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\cross the void of space, foul traitors and renegades
arise, their only desire to see the galaxy in flames..

For these are the strongest of the worshippers of Chaos; countless
traitorous Space Marines strewn across the galaxy, united only in their
hatred of all that is ordered and pure. The Chaos Space Marines are
utterly corrupt, and represent the greatest threat the Imperium of Man
has ever known.

This issue is packed to the gunnels with the forbidden lore of
Chaos. Why, even my wizened eyes fair smarted just looking at it.
The Chaos Space Marines are here in force, with new miniatures galore and a brand
spanking new Codex full of background, imagery and an army list that will have the other
races of the known galaxy quaking in their armoured boots. Chaos players are in for a
treat, as the new plastic kits enable all manner of weird and wonderful combinations. Jusl
turn to the Chaos Spawn feature on page 86 to see what | mean!

Flsewhere in this issue, you'll find a new set of fun rules for Mighty Empires, a Tactica
on Warhammer magic from Alessio Cavatore himself, and a guide to the foul Orcs of
Middle-earth. But that's not all, for we also have a preview of things to come on page 68,
as we look forwards to something new. Something of apocalyptic proportions...

Grombrindal, The White Dwarf
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L L e S e e s e PR R 30 BATTLE REPORT: THE KARIS CEPHALON INCURSIE
We talk to the lead designers on the Chaos Space As renegade Spacé Marines rampage across an Imperial
Marines project for the full scoop. world, it falls to the Imperial Guard to stop them!

ALSO IN THIS ISSUE...

02 NEW RELEASES
Feast your eyes on the latest miniatures.

10 NEWS
The armies of Ulthuan are on the move!

90 SERVANTS OF THE ENEMY

Mat Ward takes a look at the much-maligned Orcs
of Middle-earth.

62 MIGHTY EMPIRES: FAMOUS CAMPAIGNS

Jervis Johnson looks at designing “historical”
Warhammer campaigns with Mighty Empires.

68 PREPARE FOR APOCALYPSE!

Three gamers look ahead to next month’s huge
Warhammer 40,000 release.

14 STANDARD BEARER

Jervis heralds the Apocalypse!

71 CITRADEL TODLBOK

Basing your miniatures.

18 TACTICA: WARHAMMER MAGIC

Alessio Cavatore looks at how to get the most of
the Magic phase in Warhammer.,

84 MODELLING WORKSHOP: CHAOS SPAWN

This versatile new kit is a modeller's dream!

92 PAINTING MASTERCLASS: HURON BLACKHEART
Paint the Tyrant of Badab the 'Eavy Metal way.

99 FRONTLINE
The latest events and activities near you!

108 ORDERING DIRECT
Fast, secure mail orders straight to your door.

WHITE DWARF 333 - SEPTEMBER 2007




] s RS e R e S e

— BRAND NEW CODEX
N _WARHAMMER The Chaos Space Marines are a foe to be

40000 greatly feared, for they possess not only the
'y superhuman abilities and devastating
weaponry of the Space Marines, but also
terrifying power gained from their unholy
pacts with the gods of Chaos.

——y TV _
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This massive 104-page Codex includes a large background
section, a comprehensive bestiary for the forces of Chaos, a
full-colour hobby section, and the brand new Chaos Space
Marines army list.

>>>TURN TO PAGE 16 FOR IN-DEPTH DESIGN NOTES

This 104-page Codex contains
all the rules and hohby tips you

need to start collecting Chaos

Space Marines
CODEX CHAOS SPACE MARINES
Sweden  170sek Denmark  140dkr
Nonway.  200nkr Euro €20
Prodirct code: 600307 02004

Written by Gav Tharpe & Alessio Cavatore

ON SALE SEPTEMBER 15th
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Pictures for Mustrative purposes only, Product contents may vary. Products $old unpainted and unassembled. Certain Citadel products may be dangérous if used incorrectl. Prices correct af fime of going to press, please contact us for current
availability and prices. Prices quoted are fov products sold by Games Workshop through is own shores, catalogue or wabsite, independent ratailérs are responsibie for denenmining Ieir QuT Brces.
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' CHROS TERMINATOR LORD s

TERMINATOR LORD OR A TERMINATOR

\ WARHAMMER / () @)

e 40000

SORCERER, WITH A VARIETY OF
WERAPON OPTIONS

CHADS TERMINATOR LORD CHAOSGERERAL IN
SEIGNEUR TERMINATOR =~ TERMIRATORRUSTUNG
DU CHADS CONDOTTIERD DEL CADS
SEROR DEL CAGS !TEHMHIJI.TE-H;

TTAA

This multi-part plastic
kit contains 1Chaos
Terminator Lord

CHADS TERMINATOR LORD
Swadan . 140zak - Danmark 135dke
Norway  175nkr  Euro €17.50

Praduct code: 99120102020
Seulpted by Mark Harrison

ON SALE SEPTEMBER 15th

>>>TURN TO PAGE 30 TO SEE THE CHAOS LORD IN ACTION

CHAOS LORD WITH JUMP PACK KHORNE LORD

This blister pack contains
1metal Chaos Lord

This blister pack contains
1metal Khorne Lord

with Jump Pack

KHORME LORD
Swedan 115sek Denmark 100dkr
Morway 125nkr Euro £12.50

CHAOS LORD WITH JUMP PACK
Sweden 115sek Denmark 100dkr

MNorway 125nkr Euro €12.50 Product code: 99060102107
Product code; 99060102109 Sculpted Dy Gary Morley
Sculpted by Mark Harrison

ON SALE SEPTEMBER 29th
ON SALE SEPTEMBER 1oth 3

Pictures for llustrative purposes only. Product conténts may vany. Products sold pnpaiated and unsssembied. Certain Crladel products may be dangerous I ised fncorrechly. Prices corract ai Bima of going 1o press, pleass contact o3 for cor
availabilily and prices. Prices guoted ana for producis sold by Games Workshop fvough ils own stoves, ciizlogue or websife, Independenl retailers are rasponsibie for gatenmining (hair gwn prices



P R S L R S
HURON BLACKHEART

This blister pack contains 1

Huron Blackheart miniature
and 1Hamadrya

HURON BLACKHEART

Swaden 140sek  Denmark 115dkr
Maorway 150nkr Euro €15
Product code: 99060102108
Sculpted by Juan Diaz

ON SALE SEPTEMBER 29th

FRAME IS PACKED WITH This multi-part plastie kit

WARHAMMER contains 5 Chaos

40000, ,,.,::',.':,i._,,-,:
= COMPONENTS AND Terminators
WERPON OPTIONS

CHADS TERMINATORS
Sweden 300sek Denmark 250dkr

Morway 300nkr Eure €35

Product code: 990120102021
Sculpted by Mark Harrison
& Jes Goodwin

24 ON SALE SEPTEMBER 15th

Cartain Citadel products may be danperous if used incarrectly, Prices covrécl af ime of poing 1o press, please contact us for current

Bictures for Nustrative purposas only. Product contents may vary: Products sold unpainfed and pnassémbied
its own stores, catalogue or websile. independant ratailers e responsible for defenmining Mhair own prices.

availability and prices. Prices quoted are for products sold by Games Warkshop throogh
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CHAOS SPAGE MARINES SQUAD

o TR | DRLT FRLL

WARHAMMER /| »dies G55

This multi-part plastic

INCLUDES ASPIRING
CHAMPION AND

box set contains 10 Chaos
Space Marines

TR o g T CHAOS SPACE MARINES SQUAD
Sweden 270sek Denmark 225dkr
Morway 270nkr Euro €30
Product code: 92120102019
Sculpled by Mark Harrison,
Juan Diaz & Alex Hedstrdm

ON SALE SEPTEMBER 15th

" A . Bt i .
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ASPIRING CHAMPION ICON BEARER CHADS SPACE MARINE CHROS SPACE MARINE
WITH HEAVY BOLTER WITH PLASMA GUN

. - gt r iy
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This multi-part plastic

box set contains 5 Chaos
Space Marines

WARHAMMER
4 40,000,

CHAOS SPACE MARINES ATTACK SQUAD
Sweden 160sek Denmark 135dkr
Morway 175nkr Euro €17.50

Product code; 99120102017

ON SALE SEPTEMBER 15th

Pictures for iustrative purpases only, Product contents may vary. Products sold apainted and unassembled. Cerfain Ciladel products may be dangerous if used fncorrectly. Prices cormect at time of going fo press, please contact &= fr o
avaitabiily and prices. Prices quoted are for products sold by Games Workshop through its own stares, caidiogue or websile. Indapendent ratailers are responsibie for defermuming Bhair e prices
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POSSESSED CHAQS SPACE MARINES
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This multi-part plastic box sy, AT s
set contains 5 Possessed -
Chaos Space Marines

POSSESSED CHADS SPACE MARINES
Sweden 250sek Denmork 200dke
MNorway 250nkr Eurc €27.50

Product code: 99120102022 8
Sculpted by Mark Harrison & . |

ON SALE SEPTEMBER 29th

o 'R‘ﬁl .j-:'ﬁ- i W v -.H T
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\ WARHANMMER' / womnon  mmmes &

40,000~ { oy poL CEEs L =

This multi-part plastic kit
contains 2 Chaos Swarn

CHAOS SPAWN
Sweden 200sek Denmork 17 5dkr
Morway 225nkr Euro  €22.50

Product code: 99120102024

Sculpted by Aly Morri
= >>>TURN TO PAGE 84 TO SEE JU
ON SALE SEFTEMBER 29th SOME OF THE MANY VARIATIONS

Pictures far ilustrative purposes only. Product contents may vary. Products sofd nnpainted and unassembled. Cerfain Ciadel producls may be dangarous if used incorrectly. Prices correct af time of going o press, please conlact us for covrent
availability and prices. Prices quoted are for procucls sold by Games Warkshop through its own stoves, catalogue or website, focépandent ratailars ara respansible for defermining their own prices.




NELWW RELEASES
CHAOS SPACE MARINE BATTLE FORCE THIS BATTLE FORCE IS THE

A IDEAL STARTING POINT FOR A
ol - " CHAOS SPACE MARINE ARMY

3

This multi-part plastic box
sel contains 15 Chaos Space
Marines, 8 Khorne
Berzerkers, 5 Possessed
4 : o : . Chaos Space Marines and
| 2 % i e b - 1Chaos Rhino

CHAQS SPACE MARINE

BATTLE FORCE

Sweden 750sek Denmark 650dkr
Morway 750nkr Euro €80
Product code: 99120102018

ON SALE SEFTEMBER 15th

Pictures for Mystrathve purpases ol Product contents may vary. Products sold wapainted and unassemiied. Cerfain Crtagel Products imay be dangerpus if used incorreclly. Prices ﬂa:.r.:::rar timé of going to press, :‘!f—ﬂff OFtact uF for purreat
availatlity and prices. Prices quoted are for products sold by Games Workshop through its own stoves, catalogue of websie, ingdapendenl raiailars are respansiie for dafenmuning fhair g prces




NEW RELEASES

K LIBRARY

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 worldwide, as well as in
bookshops in certain countries. However, if you are
finding it difficult to get hold of any of these
publications then go to the Black Library website, where
books may be purchased directly.

BLACKHEARTS OMNIBUS

This superb value-for-money omnibus
compiles Nathan Long's first three
thrilling Blackhearts novels — Valnir’s
Bane, Broken Lance and Tainted
Blood. Also featuring extra short
stories and a new introduction by the
author, this bumper edition perfectly
captures the grim darkness of the
Warhammer world.

BELACKHEARTS OMNIBUS
By Mathan Long
Sweden 170sck Denmark 140dkr

Morway  200nkr Euro €20
ISBM: 1-84416-510-0

WARBANMMER

leearrts dridogy fer aerne BfoendEfifrsey vaelecr

BLACKH AT

THE OMNIBL

NATHAN LONG

DARK APOSTLE

Dark Apostle Jarulek of the Word
Bearers Chaos Space Marine legion
and his force lay waste to the Imperial
planet of Tanakreg. After brutally
enslaving the planet’s civilian
population, they set them to work
building a monstrous tower. But what
is the Word Bearers’ vile purpose, and
can they achieve their nefarious goal
before Imperial forces arrive to
reclaim the planet?

DARK APOSTLE

by Anthony Reynolds

Sweden 14050k Denmark  115dkr
Morway  150nkr Euro £15

ISBM: 1-84415-507-0

ON SALE SEPTEMBER 151 ON SALE SEPTEMBER 15T ON SALE SEPTEMBER 15T

WARHAMMER

1A000

ANTHONY REYNOLDS

www.blacklibrary.com

One of the Black Library’s most
infamous fantasy heroes returns in the
fifth and final book of this popular
series. Malus Darkblade has finally
fulfilled his quest to retrieve five
objects of power. Now he must return
them to the ancient daemon Tz arkan.
But can the daemon be trusted to
honour his part of the bargain to
return Darkblade’s soul, or will he try
to trick the Dark EIf one last time!?

LORD OF RUIN

By Dan Abneft & Mike Lee

Sweden 14020k Denmark 11 5dkr
MNorway  150nkr Euro €15

ISBN: 1-84414-195.9

- WARHAMMER
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Bictures for ilusiralive purpases anly. Product contents may vary. Producls soid vapainted and unassembiled. Certain (itacel products mdy be dangerous if used incorrectly. Prices comect af time of going to press, please conlact us fof curent

availability and prices. Prices quoted are for producls sold by Games Workshop through s own Sioves, catalogue or websife, incependent reta
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IS0 AVRILABLE

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.

Www.forgeworld.co.uk
CHAOS WARHOUND TITAN

Standing an impressive
250mm/10.5" high, this model
represents a Mars Pattern
Warhound Titan armed with a
Vulcan Mega-bolter and Plasma
Blastgun. Unfortunately for the
Imperium, this once-proud
machine no longer serves the
Emperor and has been
corrupted by Chaos.

Model designed by Will Hayes and
Simon Egan.

Pictures for ilustrative purposes only, Product conlents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used mcorrectly. Prices correct 8t time of going fo press, please contact us for furrent
availability and prices. Prices quofed are for products sold by Games Workshop through its own shores, cafalogus or websita. lndwpendent refaliers are responsible for defenmiining IAIr o pces
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GUARDIANS OF

he High Elves are an ancient and
Tpmud race, who have refined their

martial skills and magical prowess
over many long centuries. As the primitive
tribes of Man fought amongst themselves,
the High Elves navigated the oceans and
mapped the heavens. They have watched
empires rise and fall, and repel all who
seek to conquer their island homeland.

This November, the chance will arise
once more to command the glittering host
of the High Elves. The latest edition of the
Warhammer Army Book is nigh,
accompanied as always by a fantastic
range of miniatures.

The new Army Book provides a
complete revision of this ancient and
magical race, and the rules and army list
will revolutionise the way the High Elves
go to war in games of Warhammer. Not
only that, but the introduction of some new
troop types, and the return of some
favourite special characters will have High
Elf players old and new salivating at the
prospect of reinventing their tactics and
miniatures collection.

Of the forthcoming models, there's a
new chariot kit, which can be assembled
to make either a White Lion Chariot or
Tiranoc Chariot, plus multi-part plastic
hero and wizards kits. And did we mention
the beautiful new plastic Dragon? No?
Well, this kit has caused some excitement
in the Design Studio, and one glance at the
opposite page will tell you why.

The High Elves march to war this
November, and woe betide anyone who
gets in their way!

The new plastic High EIf Mage
kit contains enough parts to
make a mighty wizard, bath

on ool and mounted.




NERS

ULTHUAN

The plastic High EIf Dragon is probably the most
dynamic Citadel monster to date. The plastic
frames also contain multiple rider components,
allowing you to make a High EIf Mage, or Lord
of Caledor, for example.
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HAPPY BIRTHDAY!

Grombrindal’'s 30th birthday party goes with a bang across UK

‘Pass the Goblin’, record breaking
gaming table cakes, stores
bedecked in party balloons and
beards (lots of beards) in all shapes
and lengths! White Dwarf’s
birthday had them all.

AT o1 e
o oWl L A
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hite Dwarf is 30 years old and
Wﬂn the weekend of the 26th and

27th May Games Workshop held
a truly monumental birthday party for its
favoured bearded one! The White Dwarf
crew were out and about to find out what
happened on this memorable weekend.

This was a birthday like no other,
White Dwarf, the oracle of Games
Workshop, was 30 years old. That meant
only one thing really — party time! And like
any good birthday there was plenty of fun
to be had and a lot of cake. Hobby Centres
up and down the country had all manner
of different events, activities and festivities
all planned out.

By the way, did we say there was a lot
of cake? Every store had cakes of all shapes
and sizes. Some slores had three cakes.
Some had 30 candles in a cake. Then there
was the frankly outrageous! Games
Workshop Manchester baked a gaming
table cake (pictured above). 6' by 4' of
sponge and icing. They then took it to
Conflict North where it was devoured by
the local ripper swarms.

Party games were also the order of the
day, with many firm favourites being

deployed in Grombrindal’s name. Such
mighty classics as ‘Pass the Goblin’, ‘Pin
the Beard on the Dwarf’ and ‘Musical
Thrones’ were all present and many more
hugely imaginative games beyond listing.

The White Dwarf team also found time
in their busy schedule to write a scenario
for the Warhammer World boys to play.
Featuring Grombrindal taking on six giants,
the game called ‘Save the Beer!” was
played over 40 times. Grombrindal and
chums personally despatched over 160
giants, being bested only three times
personally. Nice work boys.

With all this madness going on there
was the exclusive White Dwarf birthday
model available to buy, a 30% extra
subscription offer (notice a 30 theme here
— Grombrindal) and the opportunity to win
a very special prize indeed, the gold plated
White Dwarf miniature. Every store had
just one to give away as they saw fit.

And the fun continues to this day. The
birthday weekend saw the beginning of a
summer of frantic hobby and it's only set to
get bigger and better in-store. With
Apocalypse coming up now's the time to
pop into your local store and join in!
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» FRIEND 710 THE HOBBY...
o' VOUCHER EACH!

INTRODUCE
__AND GET A €7.5

«70kr in Norway, Sweden & Denmark

Help a friend experience the world of the Games
Workshop hobby first hand: bring them along to your
local Hobby Centre 10 claim their free painting

lesson and introductory game.

From July to September 2007, if they decide
to purchase a Games Workshop Starter or
Hobby Set from a Hobby Centre, you'll
both receive a Games Workshop

Voucher!

Choose from Battle
for Macragge, Battle
for Skull Pass. or
Mines of Maria
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— RELEASE SCHEDUL
COMING NEXT MONTH

Codex: Chaos Space Marines 15/09/07 140dkr, 170sek, 200nkr, €20
Chaos Space Marines box set 15/09/07 225dkr, 270sek, 270nkr, €30
Chaos Space Marine Battleforce 15/09/07 650dkr, 750sek, 750nkr, €80
Chaos Terminator Lord 15/09/07 135dkr, 160sek, 175nkr, €17.50
Chaos Space Marine Terminators 15/09/07 250dkr, 300sck, 300nkr, €35
Possessed Chaos Space Marines 29/09/07 200dkr. 250sek, 250nkr, €27.50
Chaos Spawn 29/09/07 175dkr, 200sek, 225nkr, €22.50
Chaos Space Marine Attack Squad 15/09/07 135dkr, 160sek, 175nkr, €17.50
Chaos Lord with Jump Pack 29/09/07 100dkr, 115sek, 125nkr, €12.50
Huron Blackheart 29/09/07 115drk, 140sek, 150nkr, €15
Khorne Lord 29/09/07 100drk, 115sek, 125nkr, €12.50
WARHAMMER 40,000 NEXT MO
Apocalypse 13/10/07 350dkr, 400sek, 400nkr, €50
Apocalypse Templates 13/10/07 140dkr, 170sek, 200nkr €20
Apocalypse Vortex Grenade Template 13/10/07 70dkr, 80sek, 85nkr, €9
Apocalypse Big Gun Dice 13/10/07 85dkr,  100sek, 100nkr, €11.50
Urban Road 13/10/07 135dkr, 160sek, 175nkr, €17.50 -
Imperial City 13/10/07 1250dkr, 1500sek, 1500nkr, €160
Basing Kit 13/10/07 135dkr, 160sek, 175nkr, €17.50
Space Marine Veterans 13/10/07 200ckr, 250sek, 250nkr, €27.50
Space Marine Masters of the Chapter 13/10/07 225dkr, 270sek, 270nkr, €30
Space Marine Linebreaker Squadron 13/10/07 750dkr. 850sek, 750nkr, €95
Space Marine Land Raider Terminus Pattern  13/10/07 350dkr,  400sek, 400nkr, €50
Space Marine Suppression Force 13/10/07 650dkr, 750sek, 750nkr, €80
Space Marine Battle Company 13/10/07 3000dkr, 3500sek, 3500nkr, €400
» Space Marine Armoured Spearhead 13/10/07 1250dkr, 1500sck, 1500nkr, €160
Imperial Guard Baneblade 1310/07 750dkr, 850sek, 850nkr, €95
Imperial Guard Ogryn Bone "Ead 13/10/07 115dkr, 140sek, 150nkr, €15
Imperial Guard Ogryn 13/10/07 115dkr, 140sek, 140nkr, €15
Imperial Guard Commissar 13/10/07 70dkr, BOsek, 85nkr. €9
Imperial Guard Leman Russ Squadron 13/10/07 650dkr, 750sek, 750nkr, €80
Imperial Guard Basilisk Battery 13/10/07 650dkr, 750sek, 750nkr, €80
* Imperial Guard Company 13/10/07 2400dkr, 2900sek, 2900nkr, €300
» Imperial Guard Ogryn Auxilia 13/10/07 1250dkr, 1500sek, 1500nkr, €160
Emperor’s Fist Tank Company 13/10/07 1600dkr, 1900sek, 1900nkr, €225
» Emperor's Wrath Artillery Company 13/10/07 1800dkr, 2000sek, 2000nkr, €250
» Emperor's Talon Recon Group 13/10/07 1250dkr, 1500sek, 1500nkr, €160
Chaos Tide of Spawn 13/10/07 750dkr, 850sek, 850nkr, €95
Mecron Lord with Resurrection Orb 13/10/07 100dkr, 115sek, 125nkr, €12.50
Necron Phalanx 13/10/07 650ckr, 750sek, 750nkr, €80
Ork Big Mek with Super-shoola 13/10/07 115dkr, 140sek, 150nkr, €15
= Ork Dred Mob 13/10/07 1250dkr, 1500sek, 1500nkr, €160
Tau Rapid Insertion Force 13/10/07 900dkr, 1000sek, 1000nkr, €120
Tau Armoured Interdiction Force 13/10/07 650dkr, 750sek, 750nkr, €80
= Tau Hunter Cadre 13/10/07 2200dkr, 2600sek, 2600nkr, €275
= Eldar Windrider Host 13/10/07 900dkr, 1000sek, 1000nkr, €120
+ Eldar Spirit Host 13/10/07 900dkr, 1000sek, 1000nkr, €120
= Eldar Aspect Warrior Assault Wave 13/10/07 1250dkr, 1500sek, 1500nkr, €160
= Dark Eldar Ravager Titan Hunters 13/10/07 900dkr, 1000sek, 1000nkr, €120
* Dark Eldar Splinter Raid Force 13/10/07 1250dkr, 1500sek, 1500nkr, €160
* Tyranid Hive Mind Brood 13/10/07 900dkr, 1000sek, 1000nkr, €120
» Tyranid Mycetic Assault Swarm 13/10/07 1250dkr, 1500sek, 1500nkr, €160
» Tyranid Hive Endless Swarm 13/10/07 1250dkr, 1500sek, 1500nkr, €160
R T ST A ST S T Necron Lord
WARHAMMER NEXT MONTH
High EIf Army Set 20/10/07 1350dkr, 1650sek, 1650nkr, €180 I/I|/§ You can buy our products

from the following sources
OTHER RELEASES FORGET 8
Dark Apostle 01/09/07 115dkr, 140sek, 150nkr, €15 - * Games Workshop stores Page 102
Lord of Ruin 01/09/07 115dkr, 140sek, 150nkr, €15 » Good model shops Page 105

Blackhearts Omnibus 01/09/07 140dkr, 170sek, 200nkr, €20
AR I » Games Workshop Direct Page 103

see page 108 for more details
www.games-workshop.co.uk/store

Gamers’ Edition Imperial Guard Backpack 1210/07 750dkr, 850sek, 850nkr, €95

ltems maked with = are only available through Direct
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SLAVES

TO DARKNESS

The most hated of all Humanity’s enemies, Chaos Space Marines
dedicate themselves to bloodshed, piracy and glorious slaughter.
White Dwarf treads the path of the heretic to find out more.
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haos is an insidious, ever-lurking
Cpresence in the galaxy. Even the

most loyal of the Emperor’s subjects
can be tempted away from the righteous
path and become thrall to the Dark Gods.
However, when a mighty Space Marine
renounces his oaths of loyalty to the
Emperor, the Imperium feels the treachery
most keenly.

We caught up with Gav Thorpe, one of
the authors responsible for the heretical
text known as Codex: Chaos Space
Marines, to find out what's new.

“The first thing veteran players will
notice,” says Gav, “is that there is one list.
Chaos army lists in the past tended to be
complicated affairs, with caveats upon
caveats. The new army list is just that: one
structured, characterful and flexible list
focusing on Chaos Space Marines. On a
more general point, this is how we think all
our Codexes should be in the future — one
all-encompassing army list per book. No
more appendix lists or variants, because
lots of variant lists in a game system create
needless confusion for players, both in
friendly games and at events like
tournaments, We've come to the
conclusion that you should be able to
create the themed army you're after using
the Codex list. If the idea is strong enough,
it will get a Codex in its own right in time
anyway. An example of this direction is the
use of Daemons in the army list. When
used in a Chaos Space Marine force, they
are simply known as Summoned Greater
Daemons and Lesser Daemons.

“That’s not to say Chaos-power-specific
Daemonic troops have gone away; far from
it — we're already working on a Codex
especially for Daemons. To include all
twenty or so Daemonic troop types would
have required loads more space in a Codex
that is already 104 pages in length,”
explains Gav. “This way we get the best of
both worlds, the Chaos Space Marines list
remains focussed on them, while the
Daemons will get their own army.”

Renegades and traitors

Reading the Codex, you’'ll notice that the
Red Corsairs have more attention than
they've had in previous books and, as
you'll have seen in the new release pages
and in this feature, Huron Blackheart has
finally made an appearance in model form.
“For a long time there's been this
assumption that all the Chaos Space
Marines are tfrom the Horus Heresy. For
Abaddon, his followers and the other
original members of the Traitor Legions,
this is certainly the case, and you’ll find
plenty of material in the new Codex about
it. However, for ten thousand years there
have been individual Space Marines,
squads or entire companies and chapters
turning to Chaos for their own selfish

=1 AL

reasons,” says Gav. Unlike Horus, these
Chaos Space Marines have not started out
with an idealistic goal to rid the galaxy of a
pitiless God-Emperor. Their reasons for
turning will be far more base: greed, power
and wealth. “In the book we've termed
these Renegades, but really they are Space
Marines with their humanity back and so
have drives, ambitions and weaknesses like
you and me, unlike the selfless and loyal
Space Marines.”

List changes

As well as these directional changes, the
army list itself has had a serious overhaul.
“It shouldn’t take the best part of a day to
design a 2000-point force,” quips Gav.
“The list is far simpler to use, the ‘invisible’
rules have gone and key units have been
repositioned.” What does Gav mean by
invisible? “An example of it was the Chaos
Lord in the previous book,” he explains.
“Once you'd given him a certain amount
of Daemonic Gifts he was actually counted
as a Daemon Prince. For the other player
that was nigh on impossible to know = in
the new Codex when you're fighting a
Daemon Prince, you'll see a Daemon
Prince facing you across the table. What
you see is what you get!”

Another example is the Marks of
Chaos. In the previous list, they were
awarded individually and even the Chaos
players could forget who had what Mark.
In the new list, squads purchase icons,
which must be represented by the relevant
icon-bearer model. “Again, the idea is for
both players to know, at a glance, what
rules apply to the squads. We've tried to
take all the hassle out of selecting your
force,” says Gav.

“There’s been some re-jigging of the
actual list as well,” he adds. “We've
separated the Chosen from the Chaos
Terminators, making the Chosen a power-

. WARHAMMER
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CHAOS SPAC ]

IN THE BOOK
In this 104-page codex
you will find:

* 22 pages of
background,
including the full
history of the Traitor
Legions and famous
Renegade chapters
such as the Red
Corsairs.

* Each character,
troop type and
vehicle is fully
examined in the
Forces section.

* 16 colour pages
featuring loads of
new Chaos Space
Marine colour
schemes.

* Brand new army list.

€€ The new list is far easier to use...
we've tried to take all the hassle
out of creating a force. 99

armoured, veteran squad. Joining them in
Elites is the Chaos Dreadnought - this also
frees up a spot in Heavy Support for the
Obliterators, who were previously
competing with Chaos Terminators in the
Elites section.”

You’ll also notice that the Chaos forces
have been reinforced by a Vindicator!
“That's to show that more modern vehicles,
not just ten-thousand-year-old tanks, are
available to Chaos as well; I'm sure Chaos
players will also appreciate its inclusion
just for the demolisher cannon,” says Gav.

www.games-workshop.co.uk/chaosspacemarines 17
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CHAOS MARINES

The new Chaos Space Marines plastic kit is packed full of extras. Here's a
comprehensive breakdown of what you get in the box.

1-8  Heads

17-21 Torso fn:.'rt
Torso bach

23-25 Armour ikes

26-29 C lamsword arms
30-33 Bolt pistol arms

| 37-38 Combat knives
2k 39-41 Bolters
42-44 Holsters
45-50 Bolter arms
51-54 Legs
55 Melta gun

56  Flamer

58  Plasma gun

59  Power weapon arm
60-62 Heavy bolter
3 EAd i ,: =i ” a3 ol -: al = X : i

5- ai n head

e e i e
e AT I::I.:_I|r--.|i_:l':||._
B L b o

75-79 Champion
Shoulder pad

~ Champion pack

B0 on pack
81-83 Blades and tusks

B4  Champion Chest B
85-89 Chao

| e e
lcor ! yearer
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POSSESSED

The Possessed frame allows for all manner of twisted combinations. It’s fully
compatible with the Chaos Space Marines and Chaos Spawn kits, too!

1-7  Heads

=1 s N0 IOt
13-17 Torso back

20-24 Backpack

25-26 Flesh hooks
27-29 Horns

30-35 Right arms
36-42 Left arms
43-53 Shoulder pads

54-63 Legs

www.games-workshop.co.uk/chaosspacemarines 19
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TERMINATORS

The new Chaos Terminators have been long-awaited by
Chaos Space Marine players. The multi-part plastic kit
contains a variety of weapon options.

1 En HEHI’.IE

5 1 -52 incr axes
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TERMINATOR LORD

The new Chaos Lord sprue allows you to create a mighty Lord or Sorcerer Lord in
Terminator armour. Ambitious players can mix in components from the Chaos
Terminators, Spawn or Possessed frames for endless customisation!

www.games-workshop.co.uk/chaosspacemannes
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THE LOST AND THE DAMNED

The new Chaos Space Marine models are the latest in a line of plastic miniatures

Mark Harrison is the man
behind the majority of the
new models in this month’s
Chaos Space Marine releases.
Here, we talk to him about
how he put his stamp on one
of Citadel’s oldest and most
established ranges.

T J ____.-'1'.
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The Cleaved.

Killmongers. Word Bearers.

Creating Chaos from order

“With the Chaos Terminators | wanted to
follow closely what Jes [Goodwin] had
already done,” says Mark. “l wanted to
expand on the themes that had already
been established — make things sharper,
nastier and more three-dimensional.
Making a lot of the range in plastic for
the first time was where | had a lot of
freedom. For instance, with the Chaos
Terminators | knew how they would
break down and where they would go on
the frame, and that | still had plenty of
space to add loads of extra bits and new
options such as additional heads,
mutated weapons and spiky bits.”

The Chaos Terminator Lord and the
Possessed frames were favourite projects
of Mark’s because he had a very loose
brief on both. “I loved doing the Chaos
Lord; the first thing | wanted to add was a

WHITE DWARF CHAOS SPACE MARINES

that stand in testament to the skill of the Citadel Design team. We take a look at
‘what goes into the design process.

I

The Scourged.

Chaos Knight-style helm because | think
it looks very cool on Terminator armour. |
also got the figure standing on a rock;
we're not normally allowed to do that,
but | managed to push that through; |
thought the figure warranted it because
it's going to be the centrepiece model in
most Chaos forces,” says Mark.

As well as focusing on the actual
model, Mark also took the chance to
bulk out the weapons options; everything
on the Lord frame is fully compatible
with the plastic Chaos Terminators.
Despite the fantastic work on the
Terminator Lord, if you ask Mark what his
favourite models of this release are, he
will say it's the Possessed. “I really like
them. Of all the new models | think they
really define the new Chaos range. We
took what was quite a bland concept and
turned them into their own thing. Again, |




was given a free rein, but it took several
attempts to get them right. My only steer
was a ban on tentacles, as they tend to
make the model look weak.”

