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From the distant land of Ulthuan and across the
Warhammer world, the High Elves march to war!

Though it pains me to admit it, the High Elves are resplendent upon
the field of battle. Their ranks upon ranks of infantry, strictly
regimented and clad in shining white are a sight to behold. Their
glittering silver armour is almost the equal of Dwarven gromril.
Almost. Unfortunately for us Dwarfs, our ancient foes march to war
once more, organised and bolstered by the new rules and miniatures
released this month.

In these pages you will find the review and rationale behind the new High EIf army
book, presented by none other than Adam Troke, the author of the tome and renowned Elf-
friend. I've already recorded his name in my book of grudges. We also take a look at the
new High EIf Citadel miniatures, such as the chariot, special characters and mighty
Dragon Lord. Bless my beard, but that beast is impressive — although what's wrong with
good, Dwarf-built gyrocopters is beyond me!

Players of Warhammer 40,000 will find part one of a new campaign (pg 74), plus a
modelling masterclass for the Baneblade (pg 86). Finally, The Lord of the Rings game gets
scarier, as Mat Ward presents his Tactica on the Monsters of Middle-earth.
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46 BATTLE REPORT: INUASION OF YWRESSE

We talk to Adam Troke and find out what delights can An Orc horde sweeps across the realm of Yvresse, and
be found within the latest Warhammer army book. Ulthuan's finest ride to stop them!

ALSO IN THIS ISSUE...

02 NEW RELEASES
All the latest models from the Citadel forges.

22 NEWS
Waaagh! The Space Orks are coming!

66 STANDARD BEARER
Jervis looks at the High Elves, and discusses the
finer points of games design.

69 CITADEL TOOLBOX
In this special extended Toolbox, we look at the
brand new Citadel Hobby Tools range.

74 CITIES SHALL FALL! [PART ONE]
Andy Hoare presents the first part of an
apocalyptic cityfighting campaign.

80 THELORD OF THE RINGS TACTICA: MONSTERS
Mat Ward reveals some fiendish ploys.

86 MODELLING WORKSHOP: BANEBLADE [PART ONE)
Getting the most out of the Baneblade plastic kit,
by master modeller Mark Jones.

94 'EAVY METAL MASTERCLASS: HIGH ELF PRINCE
The new High EIf Prince gets the expert treatment.

101 FRONTLINE

The latest events and activities near you!

114 ORDERING DIRECT

Fast, secure mail orders straight to your door.
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HIGH ELVES

\
®

BRAND NEW ARMY BOOK

The Children of Ulthuan are now a race in
their twilight, battling against extinction. Their
armies comprise hosts of steadfast spearmen,
deadly archers, proud cavalry and elite
warriors of exceptional skill.

This massive 104-page Army Book includes a huge background
section, a comprehensive bestiary for the forces of the High

Elves including all the rules needed to field your troops, a full-
colour hohby section, and the brand new High EIf army list.

>>>TURN TO PAGE 27 FOR IN-DEPTH DESIGN NOTES

This 104-page Army Book
contains all the rules and

information you need to start
collecting a High EIf army

HIGH ELF ARMY BOOK £12
Denmark  175dkr Euro €22.50
Sweden  200sek Norway  225nkr

Product code: 60030210003
Written by Adam Troke

ON SALE NOVEMBER 10th

L B B Mg

B0 COLLEETING & HIE BLVES ARMY

THE LORDS OF,CALEDOR

LION CHARIOTS OF CHRACE

COLLECTRN0 A HIGH VIS ARMY 51

B THE FORCE OPLLTHUAN

e i v bl o s, 4 s e el
et b 2 e e arfh o bmad

THEFORCISOFLLTHIAN - 59

Pictures for illustrative purposes only. Product ¢

ontents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current

availability and pricas. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Indepandent retaliers are rasponsible for determining their own prices.
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HIGH ELF PRINGE AND NOBLE Can be assembled as

either an Army Standard
Bearer, Nohle or Prince

This multi-part plastic
Kit contains enough parts
1o make two Citadel
miniatures, one on foot and
one mounted

HIGH ELF PRINCE AND NOBLE  £12

Euro €20
Denmark 140dkr
Sweden 170sek
Norway 200nkr
Product code: 99120210008
Sculpted by Martin Footitt

ON SALE NOVEMBER 10th

HIGH ELF NOBLE

HIGH ELF ARMY STANDARD BEARER HIGH ELF PRINCE

HIGH ELF ARCHMAGE AND MAGE >>>TURN T0 PAGE 34 FOR MORE DETAILS

This multi-part plastic
kit contains enough parts
o make two Citadel
miniatures, one on foot
and one mounted

HIGH ELF ARCHMAGE £12
AND MAGE
Euro €20
Denmark 140dkr
Sweden 170sek
Norway 200nkr
Product code: 99120210009
Sculpted by Martin Footitt
ON SALE NOVEMB
HIGH ELF MAGE OVEMBER 10th

'
Pictures for Hlustrative purpases only. Product contents may vary. Products sold unpainted and unassembied. Certain Citadel products may be dangeraus if used incorrectly. Prices correct at time of going to press, please contact us for currant
availahility and prices. Prices quotad are for products sold by Games Workshop through its own stores, or website. P rélailers are responsible for ining their awn prices.




This multi-part plastic kit contains 1 Can be assembled as
High EIf Lord on Dragon with a either a High Eli Prince,

variety of optional extras Archmage or Dragon Mage

HIGH ELF LORD ON DRAGON £30
Denmark  300dkr Euro €40
Sweden  350sek Norway  350nkr
Product code: 99120210011

Sculpted by Martin Footitt

and Trish Morrison

HIGH ELF DRAGON MAGE

Pictures for llustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous If used Incorrectly. Prices correct at time of going to press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, or website. Ji retailers are ible for ining their own prices.
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NEW RELEASES

HIGH ELF PRINCE ON DRAGON

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

This multi-part plastic kit

contains 1High Eif Chariot

HIGH ELF CHARIOT £15 )

Denmark  175dkr Euro €22.50 ? <¢£

Sweden  250sek Norway  250nkr £

Product cade: 99120210010 i

Sculpted by Dave Thomas "%3 1
- |

ON SALE NOVEMBER

Can he assembled as
either a Lion Chariot
of Chraceora
Tiranoc Chariot

Pictures for illustrative purpases only. Product contents may vary. Products sold unpainted and unassembied. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current
avallability and prices. Prices quoted are for praducts sofd by Games Workshap through its own stores, or website. dent retailers are r for determining their own prices.
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ALITH ANAR, CARADRYAN, CAPTAIN
SHADOW KING OF NAGARYTHE OF THE PHOENIX GUARD

