time, shop online.. www.games-workshop.co.uk/store.. fast, secure and straight to your door.. bl
Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be
dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current availability and prices. Prices quoted are for WWW.gamES'WOrkShﬂp.co.uk/StOrE 123
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DEW COMPONENTS AVAILABLE FOR THE e

LLDAR

ELDAR FARSEERS

AUTARCH WINGS AUTARCH REAPER LAUNCHER
s 9947010409803 £2.50 9947010409802 £3
FARSEER BODY 2 FARSEER BODY 1
9947010409003 £6 9947010409001 £6

AUTARCH WARP JUMP
GENERATOR
9947010410503 £2.50

AUTARCH FUSION GUN
9947010410502 £3

FARSEER SPEAR
9947010409002 £1.75

YRIEL'S ARMS ; AUTARCH BANNERS
9947010410402 £2.50 9947010409804 £1.75

Online Exclusive:
h Eldar Bonesinger

" Only available from the Online Store:

~aaldied.

SEER COUNCIL WARLOCK SWORD
9947010408404 £1.25

FARSEER FORCE ROD
9947010409004 £1.75

WARLOCKS

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

WARLOCK AND WARLOCK AND SEER COUNCIL
WITCH BLADE 3 SINGING SPEAR WARLOCK BODY
9947010402406 £5 9947010402407 £5 9947010408403 £4

ELDAR BONESINGER
99060104112 £7

save time, shop online.. www.games-worksho

Pictures for illustrative purposes only, Product contents may vary. Praducts sold unpainted and unassembled. Certain Citadel products may be
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HOWLING BANSHEE 1 HOWLING BANSHEE 2 HOWLING BANSHEE SWORDS FIRE DRAGON 1 FIRE DRAGON 2
9947010410205 £3 9947010410206 £3 9947010410209 £1.75 9947010410804 £3 9947010410805 £3

HOWLING BANSHEE 4 HOWLING BANSHEE 3 FIRE DRAGON 3 FIRE DRAGON 4
9947010410208 £3 9947010410207 £3 9947010410806 £3 9947010410807 £3

DARK REAPER 1
STRIKING SCORPION 1 STRIKING SCORPION 2 9947010409403 £5
9947010409505 £3 9947010409506 £3

STRIKING SCORPION
STRIKING SCORPION 3 STRIKING SCORPION 4 CHAINSWORDS DARK REAPER 2

9947010409507 £3 9947010409508 £3 9947010409508 £1.75 9947010409404 £5

bhop.co.uk/store.. save time, shop online.. www.games-workshop.co.uk/store.. fast, secure and straight to

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be
dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current availability and prices. Prices quoted are for WWW.gamES-WO!‘kShOp.CO.UI(/StOfe 125
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EMPIRE

ARMY DEAL!

Available to advance order now!

PE—
Exclusive Empire Wizard
only available in this set! RELEASED 16/12/06 §AFkH]

Includes the new plastic Empire General and Pistoliers kits
and Warhammer Armies: The Empire!

save time, shop online.. www.games-workshop.co.uk/store.. fast secure and straight to your door.. Www.games-works

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be
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It’s easy to order anything you
have seen in the previous
section through Games
Workshop Direct, our fast,
accurate and convenient

www.games-workshop.co.uk/store.. save time, shop online...

JRUERING DIREGT

l:nntautlng Direct

Fast, secure and straight to your door!

HOW YOU CAN ORDER!

e On the internet: Visit our secure Online Store at:
www.games-workshop.co.uk/store

service that allows you to
order from the comfort of
your home.

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

e 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
only available through Direct. Check
out what's on offer this month.
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COLLECTORS’ GUIDES

Each Collectors’ Guide features:
o The full range

Catalogues showmg all the
miniatures for each range.

Available now from Games Workshop Hobby Centres:

The Lord of The Rings Collectors’ Guide
Warhammer 40,000 Collectors’ Guides

e I:IIIIIIIIIIIEIIIS ' Forces of the Imperial Inquisition
ing P Imperial Guard e Eldar & Dark Eldar ® Orks
S nlrﬂ:t Em:lllswas Tau & Necrons ® Tyranids
 Golden Demon winners Warhammer Collectors’ Guides
om‘my showeases Bretonnians ® Chaos ¢ Dwarfs ® Elven e Lizardmen ®

Monsters & Mercenaries ® Orcs & Goblins

o Conversion SNOWGASBS  <ioven « Undead

hop.co.uk/store.. save time, shop online.. www.games-workshop.co.uk/store... fast, secure and straight to your door...

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be
dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current availability and prices. Prices quoted are for

products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determini
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=l n FOR ONLY £2.50!

o Butiyoutonly get itifor: this price
whenyoutake out:a subscription!
Stbcniptionsiguarantee you will
notimiss anjissue;, and offer savings
L Fover. biying individual copiessihere
daresnumberoiwaysito subscrlbe.

st Hew Edar Codex and models unveiled « Eidar Battle Report

= Call Games Workshiop dlrect on Y

\ h F
‘ ; Morkﬂihp o) uk/ﬁoré}’whifedwarf/
31t r pedrest Gaﬂfes Workshop store
pIEteNHeNtm below and frefurn o

VESPWILLOW, ROAD),
THINGHAM, NG7 2W5'

SUBSCRIPTION nffm?? | % (ISUBBCRIPTION OFFER 2
TakeoUt ayearBubsorption for justES6 S Tal; outia twoy yﬁat stibscriptionifor just
andsaving yougreatefi offithe costofe £60 = saving yolllafthabsive £36 off the'Cost
thexcoverprice=eiftectivelygiving you three s fthe cover pnf@,,eﬁgcti\mly giving you,
isstiesi el hat’s 23 iperilssie, = I,lyne issties freellThat's 2g:50) Rper I5sue;

‘,‘«'“
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1 would like to subscribe to White Dwarf starting with issue number: WD[CJ][]
I would like to subscribe for:

1 YEAR 12 issues wosus) £36.00 ] 2 YEARS 24 issues wosusn £60.00 []

1 am an existing subscriber [] I am a new subscriber [] (please tick a box)

MY DETAILS

Mr/Mrs/Ms/other: .Forename: .. e Surname: ...
Address: i, ..... Postcode:...

Country:

The subscription is a gift for the person detailed below [] (tick box if appropriate)

Mr/Mrs/Ms/other:. . ...Forename: siev SUFRAME: 1
Postcode
Country:

T B ST COEBY: o e e s tetesy ciris. e s rimtns e tesnehas e ehr Ehsban ek RNy

METHOD OF PAYMENT
Postal Order (UK only)/Cheque [] (made payable to Games Workshop Ltd)

o BEo 0 ne: 0000 0000 0000 0000000
Valid from: Ooooo Expiry date: Oooo Issue No: 0d

Cardholder’s Name:

Signature:
(signature of parent or guardian required if recipient is under 16 years of age.)
Reply by the 28/12/2006 to take advantage of this offer.
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WARHAMMER SEWARHAMMER ™ [ORDERINGG

STRATEGY BATTLE GAMI

NARRATIVECAMPAIGN ~ HUGE BATTLEREPORT ~ GOMPLETE I:AMI'AII!N

* « Campaign rules and advice « Special siege scenario « Haradrim versus Easterfings
« New background o Massive multiplayer game < New scenarios |
« Feral Guard modelling guide ~ ~ Rules & Background - e Scenery workshop
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{{PuuS: ) ALLTHE BRAND EW CHRISTMAS HOBBY ESSENTIALS UNVEILED!
" /(FNDOUTMORE:)  WWW.GAMES- WORKSHOP.CO.UK/ WHITEDWARE
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