Even though Mark was working full pelt
on the model frames he somehow had time
in his schedule to create the Chaos
upgrade frame. “My plan for this frame was
to try and cover all the bases,” he explains.
“| made sure there were parts for each
Chaos power, including an icon each, as
they play such an important part in the
new rules, There are also special weapons
— |'ve tried to fulfil as many weapon
options as possible.” There are many more
bits on the frame, giving you a choice of
either kitting out one or two Marines as
ncredibly imposing Chaos models, or
spreading the components throughout the
whole squad, adding a touch of Chaos
here and there.
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Huron Blackheart:
The Tyrant of the Badab war

Huron Blackheart is an insane and
power-hungry Chaos Lord. Huron was
critically injured by a melta-blast near
to the end of the siege of Badab. Seeing
the battle lost, his faithful Chaos
Space Marines fought their way past
an Imperial blockade in a handful of
ships, and dived into the Maelstrom
to evade their pursuers. There they
joined the horde of aliens, renegades
and heretics that make the Maelstrom
their lair. Huron’s Red Corsairs have
grown into a military force to be
reckoned with and their raids out of
the Maelstrom have become more
frequent and bloody over the decades.

www.games-workshop.co.uk/chaosspacemarines

Huron Blackheart,

sculpted by Juan Diaz.
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SAMPLE ARMY

We asked veteran Chaos player and White Dwarf designer Christian
Byrne to pick us a balanced force usi

el LR

WARHAMMER |

40,000,
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COne of the best ways o start
a Chaos Space Marine force is
to pick up the new Battle

Farce box set. All the models 1
from the box are present in
this army, although we've
chosen to swap out the Rhino
APC in favour of some elite
choices. With the addition of
some Spawn, Terminators and
a Defiler, you can make this
impressive, all-plastic force.

WHITE DWARF

CHAQS SPACE MARINES

The sample army above represents a
typical Black Legion warband with allies in
the form of World Eaters Khorne Berzerkers
and a Sorcerer of The Scourged Renegade
chapter. The force has been designed to be
an aggressive spearhead led by the
Berzerkers and the Defiler, with the
Possessed, Spawn and Chaos Space
Marines in support. The Chaos Lord,
Sorcerer and Terminators deep strike to
deliver the decisive blow.

The Terminator Lord is a devastating
close combatant. Wearing Terminator
armour means he can weather most
small arms fire and stand up to
powerful weapons such as
lascannons. The Daemon Weapon
(with its +1D6 attacks and +1
Strength) can spell doom for all but
the toughest opponents.

#

2

3

4

With the Mark of Tzeentch the
Sorcerer benefits from a 4+
invunerable save. He also has the
Warptime psychic power which, in
conjuction with his force weapon,
means he can re-roll all to hit and to
wound rolls, while ignoring enemy
armour saves, giving him the ability to
kill enemy characters outright.

Formidable Chaos Terminators are
capable of being armed with a variety
of anti-tank and anti-personal
weaponry. This unit can lay down a
withering hail of fire before charging
into whatever adversary might be in
their way.

Chaos Possessed are a wild card unit
- whatever power is randomly rolled
will decide what role they will serve




in the coming battle. It is therefore a
good idea to consider each special
ability beforehand and how it may
best be used.

A small, mobile unit of Chaos Space
Marines is an excellent and
economical choice that complements
other assault troops. The addition of
the power fist will be a nasty surprise
for an unwitting adversary.

Larger Chaos Space Marine units
provide both covering fire and close
combat support. Now that they are
armed with a bolt pistol, bolter and
close combat weapon, they always
have the ability to lay down bolter
fire, before shouldering their main
weapon and diving into assault with
3 Attacks.

With Weapon Skill 5 and Furious
Charge, Berzerkers outclass all but the
most elite assault troops — and as they
are Fearless, they will never run from
a fight.

With two Spawn randomly moving
across the battlefield, enemies must
beware. Strong and hardy with a
random number of attacks, they may
be unpredictable, but can turn the
tide of battle in an instant.

In the new Codex, the Defiler is a
rampaging war machine capable of
scuttling towards the enemy before
firing a volley from its battle cannon,
only then charging into assault. The
mobile assault capabilities this lends a
Chaos force makes it a frightening
prospect to face in battle.

ARMY LIST

HQ
@ Chaos Lord
Terminator Armour,
Daemon Weapon,
personal icon.
155 points

#) Chaos Sorcerer
Terminator Armour,
combi-melta,

Mark of Tzeentch,
Warp Time, Bolt of

Change.
200 points

ELITES

€ 5 Chaos Terminators
Powerfist, Chainfist,
combi-flamer, combi-
melta, Reaper

Autocannon.
210 points

) 5 Possessed
Aspiring Champion,
140 points

TROOPS
@ 5 Chaos Space Marines
Aspiring Champion,
Powerfist, Plasma
pistol.
130 points

(® 10 Chaos Space Marines
Icon of Chaos Glory,
Aspiring Champion,
Power weapon, Plasma
pistol, Plasma gun,
Heavy bolter.

230 points

& 8 Khorne Berzerkers
Skull Champion,

Power weapon.
198 points

@ 2 Chaos Spawn
80 points

HEAVY SUPPORT

) Defiler
Havoc Launcher.
155 points
Total 1497 points

www.games-workshop.co.uk/chaosspacemarines 25



ey Py Tamee s BT
T

PAINTING RED CORSAIRS

With the release of Huron Blackheart, the Studio Chaos Space Marines army has

begun to swell with Red Corsairs models. Here’s how the hobby team achieve their
distinctive red and black colour scheme.

Start by painting all of the black The first highlights are mixed from

i Pure Codex Grey is applied for the The legion badge is a hand-painted
areas with Chaos Black. Chaos Black and Codex Grey. final highlight. icon, achieved with Chaos Black
paint and a fine detail brush.
Red Armour

All the red areas are basecoated Blood Red is applied as a highlight

The mast pronounced edges are The gold is painted in exactly the
with Mechrite Red. to all the raised areas and edges.

picked out with Blazing Orange. same way as Huron Blackheart’s
decoration. S5ee page 92

26 WHITE DWARF CHAQS SPACE MARINES




BLACK LEGION ¢, NIGHT LORDS

This ancient legion is led by Abaddon the Despoiler, and #J* The Night Lords serve no particular Chaos god, and treat
wears jet black armour in memory of their Primarch, other Chaos Space Marines with the same cynicism and
Horus. Their insignia represents the Eye of Horus. t contempt they reserve for those loyal to the Emperor.

The painted lightning strikes
represent “real” crackling energy
surrounding the model.

The black armour is offset by warm |
bronze trim and the bright yvellow ;
legion icon. '

HAKANOR’S REAVERS THE PURGE

The armour of these Renegade warriors burns with a The Purge despise life in all of its forms, and have waged
magical heat, causing it to constantly crack and reform war against mankind and aliens alike for 3000 years, in
like lava. Their insignia reflects their fiery curse. an attempt to exterminate all life from the galaxy.

The unique character of this legion i The legion icon for The Purge is a
is reflected by the hand-painted handpainted trio of flies. This is
details. easy to achieve with black lining.

www.games-workshop.co.uk/chaosspacemarines 27



Waord Bearers.

| Apocalypse Company.

Other Renegades

We've tried to show some
examples of simple yet
effective colour schemes

- above (with loads more
b onlinel). However, the sky’s
' the limit when it comes to
Renegade heraldry!

OTHER CHAOS WARBANDS

There are countless Renegade warbands and remnants of the Chaos Legions
dispersed throughout the galaxy. The colour schemes on these pages are just some
of the myriad that can be created.

Nightkillers.

rhe Chaos project provided an opportunity
to take a fresh look at the way the Chaos
Space Marines looked, in particular the
colour schemes and livery. Neil Hodgson
of the Studio Hobby team was heavily
involved in this part of the project.

“When we first approached the look of
the Chaos Space Marines, we started in the
same vein as loyal Space Marines, who
have a uniform colour scheme. We soon
realised that is not what Chaos Space
Marines are all about — they are not just
‘ovil’ versions of Space Marines,” says Neil.
“Some Traitor Marines have been around
for over 10,000 years, and there are those
Chaos Space Marines who will have fought
in many battles, and have jumped from
warband to warband, depending on where
the fighting has taken them. So we tried to
come up with some colour schemes that
illustrated this breadth.”

WHITE DWARF CHAOS SPACE MARINES

Betrayers of Pain.

“An example | like to use,” continues
Neil, “is that of a burgeoning Chaos Lord
about to embark on a campaign of
violence and destruction. Many Chaos
Space Marines will come to bolster his
force, and to mark their allegiance they
would have to daub a black mark over
their left shoulder pad, for example; other
than that there is no uniform to speak of.”
This way you can have all the many
different elements in one Chaos force, from
Khorne Berserker elites to Slaaneshi Chaos
Space Marines in your Troops choices. You
can have all these different colour schemes
in your army and, by painting on a unigue
symbol or giving them all a uniformly
coloured leg greave or shoulder pad, you
get a cohesive force whilst still being
chaotic. “Your identifying colour doesn't
even have to be on the same place on all
the models in a squad,” says Neil. “It's




Other troop types

Just because our handy
illustrations show how to
apply colour schemes to
standard Chaos Marines,
doesn’t mean that you
have to do the same.
Transferring your colour
schemes to other troop
types is just a matter of
picking details or areas of
a model and painting them
accordingly. Here, we can
see how a Night Lords
colour scheme can be
applied to a Terminator
and a Possessed model.
The same principles can be
applied to the vehicles in
the army, too.

quite feasible that, as long as the Chaos
Space Marine is bearing the warband’s
insignia — say something like a yellow eye
symbol — then it does not matter where it
appears on the armour. So you can have
some with the symbol on their backpack,
or a stylised version of it on one of the leg
plates of a Defiler, for example — the
symbol ties the army together, and the
forces of Chaos would not care where it is
actually displayed.”

The use of textures was another thing
that MNeil wanted to try and illustrate in the
codex. “When trying to convey a concept,
a painted model or even a piece of flat
artwork has some limitations. What we've
tried to get across is that Chaos power
armour is much more than just painted
ceramite plates. For instance the lightning
on the Night Lords’ power armour would,
in actuality, be real, crackling energy rather
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You can photocopy this template to experiment with your
own Chaos colour schemes,

Copyright ©@ Games Workshop 2007. All rights reserved.

Lots more Warbands online. Go to:

www.games-workshop.co.uk

than a painted design. You could imagine a

Renegade chapter that has constantly Also Available

shifting runes or leering daemonic faces Other Chaos Space
that chase each other across the power Marines box sets:
armour, whilst others may be covered in « Chaos Landraider

living scales,” explains Neil. Obviously

. . * Chaos Rhino
some things are easier to portray on a

model than others; be ambitious, but * Chaos Predator
remember the limits of your own skills and e Chaos Defiler
that of the medium you are working in. ¢ Chiaos Bikers

Sometimes it's fine just to have a clean,
two-colour painted model. ¢ Chaos Raptors
The principles Neil applied to his * Thousand Sons
colour schemes are true of many aspects of * Khorne Berzerkers
the Chaos Space Marine army. The forces
of Chaos are made up of individuals, and
the amount of creativity you can afford * Deathguard Havocs
with painting, modelling and gaming with ¢ Chaos Havocs
them is limited only by your imagination. « Chaos Dreadnought
And, of course, how much you have
succumbed to the Ruinous Powers...

e Deathguard
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Secure and Control
Objectives
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n this month’s battle report we're

pitting the Chaos Space Marine Codex

authors, Gav Thorpe and Alessio
Cavatore, head-to-head in a classic match-
up of Imperial Guard versus Renegade and
Traitor Chaos Space Marines.

Gav will take command of the Imperial
Guard force, led by Colonel Montavius.
Also present in this force is Inquisitor Lord
Nikolai Ymerich, who has been tracking
the Chaos Space Marines for some time.
This allows Gav access to some Witch
Hunter allies. Alessio, on the other hand,
will be taking the role of not one but two
Chaos Lords: one branded with the Mark of
Khorne, the other a Terminator Lord of
Chaos Undivided.

We decided on a Secure & Control
mission, but modified the scenario at the
set-up stage by selecting three objectives
(rather than rolling D3+2) to represent the
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BATTLE
REPORT

verything in Lord
E.Eavatur's warp-
twisted dreams

had so far come true,
[Having made a night
drop at the mine head,
Lord Kavator's force had
swiftly overwhelmed the
small garrison, captured
their captain for
interrogation and
fortified the position.
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loot counters and placing them on the
board before the players deployed. The
objectives would be the mine entrance
pylon, the intact Imperial statue, and the
captured and bound Imperial Guard
officer. The mission was Gamma level,
meaning that Infiltrate, Deep Strike, Victory
Points and Dusk & Dawn special rules
would be in play. We rolled a 6 for Dusk
and Dawn, and we were ready to play.

GAME STATS

Mission: Secure & Control.

Mission Level: Gamma.

Game Size: 2000 points.
Participants: Chaos Space Marines
(Alessio Cavatore) vs. Imperial Guard
and Witch Hunters (Gav Thorpe).
Location: Karis Cephalon.

The dreams that had
brought Kavator to the
miserable world of Karis
Cephalon promised
great power. The
gibbering confessions of
the captured Imperial
Guardsman had
confirmed as much.
Miners had unearthed
something ancient and
evil in the depths of the
planet, and so far three
Inquisitors had
disappeared while
investigating the
disturbances.

For the last day,
Kavator and his warriors
had scoured the
surrounding area for
some entry into the
mineshafts, but had been
unsuccessful. As
sunlight retreated from
the barren wastes, they
returned to make camp
at the mine head.

Only now, Kavator
realised as the smoke
and grumbling of tank
engines filled the air, his
warriors were no longer
unopposed. A fourth
Inquisitor had arrived.
This Inquisitor —
Ymerich, the captured
Imperial dog had named
him - had brought
troops, veterans of the
ongoing war on Cadia.
Whatever the Inquisitor
was looking for, Kavator
knew it had to be
valuable to take forces
away from the fighting
against Abaddon. He
also knew that it would
be his to claim come
nightfall.
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Gav Thorpe is one of our
senior Games Developers,
and he's worked on Army
Books and Codexes too
numerous to mention.
However, his battle report
record is not greal — will this
be the game where he turns
it around?

Gav: Knowing that the Chaos Space
Marines will easily outclass my troops in
assault, | need to hit them with everything
possible as soon as possible. If | can do
enough damage in the opening two or
three turns, whatever is left will hopefully
pose little threat to my army.

My army selection actually started off
with Heavy Support — after all, what's the
point of fielding Imperial Guard if you
don’t have a big gun or three? First up, |
chose two Basilisks with indirect fire,
which should be able to pound the
renegades from the outset, no matter where
they deploy. To back up the artillery, |
chose a Leman Russ Demolisher. With
Alessio most likely closing for the kill, the
short range would be no problem, while
the extra Strength and AP might prove
decisive against Chaos Terminators or,
maybe, some Obliterators.

WHITE DWARF CHAOQOS SPACE MARINES

It was then that a nice little scheme
formed in my mind. | took a Callidus
Assassin from Codex: Witch Hunters. She
allows me to force the redeployment of
one enemy unit. Combined with the
Macharian Cross upgrade of my Imperial
Guard commander (which allows me to
reposition one of my units after
deployment), | can choose one of Alessio’s
units and place it somewhere vulnerable
and then move one of my units to attack it.
Added to this, the AP1 neural shredder and
invulnerable-save-ignoring C'tan phase
sword wielded by the Callidus Assassin
will make a mess of those Chaos Space
Marines. With her ability to deploy
anywhere and attack normally from
reserve, the Assassin should hopefully
ensure the destruction, or at least a nasty
mauling, of another Chaos Space Marine
squad. As some back-up, | took a squadron




ot Sentinels, whase Scout rule allows them
a free move before the game. | can, if | feel
the need, use the Sentinels to pour even
mare fire into the doomed Chaos unit.

My remaining choices had to add some
bulk and manoeuvrability to the force. My
cheap Infantry Platoon can be sent forward
a squad at a time if necessary, delaying
Alessio’s units while my tanks and support
squads do the damage. If | get lucky, they
might even kill some enemies — when you
get 30 Guardsmen rapid-firing at a unit,
some of it has to stick! They will also
double up as my objective-taking “snatch”
squads. When the area is relatively clear of
Chaos forces, I'll send these foot-sloggers
out to capture the objectives. Once they've
claimed it, I'll reinforce them with some
heavier firepower.

| also selected an Armoured Fist squad
and a unit of deep-striking Storm Troopers

lo add some mobility. The Veteran Sergeant
of the Storm Troopers squad also has the
Honorifica Imperialis (giving him the
profile of a Heroic Senior Officer) and a
power weapon, and he should give Alessio
a nasty surprise if he decides to assault the
Storm Troopers.

My biggest concern is the chance of
just a handful of Chaos Marines being
more than enough to tear through my
units. To forestall a complete rout should
this happen, | have bolstered my Colonel’s
Command squad and the Infantry Platoon
Command squad, by adding a Commissar
to each. Now each unit has a power
weapon and a power fist so that | can
launch at least some kind of counter-attack
against rampaging Chaos Space Marines.

Right, | now have my force selection
and a basic plan.

Forward, for the Emperor!

www.games-workshop.co.uk/chaosspacemarines

ARMY LIST
HQ

@ Command Squad
Herioc Senior Officer,
master-crafted power
weapon, Macharian Cross,
refractor field, bionics,
Medallion Crimson, melta-
gun, master-vox, Standard
Bearer with regimental
standard, Medic.

222 points

Anti-tank Support Squad
3 lascannons.

©

110 points

©

Anti-tank 5uppnr| Squad
3 missile launchers.
95 points

2 multilasers, 1 lascannon.

ﬂ Sentinel Support Squad
14> points
L5

Inquisitor Lord

Plasma pistol, psi-tracker,

Scourging, Crusader, Sage,

2 Penitents, 2 Chirurgeon.
163 points

O Commissar
Bolt pistol, powerfist

61 points
Commissar
Bolt pistol, power weapon
46 points
ELITES

Q Callidus Assassin
120 points

© 10 Storm Troopers
Veteran Sergeant,
Honorifica Imperialis,
plasma gun, meltagun,
Vox-operator, Deep Strike.
166 points

TROOPS
Platoon Command
Junior Oificer, powerfist;
laspistols, close combat
WEapons, Vox-caster.

65 points
Infantry Squad 1
10 Guardsmen,
plasma gun.

70 points

® 'nfantry Squad 2

10 Guardsmen, meltagun.

70 points
(® Infantry Squad 3
10 Guardsmen,
plasma gun.
70 paints

Armoured Fist Squad
10 Guardsmen, Veteran
Sergeant, meltagun,
Chimera.

161 points

HEAVY SUPPORT

Leman Russ Demaolisher
Plasma cannons,

lascannons.
185 points
D Basilisk
Indirect Fire. 125 points
(B Basilisk

Indirect Fire. 125 points

Total 1999 points

LdOd3d 371.L.1Vv3a
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Master strategist Alessio
Cavatore is another senior
Games Developer, who has
led such high-profile projects
as Warhammer 7th edition
and The Lord of the Rings.
He plays a mean game of
Warhammer 40,000, oo, as
he hopes to prove today!

Alessio: | have to admit that | started
picking the army by choosing a Khorne
Lord with a Daemon Weapon. The idea of
a potential 17 power weapon attacks on
the charge was just too appealing to resist!
For his “bodyguard”, | picked a unit of nine
Berzerkers with a Rhino, which also
fulfilled the role of one of my Troops
choices. | continued the “retinue” principle
with a Terminator Lord and five Chaos
Terminator henchmen.

| then bought a unit of Chaos Space
Marines with the Mark of Nurgle and a
Rhino. | expect them to advance quickly,
take a lot of punishment and also unleash
my Summoned Daemons from their icon
deep into enemy territory (hopefully
straight into combat!).

A unit of two Chaos Spawn and two
units of Possessed will serve well to distract
the enemy. They are both quite resilient
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and perfectly capable of tearing Imperial
Guard squads to pieces. Hopefully they
will draw some fire away from my maore
important units,

I’ll have only one static firebase, and
that will be the unit of Havocs, equipped
with heavy bolters to engage the numerous
infantry squads that I’'m bound to face.

The rest of my firepower will be more
mobile, consisting of a Defiler and the
brand new Chaos Vindicator. | really love
the Defiler model and I'm eager to use its
new Fleet rule to get into combat a turn
earlier than normal. The question is: will |
be able to resist the temptation of firing its
many guns en route?

The Vindicator is a welcome addition
to non-lron Warriors Chaos forces; finally,
everybody can sport a Strength 10
Ordnance gun. Against Imperial Guard, |
think I'll use it in a tank-hunter role, as a




direct hit from the Demolisher cannon has
a very good chance of punching through
the thickest armour that Gav can field.

Fighting against an Imperial Guard
army, my best ally is going to be the
terrain, and | dearly hope there will be a
lot of it for my warriors to hide behind as
they advance.

| certainly cannot hope to outshoot
themn in a firefight, but if | manage to get
there | should be able to tear them to tiny
little pieces.

Imperial Guard armies tend to be rather

static and cannot redeploy their firepower
too quickly = if you force them to move,
they shoot a lot less! Also, because of their
vast numbers, they tend to line up and
occupy the entire width of the table, so the
worst thing you can do is to line up evenly
in front of them and advance. This only
serves to ensure that they can use their

entire firepower without much

manoueving, and your army is not going to

get anywhere in one piece.

Instead, | will try to amass my attack on

one third of the battlefield, so that the
Guard units on the opposite side will be
forced to spend a few turns redeploying.
Any Shooting phase they miss is going to
be a boon to my close combat specialists!

Whenever you try to use this tactic,
always make sure that, during deployment,
you place a couple of fast-moving and/or
expendable units on the flank you intend
to ignore. This will make your plan less
obvious at the beginning, and will allow
you to either rush the fast units across to
join the majority of your army, or to just
create a diversion on the refused flank.
Their presence there might make it harder
for the enemy to simply shuffle all of their
units towards the flank.
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ARMY LIST
HQ

& Chaos Lord
Mark of Khorne,
Daemon weapon,

melta bombs,
145points

€ Chaos Lord
Terminator armour,
DdL‘IT]Ul'I WEdpOon.
145points

ELITES

© 5 Chaos Terminators
Powerfist, chainfist,
combi-flamer, combi-
meltagun, Reaper

Autocannon.
210 points

&) 5 Possessed
130 points

© 5 Possessed
130 points

TROOPS

® 10 Chaos Space
Marines
lcon of Nurgle,
Aspiring Champion,
power weapon,
plasma pistol, melta-
gun, heavy bolter:

Rhino, extra armour.
315 points

& 9 Khorne Berzerkers
lcon; Rhino, extra
drmoLur.

248 points

© 2 Chaos Spawn
80 points

€) 10 Lesser Daemons
130 points

HEAVY SUPPORT
i Defiler

Havoc launcher.
155 poinits

@ Vindicator

Daemonic Possession
145 points

i 8 Chaos Havocs
lcon of Chaos Glory,
3 heavy bolters.
175 points

Total 2008 points

LdO0d3d 3711178
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The Imperial Guard moved first, and so
Gav wasted no time in sending the
Inquisitor and his retinue to capture the
mine entrance objective. The Armoured
Fist squad moved to the far east flank in
their Chimera, just behind the Inquisitor’s
retinue. The rest of the Imperial Guard
wisely remained stationary so as to
maximise their shooting.

The Basilisks were the first to shoot,
and both fired shots at the central squad of
Possessed. Unfortunately for Gav, one
barrage went wide and the other hit, but
the invulnerable saves of the Possessed
prevented any casualties. Gav had far more
success with his lascannon-armed Anti-
tank squad, which blew up the Khorne
Rhino, and killed three Berzerkers in the
process. The Anti-tank squad with missile
launchers also had some success (A).

In the first Chaos turn, the majority of
Alessio’s army surged forward. The
Vindicator moved towards the Sentinels, as
did the Spawn, which slithered over the
fountain (B). The Chaos Lord and surviving
Khorne Berzerkers disembarked from the
wreckage of the destroyed Rhino and
headed north towards the centre of the
board. The Chaos shooting was largely
ineffective, with both the Defiler and
Vindicator firing wide, although the Chaos
Terminators (C) and the Havocs (D) fared
much better.

COMMENCE FIRE! rurn :

The Chaos forces take some unwanted early casualties under the superior fire of the
massed guns of the Imperial Guard.

Pre-game Movement

After deployment but before the game
started in earnest, a few units took -
or were forced to take - a few extra-
curricular moves. The Sentinel
Squadron scouted forward close to the
fountain on the far west flank. The
Possessed squad to the east gained the
Scout ability and

so moved forward

as fast as they

could. The sneakiest
move of all was from
Gav’s Callidus
Assassin, who gave
errant data to the
Rhino driver

carrying the

Khorne Lord, thus
stranding it on a large
piece of terrain
deep in the Chaos
deployment zone.

Annotations

By firing three krak missiles into the Havoc squad on the far hill,
Gav managed to kill two of the Chaos Space Marines.

B Alessio rolled high for the Spawns’ random movement, and then
used the Fleet rule in the Shooting phase to take them within
assault range of the Sentinels. In the following Assault phase, the
Spawn charged in, immobilising one of the walkers.

The Terminators fired at the Inquisitor and his retinue, killing
both of the Penitents.

D In reply to the casualties caused in the Imperial Shooting phase,

the Havocs targeted the missile launcher teams and wounded
three of their number. Gav wisely removed all the loaders so he
could keep all three missile launchers on the table.
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Terminator Lord
Khorne Lord

Possessod Squad 1
Possessed Squad 2
Chaos Terminators

_haos Marines

E} Khome Berzerkers

IMPERIAL GUARD
@' Calane]

Command Squad

Support Squad 1

@ Support Squad 2

Sentinel Squadron

606

Inquisitor Lord
Imqquisifor Refinue
Commussar 1
Commissar 2

Calligus Assassin

00060000

Storm Troopers

E} Lesser Daemons

9 Chaos 5pawn

'.II' Chaos Havoces
n Chaos Vindicator

Lisutenant

Platoan Command
|'||':_’|"|.'.". !‘-l':'l.'-i'l'.I ]
Infantry Squad 2
Infantry Squad 3

AMMored Fist xguad

m Chimera
m Demolisher
m Baszilisk |
m Racilisk 2

000QCL®
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ATTACK OF THE DAEMONS rurn 2

Chaos fight back with a pack of vicious Summoned Daemons and Gav reveals the
presence of an insidious Imperial Assassin.

GCav began the second turn by revealing
the position of the Callidus Assassin, who
appeared at the side of the Possessed
squad on the east flank. On the same flank,
the Armoured Fist squad disembarked from
their Chimera. Infantry Squad 3 advanced
forward, making their way to the smashed
aquila in the centre of the board.

The Basilisks aimed at the Possessed in
the centre of the table once again, and this
time the shells were on target (A). The
Demolisher brought its battle cannon to

bear and fired at the approaching {

Terminator squad, killing one of them and N Callidus Assassin

catching a Havoc in the blast. The missile *:.ff Callidus Assassins

launcher teams fired more krak missiles at - specialise in infiltration

the Havocs, wounding two more - this ~ and disguise. Using

proved as much as the Chaos Space ~ polymorphine to hide

Marines could take, and they fled the - their true form, they will

battle. The Assassin aimed her neural _ slowly infiltrate the

shredder at the second Possessed squad, . target’s organisation or

but it failed to fry any of their Daemonic - force to get as close to

brains. The Inquisitor also fired at the " the target as possible. In =

Possessed (B). the field, their role is
In the Assault phase, the Spawn and . more flexible - Callidus

Sentinels continued to fight (C), while the _  Assassins work to disrupt © "o

Callidus Assassin spun into combat with .| and upset the enemy’s

the Possessed and killed two with her s battle plan. Once they

humming C’'tan phase sword. | have done all they canin © = v = = o oy
In the Chaos turn, Alessio summoned a 85 this role, they will reveal Fo s e e

pack of Daemons, who forced their way their true identity and & e mama =y e e
into existence right in front of the _ use their superior e e R SRR P T T
Armoured Fist squad close to the mine % combat skills and B T R S e T S B
shaft. The Rhino carrying the Nurgle- “  devastating wargear to SR e St e L A
marked Chaos Space Marines also destroy as much of the : S R

powered forward. The Chaos Space enemy force as possible.

Marines disembarked but ignored the
Inquisitor Lord, bringing their guns to bear
on the side of the Demolisher (D). The
Defiler scurried down the hillside, moving
close to the Assassin and Possessed.

As well as continuing to move forward,
the Chaos Terminators took aim and shot at

the remaining missile launcher teams, A o

killing them all in a hail of firepower. It S IS P A

was then straight into assault, with the R el

Defiler’s great metal claws clamping S e g

together eagerly as it charged into the P T AT

combat between the Assassin and the o R ey T S

Possessed. The Assassin slew the remaining = = 2o maaa o

Possessed but was then immediately torn to 505 2 i a s

pieces by the Chaos war machine. The Tz IR N
Daemons swarmed over the Armoured Fist S A e S SN L B i et e T

squad and made short work of the mi A R A e e A f{{‘-;— G e
Guardsmen. Meanwhile, the Spawn T R R A AL S M R S G
continued to envelop and entangle the R TSR iy T e L S e
Sentinels - all three walkers were now e A 2 ;,Jh;'_‘:.:?:"ﬁ::ﬁfaﬁf'f'f'*ﬂﬁ
immobilised but continued to fight, and in e e R T e A e g e e
so doing blocked the line of sight for the SR e S i e Sl e I T
Vindicator, much to Gav's amusement. e R s et Y e S S TR
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G Terminator Lord EEE Rhino 2
Kharne Lord E Lesser Daemons
Possessed Squad 1 9 Chaos Spawn
Possessed Squad 2 m Chaos Havocs

s G Chaas Terminators n Claos Minadicalor
T (T} Chaos Marines
e ﬁ m Defiler

Rhino 1
Knorne Berzerkers

IMPERIAL GUARD

Calonel [ ieutenant

G
@ Command Squad

ﬁ:} Support Squad 1

Flatoon Command

LdOd3d 31.LLVH

fnfantry Squad 1

Support Squad 2 Infantry Squad 2

000V @®

Infantry Squad 3

f:ﬁ'u Armaured Fist Squad
Inquisitor Lond

A2
S
g Ingunigitor Ketrmune m Chimera
@
@
A
@

Sentinel Squadron

Commissar | | | :‘.5_1 Demedisher
Ll ety

Commissar 2 3
m ﬂ..!:..‘.'r':.‘.' I

Callidus Assassin

SO
Storm Troopers m Basilisk 2
= g
. | i

|

‘ui g

Annotations

The Basilisks both hit the centrally
positioned Possessed squad. The
first barrage hit all three,
although two survived thanks to
their invulnerable saves. The i
second hit wiped out the rest of X AR
SO o MO i = . N _ the squad. 3
Ay 2 T R B The Inquisitor Lord spied the

A Ay A | T M Possessed squad on the east flank
and fired with his plasma pistol, %
hitting two and wounding one of [ & -

N the creatures. o e
j-* C The Spawn and Sentinel ';-'_':"j_
1' squadron continued their ters

g combat. One of the Spawn was

destroyed, but all three Sentinels
were now immobilised, with two
missing their main armaments.

D The only weapons in the Chaos

Space Marine squad that could
harm the Demolisher were the
melta gun and plasma pistol.
Alessio missed with the melta
gun, but rolled three 6s in a row
for the plasma pistol, destroying
the tank and robbing Gav of a

very powerful weapon!

w@'{%
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~ KILL! MAIM! BURN! rurn 3

The Chaos Space Marines take the west flank, facing minimal resistance, whilst the
Imperial Guard strike out for the centre ground.

CHAOS SPACE MARINES

0 Terminator Lord m Rhino 2

(3 Khome Lord (®) Lesser Daemons
Possessed Squad | @ Chaos Spawn
Possessed Squad 2 {I' Chaos Havocs

Chaos Terminators Chans Vindicalor
Chaos Marines
— m Defiler
m Rhino 1

IMPERIAL GUARD

@ Colanel Lieutenant

@' Command Squad Platoon Command
Support Squad | Infantry Squad 1
Support Squad 2 Infantry Squad 2
Infaniry Squad 3
Armoured Fist Squad

Sentinel Squadron

Inquisitor Lord
Inguisitor Relinue
Commissar |
Commissar 2

Callidus Assassin
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The Defiler

The way the Defiler works has
drastically changed in the new
Codex. In the previous rules, the
Defiler was effectively a large
gun on legs. It could use
indirect fire, and so would
| often stand on the baseline
acting like any other

tank for most of the
game. In the new

Codex, the Defiler can

no longer use indirect
fire, but it does have the
Fleet ability, which means
the Defiler is now much more
likely to scurry about the
battlefield shooting at enemies
and ripping apart foes with its
great metal claws!