' { i
\ \ {
-~

This hlister pack This hlister pack
contains 1Alith Anar, contains 1Caradryan,
Shadow King of Nagarythe Captain of the Phoenix Guard
ALITH ANAR £8 CARADRYAN £8
Euro €12.50 Euro €12.50
Denmark 100dkr Denmark 100dkr
Sweden 115sek Sweden 115sek
Norway 125nkr Norway 125nkr

Product code: 99060210117

Product code: 99060210116
Sculpted by Gary Morley ON SALE NOVEMBER 10th Sculpted by Martin Footitt ON SALE NOVEMBER 10th
KORHIL,

= KORHIL
This blister pack =
- - = ro 4
contains 1Korhil, Captain Denrmark 100dkr /f b
of the White Lions Sweden 115sek 1 y

Norway 125nkr | 48 § /
Product code: 99060210118 } r

ON SALE NOVEMBER 10th [ERCHETVETITS (s e

>>>TURN TO PAGE 28 TO FIND OUT MORE ABOUT THESE HIGH ELF CHARACTERS

Pictures for Hlustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current
avallability and prices. Prices quoted are for products sold by Games Workshap through its own stores, or website. Indep rétailers are r ible for determining their own prices.
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HIGH ELF SHADOW WARRIORS

This box set contains 4
High EIf Shadow Warriors

and 1Shadow-walker

HIGH ELF SHADOW WARRIORS £12

Euro £€17.50
Denmark 135dkr
Sweden 160sek
Norway 175nkr
Product code: 99110210124

Sculpted by Gary Marley

ON SALE NOVEMBER 10th

HIGH ELF SHADOW WARRIORS HIGH ELF SHADOW-WALKER

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

VATADEIAMANED ®| THE MU A THIS BATTALION IS THE

W Y | contains 1 High Eif Repeater

Bolt Thrawer, 16 High Eif IDEAL STARTING POINT
Archers, 8 High EIf Silver FOR A HIGH ELF ARMY

Helms, 16 High Elf Spearmen

HIGH ELF BATTALION £50

Euro €80
Denmark 650dkr
Sweden 750sek
Norway 750nkr

Product code: 99120210012

ON SALE NOVEMBER 10TH

G

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, or website. relailers are r ible for ing thelr own prices.
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HIGH ELVES ARMY SET

The gleaming white, serried

ranks 'of the dlite High Elf This plastic box set contains 2 Bolt

Throwers, 1 Archmage, 1 Mage,

army is a formidable sight. 1Prince, 1 Noble, 1 Chariot, 8 Silver
Bolt Throwers and Archers Helms, 24 Archers and 32 Spearmen
whittle down enemy units

* * HIGH ELVES ARMY SET £100
Vylth hlghly accurate i Denmark 1250dkr Euro €160
flrepower bEfore maklng Sweden 1500sek Norway 1500nkr
Way fOl' the devastating Product code: 99120210013

charge of the Silver Helms
and White Lion Chariot. All
the while, the stoic High EIf

Spearmen hold the line
against a numberless foe.

[_"'g gr—

1 1<
| p— T
st Fe =

HIGH ELF HIGH HELM

HIGH ELF SILVER HELMS

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly, Prices carrec!a! time of gamg to press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stares, i or website. Ji relailers are g their own prices.
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SEE THE HIGH ELVES IN
ACTION ON PAGE 46

HIGH ELF WHITE LION CHARIOT OF CHRACE HIGH ELF TIRANOC CHARIOT

Pictures for illustrative purpases only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices cormr at !;me of gamg to press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, or website. 0 relailers are for d their own prices.
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HIGH ELF PHOENIX GUARD Wioh B PoniGard

[ ‘ HIGH ELF PHOENIX GUARD £12
y : Euro €17.50
Denmark 135dkr
Sweden 160sek
F Norway 175nkr
Product code: 99110210120
| ] Sculpted by Juan Diaz

ON SALE NOVEMBER 10th

HIGH ELF PHOENIX it Phouix Guat incling
GUARD COMMAND "and oover o the Fame

HIGH ELF PHOENIX GUARD £12

COMMAND

Euro €20
Denmark 140dkr
Sweden 170sek
Norway 200nkr
Product code: 99110210127

Sculpted by Juan Diaz

ON SALE NOVEMBER 10th

HIGH ELF SWORD Hih 1 Sword Masers
MASTERS OF HOETH aroth

HIGH ELF SWORD MASTERS £12
OF HOETH

Euro €17.50
Denmark 135dkr
Sweden 160sek
Norway 175nkr
Product code: 99110210115

Sculpted by Gary Morley

ON SALE NOVEMBER 10th i |

Pictures for ilustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Gertain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent ratailers are responsible for determining their own prices.
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HIGH ELF SWORD MASTERS 5 High i Sword Mastos
OF HOETH COMMAND | " StantardBoarorand

RATA LA ALK Y

LU R g =

\ Bladelord
HIGH ELF SWORD MASTERS £12
OF HOETH COMMAND
Euro €20
Denmark 140dkr
| Sweden 170sek
! Norway 200nkr
Product code: 99110210125
Sculpted by Gary Morley

ON SALE NOVEMBER 10th

AT A R K
WY e HH!‘I‘V“-E!\

HIGH ELF WHITE LIONS " Waie Lo o Cvrace
OF CHRACE

HIGH ELF WHITL L

HIGH ELF WHITE LIONS £12
OF CHRACE

Euro €17.50
Denmark 135dkr
Sweden 160sek
Norway 175nkr
Product code: 99110210122

Sculpted by Gary Morley

ON SALE NOVEMBER 10th

AAREAAE Y
WAV YR

HIGH ELF WHITE LIONS ) T hox ot comains

9 High EIf White Lions of

oF c“nnci GOMMANB Chrace including Musician,

Standard Bearer and Guardian

HIGH ELF WHITE LIONS £12
OF CHRACE COMMAND

Euro €20
Denmark 140dkr
Sweden 170sek
Norway 200nkr
Product code: 999110210123

Sculpted by Gary Morley

Pictures for illustrative purposes only. Product eontents may vary. Products sold unpainted and unassembled, Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, cat: or website. retailers are ible for determining their own prices.
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HIGH ELF HEROES

This hlister pack

contains 1random metal High
EIf Hero miniature

HIGH ELF HERO £7
Euro £11.50
Denmark 85dkr
Sweden 100sek
Norway 100nkr
Product code: 99060210114

Sculpted by Martin Foolitt

HIGH ELF MAGES

This blister pack

contains 1random metal High
Elf Mage miniature

HIGH ELF MAGE £6
Euro €9
Denmark 70dkr
Sweden B0sek
Norway 85nkr
Product code: 99060210113

Sculpted by Martin Footitt

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Gertain Citadel products may be dangerous If used incorrectly. Prices correct at time of going to press, please contact us for currant
availability and prices. Prices quoted are for products sold by Games Workshop through its own storas, catalogue or website. Independent retallers are responsibla for determining their own prices.
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HOBBY ACCESSORIES

CITADEL TOOL KIT

_ - | To0LS COME PACKAGED
This tool kit contains 1 Hobhy ' = IN A FULL SIZE FIGURE CASE

Vice, 1 pair of Plastic Cutters, 1
Razor Saw,
1Sculpting Tool, 3 Modelling
Files, 1 Hobhy Drill,
1Hobby Knife, 2 Bitz tubs,
spare blades and drill bits

_____ - | —

TOOL KIT £60
Euro €95
Denmark 750dkr
Sweden 850sek
Norway 850nkr

Product cade: 99239999045

ON SALE NOVEMBER 24th

>>>TURN TO PAGE 69 TO FIND OUT MORE ABOUT THESE TOOLS

This box set contains 9 Citadel
paints, 1 paintbrush, Plastic
Glue, PUA giue, 11tub of static

grass, 1tub of sand and Plastic
Cutters

HOBBY STARTER SET £30
Euro €40
Denmark 300dkr
Sweden 350sek
Norway 350nkr

Product code: 99229999072

ON SALE NOVEMBER 24th

CITAIEL CITADEL |
FOUNDATION FOUNDATION E
CALTHAN KNARLOC 4
BROWN GREEN {
1
i
I
CITAIEL CITADEYL ‘l.: { CITADEL
FOUNDATION FOUNDATION
MORDIAN UNDERCOAT MECHRITE
RED |
. 0.711 (02) 209 |
I
—

Pictures for illustrative purposes only. Product confents may vary. Products sold unpaintsd and unassembled, Cerfain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to prass, please contact us for current
avaliability and prices. Prices quoted are for products sold by Games Workshap through its own stores, I ar website. t retallers are responsible for determining their own prices.
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MOONSCAPE

The Moonscape set contains 5

vac-formed craters

MOONSCAPE £10
Denmark  115dkr Euro €15
Sweden  140sek Norway  150nkr
Product code: 99220199037

Sculpted by Chad Mierzwa

ON SALE NOVEMBER 24th

Contains 1 Modular Movement
Tray set

MODULAR MOVEMENT TRAY £6
Denmark  70dkr Euro €9
Sweden  80sek Norway 85nkr

Product code: 99220299023

ON SALE NOVEMBER 24th

The Modular Movement
Tray allows you to build
custom movement trays
for miniatures on 20mm
or 25mm square bases.

(Above) Example of assembled and unpainted movement
tray. (Left) Painted and flocked movement tray complete
with cavalry unit. Miniatures not included.

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

Store and transport 108
miniatures with space for
several additional large
moiels

Army Case with customisable foam
inserts for large models. Available
in blue and grey

ARMY CASE £50
Denmark  650dkr Euro €80
Sweden  750sek Norway  750nkr

Product code: 99239999043 (BLUE)
Product code: 99239999044 (GREY)

ON SALE NOVEMBER 10th

Miniatures not included.

'FIGURECASETAG |

Foam top

layer. ] i
i —Foam top | |
layer. | I
K

First
foam tray. ‘I
|
Customisable | |

Second — foam. ! : Aﬁ
foam tray. ]
| A f

Third |

foam tray. Foam base | |
layer (@l Fioure case tags are available in a
| variety of different colours - |
:; 1
| FIGURE CASE TAG £2.50 ;J
Hard plastic | Denmark  35dkr Euro €3 ‘
case. ! Sweden 45sek Norway 45nkr |

Product code: 99229999071 Ti

j I
Padded __J i ON SALE NOVEMBER 10th I

shoulder strap.

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

0,000

TRANSPORTS

WARHA 5.".! MER
; - This multi-part plastic kit

contains 5 Chaos Space
Marines and 1 Chaos Rhino

CHAOS SPACE MARINES £25
AND RHINO

Euro €35
Denmark 250dkr
Sweden 300sek
Norway 300nkr

Product code: 99120102016

ON SALE NOVEMBER 24th

This multi-part plastic kit
contains 5 Space Marines and

1Razorback
SPACE MARINES £30
AND RAZORBACK
Euro €40
Denmark 300dkr
Sweden 350sek
Norway 350nkr

Product code: 99120101033

ON SALE NOVEMBER 24th

This multi-part plastic kit

contains 10 Imperial
Guardsmen and 1Chimera

IMPERIAL GUARD £25
ARMOURED FIST SQUAD

Euro €35
Denmark 250dkr
Sweden 300sek
Norway 300nkr

Product code: 99120125019

ON SALE NOVEMBER 24th

Pictures for illustrative purposes anly. Product contents may vary. Products sold unpainted and unassembled, Certain Citade! products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, or website. pendent retailers are ible for ing their own prices.
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Get a complete squad with
attached transport in one hox set

L ; : : ‘ b : This multi-part plastic kit
T B, e ! \ . contains 8 Tau Fire Warriors, 2

R ; Bttt g I8 : g Tau Gun Drones and
it = &5 1Tau Devilfish

TAU FIRE WARRIORS £30
AND DEVILFISH

Euro €40
Denmark 300dkr
Sweden 350sek
Norway 350nkr

Product code: 99120113007

ON SALE NOVEMBER 24th

WARHAMMER /
40000\

v

This multi-part plastic kit

Sl contains 5 Eldar Dire Avengers

and
1Eldar Wave Serpent

ELDAR DIRE AVENGERS £30
AND WAVESERPENT

Euro €40

Denmark 300dkr

Sweden 350sek

Norway 350nkr

Product code: 99120104019

ON SALE NOVEMBER 24th

WARHAMMER £
40,000 = i
i This multi-part plastic kit
Poiveiie contains 8 Dark Eldar Warriors
= and 1Dark Eldar Raider
DARK ELDAR RAIDERS £25
Euro €35
Denmark 250dkr
Sweden 300sek
Norway 300nkr

Product code: 99120112005

ON SALE NOVEMBER 24th

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Cerain Citade! products may be dangerous if used incorrectly. Prices corract at time of going to press, please contact us for current
avallabllity and prices. Prices quoted are for products sold by Games Workshop through its own stores, cat: or website. retailers are ible for I their own prices.
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__ NEW RELEASES

BLACK LIBRARY

-
; Black Library publishes a range of novels and sourcebooks that delve E
| deep into the worlds of Warhammer and Warhammer 40,000. These i
% 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.
|
| = ]
| www.blacklibrary.com |
| |

e —————————]

ONLY IN DEATH

[=—u - =

== ¥ W
WARHMAMMER '::>
ann

AN ABNETT:

ONY A

ARMOUR OF CONTEMPT

Gaunt's Ghosts are sent
back to the planet Gereon
to join forces with the
Imperial defenders and
liberate the planet from
Chaos. However, the
brutality of the “liberation”
pitches Gaunt into
opposition with his
commanders, who believe
victory must be achieved

As the crusade to liberate
the Sabbat Worlds
continues, Colonel-
Commissar Gaunt leads X
the Tanith First-and-Only |
into an unforgiving new

warzone. As the enemy

assaults increase in

intensity, Gaunt and his

| | z-‘ s
§  SciFi.com
regiment must face the *ﬁ

terror of the present S Uy g

WARHAMMER
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DAEMON
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AARON ROSENBERG /

BOOK THREF IN THE

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled.
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AWESOME

Daemol GATES TRILOGY

alongside the ghosts of
their past, for only in
death does duty end.
Only in Death sees
the third Gaunt's Ghosts
story arc to its conclusion!