Annotations

The Storm
Troopers entered
play by Deep
Striking. In the
Chaos turn they
were assaulted by
the three surviving
Khorne Berzerkers
(who had been
targeted by the
Basilisks in the
Imperial Shooting
phase). However,
the Khorne Lord
separated from the
Berzerker unit and
headed towards
the Imperial
Guard Officer
objective.

The Lascannon
teams fired at, and
immobilised, the
Defiler,

The infantry squad
continued its
move into the
centre of the
battlefield,
heading towards
the ruined aquila.

The Chaos Space
Marines assaulted
the Inquisitor
Lord, killing all in
the retinue apart
from the Lord and
the Crusader.
Close by, the
Daemons
assaulted the
Chimera but failed
to penetrate its
side armour,

The two remaining
Possessed reached
Infantry Squad 1
and promptly
started to rip it
apart, killing five
Guardsmen in the
first round.

The Sentinels
killed the last
Spawn and
remained on the
table, blocking the
Vindicator’s path.
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TURNING POINT rurn 4

The sheer brutality of the Chaos Space Marines begins to overpower the loyal
Imperial forces. However, you can never count out the Imperial Guard!

Gav began Turn 4 by moving the central

infantry forward, over the aquila rubble Annotations

and towards the far objective that was Infantry Squad 3 shot at the Chaos Lord, scoring one plasma gun |
guarded by a Chaos Lord of Khorne. The and three lasgun hits. To everyone’s surprise, Alessio failed all his

Platoon Commander, Lieutenant Kzand, armour saves, and the servant of Khorne was slain! |
and his squad made their way to reinforce In the dense combat, the Possessed concentrated on Infantry

the squads that were coming under assault. Squad 1, killing another two men. Lieutenant Kzand charged in,

The Colonel’s Command Squad also started killing one of the foul creatures with his powerfist.

to move in that direction, although they
were still a few turns away.

The Basilisks took aim at the Chaos
Space Marine Rhino. Gav was hoping to

The Terminators assaulted the encompassing combat, making
short work of the original Infantry squad. However, the brave
Imperial Guard Lieutenant wounded the last Possessed creature.

knock out their transport capacity, The Terminator Lord charged the unlucky Guardsmen by the
effectively stranding them on the east flank statue, striking down a Cadian with one sweep of his Daemon
of the board, but unfortunately both weapon. The Guardsmen did nothing in response, but stoically
barrages missed. Infantry Squad 3, near the held their ground.

aquila, turned their lasguns on the Chaos
Lord and fired (A). Infantry Squad 2, who
had moved up to secure the statue
objective, took aim at the approaching
Chaos Terminators but failed to penetrate
their thick armour. The lascannons
continued to pour fire into the immobilised
Defiler but failed to damage it further.

In the Assault phase, the Lieutenant
bravely led his Platoon Command into
combat with the Possessed, who were
already engaged by Infantry Squad 1 (B).
Meanwhile, the Chaos Space Marines
made short work of the Inguisitor Lord and
his remaining servant. With the Inquisitor
dead, the Nurgle Marines consolidated
close to the Rhino, delivering the mine
entrance into Chaos hands. The Daemons
moved to the rear of the Chimera and then
destroyed it, with Alessio rolling an
unnatural number of 6s in a row! The
Storm Troopers, having being mauled by
the Khorne Berzerkers in the previous turn,
lost two more of their number, although
they did manage to kill one Khorne Space
Marine through weight of numbers.
MNevertheless, they fled north, moving
dangerously close to the Defiler.

Alessio split the Chaos Terminator Lord
from the rest of his squad; the Lord headed
towards the statue objective whilst the
Terminators homed in on the Imperial
Guard Command squad. The Chaos Space
Marines boarded the Rhino and moved the
full 12" west across the table.

The Vindicator edged around the
fountain. It now had Infantry Squad 3 in its
sights and fired, killing three of the
Imperial Guard grunts. The Defiler shot at
the entrenched lascannon teams, but they
proved to be dug in too well.

In combat, the Terminator squad piled
into the vast melee in the centre (C), and
the Lord charged the Guardsmen (D).
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THE END IS NIGH rurns

The Chaos forces press home their advantage, but the brave officers of the Imperial
Guard fight on, taking down as many Chaos Space Marines as they can!

Marks of Chaos

In the previous Codex,
a Chaos Space Marine
sporting a Mark of
Chaos would be one of
the original Traitor
Legions. For instance,
a Mark Of Khorne
would designate the
warrior as a Khorne
Berserker, while a
Mark of Nurgle would
mean he was a Plague
Marine,

In the new Codex,
this is not the case.
Chaos Space Marines
can purchase the
various Marks of
Chaos and gain certain
abilities, but still
remain part of your
existing chapter or
Renegade warband.

With the Lord of Khorne now dead, it was
clear that Infantry Squad 3 would spend
the final two turns sprinting across the
battlefield to try and secure the Officer
objective, and so they clambered through
the aquila rubble as fast as they could. The
only other Imperial movement was that of
Colonel Montavius’ squad approaching the
Terminator-dominated combats on the
north edge of the board.

The Imperial Shooting phase was
sparse, with both the Basilisks trying to
locate the speeding Rhino and its
occupants. Unfortunately, both barrages
missed, leaving the targets unscathed. The
lascannon team had more marginal success
by hitting the Defiler again and depriving it
of its battle cannon.

In combat, the Chaos Terminator Lord
wounded five Guardsmen with his
screaming Daemon sword. The lone

CHAQS SPACE MARINES

survivor understandably fled from the
slaughter. The Chaos Lord then swept into
the Command squad. Nearby, Lieutenant
Kzand finally met his match, as the Chaos
Terminators slew the brave officer and
started to whittle down the rest of the
squad. The squad fell back from the
onslaught, the Commissar with them!

In the Chaos Movement phase, the
Rhino continued its high-speed charge
across the battlefield and headed towards
the statue. However, as it attempted to
cross the tank traps it was immobilised.
Realising that the vehicle was not going
anywhere, the squad inside disembarked.
The Chaos Vindicator sped out from the
cover of the fountain, with Infantry Squad
3 Its target.

In the Shooting phase, Alessio targeted
Infantry Squad 3 with the Defiler’s reaper
autocannons, killing a Guardsman.




Chaos Combat

The Chaos Assault phase saw the Chaos
Lord face off against the Imperial Guard
Colonel and his personal staff. The Chaos
Lord slew four of the senior Guardsmen
with a swipe of his blood-hungry Daemon
sword. Gav removed three Guardsmen and
took a wound on the Commissar to keep
both his Heroic officers in the game. The
Commissar hit back, taking a wound off
the Chaos Lord.

CHAOS SPACE MARINES
0 Terminator Lond H:E‘}} Rhiro 2

-!3, Khorne Lovrd @ Lesser Daemons
&) Possessed Squad |1 Ii:"j::.' Chaos Spawn

Chaos Havoes

H]
ﬁ Chaos Terminators n Chaos Vindicator

Chaos Marines

‘M

m Rhing 1
@ Khorne Berzerkers
IMPERIAL GUARD
@ Colone! U8 Lieutenant
@ Command Squad
|'_'.=:’, Support Squad 1

Platoan Command
Infantry Squad 1

Support Squad 2 Indaniry Squad 2

6 Sentinel Squadron
|

Intaniry Sguad 3

IO G

L Ammoured Fist Squad
88 Inguisitor Lord g
LY Ce=a 2 PP
i e 2 i 1 Chimera
iy Inguisitor Retinue e R

Commissar | | '_:"'-"'| Demalisher

Commissar 2 ;
Basilisk |

Callidus Assassin

T R T
.H.!'l:l.'.n'l ?Ifﬂ,’]f'i E |:|!|1":h.'|llf:h i

9006

www.games-workshop.co.uk/chaosspacemarines

Ld0dda 3 1TLIVE




NIGHT FALLS rurne

The Imperial Guard make a last, desperate bid to claim an objective and snatch
a draw from the jaws of almost certain defeat.

Dusk fell across the battlefield and the
brave Guardsmen of Infantry Squad 3 ran
across the open ground to secure the
Officer objective. Both the Basilisks moved
from behind the deep cover so as to get
some direct lines of sight, although the
limited shooting distance from the loss of
light was a gamble for Gav. One Basilisk
targeted the Vindicator, but Gav rolled low
for his spot check and could not see the
target. The Basilisk closest to the centre
could see, and fired upon the Terminators,
causing four wounds - all of which were
saved. The lascannon teams targeted the
Vindicator. Gav rolled high for this spot
check and fired at the Chaos tank. Only
one shot was on target, but it failed to
breach the armour.

In combat the Chaos Lord rolled three
1s — Alessio swore in Italian to spare our
blushes! The Commissar and Colonel hit
back, both scoring wounds with their
power weapons, and so slew the second
Chaos Lord! Not holding back, they
advanced into the Chaos Terminators.

In the final Movement phase of the
game, the Chaos Vindicator tank-shocked
Infantry Squad 3, forcing them away from
the objective, although they still contested
it. The Chaos Space Marines moved in and
claimed the statue. To add insult to injury,
the same squad then fired upon the forlorn
Infantry Squad 3, killing three Guardsmen
and reducing them to half strength.

In the final Assault phase, the
Terminators killed the Commissar, who had
already lost a wound. They surrounded the
Colonel, but the officer was unfazed and,
with a sweep of his power sword, killed
two of the traitorous Space Marines before
they could even raise their weapons.

Night fell, ending the battle. The forces
of Chaos were the clear winners, although
the Imperial Guard gave a good account of
themselves. The battle concluded with
Colonel Montavius fighting for his life
against the Chaos Terminators — if help
wasn't forthcoming, he was doomed!

White Dwarf says...

Early in the game it was looking like the forces of Chaos were
suffering heavily, especially with the appearence of the Callidus
Assassin. However, things really started to heat up on Turn 4, when
the Daemons and Chaos Space Marines rolled up the flank and the
Chaos Terminators waded into the fray. From that point onwards,
Chaos went from strength to strength. Had the Possessed made more
of an impact, the game would certainly have been over sooner.
However, if the Assassin had survived the Defiler’s assault, then the
Terminators may never have made it into combat at all.

ord Kavator would dream no more,
I His warriors had been sucessful -
the forces of Chaos controlled the
mines once more and the smoking corpse
of an Inquisitor could still been seen
smouldering by the mine head. But the
cost of this victory had been Lord
Kavator's life. His soul had been sent
spinning into the Warp.
He would dream no more, but maybe
that was always his cruel masters’ intent.
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SEND MORE MEN!

Our heroic leader

This was a close-run
vote, with the Callidus’
deployment high jinks
and annihilation of a
Possessed Squad
putting her in good
contention. However,
in the end, the ballot
went to Colonel
Montavius. His
Command squad’s
master vox proved
useful on more than
one occasion, and at
the end of the battle
his efforts in combat
were truly inspiring.

Gav: The plan might have worked if it
hadn’t been for those two Possessed. They
survived two direct hits from the Basilisks,
and a slight misjudgement on my part
allowed them to assault (by an inch!). The
Possessed tied up my units, which allowed
the Chaos Lord and Terminators to advance
without getting shot, ultimately leading to
the demise of the Infantry Platoon and any
hope of victory.

Although the Basilisks and the squad
with lascannons did well early on, | should
have spent a turn repositioning them.
Alessio had closed most of his best units
within minimum
range of the
indirect-firing
Basilisks, and the
lascannons had
no line of sight to

the juiciest and mﬂde more ﬂf d

targets. If | had

€ 1 should have left the
mine head uncontested abilities and in

direct hit from the Vindicator and two
blasts from the Defiler’s battle cannon
without taking a single casualty. They must
have been well dug-in under that rubble!

My Storm Troopers were also
disappointing. | had high hopes for them
but this was not to be thanks to those
annoying Khorne Berzerkers!

The sweep from right to left along my
line gave me serious problems. Overall, |
should have left the mine head
uncontested and made more of a fight
around the other two objectives, where my
units would have more mutual support.
The Inquisitor
and his retinue
were not used to
the best of their

effect were just
bait to Alessio’s
Murgle Chaos

moved the ﬁght around the other Space Marines. If

Basilisks earlier
| could have
remained
stationary when
firing for the last two turns, and benefited
from the greater accuracy of direct fire. It
also meant that when one of my Basilisks
couldn’t see on the last turn (due to the
night-fighting rules), it would have been
stationary and able to fire indirectly.

| must also commend the lascannon-
armed Anti-tank squad for enduring a

two objectives. 99

| had deployed
the Inquisitor
more centrally
then he would
have been a much more powerful postion,
allowing him to claim and support other
squads who went for the Statue and
Imperial Guard Officer objectives.

In the end by covering all three
objectives | simply spread my army too
thinly and allowed Alessio to use his
superior troops to their full advantage.

Vindicated?

Looking at Alessio’s plan, he
recovered well from some
early setbacks. I'm of two
minds whether he wasted
the Vindicator trying to get
around the flank and would
have been better braving the
lascannons of the Anti-tank
squad to target my Infantry
Platoon. | suppose he was
right, as the Infantry Platoon
was all but destroyed in the
end, while the Vindicator
was still fully functional!

Ghaos Vindicators
available next month in
a linebreaker bax set.
Available individually

from December.
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ALL ACCORDING TO PLAN...

Alessio: It worked... but only just. The
game was actually a draw in terms of
casualties, as both of our armies had very
little left in the end - that was some hard
fighting! | was lucky in the fact that each
one of my last three scoring units was
sitting on one of the objectives, while
Gav's scoring units were still on their
baseline, shelling me from a safe distance.

| was expecting a more marked
superiority for the Guard in the Shooting
phase and for Chaos in the Assault phase,
but that wasn't always the case. Strangely
enough, my army caused some serious
damage with

ranged attacks .
and the tooled- € € The Terminators

-1 A

In the end it was superior mobility that
won the game for me, allowing the
Daemons and Spawn to charge very early
in the game and some of my other units to
get where they needed to be rather quickly.
The Vindicator was fast enough to try and
breach the left flank and then come back
and eventually claim one objective.

The Rhino of the Chaos Space Marines
squad was also phenomenal, allowing its
passengers to effectively reach one
objective, take out its defenders and then
embark again, proceeding to claim another
objective and at the same time gun down
the enemy
squad that was
contesting the

up characters Vindicator's
in Gav’s army performﬁd ‘VEI’}’ WEII — Db?EfI:li'I.FE!”
(and the : The Chaos
Callidus even shrugging off some teminators

Assassin!), cut
down quite a
few of my so-
called combat
monsters at close quarters. Admittedly, it
was often to do with my impediment of
rolling anything but 15 when | only needed
2+ to kill the Guardsmen in close combat,
as well as Gav's complete inability to hit
with his Basilisks! If he'd scored a single
direct hit with a Strength 9 eartshaker shell
on my Rhino full of Chaos Space Marines,
the game could have gone an entirely
different way!

earthshaker shells! 99

also performed
very well,
advancing
through one
hell of a barrage and shrugging off most of
it, including some earthshaker shells that
would have blown most other squads to
smithereens. They methodically shot up
several soft targets before finally charging
into combat, only to suffer horrendous
casualties at the hands of the almost-
superhuman Colonel Monatvius!

Still, the Emperor’s weaklings were
driven before me. Glory to Chaos!

Praise be to Nurgle

Best performance has
to be the Aspiring
Champion leading the
worshippers of Nurgle.
I've already described
their awesome feats of
arms, but the
Champion was the
best of the best. His
power sword
despatched the
Inquisitor and, most
importantly, his plasma
pistol annihilated one
of the major threats to
my army: the feared
Demolisher!

If | were in their shoes
(well, boots)...

| would never leave home
without Rough Riders! | do
have a Guard army, and
my most-beloved unit has
to be the Rough Riders.
Their lances are great — |
have seen those guys
charge a Terminator unit
and vaporise them in a
single turn of combat!
Also, their speed and
manoeuvrability make
them perfect to quickly
redeploy to plug holes in
the line, or simply to sit in
cover, ready to jump out
and counter-charge any
enemy that gets too close.

)
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SERVANTS or thE

DARK LORD

It’s time to venture into the most unwholesome places of Middle-earth and
throw the spotlight on those multitudinous servants of Sauron, the Orcs.
Mat Ward grabs a torch and takes a look.
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Peoples. Orcs fought at the Battle of the | FINGS
Last Alliance, and in every major conflict LEGIONS OF
thereafter — and perhaps even before. MIDDLE-EARTH
Rohan, Eregion, Arnor, Mirkwood,

Lothlérien, Gondor — the list goes on. All

live in fear of an Orc horde sweeping out

of the mountains to bring fire and death.

n The Lord of the Rings, Orcs are the
archetypal evil minion. Every villainous
wrongdoer, whether he is cackling in
his blackened fortress or lurking in the
deepest of caverns, seems to have a
numberless horde of Orcs to call upon
to further his destructive will.

Legends tell that the ancestors of the
Orcs were Elven in origin, but were
tortured, twisted and ruined by the Dark
Powers. Whilst the Elves have remained
changeless — though they have steadily

Some, the unluckiest of all, have already
suffered one or mare such visitations and
know only too well the price of
underestimating these brutal and anarchic
descendants of Elves.

Legions of Middle-earth
contains over 40 army
lists, allowing you to
recreate armies from the
history of The Lord of the
Rings, or create your
own. All of the Orc-
infested realms in this
article are covered in
this invaluable
expansion, along with 12
scenarios that let you
unleash your hordes!

Regardless of their origins, race or even
master, the Orcs of Middle-earth offer a
wealth of collecting, gaming and modelling
opportunities for an Evil general with his
eye on total domination. Whatever your
taste in army, the Orcs can provide. Want a
horde? Then Orc Warriors are for you.
Fancy fielding an elite army? Then its time
to break out the Mordor Uruk-hai or
Morannon Orcs. When you add Warg
Riders and a slew of elite troop types to the
mix, it becomes clear that no two Orc
armies need be the same!

diminished over the millennia that
followed — the Orcs have multiplied and
evolved to meet the needs of survival.
Some crawled deep into the earth,
adapting to the stygian gloom and confined
tunnels to become Goblins, the blight of
the Misty Mountains and the valleys of the
Anduin. Others were twisted further by the
dark magics that created them, becoming
the foul beings known as Morannon Orcs,
or the unstoppable Uruk-hai.
So it is that the Orcish races have ever
been a plague on the realms of the Free
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ORcISH HORDES

Orcs can be found all across Middle-earth, ruthlessly enforcing the will of their
dark masters. The number of Orcish breeds varies from stronghold to stronghold,
but all of Sauron’s lieutenants can call upon a horde of Orcs when war comes.

Isengard

Saruman largely disdains Orcs
as untrustworthy, cowardly and
inefficient — a point of view that
it's difficult to quarrel with — so
the legions of Isengard rely
heavily on the Uruk-hai so
feared in Rohan. Even so,
Saruman employs a large
number of Warg Riders that are
amongst the most feared raiders
in all of Middle-earth.

Warg Riders are the Orc
version of Haradrim Raiders:
good, dependable light cavalry
that can prove deadly to
infantry. Where Warg Riders
excel over other cavalry of their
points value is that they can
use the formidable Strength 4
of the Warg. This can be a
decisive factor when attacking
heavily armoured foes, as it
often doubles the chance of
scoring a wound.

Orcs subsist wherever there's

a dank cave and a ruthless
taskmaster to spur them on.
Such is the case in Angmar and
Dol Guldur, which maintain
large armies of Orcs, drawn to
the unfathomable evils of the
Witch-king and the
Necromancer with murder

and malice in mind.

Orc Warriors are best
described as a mainstay troop
type. They have average (rather
than exceptional) profiles, but
are so cheap that they can be
comfortably fielded in large
numbers. The other advantage
that the good old Orc Warriors
have lies in their equipment
options. They have access to all
the staple weapons: shields,
spears, bows and (crucially)
two-handed weapons.
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>== " SERVANTS OF THE DARK LORD.

Cirith Ungol

There are few paths into Mordor, and all
are watched by Sauron’s servants. The
jagged crags of Cirith Ungol do not lend
themselves easily to massive fortifications,
so the brute strength and fighting spirit of
the Mordor Uruk-hai is relied upon to
holster the vigour of the garrison’s lesser
Orc Warriors.

Mordor Uruk-hai are braver, more
skilled and stronger than normal Orcs. If
you've a mind to, it's possible to recruit an
army entirely filled with Mordor Uruk-hai.
At only 8 points a model, your forces will
still be numerous enough to overwhelm the
enemy. More effective, however, is to take
a solid core of Mordor Uruk-hai to support
Orc Warriors. This ensures you'll have
enough bodies (and supporting spears) to
put the boot in on any enemy foolish
enough to cross your path.

Barad-dir

Almost all breeds of Orcs can be
found inside Sauron’s stronghold of
Barad-ddr. Orc Warriors, Warg
Riders and Morannon Orcs are all
present in the Dark Lord’s personal
legions, as are the sneaky and
squirrel-eyed Orc trackers.

Orc Trackers are best chosen in
small numbers. They're not as
hardy as other Orcs, and so don't
fare well in the front lines of battle.
On the other hand, they are far
superior archers, and a small knot
of Trackers can be relied upon to
unhorse that critical cavalry charge,
or snipe at enemy bowmen.

Minas Morgul

Many different breeds of Orcs are to
be found in the chambers and
caverns of Minas Morgul. Morgul
Stalkers are unique to this corrupted
stronghold. They are a particularly
vicious kind of Orc that have
learned to make full use of the
shadows, to strike without warning.
Morgul Stalkers are elites in the
truest sense. You'll rarely want an
army of them, but a group spread
- across your force will encourage
I vulnerable enemies (banner bearers,
i wounded Heroes and the like) to
sz, . o8 choose discretion as the better part
st of valour.

The Black Gate

As the chief entry into Mordor, the Black
Gate of the Morannon is garrisoned by the
biggest and best of Sauron’s Orc hordes:
the Morannon Orcs. As strong as Uruk-hai
and equipped with the sturdiest armour
that Mordor’s forges can produce,
Morannon Orcs can go toe-to-toe with the
best Warriors that the forces of the Free
Peoples can provide.

With a points cost that falls between
that of Orc Warriors and Mordor Uruk-hai,
Morannon Orcs can fill the role fulfilled by
either troop type: they can be the mainstay
of your force or a block of elites that assist
a mob of Orc Warriors. Able to reach the
all-important Defence 6, and thus endure £ e ¢ e o
the worst that even Elven archery can sling i T R QRN
their way, Morannon Orcs can take bl Y e
damage just as well as their Strength 4
allows them to dish it out.
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AT THE HEAD OF THE HORDE

Orc armies are rarely led by Heroes of their own kind. The simple fact of the
matter is that Orcs are cowardly and rather averse to putting themselves into

harm’s way. Even so, there are a few noteworthy individuals among their ranks.

Gothmog, Lieutenant of Minas Morgul

Gothmog is at the top of the Orc food
chain, and with good reason. With a Fight
value of 5, 3 Attacks and 3 Wounds, he
takes a great deal of stopping and will
battle on in the face of all but the most
powerful Good Heroes. Even so, his profile
is by no means the most persuasive reason
why Gothmog is a sensible choice for an
Orc-heavy force; that honour goes to his
Master of Battle special rule. With
Gothmog in the forefront of your attack
(let’s face it, Orcs don't defend), you can
guarantee that any enemy Heroes will
think twice about calling Heroic actions,
because if Gothmog's within 6"/14cm of
them, he’ll get to call one for free!

Works well with?

As part of the Minas Morgul list, Gothmog
can be recruited into almost any Orc army.
He excels at the head of a horde, where
his Master of Battle rule has the
opportunity to move dozens of Orcs at
once, if the circumstances are right.

Sharku

Sharku is a forefront-of-battle kind of Orc,
best employed where there's a knot of
enemy Warriors who themselves don't
have a Hero for backup. Sharku’s
difference from other Orcish Heroes lies in
the fact that he's recruited with a Warg —
always useful for battlefield transportation.
Sharku essentially gives you the option of
turning your Warg Rider hit-and-run force
into something quite special, and all for a
very reasonable cost. Yes, you could buy
an Orc Captain riding a Warg instead, but
you're only saving 5 points (not even the
cost of an equipped Orc Warrior) and that
extra Might point is such a handy thing to
have.

Works well with?

Warg Riders. Lots and lots of Warg Riders.
Actually, Sharku can make even a half
dozen Warg Riders into a lethal
proposition. Just don't be afraid to back off
if the fight looks like it's going against you
— a cunning countercharge is far more
useful than a glorious death.

Gothmog, Lieutenant of Morgul
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Points value: 135

M/W/F
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Grishnakh, Gorbag and Shagrat

You'll normally have at least one of these
evil gentlemen marching in your Orc army.
Which one will depend on where your
army has marched from. Grishndkh is best
accompanying armies from Isengard or
Minas Morgul, while Gorbag and Shagrat
are mostly situated in Cirith Ungol.
Regardless of which one (or two, or three)
you've decided to drag into your force, the
modus operandi is about the same: lead
from the front and cut as many Warriors to
ribbons as possible. Each of these Orc
Heroes has a generous 3 Might points to
spend, making them ideal for generating
Heroic moves without draining the reserves Grishndkh. Gorbag. Shagrat.
of your heavy hitters.

Works well with?

While they're capable Heroes in their own
right, the Evil trio above are best employed
as the combative backup to another, more
expensive Hero. They're particularly good
at compensating for a Ringwraith’s limited
combat skills.

A little in the way of insurance

If you're going down the route of an army led exclusively by Orcs, there's one thing that you want to think
carefully about before you leave your foul, despoiled nest without it: a Troll. Trolls give you a high Fight value
and Strength that can really make enemy Heroes reconsider their career options — something that Orc Heroes
only really do through weight of numbers. All Orc armies can get access to some kind of Troll — a Mordor Troll is
preferable, but a Cave Troll or Isengard Troll is just as handy.
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Main Force: Minas Morgul

il

N Gothmog

g3

135 points

10 Gothmog's Lads -

25 Orc Warriors
8 with shield
8 with spear
4 with bow
4 with two-handed axe
1 with banner
174 points

Allied Force: Cirith Ungol

&) Shagrat
55 points
€) Shagrat’s Lads —
12 Mordor Uruk-hai
3 with two-handed

12 Orc Warriors

5 with shield

5 with spear

2 with two-handed

@ Mordor Siege Bow
Flaming Ammunition
65 points

Total: 695 points
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his army is based around an all-Orc
theme - and you get an awful lot of
them for the points you’ve spent.

Gothmog, Shagrat and Gorbag make
for a solid core of Heroes who bring a
healthy store of 9 Might points to the battle
— to say nothing of all those potential free

lurking amid a concentration of Warriors,
so this army list provides each Hero with
his own bodyguard unit. This allows the
army to split into three distinct combat
elements that can each prosper on its own,
but are all the stronger together.

Gothmog's group is your main assault
force. Against a cluster of enemies nearly
its own size or greater, you'll want to back

other hand, is a tried and tested brawling
machine and, backed up as he is with a
dozen Uruk-hai, can happily steamroll
most Mannish defences. He'll even leave a

weapon .
p 72 points Heroic Actions that Gothmog can provide mark against Elves and Dwarves. Shagrat
@ Orc Shaman over the course of a game. Orcs being and his boys are therefore your firefighting
50 points Orcs, your Heroes are best served by unit — wherever the battle looks to be lost,

send them in and turn the tide.

The first of your two contingencies is
the Mordor Siege Bow. With a Shoot value
of 5+, the Siege Bow is not likely to hit
more than a few times in a game but is
bound to leave a bloody smear when it

mace Weighing in at over fifty models, this force  him up with one of the other mobs — this is |
99 points has the numbers to cope with almost where Gorbag comes in. Lacking the brute
© Gorbag anything, as well as several contingencies strength of other Heroes, Gorbag can |
45 points for when numbers just aren’t cutting the provide excellent support, but probably |
® Gorbag's Mob - mustard by themselves. can’t slug it out by himself. Shagrat, on the
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Painting the Morgulduin Patrol

Orc horde armies generally have poor equipment and a fairly ragtag
appearance, Here are a few tips for painting this dark alliance
between Minas Morgul and Cirith Ungol.

Rusted Armour

Over a Chaos Black undercoat, the
armour [s given a flat, even S
hasecnaf of Vermin Brown.,

O banmars don® have o be
crude and simple. We imagine that
this one was presented to the Orcs
by one of Sauron’s lieutenants.

The armour is given a wash of
Black Ink, which runs into all the
recesses as shading,

Finally, the armour is drybrushed The Shaman has boen painted with
with Boltgun Metal, finishing the a bright red spot colour to single
rusted, weather-beaten effect. him out as a spell-caster.

does. As with many things, the Siege Bow's
strength is in its psychological effect. Only
the most foolish of foes will advance in
serried ranks when there’s a continual hail
of six-foot arrows lancing towards them. If
the enemy spread out, it's all the easier for
you to concentrate on one part of their
line. If the foe stays bunched up, then each
shot that hits is going to come close to
paying for the Siege Bow’s cost.

Your final trick lies with the Sorcerous
wiles of the Orc Shaman. He's not much of
a fighter but fulfils two roles in your army.
The first is the provision of Fury, which
over the course of the game will save a fair
few Orcish lives and bring victory that
much closer. The second, and arguably
more important, task for a Shaman is to use
a timely Transfix to nobble an enemy Hero
— even Strength 3 strikes can become scary
if you can’t fight back.
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LORDS OF MISRULE

What’s the point of being Evil if you can’t unleash the true nasties of Middle-earth
onto your foe? Orcs have access to Heroes from the dankest corners of Middle-
earth, opening up all manner of interesting opportunities to an Evil general.

The Ringwraiths

Always a popular choice, no
matter the Evil army, the Nazg(l
are a perfect complement to an
Orc horde. With a vast array of
spells designed to clobber
Good Heroes, careful use of a
Ringwraith or two can
completely neutralise a
marauding Aragorn, Gil-

galad or Durin. Just P
remember that most i
Ringwraiths really aren’t £
cut out for prolonged ]
combat (unless mounted

on a Fell Beast, anyway) and
need to lurk close to a large concentration
of Orcs for safety. Naturally, this has other
bonuses as well — chief amongst which is
the mind-numbing force of the

Harbinger of Evil aura, which saps

the Courage of all Good models

within 12"/28cm. It may not

sound like much, but it's enough

to reduce those haughty Men to the level
of your Orcs — and you've got more Orcs
than your opponent has Men!

Works well with?

Ringwraiths are best accompanied by a
couple of tough Orc Heroes (Captains will
do, although some of the named Heroes
are better). Beyond that, Nazg(l are an
excellent addition to any Orc force. R
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Shades

Lurking in the Angmar army list, Shades
are difficult Heroes to get to under the
allying system, but they're more than worth
the effort. You'll not want one leading the
army, with its poor combat skills and sea-
level Courage, but that's okay, because
that’s not what a Shade is for. All enemy
models within 6"/14cm of a Shade suffer a
-1 penalty when rolling to win a fight. This
is just fantastic as far as your Orcs are
concerned, because a mere -1 penalty is
enough to make them more likely to win
the fight, even if battling against Elves or
Dwarves. A Shade really comes into its

Shelob

The spawn of Ungoliant gets an honorary
mention in this section; she’s fast, deadly
and can even best Boromir if the
circumstances are right. Note that due to
her lack of Might points, Shelob really
needs a Heroic minder of some kind — an
Orc Captain is perfect = to make sure she

Works well with?

punch to a Warg Rider charge. Try pairing
her with an Orc Captain on a Warg for
maximum success.

The Mouth of Sauron

Unlike the other options discussed so far,
the Mouth of Sauron is a relatively
inexpensive Hero who can be squeezed
into even the most points-strapped of
forces. This is not to say he’s not worth
taking. The Mouth of Sauron is that rare
thing in The Lord of the Rings — what | like
to call a “warlock” character. Not only can
he ably and efficiently beat his foes over
the head with a sword (about as well as an
Orc Captain, which is not to be sniffed at),
the Mouth of Sauron can also cast a
satisfying range of spells. Most of the time,
you’ll want him in the front line, chopping
away with wild abandon, protected by his
Terrifying Aura. At others, you’ll need him
to use Transfix to shut down that Good
Hero whao's ready to carve up half of your
army. Either way, it's hard not to get your
60 points back from this effigy of Evil.

Works well with?

The Mouth of Sauron is a good addition to
most Orc hordes. Given his low points
cost, when you select your first Orc
Captain, ask yourself: “Is there any reason
not to take the Mouth of Sauron instead?”
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gets stuck in exactly when you need her to.

There's no denying it: Shelob adds fantastic

own when accompanied by a contingent of
Orc Warriors armed with two-handed
weapons and, better yet, supported by a
banner bearer.

Works well with?