ONLY INDEATH  £16.99
Hpre sock €27.50
by Dan Abneft 200dkr
ISBN: 1-84416-428-4 iggf}:

Following their adventures
in Night of the Daemon,
Alaric and Dietz have one
last chance to track down
the Daemon and destroy it
before it materialises and
lays waste to the civilised
world. This time, their
journey takes them into
the dark heart of the Grey
Mountains where they
must face a savage horde
of Beastmen.

Don't miss the
gripping conclusion to the
Daemon Gates trilogy!

HOUR OF THE £6.99
DAEMON €12.50
by Aaron Rosenberg 100dke

115sek
ISBN: 1-84416-368-7 125nke

A GAUNT'S GHOSTS NOVEL

BLOOD BOWL

%

OMNIBUS

MATT FORBECK

ntire gridiron trilogy in one killer volume!

THE BLOOD BOWL

at any price.

This new paperback
version of the tenth novel
complements the first two
Gaunt's Ghosts sequences.

ARMOUR OF £6.99
CONTEMPT €12.50
by Dan Abnett 100dkr

115sek
ISBN: 1-84416-402-0 125nke

THE BLOOD BOWL OMNIBUS

Welcome to the world of
Blood Bowl, where teams
can be human, Orcs and
Ogres, and players are as
likely to throw a Goblin as
a ball! These three stories
follow the career of Dunk
Hoffnung as he works his
way up to a star player
with the Bad Bay Hackers.
Containing Blood
Bowl, Dead Ball and
Death Match, along with a
brand new short story and
an introduction by the
author, Matt Forbeck.

THE BLOOD BOWL £9.99
OMNIBUS €17.50
by Maft Forbeck 135dkr

160sek
ISBN: 1-84416-515-9 1750kr

Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current
through its own stores, catalogue or website. independent retailers are responsible for determining their own prices.




NEW RELEASES

FORGE WORLD

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.

40,000

IMPERIAL MALCADOR HEAVY TANK WARHAMMER

Model designed by Daren
Parrwood, Simon Egan and
Mark Bedford.

Rogue Psyker

Renegade Militia Rogue
Psykers are dangerous,
unstable enemies of the

IMPERIAL MACHARIUS
Pack of two resin Rogue Psykers.

VANQUISHER HEAVY TANK T L

Chaos Harbinger

The Chaos Harbinger is a vast
warplane designed to level
entire cities.

Includes Aeronautica Imperialis
Base. Master model by Daren
Parrwood.

Model designed by Daren
Parrwood, Simon Egan and
Mark Bedford.

Pictures for illustrative purposes only. Product contents may vary. Products soid unpainted and unassembled. Certain Citadel products may be dangerous if used Incorrectly, Prices correct at time of going to press, please contact us for current
availability and prices. Prices quoted are for produets sold by Games Workshop through its own stores, or website. retaliers are responsible for determining their own prices.
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arbaric and savage, the Orks infest the galaxy

from end to end. These green-skinned aliens can

never truly be beaten, for they thrive on warfare.
From the lowliest Ork Boy to the mightiest Warboss,
all Orks live for the moment when they can charge
headlong into battle, screaming deafening war cries
and firing blistering volleys from their crude but
effective guns. It is only a matter of time before the
Orks unite once and for all to drown the stars in a
torrent of mindless violence.

The Space Orks are a persistent menace to all races
in the known galaxy. Their warmongering knows no
limits, and they appear numberless. Facing the Orks is
like standing within a hurricane of single-minded
violence; a deadly green tide of destruction!

In January 2008 Games Workshop will release
Codex: Orks. This indispensable book includes extensive
and detailed information about the Orks, including their

COMING IN
JANUARY

culture, their tribes, the genesis of the Ork race and the
crusades of violence and aggression that the Orks call
Waaaghs! Also, you'll find details of the many and varied
troop types, heroes, war machines and vehicles that
make up an Ork warband, along with their eccentric but
powerful wargear and rules to use them in your games of
Warhammer 40,000. Also included are a number of
famous special characters, such as Mad Dok Grotsnik,
Old Zogwort, Boss Zagstruk of the Vulcha Boyz and the
infamous Prophet of the Waaagh! himself, Warlord
Ghazghkull Thraka.

Of course, as you'd expect from such a momentous
release, Citadel are preparing their forges to produce new
miniatures aplenty, such as the latest Bikes, Trukks,
Tankbustas, Oddboyz and much more besides. What's
got everyone here in the Design Studio excited is the
amazing new Shokk Attack Gun, which has made all the
veteran Ork players very nostalgic. It's time for Waaagh!




EIWBI

Ork Tankbustas.

Ork Trukk.




_ NEWS

WARHAMMER 40,000: SQUAD COMMAND

A brand new turn-hased strategy game is coming to the Nintendo DS and PSP.

arhammer 40,000:
Squad Command
marks the first time

that the brutal, war-ravaged
Warhammer 40,000 universe
will be playable on the
Nintendo DS and PSP. Squad
Command features fast,
action-packed combat through
turn-based strategy and an
engaging, authentic single-
player storyline.

Gamers play as the elite
Space Marines of the
Ultramarines Chapter and
strive to combat the
encroaching evil of the
ruthless and daemonic-
influenced Chaos Space
Marines through 15
cinematically linked missions.
With a robust multiplayer
mode featuring 9 unique
missions, players will team up
and go head-to-head with
other gamers worldwide as
either the Imperium of Man or
the Chaos Space Marines,
ensuring hours of unique
replayability. Warhammer
40,000: Squad Command will
also utilize all the portable

functionality of the PSP and
Nintendo DS, including dual-
screen and stylus, bringing the
Warhammer 40,000 universe
to life on handheld.

Key Features

e Compelling single player
game comprising 15 unique
missions.

9 unique multiplayer maps
for local or global games,
with small, medium and
large map variants to cater
for 2 to 8 players.

Fully destructible, real-time
3D battlefields mean that no
two games will be the same.
Pick from two Space Marine
chapters or two Chaos Space
Marine Legions to control in
multiplayer games.

Over 20 weapons taken
directly from the
Warhammer 40,000
universe, including the
bolter, plasma gun, and
power fist.