Shades are just amazing if you're looking
to give your Orcs every chance of success,
but unfortunately are limited to the Angmar
and Barad-diir (via the medium of Allies)
lists, so don't leave you many options. A
Shade really comes into its own when
matched up with Orcs as mentioned above
— and don't forget that banner!
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T'HE GUARDIANS %

OF MORANNON =

3 @ Ringwraith

with 2 Might, 14 Will,
2 Fate and riding a
Fell Beast.
160 points

@ Ringwraith
with 2 Might, 14 Will
and 2 Fate points.
110 points

Allied Force:
The Black Gate

€) Mouth of Sauron
60 points
€) Orc Shaman
50 points
& Morannon Phalanx
36 Morannon Orcs
18 with shield,
9 with spear and shield,
2 with spear.
241 points

(® Morannon Hunters
15 Orc Trackers
75 points

Total: 696 points

nlike our previous example, this

army list shows that Orc armies

can be elite if you want them to be
— although even with a force like this you
still get quite a horde. Every model in this
army is a specialist, creating a potent
force that should give your opponent
nightmares. This highlights the fantastic
blend of Orcs and other Evil Heroes. The
Orcs provide the muscle, while the greater
evils keep your opponent guessing.

At the heart of the army is the
Morannon Phalanx: three dozen heavily
armoured Morannon Orcs who are not
only likely to outnumber the foe but are
likely to be stronger and better armoured
as well. Morannon Orcs work best in
shallow formations, where their line can
outflank that of the enemy - their spears
will almost always make up for any lack of
depth. As almost all the Morannon Orcs

come with a shield, you shouldn’t worry
about a few being cut off behind the
enemy line - the shielding rule, matched
with their high Defence values, makes a
Morannon Orc very difficult to kill.

The danger this army has to cope with
is that of a manoeuvrable foe. Happily, a
good detachment of Orc Trackers grants
some comfort in this regard; the ability to
pump out 12 arrows with a Shoot value of
4+ goes a long way to taking the sting out
of a cavalry force — once riders start falling,
the battle changes very quickly.

As with the previous list, the Orc
Shaman is there to make your Morannon
Orcs even tougher, though in this force his
Transfix power is far less likely to be
needed. Every Hero in this army can cast a
spell of one form or another - in fact,
everyone can Transfix if called upon to do
s0. The Mouth of Sauron gives a little more
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Painting the Guardians of Morannon

As an elite force of evil, the alliance of the Nazgil and the Black Gate
benefits from tidier paint jobs and unifying colour schemes.The
Studio’s Morannon Orcs have a predominantly red colour scheme,
which serves as a good starting point for the uniforms.

You can apply the colour
scheme of your
Maorannon Orcs o every
model in the army.

Ringwraiths’ Cloaks Red Cloth

Begin with a basecoat of Apply a basecoat of
Chaos Black. Mechrite Red.

hitting power, as does the Ringwraith on
Fell Beast, but both can hurl spells with the
best of them - it really depends what your
obstacle to battlefield domination is. Just
remember, never attempt to set either Hero Drybrush the cloak with a Apply a wash of Black Ink.
on a powerful Good Hero unless there's no mixture of equal parts Chaos
other option, or you've got a debilitating Black and Cadex Cirsy,
spell on your side. Most of the time you'll
just want to stick to enemy Warriors.
Compared to the death-dealing evil
spirit on winged monster, the Ringwraith
on foot may seem like an extravagance,
but in fact he has two crucial functions.
The first is to cover the enemy front line
with his Courage-draining miasma, thus
making them all the more likely to flee
when your Morannon Orcs smash their
formation to powder. The cecond is to To finish, drybrush the edges
provide an all-important Courage 5, just in ukt closk ey Caex ok
case breaking the enemy takes longer than
you think.

Highlight with Blood Red.
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C AMPAIGNS
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Jervis Johnson brings us a variant set of rules for

Mighty Empires, allowing players to refight famous
campaigns from the history of the Warhammer world.
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Mighty Empires

This Warhammer
Expansion adds a new
level of strategy to the
game of fantasy battles.
Now you and your
friends can fight for
territory using a fully
customisable campaign
map, waging war across
the Warhammer world!

b

@ WHITE DWARF  MIGHTY EMPIRES: FAMOUS CAMPAIGNS
e

stirring tales of heroism and warfare,

which you can find throughout our
range of Army Books and Black Library
novels. Recreating these “historical”
campaigns using Mighty Empires is easier
than you might think.

Firstly, you will need to make a Mighty
Empires map of the area over which the
campaign was fought. During play, you
will be allowed to move one or more of
your armies around the map, by moving
the banners that represent them from hex
to hex. When an army is adjacent to an
enemy army it may choose to attack it.
When this happens the resulting battle is
fought out as a game of Warhammer. You
will need to create a scenario, listing how
many armies each side has, where they
start, what the victory conditions for the
campaign are, and any special rules that
you like. An example scenario is included
after these game rules, which you can use
as inspiration for your own campaigns.

The Warhammer world is replete with

Sides

For the purpose of the rules that follow it is
assumed that the campaign will be fought
between two players, one commanding
each side. If you want to include more
players you can either play as teams and
split the command of the armies between
the players in each team, or you can devise
scenarios that include three or more sides.

Armies

The armies that took part in the campaign
will be represented on the map by a
banner, and you will usually have
command of two or more armies at the
start of the campaign. Players should
specify how many armies are present in the
Campaign Scenario,

All armies in the campaign start with
the same basic points value, determined in
advance, which will usually be between
1000 and 2000 points. The players will
need to work up a roster for each army
under their command, which will not

e —— e e —



change during the campaign. To represent
armies that are larger or smaller than
average, players can choose a few of the
forces and apply bonuses or deductions to
their points values. For example, an army
may receive a 250-point bonus, or a 100-
point penalty. This bonus or penalty may
ever exceed 250 points.

Each player must be able to field each
individual army using models from their
collection. Models can be used multiple
times in different armies if desired, as each
player will only fight with one army at a
time. Units, characters and magic items
with a “0-1" restriction may only be
chosen for one of the armies being used in
the campaign — Karl Franz can only be in
one army, for example.

The map

Any important settlements should be
marked on the campaign map using the
markers from the Mighty Empires tile set.
The starting locations of the armies should
also be noted on the map, as well as who
starts off controlling each of the settlements
shown on the map. A maximum of one
army is allowed per tile on the Mighty
Empires map.

Victory conditions

The scenario needs a set of victory
conditions, probably derived from the
goals of the two sides in the historical
campaign that the scenario is based upon.
These victory conditions can vary widely:
the objective may be for one side to
capture a city within a certain number of
turns, or to destroy all of the enemy’s
armies, for example.

Special rules

The scenario may need to have some
special rules to reflect the nature of the
campaign the scenario is based upon. For
example, if the historical campaign was
fought in the winter you may want to
devise special rules to reflect the harsh
weather conditions, or a certain special
character may need to be used by one of
the sides taking part, for example. Note
that special rules are not vital, and care
should be taken about using too many of
them as they may bog the campaign down.

Sequence of play
With the map set up and the armies
chosen, you are ready to play.

Each side rolls 2D6 - If you roll a
double, then a special event takes place;
refer to the special events section (pg 66).

The side that rolls highest may move a
number of armies equal to the difference
between theirs and the opposing side’s
scores. One of the armies may attack
instead of moving. If both players roll the
same number, resolve any special events
and then roll again (which may result in

additional events), and keep on rolling
until one player wins the roll.

After the player who won the roll has
moved and fought, the other player may
move or attack with one of his armies.

Forced marches

The player that rolled higher may use their
extra moves to move a single army more
than once if they wish to. This is known as
forced marching, and each extra move
inflicts 2D6 x 10 losses on the army (see
the rules for subtracting losses later). An
army may use a forced march to attack
rather than move, but the restriction of one
attack per turn still applies. Apply any
losses before fighting the battle.

More than two players

If there are more than two players taking
part, then each player rolls 2D6 to see how
many armies they can move. The player
that rolls highest goes first, as described
above. Each of the other players may then
move or attack with one army, in the order
determined by their dice rolls.

MIGHTY EMPIRES

Alternative
Approaches

Mighty Empires provides
players the opportunity
to devise their own
campaign systems. The
rules presented here
represent only one way
to play. The booklet in
the Mighty Empires set
has lots of suggestions to
feed your imagination!

aifeccaniog,

Movement and combat

Armies may either move to an adjacent tile
that doesn’t already have an army in it
(friend or foe), or attack an enemy army in
an adjacent tile, or besiege a city or castle
in an adjacent tile. All moves must be
made before any attacks or sieges.

Mountains

You may never launch an attack into or out
of a mountain tile; the narrow passes and
difficult terrain make it impossible to fight
a battle in or from such terrain.

www.games-workshop.co.uk/mightyempires @/— -

A In this example the Orc player
rolls 7 and gets to go first. Because
he rolled three higher than his
opponent he can move up to three
armies. However, the Orc player
decides to use his three points to
force march one army twice, o
hex (1), and then (2). He then uses
his last point to attack his
opponent’s castle (3). OF course,
he'll have to deduct 406 x 10
points from his army first!
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B This battlefield would
make for a hard-fought

game, as both armies would
be slowed by the river. This
kind of setup could prove

advantageous to a shooting-

heavy army.

B This river is ideally

placed to protect the flanks

of both forces, which means
that the bridge will become
a vital objective. Whichever
player controls the bridge

will be able to bring
flanking troops into play.

¥ The Orc player is forced to
retreat. He cannot move his
flag into the mountains (1),
nor into an occupied hex (2).
This leaves hexes (3), (4) and
(5) as viable options.

Rivers

If an army is attacked when it is located on
a river tile then it may choose to do one of
the following things:

Defend behind river: When setting up
the battlefield, place a river that runs from
one narrow edge to the other (A). This river
is considered to be quite shallow and can
be crossed anywhere along its length, but
counts as difficult terrain.

Rest flank on river: When setting up
the battlefield, place a river that runs from
one long edge to the other (B), but is
within 18" of one of the narrow edge of the
table. Place one bridge anywhere along the
length of the river. This river is considered
to be very deep and counts as impassable
terrain; it can only be crossed at the bridge.

-
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Settlements

Armies may move into an unoccupied
friendly settlement. Remove the banner on
the settlement and replace it with the
army’s banner to show that the army has
occupied the settlement. Enemy settlements
must be captured using the siege rules, on
the following page. If the army leaves,
replace the original banner to show who
the settlement belongs to.

Settlements may confer additional
bonuses to the side that controls them, or
represent important objectives. This should
be specified in the Campaign Scenario.

Attacks

Attacks are resolved by fighting a
Warhammer battle between the two
armies. The winner of the battle occupies
the contested tile, and the loser must
retreat one tile, just as if they were making
a move. The tile the army retreats to must
not be adjacent to the army that just won
the battle. Armies that can’t retreat for any
reason are completely destroyed. In the
case of a draw both armies remain in their
original tiles.

A defender can always choose to
retreat instead of fighting a battle, in which
case the result is a Marginal Victory to the
Attacker for the purposes of casualties.

Losses

Both sides that take part in a battle will
suffer losses that will reduce the number of
units they can use when they next fight.
The losses suffered by each side depend on
the result of the battle:

Losses

Winner Loses 2d6 x 10 points
from army (20-120

points).

Loser Loses 2D6 x 50 points
(100-600 points),
halved for a Marginal
Victory (50-300), and
doubled for a
Massacre (200-1200).

Draw Both sides lose 2D6 x
50 pnints (100-600
points)

After this battle, you must change your
army roster to reflect these losses. For
example, an army that had suffered 300
points worth of losses would need to
remove models worth at least 300 points.

You may remove any units you like to
make up the shortfall in points, including
characters. You don't have to remove
models you lost in the game of
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Warhammer — they are considered to have
recovered from their wounds and are ready
to fight again.

Armies reduced to below half their
starting points value by losses are simply
removed from play - they are too weak to
fight on. For example, an army that started
out with a points total of 1500 points
would be removed if it suffered losses of
750 points or more.

Reinforcements

The attacking and defending armies in a
battle may call on support from friendly
armies nearby. Each friendly army in an
adjacent tile at the start of the battle allows
the army it is supporting to ignore up to
250 points worth of losses.

Capturing enemy settlements

Settlements other than cities or castles can
be captured by simply moving onto them.
Unoccupied enemy cities or castles must
be besieged in order to capture them. Note
that a settlement that is occupied by an
enemy army may not be captured or
besieged until the occupiers have been
forced to retreat.

Sieges
Besieging a castle or city counts as a move
for the army concerned. No more than one
army can besiege each enemy city or
castle. If you besiege a city or castle you
can either try to starve the defender out or
make an assault;

Starve: Roll a D6, and on a 4+ the city
or castle falls. The attacker loses 2D6 x 10
points from his army whether the
settlement falls or not. Choosing to starve a
city or castle out does not use up your
attack for the turn.

Assault: The city or castle falls on a 2+,
but the attacker loses 1D6 x 100 points
from his army. Making an assault counts as

yvour attack for the turn.

If the city or castle falls then the army
moves in to occupy it, and it counts as a
friendly settlement for your side from that
point on.

Special events

A As the campaign progresses,
battles can become maore
adventurous in scale — when
recreating famous campaigns, the
armies used and the size of those
forces may be dictated by
“historical” events.

If a player rolls a double to see if they
move first or second, then they must refer
to the special events table below:

Double 6

Double 5

Double 4

Double 3

Double 2

Double 1

Special Events

Mass Desertion: One army of the
opponent’s choice loses D6 x 50 points,

Lost: One army of the opponent’s choice
moves 1 hex in a random direction instead
of making a normal move or attack. If this
takes it into an enemy occupied tile it
must fight a battle instead (in addition to
the battle you may normally fight this
turn). If a move or attack in the direction
indicated is impossible for any reason
then the army may not move this turn.

Rotten Food: One army of your opponent’s
choice loses D6 x 10 points.

Ambush: Pick one enemy army that is
adjacent to one of your armies and inflict
D6 x 50 losses.

Surprise Attack: One army of your choice
may move one tile and fight a battle
instead of making its normal move.The
battle is in addition to your normal attack
for the turn.

Reinforcements: One army of your choice
may reduce the losses it has suffered by
2D6 x 50 points.
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THE IDOL OF GORK

The Idol [{f Gork is a campaign set in the barren wilderness ruled over by the
Border Princes. Here settlers from the Empire struggle to conquer new lands
from the fierce Orc and Goblin tribes that infest the countryside.

he campaign is based on tales of the

battles fought between the Orc

Warlord Grotfang, renowned leader
of the Iron Claw tribe, as he attempted to
recapture his ancient tribal lands from
Rutgar, son of Count Wilhelm of
Wissenland, who rashly desecrated the

-1 =% e b

seoured hills deep in the heart of the
Border Princes, a wretched tent of

-. '|_ =
In a1 shallow hollow between two wind-

. mangy Troll-hide barely kept out the gale-

driven dust. Within, perched onan iron
stool long since bent and smoothed to the
shape of his nether regions, the once-
mighty Orc Warboss of the Iron Claw tribe,

grotty, flea-ridden rags, shaking him so hard”
that several different species of beetle fell
from hidden crannies and scuttled into dark
corners of the tent.

“Okay, okay boss, don’ hit me boss, |
was just remindin’ yer, boss, dat dey nevver
found da fingy wot is hid down dere. It
must still be dere!”

T || s W

idols of the Orc Gods! A series of battles & Grotfang Skab, skuilked and broceec por SWou fingye” Grotfang panted), {
led up to the dramatic final conflict in ' the fate of his people. With a dull rustle, the clcpusmnk_: the Shaman back down onthe =
hich ’ . : 5 tattered doorflap slapped open and his ground without too much of a thump. 1
w “:, Gmtfﬂ“ﬂ $ hdeE: IHEPIFEE' h}' their trusted henchman, the peculiar Goblin “Yeh, yeh, lissen to dis. It's da Crown of &
warlike g{]ﬂs Gork and M-ﬂrk, made a . Shaman Oddgit, entered. Gork boss, da awesome Crown of Gork wol lr
dEEFEr‘Ele assault on Rutgar’s st rﬂngh old. “What d'yer want, Oddgit, can’t yerscc WUz buried under da great stone tribal idols {l
In the ori inal campaign G { I'm finkin®" scowled Grotfang, poking at since dem times immem... immumi... i

! g campaign Grotiang was something caught between two of his ummimem. .. since flippin’ ages ago! i

{Dﬂl‘f ]I.iISﬂ defeated. Now You are in rotten teeth with a grime-rimmed talon. “Nevver ‘eard of it, yer scumbag!™ d
command! Will Grotfang recapture his “Listen. boss,” replied the Shaman with  Grotfang quipped. “Yer better not he i
tribal lands, or will Rutgar hold on to his an ingratiating grin. “I bin finkin’ myself, an’ windin’ me up or I'll ‘ave yer wotnotz fer i
: =7 : : i I reckons 1 got a cunni lan.” knucklebones!” i

new territory against impossible odds? “Just wgm I wuz nﬁdﬂ anuvver “wWould 1 do a fing like dat, boss, 1 H

The sides

Idol of Gork is a two-player Mighty
Empires campaign. One player commands
the Orc & Goblin army of the Iron Claw
tribe, and the other the Empire army of
Rutgar of Wissenland.

The armies

The two players will need to create rosters
for the following Empire and Orc & Goblin
armies. We've included notes describing
the name of the general for each army, so
that the players can theme their armies
appropriately should they wish to do so
(you don’t have to, though).

All armies should have the same basic
points value to be determined by mutual
agreement between the players. From 1500
to 2000 points each is ideal. Some armies
will suffer a penalty or bonus to this value

cunning plan.” Grotfang grumbled, with a

_ distinct lack of enthusiasm.

“Yeh, yeh, but lissen, dis is da one,

bass, dis is it! I saw it in da bones —an’ ya

" know dey nevver lies!” Oddgit made an
arcane sign with his fingers, as if to ward off
an evil influence. He was an experienced

" Shaman, and knew well the fickle nature of
the gifts that the bones bestowed.

“If da bones sez it, 1 s'pose you better
tell me den,” Grotfang said, his interest now
mildly aroused. There was something
spooky about those bones, that was for
sure, and no Orc chieftain could afford to
ignore their messages, no matter how daft
and irrelevant they seemed at the time.

! “yeh boss, you got it, sure fing. Fink
back, back into the dim past. Do ya
remember when da ‘uman gitz with da
glitzy armour, an’ cannons and stuff blasted
ver stronghold, an’ wiped out yer Gobbos
down to da very last Gobbo, an’ smashed
up yer..."

“Get on wiv it!” velled Grotfang; as he
gripped the shaman by the scrufl of his

mean, would 11" the Shaman spluttered with
a smile a crocodile would have been proud
of as he hastened to soothe the warboss
hefore he did something typically violent.
“Nar, lissen, da awesome Crown of Gork is a
relic wot dem ol’ shamanz put under da
Telol just in case it wuz needed fer savin' da
tribe. If yer go an’ get it, yer can use all dar
wild an’ crazy magic wot's stored up in it to
stick it to dem 'umanz and make da tribe
dead powerful once more!”

The proverbial gold piece finally
dropped into the cavernous void of
Grotfang’s brain. Batting the Shaman aside
and ignoring the subseguent yelp, he
rubbed his jaw with a gnarled and craggy
hand. “Y’know, I just bet dat if 1 could get
me mitts on dat Crown, I could use all dat
wild an’ crazy magic wot's stored up in it to
stick it to dem "umanz and make da tribe
dead powerful once more! Dar's it!” He
grabbed the cowering shaman by the throat
and raised him to eveball height. “Right, 1
wanis it! I needz it! 1 gotz to ‘ay it!”
bellowed Grotfang. “NOW!”
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Orc Armies
[1 Oddgit’s Night Goblin Raiders.

allowed for the army.

F]l Snagga's Orc & Goblin War Pack.

allowed for the army.
El Uzguz's Itchy Skab Orc Boyz.

E1 Grotfang's Iron Claw Tribe.

ﬂd'dgit's army is smaller than average. Deduct a 250-
point penalty from the total number of starting points

Sn?gga's army is smaller than average. Deduct a 250-
point penalty from the total number of starting points

Grotfangs army is large. Add a 250-point bonus to the
total number of starting points allowed for the army.

Empire Armies
[l Manfred Von Bock’s Foot Guards.

The Foot Guards army is smaller than average. Deduct a
150-point penalty from the total number of starting

points allowed for the army.

Fl1 Konrad's Mounted Raiders.

E]l Zorn's Retinue.

E1Rutgar’'s Army.

The Raiders are a small force. Deduct a 250-point

penalty from the total number of starting points
allowed for the army.

Rutgar's army is large. Add a 250-point bonus to the
total number of starting points allowed for the army.

EE——
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Campaign maps

When recreating a famous
campaign like this one, it's well
worth foregoing the map-
building rules from the Mighty
Empires set. Instead, the players
can agree to set up the map in
advance, basing itona

campaign map from one of our
supplements. The example
shown here is from the Idol of
Gork campaign, and the setup
below shows how we
represented the campaign map
in three-dimensional hex form.

T ST T
” 1

2] >,

Empire Army,3;

By

| I:-_..-- _. -.-I.-.. -:‘ -:_ _: :- .
- Orc Army;l

as described in the chart opposite. For
example, if you set the basic points value
at 2000 points for both sides, then Oddgit’s
and Snagga’s armies would be 1750 points
each, Uzguz's army would be 2000 points,
and Grotfangs army would be 2250 points.

Settlements
There are three settlements on the Idol of
Gork map:

Rutgarburg: Represented by a city
marker.

The Orc Idols: Represented by the Orc
Idol that was given away free with White
Dwarf 331.

Gorfang’s Camp: Represented by a
castle marker,

At the start of the campaign, Rutgarburg
and the Orc Idols are controlled by the
Empire, and Gorfang's Camp by the Orcs.

Victory conditions
The objecives for the two sides are:

Orcs: Defeat Rutgar's army in battle at
least once and capture Rutgarburg.

Empire: Defeat Gorfang's Iron Claw
Tribe in battle at least once and capture
Gortang's Camp.

The first player to achieve both of their
victory conditions immediately wins the
campaign.

“orcildols £
Sadn Empire-Armysl s
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Special rules
The following special rules apply to the
campaign:

Orc ldols: If the Orcs capture this tile
then they receive the Armour of Gork
magic item for free. The armour may be
given to any character allowed to wear it
from the army that captured the tile. As an
optional extra, players may want to include
the Idols as a special terrain feature for any
battles that take place in the Idol’s tile.

Sneaky Gitz: If Oddgit’s Raiders and
Snagga’s War Pack occupy a forest tile they
may use the “Sneaky Schemes” ability that
can normally only be used by Skarsnik (see
page 38 of the Orc & Goblin army book).

Konrad’s Raiders: The Raiders are a
fast-moving force. They may move one tile
and attack. The attack still counts as their
side’s attack for the turn.

Awaiting Reinforcements: Neither
Grotfang nor Rutgar are willing to move
their armies until reinforcements have
arrived. Grotfang will not move or attack
until the the Itchy Skab Orcs arrive in an
adjacent tile, and Rutgar will not move or
attack until Zor's Retinue arrives in an
adjacent tile. Once the condition has been
met, the army in question can move or
attack in the usual manner for the rest of
the campaign.

www.games-workshop.co.uk/mightyempires <E? ,

The Idol of Gork

WARHAMMER]

Veteran players may
recognise the background
for our sample campaign
from this classic
expansion pack. Try
creating a Mighty
Empires scenario based
on your favourite stories
of yesteryear!
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Warhammer
40,000 Expansions

Apocalypse is the
second in our new line
of expansions for
Warhammer 40,000,
which are designed to
add brand new
elements to the core
game, The first, Cities
of Death, introduced
battles in the war-torn
urban landscapes of
the 41* millennium.
Apocalypse, on the
other hand, is all
about playing really
big games!
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s you'll see from this month’s

Standard Bearer, Apocalypse means

many things to Warhammer 40,000
gamers. It’s a chance to use entire
collections of miniatures that may never
have otherwise seen the light of day; it's
also the place to include gigantic vehicles
and monsters, vast battle formations and
powerful special characters. Essentially,
Apocalypse takes games of Warhammer
40,000 to a previously unseen scale,
creating a spectacle that will leave all
participants eagerly awaiting their next
Apocalyptic battle.

Gathering the troops

To play a game with hundreds (or even
thousands) of models on each side, you'll
need an Apocalypse-ready army.
Apocalypse battles can be played
cooperatively'with a group of friends, or

PREPARE FOR APOCALYPSE!

independently by a single player with a
huge collection of models. The
recommended starting point for a single
force in Apocalypse is 3000 points. As
many Warhammer 40,000 players regularly
use between 1000 and 2000 points of
troops, this leaves several options open.
First, if you have several armies in your
miniatures collection, you could combine
them together — there really are no limits,
Secondly, you can start building the next
part of the army to make it ready for
Apocalypse. And this is where the fun
starts, as you can include anything you like
in an Apocalypse force, with no
restrictions! What's more, the Apocalypse
book contains several datasheets, which
detail the rules for battle formations. These
battle formations are at the very heart of
Apocalypse, and allow players to collect a
set of models that, individually, are just

= ==
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regular Warhammer 40,000 troop types,
but collectively are very powerful indeed.
An Eldar Windrider Host or a Space Marine
Battle Company is much more than the
sum of its parts!

Of course, there's more to Apocalypse
than just collecting armies, but that's all
still to come. Have a look at Standard
Bearer on page 74 to see what Jervis has to
say about the expansion.

An Apocalyptic challenge

To illustrate the various ways that players
can build an Apocalypse-ready force, we
scoured the Studio for bold volunteers to
take up the White Dwarf challenge:
expand or build an army ready for
Apocalypse games to feature in these
hallowed pages. We were looking for
armies worthy of featuring in our upcoming
brace of battle reports — one next month
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and another at Christmas. Our challenge
was met by three intrepid gamers: lan
Strickland of the book production team,
and White Dwarf's own Matt Hutson and
Christian Byrne. The deadline was tight,

€ € Apocalypse takes games of
Warhammer 40,000 to a

previously unseen scale... 99

but one must never underestimate the
motivational properties of a big box of
plastic frames fresh from the Games
Workshop warehouse. And so it was that
the challenge was accepted - read on to
see how the intrepid trio approached it.
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Christian Byrne is one of
White Dwarf’s graphic
designers and a devoted
follower of the Ruinous
Powers. He’s taken his
Chaos Space Marine
armies o war in many a
Grand Tournament.

hristian Byrne was a natural choice
‘ for the Apocalypse challenge, as

not only is he a fanatical collector
and painter of Warhammer 40,000
miniatures, but he already has two
sizeable Chaos Space Marine armies —
Black Legion and Iron Warriors — giving
him almost 5000 points of themed models
to start with!

We decided that, as he has such a head
start on the other gamers, we'd add an
extra stumbling block: Christian was
selected to play in next month's
Apocalypse battle report, giving him just
six weeks to finish his army! We're .
planning something truly eye-popping for
this game, so Christian will need to bring at
least another 2500 points of troops to the
table — no small task! Even then, the Chaos
side will be joined by several other players,
so expect-something huge next month.

70 WHITE DWARF PREPARE FOR APOCALYPSE! = F

Although Christian could have chosen
any models he wanted for this extra
contingent, he decided to stick with his
Chaos Legions theme and set about looking
at some of the preview Datasheets we
provided him for some inspiration. He
soon plumped for a Chaoes Vindicator Line
Breaker formation, which comprises three
Vindicators, and a Warp Rift formation,
which allows him to field all of his
Daemons! In addition to these baltle
formations, Christian has got hold of a
whole bunch of Terminators, Spawn and
Possessed models to start the ball rolling,
and a new Chaos Lord kit. Christian plans
to field Abaddon the Despoiler, and at least
three other Chaos Lords.

At the time of writing, Christian has
been eyeing up a Baneblade and some

Forge World kits — let’s hope he has time to :

finish this ambitious force!
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hen we asked Matt to gather an
army for Apocalypse, we half
expected him to take the same
approach as Christian and add to an
existing army. After all, Matt already has
large collections of Black Templars and
Ultramarines, not to mention his fledgling
Eldar army. So when he decided to start a
brand new army from scratch, we were
somewhat surprised.

Inspired not only by the opportunities
opened up in the Apocalypse expansion,
but also by the Blood Angels Codex
printed a couple of months ago in White
Dwarf, Matt decided to start a Blood
Angels Space Marines army. However,
when he looked through the sample
Datasheets his mind was made up, for
among them was nothing less than a Space
Marine Battle Company. Matt was
determined to complete an entire company

of 100 Space Marines in time for the
Apocalypse release, complete with
transports and command staff!

Luckily, many of the battle formations
in the Apocalypse rulebook are supported
by boxed bundle sets, which will be
available next month. We managed to get
hold of one of these early to help Matt's
cause. There was a great buzz of
excitement as the White Dwarf team
turned up for work one morning to find a
Space Marine Company in a box waiting
for them! Of course, the Blood Angels,
though organised like any other Codex
chapter, has a few quirks — Matt still had to
buy his Death Company models, and he
decided to substitute his Company Captain
with Blood Angels special character
Captain Tycho. This then, would be the
famous Third Company of the Blood
Angels, at full strength.

i

Matt Hutson is White
Dwarf’s longest-serving
graphic designer, and is
renowned as a prolific
army painter. Though he's
dabbled with several
armies, he’s a Space
Marine man at heart.

www.games-workshop.co.uk/apocalypse




lan Strickland is one of
the chaps responsible for
laying out Games
Workshop’s many books.
He’s become accustomed
to tight deadlines and the
accusing glare of
impatient editors.

GUNS OF THE EM

an Strickland’s Cadians are no stranger

to the pages of White Dwarf, but it’s

been a while since they were last
featured. lan has been busy phasing out
some of his older miniatures and replacing
them with newer ones, and he now has
around 2000 points of Imperial Guard,
which also includes an allied Inquisitor.

lan knew that he only had to add 1000
points to his force to make an Apocalypse-
ready army. A quick flick through the
datasheets at hand threw up an obvious
choice: a pair of Baneblacles!

The Baneblade super-heavy tank is the
biggest multi-part plastic kit we've ever
produced, and one of the most powerful
vehicles in Warhammer 40,000. As
Baneblades weigh in at in at a mighty 500
points, lan decided to get two of them to
make up the shortfall in his army!
However, this'decision was fraught with
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challenges. The production schedule of
such a gargantuan model makes it difficult
for even the Design Studio to get hold of
them so far ahead of time, and requesting
two makes it doubly difficult! By the time
Grombrindal had called in a few favours
with the miniatures designers and the
mould room, this issue’s deadline was fast
approaching, and the other two players
had already made a significant start in the
Apocalypse challenge. Not only that, but
assembling and painting two huge kits like
this takes time — something that was
quickly running out for lan.

However, at the time of writing lan has
just completed one of his super-heavy
tanks (see facing page), leaving him just
one more to complete the challenge and
have a battle-ready force for next month’s
Apocalypse launch. We'll be seeing more
of this-army in a future issue.




Will Christian be ready for next month’s
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o | : 1 1318 L battle report? Can Matt and lan meet their
' A A deadlines? Find out next month.
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A Mart's Blood Angels are coming along nicely,
although the sheer amount of Mechrite Red paint
expended so far is frightening. He's been painting to
a tight schedule, organised by crossing off the Space
Marines on the datasheet as he paints them!

’ lan may be right at home under the pressure of
deadlines, but he's got a lot still to do. With one

Baneblade completed, can he finish his army in time
for the launch?
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Having narrowly
escaped a nasty fate
after last month’s
scrape with the
Ruinous Powers,
Jervis Johnson is
plunged once more
into the abyss, as he
is forced to muse
on war on a
massive scale. The
41 Millennium is a
nightmarish time,
where there’s no
respite, no
forgiveness and,
sadly for Jervis, no
cups of tea!

If there was ever a place (o
field special characters
such as Yriel, then its on
an Apocalypse baitlefield!

STANDARD

BEARER

something about Apocalypse. You'll

have seen pictures of the Baneblade
tank, and heard about the new battle
formalions you can use in Apocalyptic
games, like the Vindicator Line Breaker
formation, or a Space Marine Battle
Company. You'll probably be rather
excited by these new things, just as we
were in the Studio when we started work
on Apocalypse. After all, what’s not to like
about big tanks!

However, we discovered very quickly
that Apocalypse is about much more than
just big tanks and powerful battle
formalions, exciting though those things
are. Once you start playing the game you
will find it allows you to do three things
that will enhance your hobby in ways you
might not expect, but which will probably
mean just as much to you as the tanks and
the battle formations in the long run. It's
these three things that | want to explore in
this month’s Standard Bearer...

B y now most of you will have heard

Liberating your collection

The first two things that Apocalypse allows
you to do are very closely linked, even
though they offer the serious hobbyist quite
different opportunities. First of all,
Apocalypse allows you to use your entire
collection in a battle, if you wish to do so.
Secondly, it takes off the shackles on whal
you can choose to collect.

At present the most common way to
play Warhammer 40,000 is to fight a battle
using an army selected from the army lists
in the Codexes we publish. These army
lists are designed lo give a balanced game
between two armies with equal points
values. Whal's more they are designed for
use in “pick-up games”, where the two
players taking part may never have met
before. In order to achieve this they use
force organization charts to limit what
models you can use.

Apocalypse is quite a different sort of
game. For a start the sheer size of the
hattles being fought makes it unsuitable for
“pick-up games”, where you simply turn
up with an army and play. An Apocalypse
battle needs to be organized in advance, as
it will take the best part of a day to fight a
battle of this size, and will almost always
be {ought between players who know each

WHITE DWARF STANDARD BEARER

other well. These things mean that some of
the constraints imposed on normal
Warhammer 40,000 battles can be lifted.
Apocalypse achieves this by the simple
expedient of removing all of the force
organisation charts and army list
restrictions on what you can choose.
What's more, you can take things from two
or more army lists if you wish. In fact, the
only restriction is that you can only do
these things as part of a 3000-points-a-side
Apocalypse battle. Want to take more than
one of a unit with a 0-1 army list limit? You
can in an Apocalypse battle. Want to take
six Heavy Support choices (or a dozen, or
two dozen)? You can in an Apocalypse
battle. Want to take all of the Eldar Phoenix
Lords? You can in an Apocalypse battle.
Wanl lo lake some Leman Russ tanks to




support your Space Marine army? You can
in Apocalypse battles. | know, crazy isn't it!
But rather exciting too, once you slart to
think about it...

These changes have a tremendously
liberating effect. For a start, it's just great Lo
know that you can use whatever you have
in your collection. Models that have long
been resigned to the darker recesses of
your figure cabinet can be dusted off and
will at least gel to see the light of day! But
it also means that you can freely add any
models you like to your collection, safe in
the knowledge that you can use them. For
my friend and colleague Dave Cross, this
was just the excuse he needed to add
some of the Space Marine Terminator units
and a Forge World Warhound Titan(!) to
his Imperial Guard army, while games
developer Mat Ward has become rather
excited about the prospect of being able to
acd a selection of Imperial Assassins to his
collection without the need lo start a
whole new army in order to use them. You
gel the idea, I'm sure.

Of course the freedom offered by
Apocalypse allows power-gamers full reign,
too, bul lo be honest, we haven't found
this to be much of a problem in games of
this size. Sure, you can make an army that
consists entirely of Land Speeder Tornadoes
with assault cannons, but in a big, multi-
player game of Apocalypse they just seem

to fit right in, and they die pretty easily
when Dave's Baneblade and Warhound
Titan turn their big guns on them! More
importantly, Apocalypse is designed o be
played by a group of friends as a large, all-
day multi-player game, and this format
makes power-gaming pretty pointless.

“ Once you’ve experienced a
full-on Apocalypse battle,
you’ll desperately want to be

invited back for the next one! ,,

Apart from anything else, doing it will
quickly lead to the culprit never being
invited back. And trust me, once you've
experienced a full-on Apocalypse battle,
you'll desperately want to be invited back
for the next one!

Bringing back the madness

By now you're probably thinking
something like “Well, if this is all so
wonderful, why can’t | have the same
freedom in any game of Warhammer
40,0002" This is a really good question,
and an important one too, because it goes
right to the heart of what makes
Apocalypse a really ground-breaking

- ———
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Commander Dante makes
an impressive ligurehead for
an Apacalyplic-scale Space
Marine torce.

Neow vou don’t need o focus
on small sections of
Chazghkull's Waaagh! - vou
can play the whole thing!

Write to Jervis at:

Jervis Johnson

c/o White Dwarf
Design Studio

Games Workshop
Willow Road
Nottingham NG7 2WS
United Kingdom

supplement. Bul to answer the question
properly I will need to step back quite a
few years, to the days when the hobby was
still very young...

Back in the day, there were very few
restrictions on what you could take and
use in a game of Warhammer or
Warhammer 40,000. We used to collect
our armies in a fairly eclectic fashion, and
battles were often fought between all of the
models that could be brought to the table.
We used what we wanted, either because
it looked good, or because we thought it
was powerful enough to win a game for us,
or for a combination of these two factors.
Those of you that worry about “Nid-Zilla”
or “Tau-Mech” armies nowadays just
wouldn't believe what players could do
back then. To further muddy the waters,
new rules appeared not only in rulebooks
but also in White Dwarf magazine, and
these were often supplemented by home-
grown “house rules”, with the result that
most groups played their own
slight variation of the game.
Organising tournaments or
even a games club was quite
hard, as everybody had to
agree what version of the
gsame they wanted to play first
of all! It was pretty mad, Ill
tell you!

But over tlime things
slowly changed. Our army
lists became increasingly more balanced
and sophisticated, making it very difficult
to “min-max” the hell out of an army like
we'd been able to in the old days (Enough
with the jargon, Johnson! — Grombrindal).
Meanwhile, we managed to fill in the gaps
in our rulebooks and army lists, providing
players with a single, universal set of rules.
And, eventually, it came to be accepled
that around 1500 to 2000 points was Lhe
standard size for an army (perhaps because
these were the points used in our Grand
Tournaments). All of these changes were
for the good, creating a game that is
balanced and fun to play, and creating a
globally accepted format for the game that
allows people from anywhere in the world
to meet up and play.

But, and it's a very big “but”, those old
hattles we fought back in the day could be
great fun. Although mad, anarchic, and
prone to abuse by power-gamers, the
freedom they offered gave the opportunity
to create some really fantastic gaming
experiences, especially belween players
who were friends and on the same wave-
length about what they wanted to achieve.
So for quite a while now, a few of the old
lags in the Studio (like me!) have wanted to
find a way to get some of that madness
back, but this time in a way that wouldn't
break the core Warhammer 40,000 game
in the process.

This, then, is what Apocalypse offered
us — a chance to have our cake and eat it
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as it were. It takes all of the elements that
made those early games great, and allows
you to use them, but in a way that leaves
the core Warhammer 40,000 rules and
army lists unchanged. So, for example,
we've formatted the new legendary units
and battle formations in the Apocalypse
rulebook in such a way thal we can add
new units to the game any lime we wanl lo
— in White Dwarl magazine, for example,
or on our websile, or wherever.

One unexpecled but rewarding aspect
of this has been the way that the legendary
units and battle formations have allowed us
to explore the background for Warhammer
40,000. For a start, they allow us to make
models for things like the Baneblade super-
heavy tank, that would simply be too
powerful in a normal game. But they've
also allowed us to make rules for things
that are discussed in the background but
were unsuiled to small pick-up games.
Things like squadrons or companies of

‘ ‘ Apocalypse offers the

opportunity and freedom
to explore the broader
hobby that lies beyond. ,,

tanks, for example, or entire Battle
Companies of Space Marines, and slightly
smaller things like daemonic Warp Rifts.
Just as importantly, Apocalypse gives you
the chance to collect Citadel miniatures as
yvou see fit, and explore the background in
the way you theme your collection. Dave's
Imperial army that | mentioned earlier is
one example of this kind of thing.

The Baneblade is grand

And that's why | think Apocalypse is such
an important supplement. Don't get me
wrong, | know that the majority of games
will remain 1500-points-a-side pick-up
pames, and quite right, loo; those games
are greal fun! Bul what Apocalypse offers is
the opportunity and the freedom to explore
the broader hobby that lies beyond just
those types of game. The fact that it's also
allowed us lo make a simply awesome
plastic kit of a Baneblade super-heavy tank,
well that's just grand...

As ever, please gel in touch and let me
know your thoughts on this month's
Standard Bearer. Are you excited about
Apocalypse? What stuff is there in your
collection that you've being dying to use
but not had the chance to recently? What
kind of things would you like to see as new
battle formations? And what ideas does it
give you for theming your collection and
adding new stuff to it? Make sure you wrile
to me care of the White Dwarf team and
let me know what you think.
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Making your own textured paint

here are many ways of basing your models, the

simplest being to sprinkle sand onto the base over

a layer of PVA. An alternative method is to create
your own textured paint. This has the advantage of
going straight onto the base and is very useful for batch
painting and getting a consistent base texture over an
entire unit or even force.

To create your textured basing paint, mix equal parts
Citadel Modelling Sand, PVA Glue and water, adding a
small amount of the Citadel paint of your choice (1).
Using an old brush, dab the mix onto the base (2).

The choice of colour will depend on the game and
your existing army, although this method works best in
various shades of brown.

--1' (i)

Citadel
4 Modelling Sand

Thls month we take another look at basing, this time
.~ using that ever-reliable modelling staple: sand.
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Scorched Brown

A very dark, earthy
colour thal is easy
to highlight.

Bestial Brown

Provides a good mid-
fone, giving a neutral
colour to work from.

Tausept Ochre

An excellent basecoat for
basing your models on
desert or very arid areas.
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Finishing off your bases

Once your bases are dry you, just need to
add your finishing touches. Citadel
produces a range of basing scatter to
enhance your models — simply dab on
some PVA and sprinkle the scatter of your
choice onto the base. Leave it to dry and
then shake off any residue. You can choose
from Snow scatter, Modelling Flock, or one
of three varieties of Static Grass.

Scorched Grass

Snow Scaller

Static Grass

<4 This Wood EIf
has been painted
in a winter colour
scheme, and is
based using Citadel
Snow scalter.

Glade Grass

When basing metal
figures, use the tab to
make your model stand
1mm proud above the
base. When applying the
textured paint, use your
brush to push the sand
underneath the model,
level with the tab. This
way, the figure looks like
it's standing on top of the
sand, rather than sinking.
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Warhammer is the only one of our games to have an entire
phase dedicated to the most fascinating element of any

fantasy setting: Magic! Alessio Cavatore talks us through the
boons and pitfalls of this most risky game phase.

n this article I'll guide you through
several different ways of approaching
the Magic phase during your games of
Warhammer. | have roughly divided them
into three categories or styles: defensive,
offensive and balanced.

Of course this is an artificial division,
and the majority of races can very finely
tune the amount of magical support they
bring to the field. Every Warhammer player
has a different opinion on how much
magic their army needs, and this is often a
hot topic among gamers. This is especially
true at competitive events, such as
tournaments, where hobbyists try to
maximise the effectiveness of their forces.

Everybody agrees, however, that some
armies are better than others at using
magic, but which army has the most
powerful (or the weakest) magic is always
a fun discussion to have, a bit like arguing
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about which super-hero is the best in a
super-group. I'll lend my opinion to this
debate here (about magic, not super-
heroes), even though I’'m sure that quite a
few of you will disagree. If we meet at the
next Grand Tournament, I'll be more than
happy to discuss this further!

Finally, I'll look at the eight Lores of
magic in the Warhammer rulebook. Many
Wizards in the game have a choice of
selecting their spells from one of these
lists, and another interesting talking point
is “Which Lore is the best?” Part of the
work on the new edition of Warhammer
was directed specifically at making these
lists more balanced and, if we've done our
work right, there should be no
straightforward answer. The desired result
is that the choice of which Lore to use
should depend on the lype of army you
built, and the enemy you are facing.
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Defensive Magic

If you think magic to be fickle, risky and in general not worth
bothering with, and you are not a Dwarf or Champion of
Khorne, a defensive magic configuration is for you.

Basically, if you want to spend as few
points as possible on wizards, so that you
can concentrate on “fighty” or “shooty”
characters, the most important elements
you need to consider are dispel dice and
dispel scrolls. Let's examine a few different
defensive styles.

No defence

You might, of course, want to be radical
and not buy a single wizard, hoping that
the points you save will allow you to buy
more troops and compensate for the
casualties you suffer to enemy magic. |
would advise against this choice. It might
work if you meet an opponent with little
magical offense, but if you end up facing a
seriously heavy spell barrage, you'll
probably face utter annihilation!

Single defence
| think it's a great idea to buy at least one
first-level wizard with two dispel scrolls;
the so-called “scroll caddie” tactic. At
roughly 100 points, this option grants you
one extra dispel dice on top of the two you
get by default. This third dice is very
important, as it offers you the chance of
dispelling a powerful spell cast with a lot
of dice, which achieved a total casting
result of more than 11. If you only have the
basic tlwo dice, only a double six can help
you in these dire straits — not a situation
you want to be in!

Remember, there is no need to upgrade
the wizard to level 2, as this does not make
him any better at dispelling.

=

Of course vou could go for the “double
B caddie” and get another first-level wizard
e and two -more scrolls. This makes your
. defence twice as strong, but it also starts to
seriously cut into your character allowance.
A hard choice indeed.

On the other hand, it is vital to give
him two dispel scrolls, allowing you to be
sure to cancel two enemy spells when it
really matters. The worst thing you can do
is to lose your head and use the scrolls too
soon. Remember, the scroll caddie can
protect you for just one or two turns if your
enemy has many wizards, so every time
your opponent zaps one of your units,
think hard before deciding to use the
scrolls (or your dispel dice, for that matter).
You must learn the nerve-wracking skill of
letting some of the enemy spells through.
Always ask yourself — “Is it worth stopping
the fireball that could kill a few models in
this unit? How vital are these guys to my
plan? Are they likely to pass a possible
Panic test?” More importantly, consider
what other spells the opponent could cast
next. Be prepared to take some casualties,
as long as these do not compromise the
grand plan for the battle.

Oh, and of course, keep your wizard
safe as much as you can. After all, his
offensive powers are often not even waorth
bothering with, especially if using them
would expose him to an early death.

Armies that suit this kind of tactic are
fast-moving, hard-hitting forces like
Bretonnians. They rely on the cover of the
little wizard for the first one or maybe two
turns of the game, and then charge in. With
these armies, it is always best to try to
eliminate the enemy wizards early in the
game, otherwise you risk suffering greatly
in the second half of the game, when your
defences are down.

Best Defensive

Magic Award

High Elves and Khorne
armies score pretty high
in the magical defence
category, but in my
opinion the race that
stands head and
shoulders over anybody
else, ironically enough, is
the Dwarfs. This is
because Dwarfs get more
of both core elements of
magical protection:
dispel dice and dispel
scrolls (or runes). A
Dwarf army with a single
Runesmith has five dispel
dice, and can have the
equivalent of three dispel
scrolls. This will cost you
more than a scroll
caddie, but gives you a
character that can
protect the army against
evil sorceries and is able
to hold his own in a fight
against most enemy rank-
and-file. A must!

www.games-workshop.co.uk/warhammer
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Best Offensive

Magic Award

This is a difficult one to
call. Lizardmen score
pretty high, with their
second generation Slann
being probably the best
wizards in the game. |
have to say, however,
that there is another race
which | fear even more
in the Magic phase, and
that I will choose as the
one with the most
powerful offensive
magic: The Tomb Kings
of Khemri. An army
heavy on Liche Priests,
with a Casket of Souls
and all of their nasty
magic items that work in
the magic phase, will
unleash a relentless and
awfully reliable sequence
of spells in each of their
magic phases. Even
though they are not as
destructive as other
Lores, Khemri
Incantations can be
lethal in the hands of a
clever player. And after a
couple of turns, there is
nothing you can do to
stop them!

Offensive Magic

If you decide to field an army where the strongest offensive
element is magic, then you must try to cast as many spells as
possible in each Magic phase, leaving the enemy in ruin!

Wizards

In a magic-heavy army, you must invest
your points in three separate categories:
wizards, items or units that can cast bound
spells, and items or units that boost your
magic. As far as wizards are concerned,
the simple solution is to buy a fourth-level
wizard Lord and three second-level
wizards. This grants you ten magic levels,
but of course it means giving up on harder-
hitting heroes. If you go for this extreme
solution, you really need to protect your
wizards and/or make sure you use your
spells to incinerate any enemy unit that
gets too close.

Bound Spells

Next, you'll want to equip your characters
with as many bound spell items as you
can. These are precious tools, because they
are reliable and will be a drain on dispel
dice from your opponent’s pool. If a unit
has a special rule that allows it to use a
bound spell (like Horrors or Treemen), or
can carry a banner or other item that does
the same, make sure you include those too.
The more spells you can cast, the faster the
enemy defences will crumble.

Boosting items and units

The simplest form of help your wizards will
need is more power dice. Anything that
adds dice to your pool is very useful,
allowing your mages to cast more spells or
more powerful ones. However, the humble
power stone is always excellent for
springing surprises on the enemy, who may
have naively concluded that your spell
barrage was over for the turn because you
run out of power dice!

Another vital kind of magical trinkets
are those that protect the caster from the
effects of Miscasts, such as the Bretonnian
Potion Sacre. If you have one such item in
your arsenal, make sure your Wizard Lord
does not leave home without it, as rolling a
double 1 on the miscast chart for your 400
points master conjurer might jeopardise
your tactic just a trifle.

Another good trick is to give your Lord
a good steed, which allows him to move to
the best position to use his spells and get
him out of harm’s way quickly if the enemy
is after him. The only drawback of this
tactic is that, against missile-heavy
enemies, you'll have to be careful not to
expose your Wizard Lord too much.

threaten the flank of the Orc Boyz,
and will charge them in the Magic
phase, cancelling their rank bonus!
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It is a good idea to deploy your
Wizards with your war machines,
giving them 360 degrees line of

& cioht and a good position
2 overlooking most of the battlefield.
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How to attack?

There are many different ways of using
your magic-heavy army, and often this is
strongly influenced by what race you are
playing. Some races are better at zapping
the enemy to ashes (Tzeentch, Dark Elves,
Skaven), while others have more subtle
forms of magic, that tend to waylay and
disrupt their foes or boost their own troops
instead (Wood Elves, Ogres, Khemri).

The more aggressive, magic missile
types of spell often go well with a missile-
heavy army, with the idea of destroying the
enemy at a distance with a double
bombardment of ranged weapons and
spells. The tricksy, unit-enhancing type of

Balanced Magic

magic is better with close combat-oriented
armies, allowing you to set up traps and
get your troops in a position to charge the
exposed flanks of the confused enemy.

One piece of advice, however, is true
regardless of what magic you are
employing: Try to establish complete
magical superiority as early as possible.
Concentrate your attacks on the enemy
wizards — If you manage to eliminate them
in the early stages of the game, possibly
before they even have a chance of using
their dispel scrolls to confound you, the
end game will see your sorcerers squash
the enemy almost completely unopposed.
Cue evil laughter...

An army with a balanced amount of magic is going to look
like something in between the two extremes discussed earlier,
and is the most commonly encountered type of army.

Taking four levels of magic in a force is a
good idea, either as a single Wizard Lord
or as two second-level wizards.

| believe the latter option to be the
best, as it spreads the risk instead of putting
all of your eggs in one basket. Also, Wizard
Lords normally have a worse Leadership
than other characters of the same rank, and
therefore make worse army generals.

If you equip both of your second-level
mages with a dispel scroll and an offensive
magic item (either a bound spell or a
magic booster, as discussed before), they
will offer you decent defensive capabilities,
and four levels of offensive magic. All this
will probably set you back less than 300
points, and will leave you free to field a
solid warrior as your general, with points
to spare.

Of course, there as many variations on
the theme of balanced magic as there are
players out there, and you must experiment
to find which amount of magic works for
you and your army. Some people like to
play with a single second-level wizard.
Others prefer six levels, and so on, in any
of the possible combinations offered by a
2000-point Warhammer army.

The benefit of balanced magic is in ils
flexibility, allowing you, on the one hand,
to put up a good fight against magically
superior enemies, while on the other hand
enabling you to do a considerable amount
of damage to unprepared foes. And if you
meet another army that has more or less
the same amount of magical firepower, the
Magic phase will result in an interesting,
delicate equilibrium.

www.games-workshop.co.uk/warhammer

Most Balanced
Magic Award

The concept of a “Most
Balanced” army is
perhaps a contradiction
in terms, but if | had to
choose I'd probably
assign it to the High
Elves, because each one
of their Mages can
choose any of the Magic
Lores from the Rulebook,
plus their own (very
good) High Magic list.
Unbeatable!
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The Lores
of Magic

For some races, choosing the right
magical Lore for the job is integral to a
successful battle plan. Several
Warhammer players around the Design
Studio offer their thoughts on their
favourite Lore.

Mat Ward -
The Lore of Death.

The Lore of Death is split
‘twixt two roles: “zap” and
“dismay”. On the zap side,
you've got two magic
missiles, one caster-based
area of effect spell and
another pseudo-magic
missile that has no
targeting restrictions. For
dismay, you can make one
of your units cause fear or
apply a whopping great -3
Leadership to an enemy
unit. The best thing about
the Lore of Death is that
it's easy to cast — its top
end spell is only a 10+!

Empire Amethyst Wizard.

Phil Kelly —
The Lore of Shadow

The Lore of Shadow has two movement spells, and
canny movement is the key to winning games of
Warhammer. A particular favourite of mine is Steed of
Shadows, allowing a high-strength character to fly into
combat with an enemy war machine, chariot or
exposed hero, or
getting your wizard
into position to
unleash the Crown
of Taidron. The real
peach is Unseen
Lurker — clever use
of this spell allows
a unit to slam into
the opponent’s
battle line and
maybe even carry

Pete Foley -

The Lore of Metal.

The Lore of Metal is my first
choice when it comes to
selecting spells for my
Empire Battle Wizards. The
Rule of Burning Iron is one =
of the most potent level 1
spells, ideal for picking out
enemy characters, while
Transmutation of Lead
significantly hampers your
opponent’s close combat
abilities, making the
versatility of this Lore its big
selling point. Against armies
that have a lot of heavily
armoured troops, you will
find that wizards of this
Order are worth their
weight in... well, Gold!

Empire Gold Wizard.

the game.

Empire Grey Wizard.
Gavin Thorpe — 4
The Lore of Fire 7
The Lore of Fire is the most f‘
straightforward -

lore to use — it's

all about causing
damage! Fireball is
great against skirmishers
and lone characters, as
wizards don't care about
modifiers to the hit roll! The
more devastating Fiery Blast
can annihilate a unit of
skirmishers in one go, or
strip a rank from a more
numerous unit. Finally,
against low-Ld troops, like
Goblins or Skaven, the
Panic tests from Burning
Head can do more damage
than the missile itself.

Empire Bright Wizard.
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Jervis Johnson -

The Lore of Heavens

A Heavens wizard has two
functions. With re-rolls on
offer from Portent of Far and
Second Sign of Amul, the
first role is to support other
units, giving them better
chances of hitting or using
Celestial Shield to protect
them against enemy missile
fire. The second role is
more offensive — Comet of
Casandora is awesome
against armies that like to
stand and shoot. There's
nothing like an approaching
comet to make handgunners
and crossbowmen miss a
turn of firing while they
move out of the way!

Empire Celestial Wizard.

Mark Latham -

The Lore of Beasts

This lore contains my all-
time favourite spell: The
Bear’s Anger, which
requires only a 4+ to cast,
yet can transform even the
lowliest Level 1 wizard into
a combat monster.
However, the great joy of
this Lore is not in its
combat-boosting capability,
but in its variety. It contains
two potent Magic Missiles,
a spell that allows one of
your units to automatically
rally, one that makes vour
cavalry go faster, and one
that makes the enemy’s
cavalry freeze in fear — truly
the Lore for all seasons!

Wood EIf Spellweaver.

Adam Troke -
The Lore of Life

From the destructive power if
of Master of Stone to the
disruption capabilities of
Mistress of the Marsh it is -
extremely rare to roll up
spells from this Lore which
you can’t use during a
game. Life magic is perfect
to complement your army’s
strengths. Keeping your
infantry alive as they charge
across the battlefield by
calling the Howler Wind, or
rescuing a wounded hero
with the Gift of Life are just
two of the many ways that
the elements can help you
to victory. Brelonnian Damsel
of the Lady.

Christian Byrne -
The Lore of Light

Light magic encompasses
spells from the obligatory
magic missile, to sorceries
that support the army as a
whole. For instance,
Healing Energy can restore
a lost wound to a friendly
model, including the wizard
himself. Dazzling Brightness
reduces the weapon skill of
enemy models to 1, giving
basic troops such as Empire
Militia a fighting chance
against elite opponents.
Finally, Guardian Light
makes all units within 12"
immune to psychology —
invaluable when charged by
fear-causing troops.

www.games-workshop.co.uk/warhammer
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/40,000,
As you can’t have
failed to notice by the
tentacles, beaks. eyes
and'other appendages
adorning these pages;
there’s a new:Chaos
Spawn kit out. In this
month’s Modelling

Workshop we take a
closerlook.

A Chaos Champion has three fates: Daemonhood, death in
battle or, most dreaded of all, to become a mindless Spawn.
The new Spawn kit allows you to create the latter option.




Chaos Spawn Components (continued)
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MONSTERS OF MADNESS

The new Spawn kit can be assembled in an almost endless number of ways,
creating some unique, monstrous creatures. Here are just a few examples of
what you can achieve.

AP This beast has many razor-sharp spines
erupting from its back. It spies oul its
victims with a single, bulbous eye.

-11  Tentacles

i

3 Horn cluster

o ! =1
o
it
=
L
=
&
=
=
(= o
=]
=
n
o

I

2 Triple arms

4 Claw arm

I

]

b Bladed arm

4 A The spine-encrusted beast shown
here is armed with a deadly, crab-like
claw and withering tentacles that drag
prey into its gaping maw.

8 Bladed head

2

i

0  Arachnid legs

L

2 Fly head

L

4  Spined head

Ld

6  Triple head

8 Freakish head

|w

0 Human head

-8

43-44 Venom droplets

J

6  Eyeball with eyelid

o

8  Large mandible

_ AP You cannot sneak up on this

51 Horn tentacled monstrosity, as it ha:.: eves in its
bhack! The bestial head gores ils victims,

_ while the massive arms club the

unfortunale foe lo death.
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» & This Chaos Spawn makes use of all
the large spines from the kit, creating a
deadly, barbed appearance.

A This red, insectoid Spawn is covered
in many limbs, claws and mandibles.
On its back are two superfluous,
atrophied wings.

B This pallid, sickly creature is covered
in venom sacs, serving to imbue its
numerous claws and tentacles with
virulent poison.
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GHAOS SPAWN TACTICS

There’s nothing better than a reliably gribbly monster that won’t stop chomping
your opponent’s troops until it’s dead as a doornail. Phil Kelly and Gav Thorpe look
at how to use these hideous brutes in your games.

TOP 5

Chaos Spawn Targets

Lone
Wizards

Low Toughness, lightly
armoured, expensive;
and they taste great!

2 Big units of
cheap infantry

Night Gaoblins, Empire
State Troops, Skaven
Clanrats, Gnoblars.

3 Lightly armoured
troop units

Slayers, Orc Boyz,
W'tl:h Elves.

Fear-causing
Undead

Hosts, Dire Wolves.

War Machiﬂes
‘JDand

ﬁ'al'n:' e

el
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Zombies, Skeletons, Spirit
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Phil Kelly: Unbreakable troops are
invaluable in Warhammer. It doesn’t
matter one jot to a Chaos Spawn whether
it is fighting two adversaries or two
hundred - that weirdly pulsating hunk of
Chaos nastiness will keep on fighting just
the same,

Go get 'em

Unbreakability is the key to using Spawn
effectively. Though they move randomly,
try to deploy them so they are opposite an
enemy unit that you wish to tie up in close
combat — they’ll get there in the end.
Though Spawn pack one hell of a statline
they are, in essence, fantastic “nuisance
troops”. By this | mean they are a great
way to tie up, smack down, redirect, and
generally annoy your opponent’s prize unit
whilst the rest of your force picks and
chooses its fights. Lots of Chaos players
like to use their Spawn to secure a flank,
throwing their hideous pets forward with
abandon safe in the knowledge that the
Spawn will never fail a panic test, run from
a Terror-causing enemy or back down from

Empire State
Troops Empire

Knights

Spawn

(A)

Chaos Chosen
Warriors

a fight. In the meantime they can send in
their Chaos Warriors and Knights, safe in
the knowledge that Mr. Gribbly is
protecting them from being flanked by the
enemy’s more numerous units.

Fetch!

Another way to use Spawn is to give them
a mission, such as “eat that fella in the big
hat”, and send them on their way. Wizards
are a greal target for Spawn, though with a
bit of luck a Spawn can chomp down
pretty much any type of character. Their
mighty D6+1 54 (S5 for Bloodhbeasts)
Attacks are more than enough to deal with
weakling wizards, up to and including
Wizard Lords, and magic-users make great
targets because they are rubbish at fighting
back. Spawn cannot be Challenged, so the
Spawn get to attack pretty much whoever
they like. The best thing is that even if the
Spawn doesn’t manage to eat his magical
main course he won't be running
anywhere, so will get another go next turn.
And the turn after that...

More where that came from
Having a betentacled nightmare slopping
and shambling its way towards your
characters and war machines is enough to
give any player the willies. As a result,
Spawn tend to attract a fair bit of fire, and
may even be shot down in their prime
before they even reach the foe. Believe it
or not, this is a good thing! Whilst the
enemy is obsessing about killing that
Spawn he cannot afford to ignore, your
elite troops are advancing in relative safety.

4 The Chaos player has used his Spawn to stop his
expensive Chosen Warriors being charged by the
enemy. Spawn (A) has shambled forward making it into
combat with the State Troops unit. Spawn (B) has not
rolled high enough to make it into combat with the
Empire Knights, but they have to kill the Spawn on the
turn it charges, or else be counter-charged by the
Chosen Warriors next turn. Whilst the enemy is locked
in place, the Chaos plaver can oulflank the Empire
force with his Chaos Hounds.




Gav Thorpe: Their unique attributes lend
Chaos Spawn well to certain roles that
nicely complement your Chaos Space
Marines. Their low points costs in
comparison to most other units in your
army gives you an expendable model that
can be used in a number of different ways.

Deployment

Terrain is not really an issue for Chaos
Spawn (see Movement, below), so you
should deploy them in or behind cover to
protect them from enemy fire. It is
important to do this because Spawn are not
so tough that they can walk through a hail
of bolter rounds or lasgun fire. Of course, if
you want your Spawn to attract the
enemy’s attention, you should place them
somewhere a bit more obvious and
threatening! Remember that Spawn aren't
scoring units in missions such as Take and
Hold and Cleanse; they have to get into
close combat to score victory points.

Movement Phase

Spawn always count as moving through
difficult terrain. This means there is no
downside to actually moving though
difficult terrain, so make use of cover as
much as possible. Each unit of Spawn
moves towards the nearest visible enemy —
you can use an interposing unit (Rhinos
work well for this) to ensure that your
Spawn move towards the enemy you want.

Shooting Phase

In the Shooting phase don't forget that
Chaos Spawn move D6 inches towards the
enemy. Like their normal movement, this is
unaffected by terrain and is made towards
the closest visible enemy. As far as
shooting is concerned, Chaos Spawn are
best used as targets for the enemy. Firstly,
they can be the closest larget to the enemy,
forcing them to pass a Leadership test
before they can fire at other units in your
army. Secondly, the threat of Chaos Spawn
attacking can persuade your opponent to
direct fire at them. Faced with multiple
targets, all of which are potentially
dangerous, the slightly more vulnerable
Spawn often gets the enemy’s vote!

Assault Phase

As beasts, Chaos Spawn double their
assault distance, and so can potentially
charge 12" into the enemy. This can be
used to catch fast-moving units, light
vehicles or squads lurking close to the
table edge. Each Spawn has a random
number of attacks — this makes units of
three Spawn the most dangerous, as you
reduce your chances of a bad roll. 3D6
Strength 5 Attacks are nothing to be sniffed
at, even by power-armoured troops.

r-'-g'..'
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TOP 5

Chaos Spawn Targets

-I Heavy Support
batteries

Eldar Support Weapons,
Imperial Guard anti-tank
squads, Ork Big Guns,

Lone Independent
Characters

Fast but lightly

armoured/ low
Toughness units
Tyranid Gargoyles, Vespid
Stingwings, Imperial
Guard Rough Riders,

4L|ght vehicle
squadrons
Ork Warbuggies, Imperial

Guard Sentinels, Tau
Piranhas.

66 We are talking about a
ster that is S5, T5, Fearless
mnst 1mp0rtantly, capable of

Alessio, the Spawn-pusher

4 The Rhino prevents the
Spawn from moving lowards
the Striking Scorpions, forcing
it to scuttle towards the
D-cannon battery instead.
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Aly has been sculpting
Citadel miniatures for
moaore years than he (or we)
can remember. Other
notable Aly models
include the recent White
Dwarf miniature.

€€ On Chaos Spawn,
a leering face can

appear anywhere. 99
Aly, the Spawn-lord

& A Al

How to make a monster

These three models are Aly's
own warped creations,

This model is made up

using various claws and
insectoid parts. All the limbs
are curved the same way, to
give the model a sense of
direclion. It also lacks a head!
9 Spawn bits have been

added to a plastic Chaos
Terminator to make a bespoke
MNurgle Champion.

The creature’s head has

been placed in the
shoulder socket to give it a
rather unsettling profile.
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DESIGNER'S NOTES

Aly Morrison is one of the Citadel Design team’s veterans,
and was given the task of creating the new Spawn kit.