ENEMY TLIRN

The grim darkness of the far future comes

to the handheld digital fields of battle.

Brother versus brother, the valiant Space e t ] su“au cnmma“d

Marines, defenders of the realm of { = =
Mankind, wage their bloody war against : psy WIII Ile release“ ln
the embittered Chaos Space Marines; by

warriors who once upheld the ideals of the
God-Emperor, but succumbed to the lures = ¢ It M

of the Dark Gods of Chaos. ; W L

time for Christmas

For more details log onto: http://www.thg.com




FESTIVE NEWS

With the festive season just around the corner, young
(and not so young) hobbyists’ minds will be turning
towards thoughts of roast turkey, Christmas pudding and
getting big parcels stuffed full of Games Workshop
goodies. In order to facilitate maximum Christmas
pleasure, and minimise the chance of unfortunate
aftershave- or sock-related incidents (however well
intentioned), we've produced a Gift Guide packed full
of ideal gifts for hobbyists of all ages.

The gift guide is available free in every Games
Workshop store and can be downloaded from our web
site. What's more we’ve even put together special
Christmas areas in our store where bewildered relatives
can be sure of finding the ideal Games Workshop gift.

Just tell ’em to look for
the Silver Skull!

NEWS

WARHANMER

WA
SHAMMER
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INSTORE THIS
GHRISTMAS

Running around getting those last minute presents? Not sure what to buy for yourself or someone
else this Christmas? Games Workshop Hobby Centres are a beacon of light in the drudgery that

can be the Christmas shopping trip! Unlike other stores we help you find what you need, our staff,
helpful as ever, are on hand to advise and help.

Let Us Do All The Hard Work!

Pop in and our helpful staff will pick
your Christmas presents for you while
you wait, or you can come back later
and we’'ll have it all bagged up and
ready to buy!

If you're not sure about what to get,
our knowledgeable staff can help
advise you in making sure your family
member or friend gets what they want

for Christmas! We can also hold onto
your presents until the end of the day
— allowing you to continue shopping,
hassle free.

Handy Wish List

Already know what you want? We've
produced a handy Wish List included
within the pages of the Gift Ideas

guide, which you can photocopy, fill /|
out and take into your local Games — \&
Workshop. 3
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High Elves Army Book

High EIf Lord on Dragon

High EIf Prince and Noble

High EIf Alith Ainar, the Shadow King
High EIf Archmage and Mage

High EIf Chariot

10/11/07
10/11/07
10/11/07
10/11/07
10/11/07
10/11/07

High EIf Korhil, Captain of the White Lions  10/11/07

High Elf Phoenix Guards
High Elf Phoenix Guard Command

10/11/07
10/11/07

High EIf Phoenix Guard Hero, Caradryan 10/11/07

High Elf Shadow Warriors
High EIf Sword Masters of Hoeth

10/11/07
10/11/07

High Elf Sword Masters of Hoeth Command 10/11/07

High EIf White Lions of Chrace

10/11/07

High Elf White Lions of Chrace Command ~ 10/11/07

WARHAMMER 40.000

Chaos Space Marines and Rhino

Dark Eldar Raiders

Eldar Wave Serpent plus Dire Avengers
Imperial Guard Armoured Fist

Space Marine Razorback Squad

Tau Devilfish and Fire Warriors

OTHER RELEASES

Blue Custom Army case

Grey Custom Army case

Figure Case Tag

Space Marine Vindicator

Chaos Space Marines Vindicator

Eldar Shining Spears
Eldar Autarch on Jetbike
Eldar Army set

Square Bases set
Round Bases set

Pictures for illustrative purposes only. Product contents may vary.
availability and current Games Workshop prices. Prices guoted are for products sold by Games Workshop through its own stores,

24/11/07
24/11/07
24/11/07
24/11/07
24/11/07
24/11/07

10/11/07
10/11/07
10/11/07
08/12/07
08/12/07

03/12/07
03/12/07
03/12/07

03/12/07
03/12/07

175dkr,
300dkr,
140dkr,
100dkr,
140dkr,
175dkr,
100dkr,
135dkr,
140dkr,
100dkr,
135dkr,
135dkr,
140dkr,
135dkr,
140dkr,

250dkr,
250dkr,
300dkr,
250dkr,
300dkr,
300dkr,

650dkr,
650dkr,
35dkr,

250dkr,
250dkr,

225dkr,
175dkr,
1250dkr,

60dkr,
60dkr,

200sek,
350sek,
170sek,
115sek,
170sek,
200sek,
115sek,
160sek,
170sek,
115sek,
160sek,
160sek,
170sek,
160sek,
170sek,

300sek,
300sek,
350sek,
300sek,
350sek,
350sek,

700sek,
700sek,
45sek,

300sek,
300sek,

270sek,
200sek,
1500sek,

70sek,
70sek,

225nkr,
350nkr,
200nkr,
125nkr,
200nkr,
225nkr,
125nkr,
175nkr,
200nkr,
125nkr,
175nkr,
175nkr,
200nkr,
175nkr,
200nkr,

300nkr,
300nkr,
350nkr,
300nkr,
350nkr,
350nkr,

700nkr,
700nkr,
45nkr,

300nkr,
300nkr,

270nkr,
225nkr,

€22.50,- £12.00
€40.00, £30.00
€20.00, £12.00
€12.50,  £8.00
€20.00, £12.00
€2250, £15.00
€12.50,  £8.00
€17.50, £12.00
€20.00, £12.00
€12.50,  £8.00
€17.50, £12.00
€17.50, £12.00
€20.00, £12.00
€17.50, £12.00
€2050, £12.00

€35.00, £25.00
€35.00, £25.00
€40.00, £30.00
£40.00, £25.00
€40,00, £30.00
€40.00, £30.00

€80.00, £50.00
€80.00, £50.00

€3.00, £2.50
€35.00, £25.00
€35.00, £25.00

€30,00, £20.00
€22.50, £15.00

1500nkr, €160.00, £100.00

75nkr,
75nkr,

€7.50, £5.00
€7.50, £5.00

D]

DON'T You can buy our

products from the

FORGET following sources

* Games Workshop stores  Pg 106
« Good model shops Pg 106

~ « Games Workshop Direct  Pg 114
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Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going fo préss, please contact us for current

or website. Ind

retailers are

ible for delermining their own prices.
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HIGH ELVES

Design Notes

White Dwarf interviews High EIf army
book author, Adam Troke, to get the full
lowdown on the High EIf project.

T

| 4
Battle-Report
The High Elves muster a force to repulse
an invading greenskin horde in this
month’s battle report.




CHOSEN ® ASURYAN

The spotlight falls on the High Elves this
month. White Dwarf talks to army book | ' .
author Adam Troke to find out more. \°

IN THE BOOK

Warhammer Armies:
High Elves is a 104-page
book containing:

e Large background
section including the
history of the High EIf
race and their
Phoenix Kings.