Chaos Spawn models are notoriously
difficult to create, but Aly had a plan...

“Our Chaos Spawn models in the past
have either been set in one position, so
yvou have to make the same model every
time, or they have been a collection of bits
lacking any kind of cohesion,” says Aly.
“What | wanted to achieve with this kit
was loads of variety, while making sure
that each model still had a sense of unity
rather than just being a mass of random
components.”

Of course, the new kit is so diverse that
if you want to go completely nuts then
there is nothing stopping you. One of the
great advantages of the
kit is that there are so
many components that
vou will always have
some left over. These
can be put to great use
in other parts of your
Chaos army.

Aly's design brief
was that the model had
to look active and
dynamic as though it was charging
forward. This is why both lower bodies on
the frame are bipedal. I did start thinking
about doing a three-legged component, but
the legs and the torsos had to be
interchangeable. Also, the three-legged
mock-up looked a bit slow, and | wanted
to keep the models dynamically posed.”

Once Aly had a rough design for the
bodies he mocked up loads of Chaos
Spawn type appendages and put them in a
tub by his desk with some adhesive putty.

Aly then conducted his own little market
research experiment. “When people came
by | got them to make up a Spawn with the
bits. | took note of any recurring design
themes,” says Aly. This led him in the
direction of using lots of spikes and blades.
“| was heavily influenced by creations that
people built by my desk — the trend
seemed to be using lots of the same thing.
So, lots of spikes on one model and lots of
claws on another.”

After working on and then spending
many hours making different Chaos Spawn,
some of which can be seen on this very
page, what tips does Aly have? “Well, the
most important thing is to find a theme,
Don’t let your model turn into a morass of
components. So make a ‘claw monster’, an
insectoid creature, or a many-tentacled
blob — give it a subject.”
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PAINT SUPPLIES

ESSENTIAL PAINTING PRODUCTS FOR YOUR HOBBY
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BATTLE FOR SKULL PASS PAINT SET

A great first hobby starter paint set. This set
contains one paintbrush, 6 paints and 10
plastic Night Goblins.

MINES OF MORIA PAINT SET
Designed for new players of The Lord of the

Rings strategy battle game. Contains 12 plastic
Moria Goblins, 6 paints and a paintbrush.

140dkr, 170sck, 200nkr, €20

BATTLE FOR MACRAGGE PAINT SET

For all Warhammer 40,000 players. Inside you
will find a selection of paints; 3 plastic Space
Marine models and a starter paintorush.

CITADEL MEGA PAINT SET

The Mega Paint Set boasts all 65 paints
and inks from the current Citadel Colour
range, plus a selection of brushes, glue,
flock and handy paint pot labels. All this
has been bundled into a smart metal
carry case to make the ultimate paint set
for serious hobbyists.

1500dkr, 1750sek, 1750nkr, €200

GMGS WORKSHOP
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HOBBY STARTER SET

This set is great both for those who are new to
the hobby and those looking to expand their
collection of paints and modelling essentials.

FOUNDATION PAINT SET

The Foundation Paints have been designed to
provide great coverage. This set contains all
18 Foundation Paints.

300dkr, 350sck, 350nkr, €40

ALSO AVAILABLE AS
SINGLE PAINT POTS

CITADE!
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AOHA HURON BLACKHEART

d L

/40,000

he new Huron
lackheart model has
ng been awaited by
haos‘Space Marine
layers everywhere.
Ve asked "Eavy
fetal’s Fil Dunn to
10w us how he
ainted the tyrant.

GHADS SPAGE MARINES

WARHAMMER

uron Blackheart is the master of the

Red Corsairs, the Tyrant of Badab,

and one of the most fearsome
scourges of the known galaxy. This mighty
warrior leads his piratical followers in
lightning raids from the anomalous area of
space known as the Maelstrom.

The Red Corsairs” attacks are swift and
well-orchestrated, though usually confined
to stragglers or weak largets. When Huron
himself leads a raid, the Red Corsairs are
much more brazen. They have been
known to attack well-protected convoys,
relving on speed and overwhelming force
to take their prizes before the attendant
escorts can respond. By these means, the
strength of the Red Corsairs grows, and the
name of Huron Blackheart is whispered
fearfully across a score of sectors.

; AL
"

This is the first time that Huron
Blackheart has been represented by a
dedicated miniature, and it is sure to
become a centrepiece in many Chaos
Space Marine armies. Fil Dunn of the
Studio’s ‘Eavy Metal team takes up the
challenge of painting this villain...

Preparing the Model

After cleaning up all the parts of the
miniature with a hobby knife and a set of
files, Fil prepared the three sub-assemblies
for painting: the body, backpack and the
Hamadrya. You might find it useful to
attach the pieces to temporary bases while
painting them to stop your fingers from
coming into contact with the fresh paint
job. Fil then undercoated all of the
components with Chaos Black spray paint.

HAMADRYA



Black and Silver

Fil decided to begin with the black and metallic areas, using the principle of painting models “inside out”. By painting all
the recessed areas first, Fil could ensure that neatness was maintained throughout the painting process, and that the

messy parts of the model were done before any other areas were started.

Step 1

Arm Armour
5:1 mix of Chaos Black
and Codex Grey.

Leg Armour
5:1 mix of Chaos
Black and Codex Crey:

‘ Metal
Boltgun Metal.

Arm Armour
Shade with 1:1 mix of Chaos
Black and Brown Ink.

Boltgun Metal.

Metal

e

Black Armour

Basecoat. Fil doesn't start
highlighting the black
undercoal, but instead applies
a very dark grey basecoal.

Mashed with 2:1
mix of Brown Ink

Metal
Washed with 2:1
mix of Brown Ink
and Black Ink.

Leg Armour

Shaded with 1:1 mix
of Chaos Black and
Brown Ink.

Arm Armour
Highlighted with Codex
Grey and then Fortress Grey.

Shade. A very thin, 1:1 wash of
Black and Brown Inks adds
shading and warmth to an
otherwise cold area.

and Black Ink.

Highlight. Codex Grey is used
as an edging highlight, which
also enhances the chipped and
damaged armour plates.

Chainmail and then

Metal
Highlighted with
Chainmail and then
Mithril Silver.

Leg Armour
Highlighted with
Codex Grey and then
Fortress Cirey.

Metal
Highlighted with

Mithril Silver.

Final Highlight. The dramatic
Fortress Grey highlight will
seem less extreme when the

rest of the model is finished.

www.games-workshop.co.uk/chaosspacemarines
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The Tyrant’s Claw

Basecoat. The Chaos star is a
distinctive feature of the
maodel, so neatness is essential
to preserve its form. If you go
wrong, black out the area with
thinned-down Chaos Black.

Shade. The Black Ink wash
may darken the colour too
much. If so, “reset” the base
colour by painting thinned-
down Mechrite Red over the
raised areas.

Highlight. Once a strong Blood
Red mid-tone is achieved (see
right), paint the first highlights
on the edges of the detail. This
needs to be quite extreme, so
use a fine brush!

Final Highlights. The finest
highlights are actually built up
in layers, adding increasing
amounts of EIf Flesh to Blazing
Orange, then finishing off with
pure Elf Flesh.

Painting Red

The distinctive red power armour helped earn Huron’s Astral Claws Chaos Space Marines
their Red Corsairs moniker. Painting a rich red can often prove tricky; this is Fil’s

favoured method.

Step 1

‘ Red Armour
Basecoat of

Mechrite Red.

Step 2

Red Armour
Shaded with watered-
down Black Ink.

®

Step 3

‘ Red Armour

Paint up to Blood Red
with thinned layvers of
Blood Red.

94 WHITE DWARF ‘EAVY METAL MASTERCLASS5: HURON BLACKHEAKI

p The red basecoat is
painted on very
carefully, avoiding
the metal details in
the recesses.

» The very thin wash
is applied all over the
red areas, darkening
the overall colour.

e Fil finds it best to
build up a strong
colour by applying
several thin coats of
Blood Red rather than
ane thick coat.

Red Armour Highlight ‘
Lines of Blazing Orange
are added around edges

of the armour.



Step 4

Red Armour Highlight

Increasing amountis of Elf
Flesh were added to

Blazing Crange for the

final highlights.

Painting Gold

» Eif Flesh is a greal
colour to use for
highlighting red, as it
provides a natural
tone without being
too pink.

The classic contrast to red armour on a Chaos Space Marine is gold, and Huron’s armour
is no exception. Fil likes to make clever use of colour theory and non-metallic colours
when painting gold; little extra touches that really lift the finish of a model.

Step 1

Gold
Basecoat of 2:3 mix of

Scorched Brown and
Shinfng Gold.

O Gold
Shining Gold.

» Mixing Scorched
Brown into the gold
basecoal takes some
of the bright yellow
tone oul of the
metallic areas.

» When blocking in
the mid-tones, leave
the basecoat showing
in the recesses to act
as shading.

Continued over the page »

Gold Decoration

Basecoat. Fil painted the gold
decoration with a flat coat of
Shining Gold mixed with
Scorched Brown.

Shade. Shining Cold was
applied over most of the
decorative areas.

Highlight. A controlled shading
wash of Brown Ink was applied
to the recesses. Fil also washed
selective parts with Purple Ink.

Final Highlights. Fil mixed a
small amount of Mithril Silver
into Shining Gold for the first
highlights, dinks and scratches.

Final Details. Fil used pure
Mithril Silver to highlight the
sharpest edges. Finally, he
applied a glaze of Dark Angels
Creen lo mule the fone.

www.games-workshop.co.uk/chaosspacemarines
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Framing

When painting Huron, Fil
concentrated on one area
at a time, finishing each
completely before moving
onto the next. Using the
“insicde out” method, Fil
should technically have
started with the face, but
he chose not to.

When painting faces
onto a black-undercoated
model, the surrounding
contrast is very dark,
making it harder to judge
how light the face should
be. A black frame gives
the illusion that the flesh
tones are lighter than
they actually are.

Fil therefore waited
until he had painted the
brighter reds and golds -
framing the face — before
beginning this important
part of the model. The
result is a lighter finish
than he would otherwise
have achieved.

Huron’s Face

Basecoat. Fil started with a
smooth, even basecoat of
Scorched Brown.

Shade 1. The skull was given a
thin wash mixed from Brown
Ink and Chestnut Ink.

» Paint the ink wash
into the deepest
recesses rather than

&

Gold Shade
Shade with
Brown Ink.

» With a fine brush

. Gold Highlight

Add increasing amaounts

U of Mithril Silver to
Shining Gold.

Mid-tone. Fil then used a 4:1
mix af Tallarn Flesh and
Scorched Brown as a mid-tone.

Shade 2. The deepest recesses
were washed with a 3:2 mix of
Regal Blue and Purple Ink.

washing the entire
gold area.

and a steady hand.
apply a silverfgold
mix to the sharpest
edges of the gold Irim.

Highlight 1. Pure Tallarn Flesh
was used as the first highlight.
The exposed skull was painted
with a 1:4 mix of Graveyard
Earth and Skull White,

Wash with thinned
Dark Angels Green.

Gold Glare

@

Highlight 2. Fil added Fortress
Grey to Tallarn Flesh and blended
up the highlights. The skull was
highlighted with Skull White.

4 Details. The bionic eye was
painted Goblin Green. The other
eve was dotted in using a 2:1 mix
of Skull White and Bronzed Flesh.
Finally, the teeth were picked out
with Skull White.

Fil's Tip: The highlights weren't
applied as smoothly as usual,
representing Huron'’s withered and
scarred visage.

WHITE DWARF ‘EAVY METAL MASTERCLASS: HURON BLACKHEARIT




Painting the Hamadrya

Basecoat. Fil painted the skin of Shade. A wash mixed from Highlight 1. The first highlights Highlight 2. Fil added Foriress
the Hamadrya with a flat coat of equal parts Magenta and Purple were made by adding Bleached Cirey to the previous highlight
Tausepl Ochre, Inks was applied to the recesses. Bone to Tausept Ochre. mix and layered it on.

Highlight 3. The final highlights Spots Basecoat. The spot Details. Fil painted the teeth
were created by adding a little pattern was painted along the with Bleached Bone, and the
Skull White to the mix. spine in Liche Furple. eyes with Warlock Purple.

Potion Vials

Final Details

The Huron model is tremendously detailed, covered in vials, gems and bionics. Fil picked : '-"‘Hf._
out these details last of all, before assembling the model and basing it to match the P . N -;)f |
Design Studio’s Chaos Space Marine army. ‘

AT
o T

Basecoat. The lower portion
of each vial was painted
Chrkchide Flesh, terminating in a
straight line.

Highlight 1. Goblin Green was
added to Orkhide Flesh to
make a blended highlight. The
“liquid” is lightest at the top.

2
w e
A The faces of the A Fil mixed a little A The sj'r.l'p.f_{;l' pipes A The rocks were Hl'gfrﬁghi 2. Fil applied “blink
dials were painted Skull White to Mithril were painted lyanden basecoated Codex Grey. points” {reflective highlights)
Skull White, with a Silver for the edge of Darksun, before The sharp edges of the with Skull White, before giving
small section of the blade, and the Chaos Black bandings facets were highlighted the vials a coat of ‘Ardcoat.
Blood Red. dinks and scratches. were applied. with Fortress Grey:.
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13 September

Na%gal Exhibition Centre (NEC), Birmingham

Tickets cost £25. Tickets are available NOW!
Order yours by calling 0115 91 40000.

Persons between 12 and 15 years of age must be accompanied by a
parent, guardian or other responsible adult.

Check out www.gamesday.co.uk
for more information about the show.

This exclusive Miniature
is available at Games Day 2007!

& Copyright Games Workshop Limited 2007. Games Workshop, Warhammer, GW, 40k, Warhammer 40,000 Device, Games Day, Golden Deman. White Dreraed, Black Libeary, Warhammer Historical, Black Indusiries; Sabertooth
Games and all associated marks. logos, places, names, crealures, races and race insignia‘deviceslogos/symbols, vehicles, localions, weapons, units, chasacters, products, illusirations and Images Trom the Warhammer warld and
the Warhammer 40,000 universe are either @, ™ andor © Games Workshop Lid 2000-2007, variably registered in the UK and other countries around the world. All Rights Reserved.
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Events Calendar
Find out what's happening when and where in the Games Workshop hobby community
with this comprehensive list of unmissable dates; tournaments, campaigns and more.
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Games Workshop Retail Stores
Get everything you need to build your forces, and then take them into battle! GW
Retail Stores are the place to learn and practice the intricacies of the hobby.

Store Focus
Find out exactly what's going on in your area. This month we visit Games Workshop
Stockholm in Sweden.

Store Listings
All the Games Workshop stockists in your country listed, so wherever you are, you can
always find a Games Workshop and Citadel Miniatures retailer.

Ordering Direct 108-112 »

Games Workshop Direct
The full range of Games Workshop products are available from GW Direct, our
premier online and telephone ordering service.

Chaos Space Marine Miniatures
This month’s releases for the Chaos Space Marines are just the tip of the iceberg. Check
out the other great models in the range.

Advance Orders

Order the newest miniatures now — so new they're not even out yet! Order next
month’s models today, and have them dispatched as soon as they are available.
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EVENT CALENDAR

Listed on these pages are the biggest and best wargaming events in Northern Europe.

Upcoming Events

Are you a club, group or
Independent Stockist that's
running an event? If you want
to advertise it for free in this
fine publication simply send
us an e-mail at:

neevents@games-workshop.co.uk

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

e 10th August............ WD335
* 10th September .....\WD336
e 10th October.........\WD337

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

Events diary abbreviation

guide

WEB s nmias Warhammer
40K...... Warhammer 40,000
BB s imasss Blood Bowl
Epic ........Epic Armageddon

LOTRThe Lord of The Rings
GW ........Games Workshop
GT ........Grand Tournament

WARHAMMER
40.000

GRAND TOURNAMENT

Saturday 18th &
Sunday 19th August 2007
Clarion Hotel, Liffey Valley,
Dublin, Eire

ittp://ne.games-workshop.com,/events

22nd> Fanatic Turku

Date: Saturday 22nd September and
Sunday 23rd September 2007
T-talo, Vanha Hameentie 29,
20540 Turku

Details: Fantasiapelit Turku host their annual
Fanatic in September 2007. At the event you
can take part in Warhammer, Warhammer
40,000 and The Lord of The Rings
tournaments. For those new to the hobby
there will be introductory games, painting
and modelling classes.

So make sure you take the time to come
down lo this Fanatic and have a great day!
Contact: 0161 834 6871

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

Venue:

Date: Saturday 8th September, 2007
Venue: Leopoldsburg, Belgium

Details: Crusade is an annual event which
will celebrate its sixth anniversary in 2007.
This ‘Open Day’ is organised by the White
Knights gaming club from Leopoldsburg in
Belgium. With the help of other clubs, the
White Knights will not only organise demo-
games of WFB, 40K and LOTR, you can also
try games like Blood Bowl and other
specialist games. Crusade is basically a fun
filled hobby day! For more information go to
the website below.

Website: www.de-witle-ridder.be

'20th) Grand Tournament

Date: Saturday 20th October and
Sunday 21st October 2007
sporthal University of Tilburg,
Academielaan 5, Tilburg,

The Netherlands

Details: The Dutch Grand Tournament
consists of five rounds split over the two days,
To enter you will need a 1700 point
Warhammer 40,000 force. Tickets go on sale
from 20th August through Mail Order, Dutch
Retail Stores and some Elites & Partner
Independent Stockists. Tickets cost €60 and
include lunch on both days and dinner on
Saturday. A PDF download of the rules pack
which includes all the details to take part
including any army restrictions can be found
at the website below.

Contact: +31 (0)40 246 8316

Email: neevents@games-workshop.co.uk
Website: www.games-workshop.co.uk/events

Venue:

'5th) Giant Fanatic X

Date: Friday 5th August to
Sunday 7th August 2007
Venue: Remisen, Copenhagen, Denmark
Details: One the biggest events in Denamrrk
celebrates 10 years. Giant Fanatic is a fun-
filled day with loads of activities including
introductory gaming, ‘Mad Giant’ painting
competition and the prestigious WFB and
40K tournaments. Tickets now on sale. More
information can be found at the website.
Website: www.fanatic.dk
www.games-workshop.co.uk/events

6th) Fanatic Leiden Il

Date: Friday 6th October, 2007

Venue: Lange Mare 39/47, 2312GP Leiden
Details: Vliegershop in Leiden host their
annual Fanatic. At the event you can take
part in WFB, 40K and LoTR tournaments.

For those new to the hobby there will be
introductory games, painting and modelling
classes, so bring along your friends.

Contact: Robert — +31 (0)71 5132783
Website: www.gw-orcshop.nl

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




11th Fanatic Games-n-stufi

Date: Sunday 11th November, 2007
Venue: Broerenkerk, Achter de Broeren 1,
8011 VA Zwolle, The Netherlands
Details: Games-n-stuff in Zwolle run their
annual Fanatic. Offering activities for people
new to the hobby, like introductory gaming
and painting, the Fanatic will also host a
traditional tournament for WFB, 40K and
LoTR. For more information please use the
contact details below.
Contact: +31 (0) 38 421 6385
Website: www.gamesnstuif.com

y&£1(1 ) Games Day 2007

Date: Sunday 23rd September, 2007

Time: 10am to 4pm

Venue: Birmingham National Exhibition
Centre (MEC), England

Details: Games Day is Games Workshop's
premier event in the world. It is our largest
promotion and a day designed to highlight
the size, splendour and excitement that is
our hobby. Each year, excited hobbyists
from across the world attend this one-day
event in their thousands, eager to come
together in celebration of the hobby and
participate in some of the many games and
activities that have all become synonymous
with Games Day.

Sneak previews of forthcoming releases,
guest studio and Black Library personalities
and mega-battles are just some of the many
activities on offer at this year’s Games Day.
Tickels: £25 (£32 with exclusive Games
Day miniature).

Contact: Direct — +44 (0) 115 91 40000
Website: www.games-workshop.co.uk/gamesday

‘RUNTLIN

WARHAMMER
40,000
GRAND TOURNAMENT

Saturday 20th &
Sunday 2 1st
October 2007

Sporthal
University of Tilburg,
Academielaan 5,
Tilburg,

The Netherlands

Www.games-workshop.co.uk/events

":"'HNFITI =

2nd 23r
tember {F”

www.games—workshon.co.ukleuents

Event information carrect at lime of going o press. Games Workshop is not responsible for events not run by Games Workshop.

http://ne.games-workshop.com/events 10
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RETAIL FINDER

All the Games Workshop stores in Northern Europe, at your fingertips!

(YXEONTEIRCTTE]? Retail Stores

OPENING TIMES:

To find out the opening times of our
Games Workshop stores you can:
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GAMES
WORKSHOP
AGADEMY

Would you like to learn
how to command your
army and manoeuvre it
expertly around the
battlefield in order to
smite your foe and march
to victory?

The Academy is designed
to get you started in the
Games Workshop hobby.

The store staff will use
their expert knowledge to
help vou learn the rules
from moving to shooting
and hand to hand
combat, for your

chosen game.

The staff will also teach
you to paint your first
miniatures using various
techniques from
undercoating to basing.

You can do all this in the
friendly environment of
the store with like minded
people that start at the
same time. So why wait?

Ask the store staff for
more information.

-

« Go to our website at:
ne.games-workshop.com/shopping

« Call our Mail Order department on
+44 (0) 115

« Call our shops directly using the
phone numbers on the right or in the
store listings on page 105,

918 4040.

FULL RANGE OF PRODUCTS

All our stores stock a full range of
Warhammer, Warhammer 40,000 and
The Lord of The Rings games and
models as well as all the hobby
materials you need to collect, build and
paint your armies.

IN-STORE ORDER POINT

All of our stores have a Direct in-store
order point which you can use to get
vour hands on all of our Specialist
Games products, plus many exclusive
miniatures, components and classic
maodels with which to customise your
Warhammer, Warhammer 40,000 and
[he Lord of The Rings forces.

GW STORE PHONE NUMBERS

* GW Amsterdam ...020 622 3863
* GW Den Haag .........070 392 7536
o GW Haarlem . ..... ... 023 551 7677

* GW Rotterdam: - - .o oot 010 280 0268
» GW Kpbenhavn ........33122217

*» GW Gbteborg . ......... 311 33 958

o GW Stockholm . . ....... 08 213 840

S GWOSslo ot e 22533 29°90

o GW . Helsinki ;o vinavs 975 154 525
eGWERDUDIN 018 725 791

* GW Blanchardstown ... .. 018 223 868

o OW Beltast . o0 0289 0233684

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!

* 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 vour rules queries.

102 WHITE DWARF FRONTLINE RETAIL FINDER
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All Games Wﬂrkshnp stores have their own web page, go to ne.games-workshop.com/shopping/gw
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Venice of the North.

Sometimes called the Venice of the North,
Stockholm is one of the most beautiful cities
in the world, built over 14 small islands

where the fresh water of Lake Malaren meets

the Baltic Sea. Two thirds of the city is made
up of water, woodland and parks.

Once you have relaxed and are looking for
some fun and excitement it's time to head to

Games Workshop Stockholm! Situated in the

middle of Stockholm’s main shopping
district, the store is very easy to find. They
have lots of space to play and paint as well
as some fantastically skilled staff that are
always on hand to help.

The store takes great pride in the hobby
and have some fantastic gaming tables and
displays that need to be seen to be believed,
including the massive window display “The
Fall of Karak Azul” a famous Warhammer
battle between the Dwarfs and Orcs.

stockholm Activities

“There is always something to do in our store.
We always have gaming and painting tables set
up to help introduce new people to the hobby,

so if vou need some help or have a friend that is

interested in learning then we can help you.

We run three hobby nights, from 16:00 to 20:00,

vou can challenge new gamers, battle old
enemies and even develop your gaming and
painting skills. Tuesday is The Lord of the Rings
night, Wednesday is Warhammer 40,000 and

Datafile: GW Stockhoim

Address: Regeringsgatan 30, 111 53

Telephone: 0821 3840

E-mail: gwstockholm@games-workshop.co.uk

Opening Hours:  Monday: 10:00 - 18:00
Tuesday: 11:00 - 20:00
Wednesday:  11:00 = 20:00
Thursday: 11:00 - 20:00
Friday: 10:00 - 18:00
Saturday: 10:00 - 17:00
Sunday: 12:00 = 16:00

Baz Morrison
John MNicolson

Thursday is set aside for Warhammer. Contact
the store to find out what is happening this
week.

“Sunday is our Academy day. We run a
special beginners course to teach you the basics
of gaming and painting. This is a great way to
meet some members of the local gaming
community, you even get a FREE carry case
when you complete the course.

“We also run lots of regular hobby events
such as painting competitions and in-store
campaigns, and you can find us at many of
Stockholm’s hobby conventions.”™

MEET THE

BAZ MORRISON &
JOHN NICOLSON

You might think you
are in the wrong
country when you
visit the store as it's
run by two Scotsmen!
Baz and Jnhn
combined have
worked for Games
Woarkshop for more
than 20 years. Both
have been in
Stockholm for over
three years, but their
Swedish is still
rubbish.

John is currently
working on a Night
Goblin Warhammer
army; he has recently
finished a Spider
Horde for The Lord of
the Rings. Baz has so
many projects on the
go he never seems to
get anything finished,
but he's particularly
proud of his massive
Imperial Guard Tank
Company.

Both guys feel that
“The only things that
limits you in the
hobby, is your own
imagination”.

vy

www.games-workshop.co.uk/storefinder
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g WANT £

STORE!”

EARN YOURSELF A BATTALION OR BATTLEFORCE

If you know of a store in your local area
G/é/“Gg W@RK P thzt you would like ;{3 ::arr*;.f our products,

why don’t you let us know about it?

HIIIT.I ".L WARHAMMER |

u" lh“- Icnr- u_--n
| L

n W
"}I"I

Send us an e-mail or write to the address
below with up to five suggested stores. If
one of your suggested stores starts
carrying out products, and you're the first
person to suggest that store, we will
reward you with a free Battalion or
Battleforce of your choice.

E-mail us at:
iwantastore@games-workshop.co.uk

Or write to us at:
| want a Store!
Games Workshop
Willow Road

Lenton
Nottingham
NG7 2WS

England

Empire Battalion Space Marine Battleforce

Find more information please go to the website below
www.games-workshop.co.uk/iwantastore

Terms and Condlitions

1. The °I want a Store” promotion is a limited offer provided by Games Workshop Limited 3. Games Workshop stafl may give away products to persons it deems to have
gratultously and on such terms as it deems appropriate. Games Workshop Limited appropriately satisfied the requirements of this promotion in its absolute discretion.
reserves the right 1o amend the terms of this promation at any time and in its ab solute 4. An Individual mav only take advantage of this promotion once. Therefore, any
discretion, and no part of this prometion by itself shall form any binding contract or individual may only receive one product in connection with this promaotion.
relationship berween Games Workshop Limited and any third party. 5. This promotion will commence on July 16th 2007 and will terminate on May 3 1st 2008.

2. Only Persons aged 12 years or over are eligible and you must be resident in the 6. No emplovees of the Games ".".'{'l'rk::i'n.:lp group of companies or members of thelr family
following countries may take advantage of this promotion: Belgium, Denmark, Eire, may take advantage of this promotion

Finland, Morway, The Metherlands and Sweden.
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Locating stores & independent stockists »»

Games Workshop products are sold by a large number of stores across Europe
and the rest of the world. What follows is a listing of the stores that sell Games
Workshop products in Belgium, Denmark, Eire, Finland, Iceland, the
Metherlands, Northern Ireland, Norway and Sweden. For opening times and
stock listing please contact the shop directly. You can find a full list of our retail
stores and Independent Stockists on our website:

ne.games-workshop.com/shopping.
If you're unsure where your nearest stockist is located, then call Mail Order on:

+44 (0) 115 918 4040

Games Workshop
GW Store i
5 Stocks the complete
NE Elite Store Jrsses wﬂm,,,"f:, AL
and offers introductory
gaming and

painting lessons

_ Stocks most of the Games
MBLTOEIOID Wyorkshop range

New Slore opening

TOWN, The Shop Name
44 Emperor’s Way
Tel: 929991 89

AIN YIANIHIFOLS

atore directory

LISTED
ALPHABETICALLY

BRUGGE, Fair Play

Spoonwegsiraal 162, 8200, Brugge,

Tel: 050 38 51 83

AARSCHOT, Conect'r
Gasthuisstraat 47, 3200, Aarschot,
Tel: 016 56 848 30
ANTWERPEN, Celtic Cross
Jilversmidstraat 9; 2000,
Antwerpen, Tel: 03 288 81 65
DENDERMOMNDE,

Tip Top Moens

Sint-Gillstraat 75, 9200
Dendermonde, Tel: 05221 17 98
GENT, Lood & Spelen

Burgsiraal 43, 2000, Genl,

Tel: 092 2447 34

HASSELT, Oberonn

Kempiscie Steenweq 27, 3500
Hazeele, Tel: 011 351 3548

LEQOPOLDSBURG,

NV Moestermans
Maarschalk-Fochstraat 20, 3970
Leopoldsbung, Tel: 011:39 3846

LEUVEN, The Dicepool
Parijssiraat 44, 3000 Leuven,
Tel: 01629 49094
MECHELEN, De Spelfanaat
Veemarkt 32, 2800 Mechelen
Tel: 015 34 5907
OOSTENDE, King Arthur
Alfons Pieterslaan 96, B400
Oostende, Tel: 059 31 57 56

ROESELARE, Black Border
Stationsdreat 68, 8800 Roeselam:,
Tel: D57 20 B2 50

AALST, Hermelijn

Molenstraat 36, 9300 Aalst,

Tel: 053 41 48 /6

AMTWERPEN, Red Dragon Games
5¢ Katelipnevest 55, JO00, Anbwerpen
Tel; 32 31 71 61

ASTENE, Miniatuurauto's Eeckhoul
Kapllestraar 7, G800 Astene

Tel: 0m2 24 17 W
RLAMKENBERCGE, De Epﬁ:!hnﬂi
Lampesiraat 41, 8370 Blankenborge,
Tel: 50 41 49 23

BRUGGE, Modelbauwcenter
West-Vlaanderen

| AngEdraat 103, 2000 Brugge,

Tel: O50 34 20 "'i

BRUSSEL, Intertoys Anderlecht

& Dupluislaan 315, 1000, Brussel,
Tel: 025 23 B4 73

BRLISSEL, Intertoys Laken

B-10 Avenue Busheyden, 1020
Brussel, Tel: 022 68 71 41
DEURMNE, The Gameslore
Bisschoppenhoilaan 7-9, 2 100
Deurne, Tel: 033 25 535 35

GEMT, Intertoys Genl

Violdorstraat 17, 9000 Gent,

Tel: 092 24 42 U6

GENT, Red Dragon Games

Cient, (verpoartsiraat | b,

Q00K CGent

HALLE, Mishra's Playground
"iil*:l_rq,:-l",r'hlfrrl.l.".l:"ﬁ 10, 1500 Halle,
Tel: 021 61 58 53

HALLE, Top 1 Toys

Bazilipkstraat 66, 1500 Halle,

lel: 023 5604 03

HASSELT, D-5ix
Kurinperstesmaeg 43-45, 3500
Hasselt, Tel: 017 32 53 55
IXELLES, Intertoys Ixelles

104 Chaussee d'lxelles, 1050 Ixelles,

Tel: 025 14 17 04
KORTRIJK, Baba Yaga

Sinml Amandepbein 27, 8500 Kortrik,
Ted: 056 37 46 OF

KORTRIJK, De Concorde
Brugsestraat 40, B500 Kortrijk,
Ted: D56 37 05 65

KORTRIJK, Albion

Doormiksestraat 52, 8500 Kortrijk,
Tel; 056 32 43 0F

MEERPELT, ‘t Spellenhuis
Fabsiekstraat 10, 3910 Necrpelt,
Tiel: D10 7ab 440 74

OOSTENDE, Timms

Vi]aanderenstraat 48, 8400 Choslende

fel: 059 80 49 63

OVERIJSE, Intertoys Overijse
Brusselsesiesnweg 4024, 3090
Orverijos, Tel: 026 87 42 53

5T MNIKLAAS, HQ

Hendrik Hevmanpledn 24, 9100
H-Niklaas, Tel: 0486 20 51 31

TOURMNAL Interloys Tournai
19 Rue Rovale, 7500 Tournal,
Tel: D69 21 42 22

GW K@BENHAVN
Fredlarlkshmggarle KL, ul’:ﬂ. :
Teli 332227
AALBORG, Illragnrﬂ Lair

john F. Kennedys, Plads 1, Q000
Aalborg, Tel: 98 12 1618

AARHUS C, Dragons Lair

Sct, Knuds Tare 3, 8000 Aarhus C,

Tel: 86 19 (0 63

HILLER&D, Hobby & Fritid
Heostrupvej 4, 3400 Hillerad,
Tol: 48 25 26 16
KGBRENHAVN K, Faraos Cigarer
Skindergade 27, 1157
Kebenhavn K, Tel; 33 3222 11
KEBEMHAVN NV,

Arena Kebenhavn
Rentemesterve) 80, 2400
Kobenhavn MV, Tel: 3833 57 (40
NASTVED, Arena Nasived
Ramsherred 17, 4700 Nastved,
Tel: 55 54 67 00

ODENSE C, Dragons Lair
Grabradrepassagen 2, 3000,
Odense C, Tel: 65 91 97 01
REDOVRE, MR Games
Rodovre Stationscenter, 2610
Rodovre, Tel: 36 72 02 55
ROSKILDE, Fanatic Roskilde
Grimnegade, 000 Roskilde,

Tel: 46 36 35 48

LYNGBY, Faros Cigarer
lermbanepladien 63, 2880 Lj.'l'lgh‘g,'
Teli 32 10 23723

HELSINGGR, Hobby og Fritid
Helsingor, Rosenkildeve] 2, 3000
Helsingar, Tel: 49.21 45 42
HERNING, Ferges Kelder
emallegade 12, 7400 Heming,
Tef: 35 1018 97

VORDINGBORG,
Legekzden Vordi rg
Alpade 63, 4760 inghorg,

Tel: 55 34:04°31

AABENRA, Legekaden Aabenrad
Storegade 17, 6200 Aabenrd,

Tel: 74 62 24 05

AALBORG,

Aalborg Hobby Service
Narregade 18, 9000 Aalborg,

Tel: 98 12 13 15

AALBORG, Bog & idé Aalborg
MNytory 5, 9000 Aalborg,

Tel: 98 11 &6 11

AALBORG SV, B.0. Boger Aalborg

Alborg St Center 108, 9200 Aalborg
SV, Tel: 98 79 15 45

AARHLIS C, Goblin Gate
Kysivejen 27, B0O0, Aarhus C,
Ted: B6 19 43 11

AARS, Ting og sager

Sondergade b, $600 Aars,

Tel: 98 62 45 52

ASNAES, Bog & Ide Asmas
Arpaes Contret 2, 4550 Awnas,

lel: 59 G5 00 14

ESBJERG, Bunkeren
Jernbanegade 2, 6700 Eshjeng,

fel: 75 18 11 99

ESBJERG, Adventure Carmer
Skilepade 60, 6700 Esbjerg,

Tel: 35 11 1] 56

ESEJERG, B.O». Bower Eshjerg
Kongenspade 33, 6700 Eshjerg,
Tel=75 12 11 77

ESPERCARDE,

B.0. Beger Espergarde
Espergaorde Condrel, Vester Tore 2,
J0G0 Esporpasrde, Toed: 49 13 19 46
FREDERICIA, Bog & Ide Fredericia
l.:f_'ll_i'u_arl_-,."l..jdl_' 37, 7000 Fredericia,
Tel: 76 24 59 69
FREDERIKSBERC,

Legekeden Frederiksherg
Godthdbsve) 36, 2000 Frederikshong,
Tel: 38 19 70 25
FREDERIKSSUINI,

Legekaden Frederikssund

fembanegade 31, 3000
Froderikstund, Tel: 47 18 39 59

GILLELEJE, Lillys Legetaj
Vesterbrogade 9, 3250 Gilleleje,
Tel: 48 30 30 90

GORLEY, Sparctime

.ll'l.l_i:l_.\,ll'gl' i 7, Gaordew

Tel: 58 85 &0 B3

GRENA, Bog & idé Grend
Toeviet 8, B500 Grond,

Tel: 86 32 19 33

GREVE, B.O. Boger Hundige
Hundige Storcenter, 26070 Greve,
fel: 43 90 o 05

HELSIMNGE, B.O. Boger Helsinge
storgade 17 - 19, 3200 Helinge
Tel: 48 79 40 01

HERNING, Buddy Legetaj
Herning Centrel, Merkurvej 17, T4
Herning, Tel- 9F 23 05 52
HILLER@D, Legekaden Hillerad
:h!-tll'n.'!'_.-]I[-I' 27, 3400 fil”!':"l'l!l,

Tel: 48 24 61 61

HJ@RRIMNG, Hjorring Hobby
Danmarksgade 5, 9800 Hjarring
Tel: 30 68 40 33

HOLBAK, Storkiclt Bog & idé
Ahlgade 31, 4300 Holbark,

Tel: 59 43 00 74

HOLTE, Li:gl!lﬂislll.ltimﬂl!ﬂ

Halie medipunkt 23, 1. 2840 Mol
Tel: 45 46 17 82

HORSENS, Legekaden Horsens
Hospitalsgade 15, 8700 Horsens,
Tel: 75 61 60 11

HERSHOLM, GAD Horsholm
Howvedgaden 55 €, 2970 Horsholm,
Tel: 45 B 04 08

HUMLEBAEK, Rodes

Torpenvej 4, 3050 Humlehaek,

Tel= 49 1% 12 20
KEALUMDBORL,

Koch's Boger & Papir
Kardilgade 9, 4400 Kalundbaorn,
fel: 59 51 00 54

KIELLERUP, Ide & qu:l.u{-
Sondergade 12, 8620 Kjellerup,
Ted: Bh B8 13 26

KORENHAVN K, Fanlask

ski. Pederstrede 35, 1453
Kobenhawn K, Tel: 3393 85 38
KOLDING, B.O. Boger Kolding
EBalding Storcenter 52, G000 Kolding
Teld: 75 50 38 34

KOLDING, Good Games
Lisbypade 13, 6000 Kolding,

Teel: 75 50 0% &

KAGE, Sema

Viestergade 19, 4600 Koge,

Tiel: 56 (3 0OF D4

LYNGBY, B.O. Boger Lynghy
I!"“t:h'!-' Storconior 5<5, JHOD L'.-n;.',L'I'-.'.
Tel: 45 BF 014 45

NYKEBING F, Hundehuset
[embanegade 33, 4800 Mykobing F
Fiel: 54 86 08 46

NYKBBING M, Morse Boghandel
Algade 1, 7900 Mykobing M,

Tel; 97 72 OF OO

ODDER, Legekaden Odder
Rosens Gade 12, 83100 Odder,
Tel: 86 54 42 7h

CIDEMNSE 563,

B.O. Boger Rosengardscentrel
Rosengdrdecentret 53 Gul Glgade
5220 Oylenss S,

led: G 15 99 28

RANDERS, Bog & Ide Randers
Brodrogade G, 8900 Fanders,

lel: B 43 08 10

RANDERS, Byrge Sorensen Hobby
Hidhustorvet 4, 8900 Ramders,

Teel: B b2 58 14

RANDERS, Randers Hobby Import
Adelpade 13, 8900 Randers,

Tel: G643 39 23

RINGK@BING, Buddy Legetoj
Alpade 4, F950 Ringkohing

Teel- 97 32 08 0/

RINGSTED, Bog & Ide Ringsted
Sankt Hans Gade 93, 4100 Ringsted,
Tizl; 37 B1 (0 T

RINGSTED, Buddy Legetnj
Norregade 15, 4100 Ringsted,
Tol: 57 K7 14 BD

RODOVRE, B.0. Buger Rodovre
Bactowre Centrum 116, 2610
Rodowre, Tel: 3641 04 85
RENNE, Dorthe's Hobbystue
Lilletore 14, 3700 Ronne,

Tl 56 95 9 29

ROSKILDE, Gnskeleg

Alﬂ"_.ll.fl-' 2R, 400 Roskilde,
Tiel; 4F 12 §8 Bt

ROSKILDE, B.O. Ro's tory
Ra's Tory 35, Roskilde,

Tel: 45 46 34 12

SKAGEN, Legekaden Skagen
Lol Laurentiivej 40, 9990 Skagen,
Tel: 98 44 54 65
SKAMDERBORG,

Schmidt Bog & idé

Addelgade B2, 8660 Skanderbrg,
lel: Bl 52 0 27

SKIVE, Jydsk Boghandel
Mosrepade 19, 7E00 Skive,

Tel: 9 51 25 99

SLAGELSE, Uldtotten

Myvgade 2, 4200 Slagelse,

Tel: 56 533 50 15

ST HEDDINGE, Hobhystalden
Lejrstofieve) 19, Lejriofle, 4660 S
| |1:u;f:,:|||1|.':|', Tzl 56 50 86 10
SVERMDBORG,

Farve & Hobby Hjornet
klosterplads 7, 5700 Svendborg,
lel: G2 21 31 31

SVEMDEBEORG,

B.0O. Boger Svendborg
Cerritsgade 26, 5700 Svendbong,
Tel: 62 17 2290

TASTRLUP, Genbrugsboger
Kooeve] 95, 2630 Tasup,

lel: 43 F1 61 15

THISTED, Buddy Legetsj
Viestergade 4, 7700 Thisted,

Tel: 97 G2 19 33

VEILE, B.O. Boger Vejle
A-centret 10, Sondergade 24-26,
F 1) ".’l-jil'. Tel: 75 B2 05 44
VIBORG, Battle Bunker
Langdammen 1, $800 Yibom,
Tel: GG 60 17 40

EIRE
GW BLANCHARDSTOWN
Unit 249a, Blanchardstown

Shopping Centre, Di!hl:n
Tel: 031 822:3868° =

GW DUBLIN
Linit 3, Loaver Liffey Streel:
Tel: 031:B72'5791. ==
BALINA, Warld of Wonder Balina

Dillan Terrace, Co Mayo, Balina,
Ted:; 096 Fila 7l

BLACKPOMOL,

Waorld of Wonder Blackpoal

23 Marthpont Bus Park, Co Cork,
Blackpool, Tel: 0214 210 445
BLACKROCEK,

Art and Hobby Blackrock

. 23&24 BLACKROCK 54, Co
Dublin, Blackeock, Tel: 01 283 2394
CLONMEL, Toymaster Hogans

311 Parnell 5t Co I':|||;:l1=r.||r'9.'. Clesiarriel,
Tel: 052 23973

CORK, Other Realms

Paul Srest Shopping Centre, Cork
City, Cork, Tel: 021 4279508

CORK, World of Wonder

Co Coek, Cork, Tel: 021 4210445
DOUGLAS,

Art and Hobby Douglas

u.18 Douglas Court Shopping Centre,
Con Cowrke, I‘.I||-.u_|_|.-1'f._ Tel= 021 436 3580
DROGHEDA,

Art and Hobby Drogheda

Unit 15, Scotch Hall, 5/C,

T |.|r.:|!'|. Tl,"'I: D %87 320
DLIBLIN,

Art and Hobby Jervis Centre

Linit 100, Jervis SAC, Co Dublin,

Tel: 018 745 312

DUBLIN, TM Banba Dublin

a8 sary 5t Dublin, Tel: 01 872 7100

DUN LAOGHAIRE,

Toymaster Banba Dun Laoghaire
312 Dun Lacghaire Shopping Cenlne,
Co Dublin, Diwn L.1ngh:||rr.':.

[el= 012 804 011

Ty il e

GW Store

MNE Partner Store

New Store

www.games-workshop.co.uk/storefinder
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DUN LAOGHAIRE,

Art and Hobby Dun Laoghaire
Top Floor Dun Loghaine 5/C,

Cio Dublin, Dun Laoghaire,

Tol: 012805047

DUNDALK, Pick n Save

LI, 7 Long Walk 5'Centre, Co Louth,
Dundalk, Tel: 042 932 7356
DUNDRUM,

Art and Hobby Dundrum

LL6 Level 3 Dundrum 5°C, Co
Dublin. Dundrum, Tel: 012962954
DUNGARVAN,

Toymaster Murphys

9 Main 3, Co Waterford, Dungaran,

fel; 058 41376
EMENIS, World of Wonder Ennis

Woodaquay Car Park, Co Clare. Ennis,

fel: (5 BB BRYT

EMMISGORTHY,

Toymaster Play and Learn

Wisafer 5t, Co Wexiord, Ennisgorthy,
Tel: 053 23188

GALWAY, Gamers Realm

8A The Com Store Middle 5t
Galway, Tel: 091 563 006
KILKEMNY, Toymaster Croflys

77 High 81, Kilkenny,

lel: 056 51038

KILKENNY, Art and Hobhy

U.9 Coffe House Lane Market Cross
SAC, Kilkenny, Tel: 056 71904

LIMERICK, Art and Hobby
L3 The Crescent SC, Limerick,
Tel: 061 309757

LAOIS, Grahams Toymaster

8 Lyster House, County Laods.
Telz: O57 862 1081

LIMERICK, Art and Hobhy

.3 The Crescent 5'C, Limerick,
Tel: D& 300757

MACROOM, Toymaster Marys

2 Main Streed, Co Kerry, Macroom,
Tel: 026 42491

NAAS, Art and Hobby WNaas

Linit 9, Moate S/C, Co Kildare

Tel: D45 874322

MNAVAM, Game Bandits

Unit 1, Trimgate Lane, Co Meath
Teel: 046 D0750M9

NEWBRIDGE,

World of Wonder Newhridge
MNewbridge B/P Athgarvan Road, Co
Kildare, Mewhiidge, Tel: 045 447 265
SANTRY, Arl and Hobby Santry
Omini Park 5C, Co Dublin

Teel: 01 862 4500

SLIGO, The Last Rule

12 Chirns Road, Sligo

Teel: O 870 305521

ST STEPHEMS GREEM,

Art and Hobhy Stephens Green
Top Floor Stephens Green 5/C, Co
Dublin, St Stephont Greon,

Teel; O14FE1 263

STILLORGANM,
Toymaster Nimble Fingers

1 Dublin Boad, Co Dublin,
Stillorgan, Tel: 01 2880788

TULLAMORE, Tovmaster Robhins
C¥Connor Square,Co Offaly,
Tullamare, Tel: 0506 21541
WATERFORD, The Hobby Shop
854 The Quay, Wateriond,

Tel: 051 852 227

WATERFORD, Tall Tales Bookshop
30 Michael 5treet, Waterford,

Tel: D51 B73 967

WEXFORD,

Toymaster Play and Learn
Wexiord Retail Park, Wesiond,

Tel: 053 23788

WEXFORD, WOW MNew Ross

9 Sawuth Street, Co Wexford,

Tel: 051 421473

WICKLOW, Toymaster Hopkins
Main Street, Wicklow,

Tel: D40 467225

WILTON, Art and Hobby Wilton
LI, 3 Wilton Shopping Centre, Co
Cork, Wilton, Tel: 21 434 7207

GW HELSINKI
Simonkatu 9, 00100,

Tel:09.75 15 4525 =
HELSINKI, Fantas:apeltl Hl‘."[‘.itl"lh
Vilbonkatu 48, 001K Helsinki,
Tel: 09 &5 0803

LAHTI, Puolenkuun Pelit
Rautatienkatu 16, 15110 Lahti,
Tel: 03 751 5151

PORYOO,

Puolenkuun Pelit Porvoo
Mannerheiminkatu 10, 06100
Porvoo, Tel: 019 5348377
TURKU, Fantasiapelit Turku
Yiiopitokatu 334, 20100 Turku,
Tel: 02 232 8413

ESPOO, Pelimesta

Ulappakatu 1, 02320 Espoo,
Tel: 09 613 3283

JOENSUU, Fantasiapelit Joensuu
Kauppakatu 32, B-ﬂll:[ljuensuu.
Tel: 013 284 3144
JYVASKYLA,

Fantastapelit Jyviskyld
Kauppakatu 2, 407100 hywaskyls,
Tel: 014 21 6629

KUOPIO, Fantasiapelit Kuopio
Tulliportinkatu 46-48, 70110
Kuopio, Tel: 017 3611145
LAPPEENRANTA,

Fantasiapelit Lappecnranta
Raatihuoneenkatu 15,

53100 Lappeenranta

Tel: 05 541 1375

OULU, Fantasiapelit Oulu
Rautatienkatu 10, 90100 Qulu,
Tel: 08 37 4906

TAMPERE, Fanlasiapelit Tampere
Kuninkaankatu 5, 33100 Tampere,
Tel: 03:222 5200

FORSSA, Fun Stuff & Cards
Himeentie 7 Torikeskus, 30101
Forssa, Tel: 03 435 G585

HAMEENLINNA, Lelushoppi
Palokunnankate 17, 13100
Hiumeenlinna, Tel: 03 682 3950

HEINOLA, Talousmuovi ja lelu
Kauppakatu 19, 18100 Heinola,
Tel: 03 715 3905

HYVINKAA, Royal Toys
Muoottikats 5, 05830 Hywinkil,
Tel: 019 43 9376

HSALMI, Taikatalo

Savonkatu 12, 74100 lisalmi,
Tel- 017 B2 A3158

IMATRA, Kirja-Lahja Alex Ky

Mansikankuja 2, 55120 Imalra,
Tel: 05 431 9555

JAKOBSTAD, Tovs 4 Fun
kanalesplanaden 20, |akobstad,
Tel: 016 723 2880

JAMSA, Jaakko Saari
Valitie 1, 42100 Jdmsa,
Tel: 014 7497215

JARVENPAA,
Askartelutarvikeliike Taitaville
Helsingintic 13, 04400 Jarvenpid,
Tel: D30 413 4760

EERANA, Antikvariaatti Kersa
Tosikata 1, 04201 Kerava,

Tel: 0% 294 4210

KOTEKA, Eagle Card

Keskuskatu 25, 48100 Kotka,
Tiel: 05 21 4238

KOUVOLA, Muoviepox
Valtakatu 3, 45100 Kouvola,

lel: 05 311 7955
KULUSAMNKOSKI, Kirja Savinen

Kauppa-aukio 1, 45700 Kuusankoski,

fel: 05 374 8271
LAPPEENRANTA,
Anfibvariaatti Suma

Pubakankaty, 33100 Lapgssniranta
Tel: 05 541 1760

LAPPEEMRAMTA,

Antikvariaatti Suma

Kauppakatu 63, 53100 Lappecnrania
Ted: O35 541 1760

MAARIEHAMM, Dillen
'I'::rg.gﬂ‘..in 7. 22100 Maarssharmin,
Tel: 018 15578

MANTSALA, Papado

Lahdentie 50, 04600 Mantsald,
Ted: 019 GHB 1911

MIKKELI, Muppela
Maakerrankaru 14, 507100 Mikkeli
Tel: 015 36 1611

PORI, Porin Pitkis
HemtuanTodl 2.Krs, 28100 Pori,
Tel: 02 K33 2880

PORI, Parin Askartelu
Yrpankatu 7, 28100 Posi,
Tel: 02 632 6671

RAAHE,

Raahen Astartelu ia Paperi
Lahdekoreentic 32, 37130 Raahe,
Tel: A 223 KA25

RALIMA,

Wanhan Rauman POP-peli
Mortamonkaty 14, 26100 Eauma,
Tel: 02 833 48420

ROVANIEMI, Lilgacenter |issi
Rovakatu 28, 96200 BEovaniemi,
Teel; D16 356 0545

SALO, Salon Harraste
Vilhonkata 21, 24240 Salo,
Tel: 026 356 0545

SAVOMLINMA,

Savonlinnan Anfilvariaatii
Olavinkatu 51, 57100 Savonlinna,
Tel: 015 53 4412

SEINAJOKI, Pitkikickko

Abvar Aallonkaty, 15eindjoki,

Tel- b6 417 TEED

SEINAJOKI, Fantasialinna
Vapaudentie 51, 60100 Seinajoki,
Tel: 040 561 G338

TAMPERE, Info Koskikeskus
Koskikeskus, lokero 28, 33100
Tampere, Tel: 03 225 1850

VAASA, Nirunaru
Rauhankatu 17, 63100 Vaasa,
Tel: 6 312 7027

VAASA, Mirunaru
Ravhankatu 17, 63100 Vaaza,
Tel: 06 312 7027
VAIKEAKOSKI, Koskiviide
Valtakatu 9-11, Knskikara 2krs,
37600, Tel: 03 584 7917
VEHMAA, Vanha Kaarti
Kirkonlkyldntie 254, 23210 YVehmaa,
Tel: 050 527 <500

REYKJAVIK, Nexus
Hveriisgata 1P03 125,
Tel: 552 Q011

THE NETHERLANDS

GW AMETEII‘.BAM
Rokin 36, 1012 KT,
Tel: D20 627 3863 _-,_ Sacast
GW DEH PMAG e i
al 128, zsﬂﬂ,.':; =
Tel: 070 392 7836 s sectLEn]
GWHAARI.EM"' Sy
Giierstraat 29, 2011 ﬁh, »1'
Tel: 023 551 7677 : :
W RE}]TERDAM

451'
ilﬁ: AP, Tel: 010 z&uﬁ?éa
ARNHEM, Spelkwartier hrnhr:m
Steenstraat 4, 6828 CJ, Arnhem,
Tel: 026 370 2028
DEN BOSCH, De Dobbelsteen
Hinthamerstraat 90, 5211 M5,
Den Bosch, Tel: D73 614 5530
LEELIWARDEN, Spellekijn
Vioorstreek 84, 8911 TH,
Leeuwarden, Tel: 058 213 1112
LEIDEN, Viiegershop
Turmarkt 2, 2312 CD, Leiden,
Tel: 071 513 2783
MAASTRICHT, Vlieg-er-uit
Brusselsestraat 70, 6211 PG,
Maastricht, Tel: 043 325 1653
TILBURG, De Dobbelsteen
Langestraat 176, 5038 SH, Tilburg.
Tel: 013 544 3700
LZWOLLE, Games-n-Stuff
Diezerpoortenplas 38, 8011 VX,
Dwolle, Tel: 038 421 /385
ALKMAAR, Bookers & Strippers
Bolerstraat 19, 1811 HP. Alkmaar,
Tel- 0F2 512 1213
ALMERE HAVEN, Fanlasia
Kerkgracht 41, 1354 AE, Almere
Haven, Tel: 036 531 K017
AMERSFOORT, Spellenwinckel
Scherbiersiraat 4-6, 3811 EA,
Amersioon, Tel: 033 470 0322
ASSEN, Plok
Stationstraat 1, 92071 KV, Assen,
Tel: 059 231 3292
BERGEN OP ZOOM,

Big Boys Toys

Lievevrouwestraal 23, 4611 ),
Bemgen op Zoom,

Tel: 0164 25 0848

DEN HAAG, Spellenhuis
Foutmanstraat 94, 2518 GT, Den
FHaag, Tel: 070 364 4782
ENSCHEDE, Pijplines
Pijpensiraat 34, 7511.GM,
Enschede, Tel: 053 430 5727

GRONINGEN, Krikke's
Hobbyshop

Mietwe Weg 28, 9711 TF,
Groningen, Tel: 050 312 9314
MIDDELBURG, De Burcht
Londensekaai 19, 4331 )G,
Middelburg, Tel: 011 8650048
NIJMEGEN, Moenen & Mariken
Van Welderenstraal 70, 6511 MF,
Nijmegen, Tel: 024 323 5119

UTRECHT, Whoops

Springweg 1, 3311, Utrecht,

Tel: 030230 4123

VENLO, Modelbouw Luthart
Oude Markt 7A, 5911 ML, Venlo,
Tel: 077 3542688

WORM Mini-Wonders
Ant"lemlma_l 1, 1521°AT,
Wormerveer, Tel: 075 640 1617
ZOETERMEER, RC-Pilslop
Dompsstraal 179, 2712 A,
foctemmeer, Tel: 079 316 0560
ALMELO, Somberg Modelbouw
Ciratestraat 136, 7607 COW, Almela,
Tel: 054 &61 2981

ALPHEN AAN DEN RIJN,

Top 1 Toys Arie vd Panne
Hooflstras! 66-66, 2406 GL, Alphen
aan den RBijn, Tel: 0172 47 2254
AMSTELYEEM,

De Groot Toy Special Store
Rembrandihor 42, 1181 7L,
Amslielveen, Tel: 020 347 3344
AMSTELVEEM, Het Ganzenbord
Parlevinker 59, 1186 Z8,
Amslelvesn, Tel: 020 641 2552
APELDOORN, Vreemde faar
Asselsestraat 27, 7311 EC Apeldoorn,
Tel: 057 551 1566

APELDOORN,

Top 1 Toys — De Kinderdroom
Cranjeric 158, 73I1TWG, Apeldoon,
Tel: 055 5761098

APELDOORM, Villa Wammus
Kapelsraat 4, 7311BE, Apeldoom,
Tel: 035 5766 T4

BERGEYK, Wouters Technohobby
Pankenstraat 31, 5571 CF, Bergevk,
Tel: 049 755 0248

BLARICLIM, RC-Fun

Te Molerweg 28, 1261 DD,
Blaricum, Tel: 035 5230049
BREDA, Modelbouw Bliek
Boschstraat 23, 4811 GA, Breda,
Tiol: OF% 521 B596G

BEREDA, De Dobbelsteen
Boschsbraat 110, 4811 GK, Breda,
Tel: 076 5284700

BUSSUM, Bakx Modeltreinen

| ﬂﬁ.’der'.'.'{q.', 3, 1407 BA, Bussiim,
Tel: 035 691 410

DELFT, Top 1 Toys Speldorado
Hippohtushuurt 21-25, 2611 HM,
Delft, Tel: 015 213 4516

DEMN BOSCH, Gameforce Den
Basch

Vupghterstraat 60, 5211 GE,

Den Bosch, Tel: 073 7505683
DEM HAAG, EIN Fanlasy Shop
MNoordeinds 91, 2514 G0,

Den Haag Tel: 070 3561157
DEVENTER, Knibbel Comics
NMieuwsiraat 38, 7411 LW, Deventer,
fel; 057 61 GB7Y

DORDRECHT,

Hobby Modelbouw Dordrecht
Voorstraat 360, 3311 CX, Dordrecht,
Tel: 078 631 271

EDE, Tinnen Soldaat

soemballaan 12, 6712 AL, Eds,
Tel: 0318 65 3296

EINDHOVEN, Gameforce
Eindhoven

Viseprsiraat 18a, 5612 BT, Eindhowen,

Tel: 040 2447030

EMMEN, Spirithoes

Derksstraat 154, 7811 A, Emmen,
Tel: 0591 B453787

GELEEM, Tactica

Anjelierstraat 3, 6163 CJ, Geleen,
Tel: 046 47 48 A5

GOES, Fanlus Fantasy Store
ey 'l."u.'{-:tljl.'\- 16, 4461 WY, Lioes,
Tel: 011 325 8174

GORIMCHEM,

MNetten Modelbouw

Fowokolstraat 30, 4207 Jv,
Gorinchem, Tel: 018 363 w000
GOUDA, Intertoys v/d Wal
Niewws Markt 70, 2801 GF, Gouda
Tel: 018 251 3525

GOUDA, The Movie Store

Lange Greoeenendaal 114, 28010 LY,
Goudla, Tel: 018 252 2550
GRONIMGEMN, Wirwar

Oude Kigk in 't Jatstraat 40, 9712 EL,
Groningen, Tel; 050 314 8424
HARDERWIK,

Top 1 Toys Volgers Spel & Hobby
Hondepatsiraat 4, 3841 CG,
Harderwijk, Tel: 0341 412985%

HEERENVEEN,

Top 1 Toys Yolgers Spel & Hobby
Van Harenspad 6714, 8442 CD,
Heerenveen, Tel: 0513 624961

HEMNGELCY,

Top 1 Toys Mickey van Wezel
Burg. lansenplein 14-17, 7551 EC,
Hengelo, Tel: 074 291 2200
HOORM, Het Gele Teken
Grote Chost 35, 1621 DR, Hoom,
Tel: 022 921 BG23
LEEUNVWARDEM,

BEratlinga Speelgoed

5t Jacobsstraat 4, B911 HT,
Leeuwarden, Tel: 058 212 5682
LEIDEM, Tolkienwinkel
Litrechtse Jaagpad 2, 2313 KW,
Leiden, Tel: 071 541 2324

LELYSTAD, Treinenhoek
Boater 44-15, 8243 JE. Lelyuad,
Tel: 032 025 3160

MAASTRICHT, Hounjet
BurgemeesterConensr 18, 6226 GV,
Maastricht, Tel: 043 363 6778
NUENEN, Schellens Speelgoed

Parksiraat 24, 5671 GG, Nusnen,
Ted: 040 283 2084
OUD-BEIJERLAND, Mourits
Model-Hobby

Croonenburgh 32, 3261 RG,
Ciud-Beijerland, Tel: 0186 62 1931

PANMINGEN,

Top 1 Toys Marc Janssen
parkt 18, 4981 AN, Panningen,
Tel: OF 7 4634566
ROERMOND,

Bloemboetick Hermien

Massaustraal 66, G043 ED,
Eoermond, Tel: 047 531 GE24

ROOSENDAAL, Top 1 Toys Jadin
Qude Markt 38, 4701 PM,

Roosendaal, Tel: 0165 55 7964

ROTTERDAM, Freetime Warrior
Jonker Fransstraat 122-4, 3037 AX,
Rotterdam, Tel: 010 27092313
SCHIEDAM, BTS

Groenalaan 49, 3114 CR, Schiedam,
Tel: 010 473 BF55

SCHIJNDEL, Top 1 Toys Anniek
Hoofdstraat 133, 5481 AD,
Schijndel, Tel: 073 54777548
SITTARD, Atomik

Sationstraat 19, 6131 AX, Sitard,
Teel: Db 4515074

SLUIS, Top 1 Toys E. v/d Vijver
Chscle Keorkstraal 7, 4524 CT, Sluis,
Tel; 011 746 1393

SOEST, Top 1 Toys Soest

W Weedesiraal 16, 3761 CE, Sopest,
Tel: 0315 620 0444

SPIKEMISSE, Lord of Magic
Spuisiraat 7, 3201 AR, Spijkenize,
Tel: 0181 G1906]

SURHUISTERVEEN, Spiritvault

De Dellen 55, 9231 EA
Surhuwistervesn, Tel: 055 5761098
TIEL, Goblincave
Fonnefloemsiraat 12, 4001 DF, Tiel,
Tel: 0344 /54 AASD

LUDEN, Goblin

Brabantplein T6a, 5401 G5, Uden,
Tel: 041 327 Db62

UTRECHT, Subcultures

Ohede Gracht 194AVERF, 3511 MNE,
Utrecht, Tel: 030 2311122

UTRECHT, Elf Fantasy Shop

Clude gracht 207, 3511 NH, Utrecht,
Tel: 030 281 7157

UTRECHT, Mever Mever Land
(Wieder & Kugant)

Oude Gracht 202, 3511 ME, Urrech,
Ted: 0300 233 2243

VELSERBROEK, Mol Plastic
bl el b

Ladelmakerstraat 64, 1991 JE,
Velsorbrook, Tel: 023 53753592

VENRAY, Else Hobbyspeciaalzaak
Patcrstraat 8, 5601 AV, Yenray
Tel: (7B 5714899

WASSENAAR, Top 1 Toys
Kouwenhoven

Lamgstraat 79, 2242 KK, Wassenaar,
Tel: OF0 511 0211
WINTERSWIJK, Top 1 Toys
Winterswijk

Misterstraal 60, 7107 EX,
Winterswijk, Tel: 054 151 2827
IWOLLE, Boekenhalte
Assendorpersiraat 103, 8012 DH,
Swolle, Tel: (38 422 1077

EZWOLLE, l’np 1 Toys — D Wit
Dipzerstraat 9754, 8011 RD, Swolle,
Tl (38 4217176
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BALLYMEMA, Camerons
23 Broughshane 51, Ballvmena,
Teel: 028 25648821
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BAMBRIDGE,

Toymaster Banbridge

Banbridge, Tel: 028 40623235
BANGOR, Replay Games

97 High 51, Bangor,

Tel: 0268 91452210

COLERAINE, Toymaster Coleraine
7=11 Church 5t, Coleraine,

Tel: 0268 70344444

EMMISKILLEN, Modellers Corner
22 Darling 51, Enniskillen,
Teel; 028 A63 22367

LISELIEM,

World of Wonder Lisburn
Riverside CrYoung St Lisburn,
Tel: 028 92669996

PORTADOWN,
Toymaster Portadown

8 Mandeville 5t, Portadown,
Tel: 028 35350889

TEI‘IR 33‘29 AR
HHIFTI.!.NSAND Hlﬁb‘f Huset
Markensgate 41, 4[.12 i
Kristiansand,

Tel: 38 02 03 10

BERGEN, Outland Bergen
Fortunen 4, 5013, Bergen,

Tel: 22333308

TRONDHEIM, Gotham
Kongens gate 21, 7012,
Trondheim, Tel: 73 51 28 88
ALESUND, Kremmerhuset
Langelands v24 Spjelkavik,

N-6022, Alesund, Tel: 70 14 37 70
AREMDAL, Norli Arenasenter
Torvet 10, MN-4800, Arendal,

Tel: 37 02 54 54

BERGEM, Ringo Lekeklossen
istre Mesttumver 16, N-3221,

Tel: 55 92 26 50

BISRKLANGEN, FX Hobby

FX Hobby A%, Bjorkeveien 2, 1940,
Bjerklangen, Tel: 63 85 11 95
BODA, Underholdningsmagnelen
Sandgt. 3, MN-8006, Bodo,