Comprehensive Bestiary
with rules, background
and imagery for all
High Elf troops.

Full hobby advice for
collecting and painting
a High EIf army.

Brand new army list.

28 WHITE DWARF HIGH ELVES

only the Slann can claim to be older.
As such they look upon other races

with a certain disdain. This arrogance is
perhaps one of the reasons why they have
spent much of their existence in
confrontation with the “younger” races.

However, it is a brave or foolish force
that calls the High Elves out to war, for
though their race may be dwindling still
their armed forces are a sight to behold —
serried ranks of gleaming white spearmen,
proud Silver Helm knights, fearsome White
Lions, and the silent, stoic Phoenix Guard
are but some of the elite warriors a High
EIf Prince can call upon in times of war.

White Dwarf woke Adam Troke from
his contemplative reverie to explain more.
“We knew we wanted to do something
really special with this edition of the High
Elves,” begins Adam. I actually started this

The High Elves are an ancient people;

L e
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project by looking back. | went through
every piece of High Elf background that
has ever been written and have included
almost all of it in the new book. This
includes all the really early stuff by Rick
Priestley, and all the cool stories by Bill
King. Some bits may have been edited for
brevity, but it's all there along with a load
of new material as well. So in effect what
you have is everything the High Elves have
ever had before, plus loads more. That's
why this book is a 104-page beast.”

It's not just through the background
section that new material has been added.
Flicking through the book you'll notice
brand new artwork and maps of Ulthuan,
complete with invasion routes. There is a
comprehensive timeline, detailing the lives
of every Phoenix King from the doomed
reign of Aenarion, to the Sundering, the
War of the Beard and to the present,




troubled reign of Finubar, the Seafarer. “It's
not just the history section that has heen
greatly expanded this time over, but the
bestiary, too,” states Adam. “In a first for
our Army Books, each troop type and
special character gets their own page and
art — some are classic pieces but most are
brand new by Paul Dainton. A whole page
means there’s more space to write about
the troop types as well.”

Speed of Asuryan

As you'd expect from a new edition of an
army book, the army list and troops
themselves have had an overhaul as well.
“The previous High EIf army did have its
problems,” says Adam. “The High Elves are
an elite, fragile force, but the older list
seemed to emphasise the fragility but not
so much the power of the Elves, so | set out
to remedy that straight away. The first thing

| did was reduce the points cost of a
standard High EIf from 11 points down to
9. The next thing to do was abolish the
Intrigue at Court rule, That's not to say that
the High Elves are not highly political
schemers, just that we thought the best
place to represent that was in the
background rather than on the battlefield —
it seemed unfair to handicap the High
Elves before the game had even started.
I've also dropped the Honours, as the
advantages they conferred have been
incorporated in other areas of the list.”
The most obvious change to the High
Elves as an army is the inclusion of the
Speed of Asuryan special rule. This gives
all High Elves on the table the Always
Strike First universal rule, meaning that
even if a High EIf unit is charged, the Elves
will hit first. “We wanted something for the
High Elves that reflected just what an elite,

THE BATTLE OF

¢ FINUvAL PLAIN

| The Battle of Finuval Plain
| was the last stand for the

High Elves, who had
suffered from a massive
Dark Elf invasion deep into
the very heart of Ulthuan.
At this battle, the Witch
King was banished to the
Realm of Chaos and the

| tide finally turned in the
| High Elves’ favour thanks

to the twin brothers,
Tyrion and Teclis.

a Tyrion is a legendary

warrior of unrivalled
skill, and a descendant
of Aenarion himself.

Teclis is the world's
greatest magic-user. It
was he who first
taught the ways of
magic to Men.

www.games-workshop.co.uk/highelves 29
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ALITH ANAR,
THE SHADOW KING

Alith Anar is an enigmatic
presence - tales of his
remarkable deeds are shared
throughout the courts of the
Asur, each recounting an act
of courageous defiance
against Malekith and the
Druchii. Such are the
legends that now surround
him, some believe him to be
nothing but a myth. The
Elves of Nagarythe are in no
doubt that the Shadow King
stalks the lands of the North.

Ll

CORGES @ 1A

High EIf armies comprise many citizen soldiers that form core units of archers and spearmen, but
their real strength lies with the many different specialist and highly elite troops that they can field.

skilled army they are,” says Adam. “It took
us a long time to get to Speed of Asuryan.
| finally decided on it after following some
sage advice from Rick, who told me to
keep it simple but effective. It makes
perfect sense as well. An Empire

€€ A High EIf is not only faster but

will have been proficient with his

chosen weapon for centuries.

30 WHITE DWARF HIGH ELVES

)

Swordsmen, for instance, will have been
practising with his weapon for, say, 10
years if he is an experienced warrior. A
High Elf is not only naturally faster but will
have been proficient with his chosen
weapon for centuries!” adds Adam.

White Dwarf asks the obvious question:

SHADOW WARRIORS

When Nagarythe was riven by civil war, it was
those who would later become Shadow Warriors
that remained loyal to the Phoenix King. They are
the darkest and most sinister of High Elves, still in
mourning for the betrayal that their countrymen
bestowed upon the High EIf race.

Shadow Warriors are bow-armed skirmishers
with a hatred for all enemies, especially their
greatest nemeses, the Dark Elves.

do these changes make High Elves too
powerful a force? “No,” states Adam.
“High Elves will hit hard and hit first. But
once you have weathered that, you're
facing an army that is still fragile with a
universal Toughness of 3 and low armour
saves. To be sure, the rule was rigorously
playtested, and the results were balanced.”

Army composition

A mdre subtle but no less exceptional
change was to the High Elf army
composition chart. Core unit restrictions
have been reduced by one, while Rare
units have increased by one and Special
units by two. So in a 2000 point High EIf
army, you only have to take a minimum of
2 Core choices, 0-6 Special choices and
0-4 Rare choices. “l know everybody will
be talking about Speed of Asuryan but |
actually think the more fundamental



WHITE LIONS OF CHRACE

White Lions are known traditionally
as the guard of the Phoenix King.
They wield large axes, and are
consummate woodsmen, able to
move through forest terrain without
penalty. They are also Stubborn in
close combat.

KORHIL, CAPTAIN OF
' THE WHITE LIONS
Such is the trust that Finubar places in him,
that the Captain of the White Lions has led
| the armies of the Phoenix King on a number
| of occasions, acting as both Finubar’s
| champion and general. Korhil can go to war
I rldmg on a Lion Chariot of Chrace.

change is the new army composition chart.
This is the first time we've tinkered with
these since they were introduced in the
sixth edition of Warhammer. What it does
for the High Elves is highlight the elite
nature of the army and allow you to really
theme your Elven host around an Ulthuan
realm or specific troop type. Now you can
have an Ellyrian or Caledor army, you can
even do a Tiranoc Chariot army, all from
the one list.”

Including lots of Special troops is
especially valid with the new list, as it's the
Special section which has changed the
most, with some shuffling about and the
inclusion of a new troop type. “The Silver
Helms are back in Special — this is where
they belong as they are made up of nobles,
so | didn’t think Core was the right place
for them. They're cheaper now, too. When
fully equipped they are only 21 points per

LioN CHARIOT OF CHRACE

In stark contrast to the graceful chariots of
Tiranoc, the Lion Chariot of Chrace is a brutal
weapon of destruction.

o MEWSTBS S ETOWTEATED
Lion:Chariot = = = 5 4 4 %
Crew Lol B e S g
War Lion = 05

model as opposed to the 23 points in the
previous list,” says Adam.

The new unit is the White Lion Chariot
of Chrace. Crewed by White Lions and
pulled by their animal namesakes, this
Chariot is one of the hardest hitting in the
game with four S5 and two S6 attacks plus
impact damage on the charge! “Not only is
it a beautiful model but it’s quite literally a
beast in combat. You can also mount
Korhil in a White Lion Chariot and it just
becomes terrifying, with four S6 and four |
S5 attacks that always strike first!” says ' DEFENDERS r
Adam, almost dribbling at the possibility. | oF ULTHUAN {

All the Special units have had a boost L Oitnext monih this
in some way, be it from a points drop to a exciting new Hovel by
subtle power-up. Sword Masters and Giahah MeNoilllfoatiuces il
Dragon Princes now benefit from 2 Attacks the High Elves as they
each, the Phoenix Guard have gained a 4+ battle against their twisted |
Ward Save, while Shadow Warriors now kin — the Dark Elves. \
have a Weapon Skill of 5 and Hatred. bl li o i |
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PHOENIX GUARD

Phoenix Guards are the guardians of the Shrine
of Asuryan, the great pyramid temple on an isle
in the Sea of Dreams. Members of the Phoenix
Guard do not utter a word, for it is forbidden
for anyone to speak of the secrets within the
shrine and so a magical vow of silence is taken,
a vow that can never be broken.

The Phoenix Guard go to battle wielding
razor-sharp halberds. They cause Fear and are
under the protection of Asuryan, bestowing
upon them a 4+ Ward Save.

CARADRYAN, CAPTAIN
' OF THE PHOENIX GUARD

Once an arrogant

The Sword Masters are exemplars of the martial arts.
At the White Tower of Hoeth, the greatest seat of
learning in the world, these warrior-scholars train

SWORD MASTERS OF HOETH &

young lordling,

Caradryan changed

| forever, the day he

| took a pilgrimage

. to the Shrine of

Asuryan and

ventured into the

Chamber of Days.

' From then on

| Caradryan has
been the silent

| servant of Asuryan.

| SHRINE OF
| ASURYAN

When a Phoenix King
dies, the Phoenix Guard
appear without warning,
and carry the monarch’s
body to the White Ship
that will convey the king
to his final resting place.

| duty of the Phoenix Guard
| is carried out after a new
Phoenix King is elected. It
is the role of the Phoenix
Guard to accompany the
royal candidate to the
Shrine of Asuryan, and
attend him as he enters
the flame eternal, which
marks his rebirth as

| Phoenix King.

32 WHITE DWARF HIGH ELVES

However, the most famous |

Here be Dragons

“|'ve yet to mention Dragons!” says Adam,
with fire in his eyes. “Dragons have been
part of the High Elf background since the
beginning, so it was an important objective
of the new list to bring Dragons back into
prominence. This was hard to do, being
that Dragons are powerful monsters and so
are traditionally very expensive. So | went
very old school, (again, thanks to Rick’s
advice) and came up with three ‘levels’ of
Dragon. You can now get a Sun Dragon,
the youngest type, for a mere 230 points,
right up to the oldest and most powerful
creature, a Star Dragon, for a handsome
370 points.”

To go with the Dragons, the High Elves
have access to a brand new character, the
Dragon Mage. “l wanted a Dragon ‘unit’
that could feasibly be used in smaller
battles, so we came up with this Mage,”

arduously, honing their exceptional agility, mastering p. 8
every nuance and facet of sword fighting. ?%’

says Adam. These are the most impetuous
and fiery students from the Tower of Hoeth,
who find they have a need to travel to
Caledor and rouse the young Sun Dragons
to war. For High Elves they are reckless
and wild, but nevertheless are a welcome
sight to any Elf army. “I represented the
recklessness and unrestrained use of magic
by forcing the player of a Dragon Mage to
always roll one extra dice when casting a
spell. This not only makes them potentially
very powerful but also makes it even more
likely to roll a double 1 and miscast.”

High magic

Speaking of Mages, High Magic has also
come in for a revamp. “What we've done
with High Magic is play on themes that are
very specific to the High Elves. Most of the
spells from the previous edition, spells like
Fury of Khaine, Flames of the Phoenix and



ELLYRIAN REAVERS

Hailing from the land of
Ellyrian, these Elves are
exceptional light cavalry.

SILVER HELMS —3 ‘
The Elven word for
knight is Ithiltaen,

which literally means
Silver Helm. These
proud knights form the
backbone of the High

Elves’ cavalry force.

Vaul’s Unmaking stay because they are
cool and suitably blasty. Walk Between
Worlds has been retired to make way for
Shield of Saphery, which gives a friendly
unit a 5+ Ward Save. Fortune is Fickle,
which was a tricky little spell and again
didn’t really fit with the High Elves was
replaced by Courage of Aenarion, which
makes a friendly unit Stubborn. Drain
Magic remains as a ‘free’ spell, but is now
a bit better, and simpler to use.”

Before White Dwarf leaves Adam to go
back to his deep contemplations, we asked
him for a few final words. “High Elves now
have the same martial power as portrayed
in their background. I've made them far
more competitive, so they are now as they
should be: an army your opponent will fear
to engage. Just be wary of their nature —
don’t get locked in prolonged combats,
because Toughness 3 is still Toughness 3!”

TiIRANOC CHARIOT

The swift chariots of Tiranoc excel at weaving
between enemy formations before fearlessly
crashing into massed ranks of troops.

DRAGON PRINCES

The finest cavalry in
Ulthuan, and some say
the world, the Dragon
Princes crash into the
enemy with arrogant
disdain, dispatching the
foe with lance and sword.

Golden wings swept back from his helm and though he had never before
laid eyes upon this warrior, he instinctively knew him, for his identity was
a curse and the terror of the Druchii.

Tyrion, Defender of Ulthuan...