Tel: 75 52 50 70

BARLIMS '\"ERH.. Nuki Leker
Vermshusveien 2, Cwvre Plan, MN-1353
Barums Verk,

Tel: 67 13 13 10

DOKKA, Yes vi leker Dokka
Bergioss senberct, M=-2870, Daokka,
Tel: &1 11 20 90

DRAMMEN, Kreativ

Topnle Caten 29, M0 X, Dramaoeen,
Tiel: 32 &1 49 00

FAGERMES, Lekesenteret

Giensidipge Garden N2900, Fagemmes,

Tel: 61 36 06 92

FALISKE, Ringo Smari
Sorpl. 72, N-B200, Fauske,
Tel: 75 4 60 22

FLISA, Ringo Bamsefar
Flisa Stormarked, M-2270, Flisa,
Tel: 52 95 BZ 90

FORDE, Ringo Leikehuset
Sorehagen 9, M-6800, Forde,
Tel: 57 &2 01 02

FREDRIKSTAD, Leketorvet

Brock Gt 7-11, Fredriketad,

Tel: &9 31 56 30

G|@VIK, Ringo Leke-Olsen
Rmrgl. 10, N-2815, Gjovik,

Tel: 61 10 82 10

HAMAR, Lekehuset Maxi

Aslak Botts pt. 48, M-2316, Hamar,
fel: 62 53 38 0%

HARSTAD, Small og Rt

Strand Gata . NY400, Harstad,

Tel: 77 06 57 74

HAUGESUND, Norli Haugesund
Haralds Gt 132 N5001, Haugesund,
Tel: 52 72 13 33

HITRA, Ringo Hitra

Jorten Kjopsenter M7240, Hilra,
Tel: 72 44 12 45

KONGSBERG,

Ringo Rolf Liane AS

Kirkegaten b, N-3016, Kongsberg,
Tel: 32 73 11 61
KOMNGSVINGER,

Itm%u o Gigata Leker

jernbanent. 6, MN-2211, Kongsvinger,
Tel: 62 81 76 11

KRAGER®, Brio Karis Hobhy
Torvet 4, MITTO, Kmagero,

Tol: 35 98 (4 B4

KRISTIANSAND,
Outland Kristiansand

Markensgl. 24, M-a601, Kristransanc,

Tel: 36 09 94 20

KROKSTADELVA, Helmax Leker
Buskerud Storsenter Sandstranda 24,
M-3054, Krokstadelva,

Tel: 32 &7 99 10

LANGESLIND,

Ringo Tarangers ENLPer

Torvet 4, N-3970, Langesund,

Tel: 35 97 36 62

LARVIK, Ringo Sokrates

Tiglling Veien 38, 3262, Larvik,
Tel: 33 18 54 37

MO | RANA,

Ringo Lekehjornet Mo

Mordahl Griegs GI, 8, N-£622,
Mo i Rana, Tel: 75 15 17 17
MOLDE, Yes vi leker Leke Jornet
Tearged 1 MBd 13, Maolde,

Tel: 71 21 23 63

MOS]BEN, Hobbysentret

.8, Hawigsgt. 18, N-B6531, Mosjoen,

lel: 75 17 01 70

MOSS, Brio Frisenfeldt
Dronningensgt. 10, M-1530, Maoss,
Tel: 69 25 12 90

MYSEN, Brio Saker og Ting
jernbane gaten 13, N-1830, Mysen,
Tel: 69 89 01 94

NARVIK, Ringo Barnas Verden
Kongensgt, 66-70, M-B314, Narvik,
Tel: 76 94 &5 05

MNESBRU, Ringo Holmensentret
Vogelund Veien 6, M-13%4, Mesheou,
Tel: 66 77 94 10

O5L0, Brio CC Vest
Lille Akerveien 16, N-0383, Dxlo,
Tedz 227317 77

0510,

Brio Notahene Lambertseter
Langtzalgen 5, M-1150, Oslo,
Tel: 22 18 03 51

O5L0, Outland Paleet

Karl johams Gate, 3743, Oslo,
Tel: 22 313 04 10

Sandnes, O Sacland

Langgaten 44, N-4031, Samdnes,
Tel: 51 66 15 09

Sandvika, Hobby Larsen
Sandvika Storsenter, MN-1300,
Sandvika, Tel: 67 54 01 07

5Kl Brio Tilt-Inn
Jernbanesvingen &, N-1401, 5ki,
Tel: 64 85 77 77

SKIEN, Sokratis Hobbhy Girden
Skistredel 7, MN-3707, Skien,
Tel: 35 52 87 64

SOLA, Ringo Sola Gaver og Leker
Colakigssen, MN-4050, Sala,

Tel: 51 65 17 63

SOMGIDAL,

Ringo Sogndal Glasmagasin
Sopningen Storsenter, M-6B51,
Songdal, Tel: 57 67 18 60
SORTLAND, Ringo Bamse Leker
Skibspdrden, N-8400, Sortland,

Tel: 76113374

SPIKKESTAD, Trollmannen Leker
Torsrued veben 40 N3040, Spikkestad,
Tel: 47 26 51 19

STAVANGER, Outland Stavanger
Kitke gt 2, MN-4006, Savanger,

Tel: 51 93 B0 80

STAVANGER, Vieslefrikk

Skapen 12, N-4006, Stavanger,

Tel: 51 8% 52 32

STOKMARKMES,
Stokmarknes Aktietrykkeri
Markedsgl, 12, M-B455,
Siokmarknes, Tel: Fh 11 77 50
SYKELYVEN, Ringo Blindheim
Kytkeveien, 6239, Sykklywen,
Teel; 7O 25 100 25

TEMSBERG, Gledeshuset

&, Langgate 47, N-3110, Tonsherg,
Tel: 92 25 17 0F

TROMSES,

Tromse Brukibokhandel
Kirkegt, &, M-9008, Tromsa,

Tel: 77 68 69 74

TRONDHEIM,

Outland Trondheim

Munkegaten 58, 7011, Trondheim,
Tel: 3 52 05 45

TRONDHEIM, Tronderirim
5t Olavs Gt 11, N-7012, Trondheim,
Tel: 73 52 08 40

TYMSET, Ringo Tynsel Bokhandel
Brugt. 24, M-2500, Tynset,
Tel: 62 46 00 38

VADSEH, Brio Vadup
W Andersensgl. 4, N-9811, Vadso,
Tel: 78 94 22 29

GW GﬁTEBﬁIIE
ﬁaiﬂ J:r?m

'rel 03T ARG e

MNorra RMmamgalan 2,803 11
Gavle, Tel: 26186299
KARLSTAD, Spel och Fantasi
Kungsgatan &, 65224 Karlsiad,
Tel: D54 ]5 10 70
NORRKOPING, Lekhuset
Jarngatan 21, 602 23 Norkdping,
Tel: D11 287070
UMEA, Fantasia
Storgatan 44, 903 26 Umel,
Tel: (90770360
KRISTIANSTAD,
| pa Val

tra Vallgatan 2, 291 31
Kristianstad, Tel: 044 10709
SKELLEFTEA, Lek & H
Mygatan 49, 931 31 Skel
Tel: (91012960
STOCKHOLM, Dragons Lair

npsholmstorg 8, 112 21
Stockholm, Tel: 08 654 60 50
STOCKHOLM,
Science Fiction Bokhandeln
Vasterling Gatan 48, 111 27
Stockholm, Tel: 0B215052
SUNDSVALL,
Orionspel och bicker
Kopmangalan 23, 852 32
sundsvall, Tel: 060155947
UPPSALA, Prisfyndet
Kungsgatan 39, 753 21 Uppsala,
Ted: 018106607
VASTERAS, Zetterlunds
Storagatan 33, 722 12 Visterds,
Tel: 021 10 44 91
VAXJO, Helges Hila
Sandgandsgaten 13, 352 30 Vaxjo,
Tel: 047 02 18 60

ENGELHE}[M, Bria
Framtidspatan 1,262 84 Angelhalm,
Tel: D431 BOS27

ARVIEA, Perry Data
HI’_I-’:IHL;II'IB_.;IT.IH 4 h7131 Arvika
Tel: 057010669

ASARLIM, Lek & Fritid
Granvagen 2, 374 52 Adarum,
Tel: 0454329906

AVESTA, Vega Video
Kunpspatan 16, 774 30 Avesta,
Tel: 022680078

BORAS, Hobbex

Skaraboresy 62-64, 506 30 Bods,
Tel: 033418380

BROMMA, Boink!

Alviksvagen 32, Bromma,

Tel: 0826 BBOG

DALARO, Butiken Svanen
Odinsvagen 25, 130 54 Dalaro
ENKOPING, Nallens Leksaker
Skilbyg B 745 37, EnkiGping

Tel: 0171 32750

ESKILSTLUMNA, Barnens Hus
Folkestaleden 40, 635 10 Eskilstuna,
Tel: D1GAB1138

ESKILSTUMA, Lasses Leksaker
Kungspatan 21, 632 20 Eskilstuna,
Tel: 016130335

FALKENBERG, Brio

Storpatan 35, 311 31 Falkenberg,
Tel: 346 807 &0

FALUN, Tv-spelshiirsen
r.,'lll.lr atam 2, 791 71 Falun,
Tel: 02327 -'-_._

FARJESTADEN, Leksaksmagasinet

Olands Kopstad, 386 31 Farpestaden,

Tel: MB534570

GALLIVARE, Brio

Metall Vagen 14, 982 38 Gallivare,
Tel: 097066502

GOTEBORG, Wirard Games

Kvilletorget 18, Godebarg,
Tel: DITE2HT1T

GISLAVED, Brio

Sodra Storgatan 10, 332 33 Gislaved,

Tel: 037110733

HALMSTAD, Brio

Stormgatan &, 302 60 Halmstad,
Tel: 035159175

HAPARAMDA, Barnens Hus
Morrskensy 4, Haparanda,

Tl O 22 30 GO0
HELSINGEORG,

Spel P Kullagatan

Kullagatan 54, 252 20 Helsingborg,
Tiel; (42 1210917

HUDIKSVALL, Albins Leksaker
Sorgatan 24, 824 30 Hudiksvall,
Tel: 650595082
JONKOPING, Play Planet

St Chransvdgen 40, 55454
[&nkdping, Tel: 036122834

KALMAR, Kalmar Lek & Hobby
Sbdra Linggatan 32, 392 32 Kalmar,
Tel: D43024717

KALMAR, Ojtoy

Sheppsbeog. 12, 392 31 Kalimar,
Tel: 048022002

KARLSHAMMN, Brio

Ronnbyg 37, 374 35 Karlshamn,
Tel: (45410381

KARLSKOGA, Leklidan
Bermsmansg 17, 691 31 Karlskoga,
Tel: 058633333

KARLSKROMA, Brin
Lallerstedisnt. 5, 37 154 Karlskrona,
Tel: 045524082

KARLSKROMA, Fact & Fiction
iarra Hl.ll'llu_lll-a.rllrlﬂ 537135
Karlskrona, Tel: 45516710
KATRINEHOLM, Brio
Kopmangatan 19, 64130
Katrineehodm, Tel: 0150 769730
KIRUNA, Brio

Box 2081, 921 02 Kiruna,

Tel: 098082550

KOPING, MD Hobby
Schellegalan 7, 73732 Kiping,
Tel; 07 36426178

KUNGALY, Lek & Hobby

Vastra Galan &2, 44F 31 Hlm,g,.ih.'_.
Tel: 030313940

KUNGSBACKA, Brio

5. Tomggatan b, 434 30 Kungshacka,
Tel: 030014136

LAHOILA, Brio

Tradgdrdsgatan 14, 31222 Laholm,
Ted: D43070069

LIDKOPING, Game Maniacs
Fabriksgatan 4, 531 30 Lidkoping.
Tel: OF05 190274

LINKOPING, Alltilek

Céran Dyksgata 1A, 582 23
Linktping, Tel: 0113101970
LINKOPING, Sagoland
Svedengatan 18, 5827 3 Linkoping.,
Tel: 0013122290

LJUNGBY, Brio

Eskilsgatan 1, 341 30 Ljunghy,

Tel: 037213481

LULEA, Barnens Hus

Barmy 25, 973 40 Luled,

Ted: 09202 20095

LUMND, Spel pd Clemen |
Clemensiorget 6, 22221 Lu

Tel: O46127R10

MALMO, Spel pa Djiknegatan
Djaknegatan 2a, 211 35 Malmd,
Teed: 040 120410

MORA, Lek & Hobhy

Skalmyrsv, 33 Moret Kopoentrum,
7492 30 Mora, Tel: 025071628
MNACKA, Amusar

Sirpccogatan 10, Terminalgatan 3,
131 34 MNacka, Tel: 086440540
NORRKOPING, HobbyhGrman
Crottningg, 18, 602 24
Maorrkfiping. Tel: 011162120
NYKOPING, Laka TV-spel
Calleria Axel, Vistra Storgatan 13,
61131 Nykoping, Tel: 0155281000

NYNASHAMN,

Svens Lek Och Hobby
Stadshusplatsen 4 149 30,
Nyndshamn, Tel: 08 520 10 99
OREBRO, Brio

Nygatan 32, 70211, Orebro,
Tel: (96114983

OREBRO, Modellex AB

Enpelbrekispatan 30, 702 12 Crebro,

Tel: 019 611 15 34

ORMINGE, Happies
Drminge Cenfrum, 132 00 Orminge
ORNSKOLDSVIE, E.E;ba.l"li

Mygatan 18, 891 33, Urnskéldsvik,
Tel: (Wb 100

OSKARSHAMM, Brio
Lilla torget 572 30 Oskarshamn,
Fel; 0491 170 66

OSTERSUND, Hobbyboden

Képmangatan 31, B31 30 Cstersund,

Tel: GA3513300

FITF}l, Barmens Hus
Backew 55, 941 47 Pited,
Tel: 511719910

SAFFLE, Bergers Lek & Bosiitning
VA Storgatan 1, b1 30 Sanle,
Tel: 53310345

SALA, Elons Leksaker
Riddhusgatan 10, 733 30 Sala,

Tel: 022410314

SKOVDE, Partaj

Storgatan 50, Skowde,

fel: DS1079499
STENUNGSUND, Brio
Stenunpslone, 444 10 Senungsund
Tel: 030350384

STOCKHOLM, Arcane
Hagag &, Stockholm, STOCKHOLM,
Brio

Hépdalspdneen 13, 124 54

St kihwoln, Tel: DEF491146
STOCKHOLM,

Happies Hammarby Sjdstad
Hammarby Alls B8 120 64
Stockholm

STOCKHOLM, Fidelur
'l.-'.,1~_~|l_-i|'|..'|r|:ir|:|.',t' Centrum 137 18
Vasterhaninge, Stockbolm

Tel: (08 5002 0270

STROMSTAD, Kjells Lek & Hobby
Shdra Hamngatan 8, 452 30
Strdmstad, Tel: 052615984

STROMSTAD, Leksakshutiken
Mordby Kopcenier, 452 92
Srarmstad, Tel: 052640333

SVEDALA, Brio
Store 40, 233 31 Svedala,
Tel: 040400318

TABY, Hobhy & Prylar
Vallatarp 1F, 18752 Taby,
Tel: 0851050426

TOMELILLA, Alfs Leksaker
Morregatan &, 273 30 Tomelilla,

Tel: 041710008
TROLLHATTAN, Partaj
Ladugardsvagen 12, 461 70
Teallbintan, Tel: 0320794949

TUMBA, Leksakskungen
Tumba Torg 7. 147 30 Tumba,
Tel: DE53038000

TUMEBA, Kom & Lek
Brygeane. 5-7, 147 30 Tumba,
Tel: 0853060011

UDDEVALLA, Partaj
Torp Képcentrum, Uddevalla

Tel- 052280184

LIPPLANDS VASHY,

Barmen Hus

Hﬂlhlll.."ls,l:"fl. 1H, 194 &1
Upplands Vashy

Tiel: NAGZHS940

VALLINGBY, Hobby fir Alla
Brunkulleprand 18, Vallingby

VARBERG, N tans Spel
Meormpatan 10, 432 41 Varbenz,
Teel: 340678610

VASTERAS, TV-Spelshorsen

Eranbwagargatan 3, Visteras,
Tel: D271 113 14

VASTERAS, Zetterlunds Erikslund
Lopkraneg 3 721 38, Visterds,
Tel: 021 104 390

VASTERVIK, Brio
Hamn Gatan 38, 593 30 Visterdik,
lel: 049036171

VASTRA FROLUNDA, Toys
ﬁ.iurkur'li“..,ll_nn, 421 21 Vaslra
Frisluncla, Tel: 031459401

VETLANDA, Bria
Lasarettsgatan 21, 574 40 Vetlanda,
Tel: Q383199490

VIMMERBY, Brio Vimmerby
Stedra Inclustrigatan 15, 598 40
Vimmerby, Tel: 049231188

VISBY, Leksiu
Idstpaten 18,
Tel: 0498215030

YSTAD, Tv Spelshiirnan
Tobakspatan 16, 271 41 Yslad,
Tel: 041166680

BEGOME AN
INDEPENDENT
STOGKIST

For more details on
becoming a stockist,
please contact the
appropriate sales
department below.

LI TAETAN T LTI R PR b bl b B Lt el LRELE LLE L)

For Finland, The
MNetherlands, Belgium
and Eire contact

Tel: +358 3 7818 400
tomikosomeniganses- workshopoouk

(LR LR LS LS L)

21 57 Visby,

For Denmark, SNorway
and Sweden contact

Tel: +45 35 34 25 16
R L S P e B R

i

MNE Elite Store

NE Partner Store
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Fast, secure

JIREG

Games Workshop Direct is a fast,
accurate and convenient service that
lets you order your miniatures and
other hobby products from the
comfort of your home.

* \We aim to despatch all orders in
three days, straight to your door.

* You can order any Games
Workshop product.

¢ Qur Advance Order service lets you
order models and products before
they are released, guaranteeing
you'll get them on the day of
release.

* Also available is a range of models
that are only available through
Direct. Check out what's on offer
this month!

SHOPPING

and straight to your door! (.amf W{]rkﬁhﬂp Direct offers a number of

services — conversion components, exclusive miniatures, hard to find models and more!

By Phone: Call the Hobby Specialists on +44 (0) 115 91 40000 (UK).
Opening hours: Monday-Saturday: 10am-6pm, Sunday: 11am-5pm GMT.

Or send your order the traditional way to Games Wﬂrkshﬂp Direct Sales,
Willow Road, Lenton, Nottingham, NG7 2WS, England.

SPECIALEST
OGAMES

WWHITE
DWWAHF

THE LORD
OF THE

WAHHAMWMER

UK ONLINE STORE WARHAMMER HOBRY

Hew Reloasos Terms ard Conditions

Advance Diders

e s W
Tl e L

[ i

Ay quesione? r:.-___:; Lis

AR SRETHL ]
Gharges gng F*ﬂu'-:.:

b i O e Your Cart Shopping C

It is slfl possible 1o mdd 1o, change, of even cancel your ordes jurdt chamupd the  VWelonress Cay

T ——— ) nurnbers in ihe Ouanlity box. To delele an flem, simply enter "0, Please ncte. alter MW Y "Fi-.:l'.-
changing the quantity. you meet hit the updabe bution Hema: 02

LR Wakise! £17.0)

If for some reason your compuler crashes. or you never finish your shopping trip. the  pogyaeg: £4

sbore will your remember your order Tor Severs days. You miy come batk 1o whind you
werne, of jusi delste fhe fems in your Ehoppeng Baskel ard staf over

If wou have questions, of warl 1o talk [o someone about your ofder, plaase coniael
Chiristmas Posting Dates 3006
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.
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]

The Games Workshop Online Store is
open 24 hours a day, seven days a
week. Get exactly what you want,
when you want it.

* Huge range

e Secure

e Easy to use

e Open 24 hours

VeriSign
Secured

Il v now oo kale for the Onling Siore of Deecl Sales 10 guarnfles youl gifts i lime fof
i P Chiisimas

n-h.-hh-p.l-hn—-—l'.l-l-.-.'ln

B e If you peed anry Games Workshop Koms please contact your kecal Moty Centre.
LR TR To find your local Hobby Centre. please use cur giore finger.
a [hs B

=Dk J' A [
:'__ =-‘11 et el (mebpeiest!

Check the number of items to make sure all is correct and then click
proceed. Enter all information requested and you will receive your
order number at the end.

Methods of payment

You can only pay for orders through the Online Store by credit card.
We accept the following credit cards: Visa, MasterCard.

We do not accept the following cards: American Express.

Picfures for iusiralve porposes amy
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Product carfenfs may
avariability and current Games Workshop prices. Prices quated arg for producis sold by Games Workshap thiough its own stores, calalogue o website. Independel retalers are responsibie for determining IReir own prices.

vary, Producls sold unpainfed and wnassamblad. Cartain Citaded producis may be dangerows f wsed incarrectly. Frices correct af birme of pofng [0 press, please combael us for current
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JRDERING DIREG
Chaos Space Marines

In addition to the great new releases out this month for Chaos, don’t forget our extensive back-
. catalogue of Chaos miniatures. You'll find everything you need to fill in the gaps in your
collection, from tanks to elite troops.

CHAOS SPACE MARINE RHINO _ CHADS SPACE MARINE LORD (1 RANDOM MODEL)
99120102011 Al 99060102068
200dkr, 250sek, 250nkr, €27.50 ' ' 100dkr, 115sek, 125nkr, €12.50

CHAOS SPACE MARINE HAVOCS BOX SET i .
99110102074
225dkr, 270sek, 270nkr, €30 A N

CHAOS SPACE MARINES LAND RAIDER
99120102010
350dkr, 400sek, 400nkr, €50

PFictures for Musicaiive purposes omly, Produel confents may vary, Froducts sold unpainfed and pnassemblad, Centzin Citadel products may be dangerous ¥ used incorrectly. Prices cowect af fime of going fo press, phease conlact us fov correal
avalability and cuvrent Games Workshop prices. Prices quotad are for progucis sold by Games Warkshop Brough its own stores, catalogue or websile. Independent retallers are responsiiie for delermining Hhair own prces

www.gamES'wnrkshup.cﬂ.uI:,r"sturE 10



JRUERING DIREC

Get hold of forthcoming Citadel miniatures as soon as they are released with our advance
order service!

=,

e | ot W."LF!H-\'-'I'-'!FF! : :ml-::'::_u;l“mpr:;n_

e WARHAMMER L s
fRLE) maind DiFf LT ot fda

CATACLYSMIC BATTLESTH THES]ST MILLENNIURM

——— —— — v — e A ——

weiTwy

Apocalypse Rulebook Space Marine Battle Company
RELEASED 13/10/07 RELEASED 13/10/07
350dkr, 400sek, 400nkr, €50 3000dkr, 3500sek, 3500nkr, €400

WARHAMMER

48 555

— . - APUEANPSE
vaRHAMMEn . (@ A %;E 8=y

40000

IMPERIAL GUARD
BANEBLADE

BAMEBLADE DE LA  BANEBLADE DER
BARDE IMPERIALE  IMPERIALEN ARMEE

BAHEBLADE DE LA, BANEBLADE DELLA
GBUARDMA IMPERIAL  GUARDIA IMPERIALE

S Bd Wt
o L ==

o [ -
wl el

Ii

Ak e

ey ‘3"
i
CITADEL)

Imperial Guard Baneblade

m. g ames_worksnon.nn.“wslnre RELEASED 13/10/07

750dkr, 850sek, 850nkr, €95

Fictures for llu:.rr,_:l. 2 prrposes only. Proguct contamts may vary. Producls soid wapainfad and rnazsembled. Cartaln Giadel products may be dangerous if psed incorrachly. Prices commect al ime of going [0 prags, meass conlad! us for current
avallabliity and current Games Workshap prices. Prices quoted are for products sob g by Games Workshop through its own stores, calalogue or website. Independent refailers are responsible for delermining their gwn prices.
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p— UPCOMING RELEASES
‘WARHAMMER o gl s b dndeg

40 uun FALT OO 5 nMPIANRORS" PANETRE DM ANIE
: b COMPARNIA i WOOSL CORLTIATE MLGLIG DELLTMPERAT GRE :
- = ARATOR SFER * Get the latest products delivered to your door

jig " - on. the day of release!
» Postage for Advance Orders is only £2*

Warhammer 40,000

Order from 1st September (released 13th October)
 Imperial Guard Commissar.........coasesseeeser Ocdkr, 80sek, 85nkr, €9
* Imperial City..... cwsnsssnneens 1 250dkr, 1500sek, 1500nkr, €160
= Necron Lord w:th Resurredlun Orb ..
qudkn llSsek 12:-nr~:r. €12.50
. Imperral {'juard Dgrfn Enne Ead sraresnsrrerarreens
‘Il 'Hilcr 8 40sek, 'l:rUnkf -EIE
. Imper:a.l Guard Ugryn e ,.‘Ihdkr 140sck, 140nkr, €15
* Ork Hug Mek with Super-shoota .. o
- 1]5dkr, MDEEI-: I:r[lnkr. €15
= Spar:r: Marmc Mustcrs -m" ﬂ'u- Ehapier .......................................
ssa a2 25dKr, E?E}EEI{ 270nkr, -E3-L'I'
Space Marme "l.-"EtErans e IDder 250sek, 250nkr, €27.50

L]
Emperor’s Fist Tank Company o Basing Kit...oooooonenrenesseenns ..135dkr, 160sek, 175nkr, €17.50
RELEASED 13/10/07 . Apucalypsc ¢ b ........Eiﬂdkr, 400sek, 400nkr, €50
* Apocalypse Elg GUn Dice ......o.....85¢lkr, 100sek, 100nkr, €11.50
3 KOk, 1900usk, 1908aky, LEES * Apocalypse Ternplates...m.mm sensnsse | 40dkr, 170sek, 200nkr €20
* Apocalypse Vorlex Grenade Template............

R R O R b S S e i e ?{'Jdl-:r, HUsek H::nlr.r, E"E!
Llrhan Rnad 13:n-dkr. 160sek, 175nkr, €17.50
* [mperial Guard Baneblade ..............FSder, 850sek, B50nkr, €95
Gamers’ Edition Imperlal Guard Backpack .....ccummmsmsmissssisssran
wnssernsnnnsnnned SOMKE, B850sek, B50nkr, €95
Chaos Tide of Spawn crsassennennaned 30dkr, 850sek, 850nkr, €95
Eldar Cloudstrike S-quadmn ............55l:}dkr, 750sck, 750nkr, €80
Eldar Windrider Host ................900dkr, 1000sek, 1000nkr, €120
Eldar Spirit Host .........ocosessernn300dkr, 1000sek, 1000nkr, €120
Eldar Aspect Warrior Assault Wave..
A ST S 125U|:|kr, i_:'DEIsc'I: lSﬂanr -EIE':EI
. Empr:mr % Fist Tank Enmpan',r R PP
s .1E-EI~D|:1I:r 1"31]0-:ck I‘Ei[lﬂr'hlcr €225
! En pcmr s Wrath .Arhl[l:r'y Cumpany
e ”mmmﬂﬂdkr EDﬂDSEk Eﬂﬂl}nkr, EE:D
. Empemr s Talc-n Hecn-n GrOUP cssisnnerens
s Doy ket Lt ] E‘E{Jdkr ‘.IS{JUSEI:; ISH[}nkr, 'El E-I[l
. lmperlal Guard Leman Rl:l55 Squadmn
..650dkr, FSI}ISEk ?:Unkr,iﬂﬂ'
. |I'|'||}Ei'lﬂ| Guard Baﬁ:llsk Ea!terr ...ml'}Sﬂdkr 750sek, 750nkr, €80
*» Imperial Guard Company ........2400dkr, 2900sek, 2900nkr, €300
Imperial Guard Dgr}rn Auxllla

e e T R ———S

| w”‘“'l'ﬁﬂﬂf“ IC) L WARHAMMER / (&) (%)
e—y TPACE MARRE THO Ml
THAERLRE NI

SSLEE bkRond kard pakwl
[HAPTEN MLETIRS MIETIN SFT Paoiys
MRKITRED (of SELFTRE ! ) SFOT MLEmE
5 VETERLNY it

-

T?'i{"l:ﬂr.r 1'5{1'115&1! lﬁﬂﬂ'ﬂkf 'EIE!]
l‘.f.'lr'k Dmd Mnh R ......u...J 250dkr, 1500sek, 1500nkr, €160

L]
® Mecron Pha[anx rarsnissnansisrsnnsnsnmnnan000dkr, 750sek, 750nkr, €50
[ Space Marine Chapter Masters Space Marine Veterans Mkl| . Iau ianid lﬂﬁ:l;ﬁ;m dFm;EE - --900dkr, 1000sek, 1000nkr, €120
: # Tau Armoured Interdiction Force . S E T o el
RELEASED 15!1 Ufﬂ? RELEASED 13/10/07 R e LA e e Er:rﬂll:ikf ?.:-l]5ek 750nkr, €80
225dkr, 270sek, 270nkr, €30 200dkr, 250sek, 250nkr, €27.50 » Tau Hunter Cadre........... EEEIEIdkr, 2600sck, 2600nkr, €275
* Tyranid Hive Mind Bruud .......... 900dkr, 1000sek, 1000nkr, €120

» Tyranid Mycetic Assaull SWarm ...

e T P e e Bk L 'iﬂﬂwk' l.‘:DU‘nkl, El ElU
. T}rramd Hive Endless Swarm L
'EEE{thr, 'I EUEJEEI; I.:-l][_'l-nkr 'E | E.':ﬂ

. Space Marlne l.mehreakr:r Squad | e e T A PR T
T e e Ym e .7 30dkr, 850sek, 750nkr, €95
L Spal:e Marine I.a.nd Haldl:r Terminus Pattern .
e iSUdkr. dUﬂ:‘.Ek 4[_'I'L".Inlr.r 'E:-[!
. EPE[{E Maﬂne Supprﬁsmn Fﬂ!’ﬂ!‘ e
= h"?l.'!dkr ?Jﬂsek FSUnkr EH!]
. Space Marine Battle Cnmpany. S e TR I e et e
R e vt A zaaa e NI 'i‘ilf]nwk iEﬂﬂnkn -EdLH.:I
. Spac:e MarlnE Armoured Spearhead ..

Lo LR L LRI LLE 1] srEEARERAE IEJD:ILH 1 ED{:H‘Hk I E{.]f'.r.ll{l €1 h{:
» Dark Eldar Ra\rager Tlt.i.ll Hunteri .
.................................................. E'I:]der 'Ii]ﬂﬂu_‘k Iﬂﬂﬂlnkr, -E I Iﬂ

= Dark Eldar Splinter Raid Force

AEEEEEEREE ST FERFEANEENEEAT RN TR

. 1350dkr. 150056k, 1500nkr. €160

Warhammer

Order from 8th September (released 20th October)
* High EIf Army Set ...........ce0nee.. 1 350dkr, 1650sek, 1650nkr, €180

*£2 postage only applies to Advance Order products being
delivered to addresses in the UK or Ireland. Orders including
Apocalypse Templates Advance Order products will be held until the last available
RELEASED 13/10/07 product is released.

140dkr, 170sek, 200nkr, €20

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



Subscriptions guarantee you will not
e issue, and offer savings over

buying individual copies. There are a

number of ways to subscribe.

e et s, e b e == e Call Games Workshop direct on

WH ITE +44 (0) 115 918 4040

Visit your nearest
nwm PF Gamgs Workshop store _
- (to find the nearest go to page 102)

Complete the form below
and return to:

NORTHERN EUROPE MAIL ORDER
GAMES WORKSHOP

WILLOW ROAD, LENTON
NOTTINGHAM

ENGLAND, NG7 2WS

| would like to subscribe to White Dwarf starting with issue number:
wD[L]
| would like to subscribe for:

1 YEAR 12 issues wewosuen €70, 540dkr, 625sek, 750nkr
2 YEARS 24 issues wewnsus: €130, 1000dkr, 1200sek, 1300nkr

| am an existing subscriber | am a new subscriber [_] ilease ick abox

MY DETAILS

Ei e AT it i e e e o e T ) np o b e i T 4 e e
P b e A TS AT o T A Postcode: ..o

O N b

The subscription is a gift for the person detailed below

B Irt I AmIE S S e i s s AR BT T pr e e L R Sor S LR L

Fe [ | 2l ket it Sl ERT o N T Poactoodes s e L i e i e e

METHOD OF PAYMENT

Cheque (made payable to Games Workshop Ltd): ]

rr [ No: 0000 0000 0000 0000000
valid from: OO Expiry date: (1010

Cardholders Name .. iiisivaderissinshdasninaynrsas

Signature: ...

signature of parent or guardian required if recipicnt is under 16 years of age.)
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_ Apucalypse will allow you to play games on a scale never seen before.
@ Prepare for super-heavy tanks, Titans, and entire Space Marine Battle
Companies all fighting on the same tabletop. Prepare for Apocalypse...