Tall banners of white streamed behind the cavalry and their silver
lances lowered in unison as they charged out. Elven soldiers armed with
spears and long swords spread out behind the cavalry, cutting into the
disorganised ranks of the Druchii as they milled at the base of the wall.

‘Halt!’ shouted Asperon. ‘Form shield-wall!”

Ewven as he gave the order, he could see it was already too late.

His warriors were spread out, scattered as they raced to the opened
gate, and easy prey for mounted warriors.

He snatched the shield from the warrior next to him and raised his
sword as the pounding of hooves on stone swallowed them and the charge
slammed home with a deafening thunderclap of splintering lances and
screams.

Extract from Defenders of Ulthuan
by Graham McNeill
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We take a closer look at the two impressive character kits available this month.

HiGgH ELF PRINCE AND NOBLE

V4V

Bare head

| |
|
|

[#5]

-4  Helmet wings

~

Torso

9-10 Cloaks

d|

iz Spear

-
'h|

Axe

-
“|

Bow

-‘|

8 Shield arm

N|

1 Sheathed sword

N

3 Open book i

| 26-27 Riders legs

N|

9 Banner pole

w‘
-

Pennant
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® HIGH ELVES

HicH ELF ARCHMAGE AND MAGE

-3 Helmeted heads

IA

Body !

|.\

Floating rocks '

[=-]

d|

0 Feet

-

2 Open book

4 Rider’s torso

-

-l

7 Flaming sword

d.|

9 Reins

21-22 Elven steed

NI

5 Cyrstal staff top

7 Eagle staff to

|

=]

9 Cavalry base

w|

1 Dagger
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creatures of myth and fear. They are

characterised as spiteful, fire-breathing
monstrosities that would happily burn and
slaughter a whole town; creatures that are
now thankfully extinct. On Ulthuan, the
High Elves see Dragons quite differently -
as noble, intelligent beasts, that are
dwindling, but far from extinction.
Dragons are the oldest and greatest allies
of the Elves, and the fates of both races
are forever intertwined.

Within Ulthuan, the realm of Caledor is
the home of the Dragons and in ancient
days they could always be seen riding the
thermals of the mountain ranges. In more

I n the Old World, Dragons are

great fanged mouths from which they can
breathe scorching gouts of flame, and
taloned claws sharp enough to slice
through stone. A Dragon’s wings are
immense, able to bear it effortlessly
through the sky. In battle they are a
terrifying foe, for they are not mindless
monsters but cognisant, intelligent beings
with an alien logic and a wealth of
experience that only one of the eldest races
in the world can share. It is often mistaken
by some who have been lucky — or
unfortunate — enough to witness a High EIf
Prince riding a Dragon that the mount has
been tamed in the same manner as a horse.
This is an incorrect assumption brought

€ € Dragons are the oldest allies of
the Elves, and the fates of both

races are forever intertwined. 99

recent times such sights have become
scarce. Instead, the Dragons slumber inside
the mountains rather than glide above
them. A mysterious languor that began in
the earliest years of Tethlis’s reign has
caused more and more Dragons to hide
away and sleep, a dormancy from which
only the Mages and Princes of Caledor can
rouse them. It can take months or even
years to awaken a Dragon, although the
younger Sun Dragons can be stirred far
quicker than their ancient brethren.

When fully roused and ready for war a
Dragon is a sight to behold. Even an
immature Dragon has a massive, scaled
body that is powerfully built and strong
enough to shatter city gates. They have

about by the ignorance that is only to be
expected of such immature races. Nothing
is further from the truth. A High EIf Dragon
Rider is given leave to ride the creature to
war by the Dragon itself. Over time, a
bond between rider and Dragon is formed;
a bond that is built over centuries and so is
beyond the understanding of such short-
lived beings as Orcs and Men.

The greatest threat to Caledor’s
Dragons lies with the Dark Elves. The
thought of such noble beasts falling into
the hands of the hated kin fills all Elves
with dread. Raids have been launched by
Dark Elf Shades with the intention of
stealing unhatched eggs. Thankfully such
attacks are rare, and sucesses rarer still.
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The youngest Dragons
are referred to as Sun

| Dragons, in reference
| to their hot tempers

and the rich hue of

| their scales.These |
| Dragons are directed |
| in battle by Dragon ‘
| Mages, as both rider 1
| and steed have a 1
. battle-lust that can

| only be sated by the

| slaying of Ulthuan’s

many enemies.
Those that surpass

 Sun Dragons in might |
 and enlightenment are |
. called Moon Dragons. |

They have lived long
and fought in ancient,
now-forgotten wars.
Only the most
accomplished Mages
can revive the Moon
Dragons from their

| slumber, and an :
| Archmage riding such |

a beast to war is a

| sightall should dread.

Star Dragons are

| the rarest, oldest and

| most powerful of their
| kin. There are few that
| know the arcanerites |
. used to summon a Star
| Dragon, and only a |
| High EIf Prince

bedecked for war has
the will to do so.




CALEDOR

Caledor is a thinly
populated, mountainous
realm to the west of
Eataine. In elder days,
several of the Phoenix
Kings came from this
kingdom, which enjoyed a
level of power belying its
sparce populace. This was
because the residents of
Caledor also shared their
home with the Dragons,
who made their lairs
beneath the blazing peaks
of the Dragon Spine
Mountains. Nestled within
these bleak volcanic
highlands are fertile
valleys that sustains the
small population.

-
5
1
|
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and hard-hitting army, capable of

striking at the enemy fast, before they
have even put into place any kind of
defence. The key to getting the most out of
this force is how you use the two Dragons.
A good strategy would be to advance with
your Dragon Princes in the centre and to
place the Dragons on either flank. A well-
coordinated charge with the Dragons in the
sides and the Dragon Princes smashing into
the front of a key enemy unit would be
devastating indeed.

T his Caledor force is a highly mobile

1 A High EIf Prince riding a Star Dragon
is a formidable foe that even a Chaos
Lord will struggle to deal with. There is
a large points sink into such a powerful
unit, so use it wisely, for if it is taken
out of the game early, then recouping
the points from the enemy will be a

3

Over the next few pages, Adam Troke offers some ideas on some
unusual army compositions, based on tales of the provinces of Ulthuan.

challenge. In addition to the rider and
mount’s formidable innate abilities, the
Prince is armed with the deadly Star
Lance, giving him a Strength 7 when he
charges, with no armour saves allowed.
Do not forget the Star Dragon’s
powerful Strength 4 breath attack in the
Shooting phase.

This Caledor army is light on magic,
although they do have one magic user
in the form of the Dragon Mage riding
to war on a young Sun Dragon. The
Dragon Mage's access to Fire magic
will complement the Sun Dragon’s
breath attack, making the rider and
mount a dangerous force outside the
Combat phase as well as in it.

The Dragon Princes are the elite
cavalry of the High Elf army. Heavily



.
| @High Elf Prince
| with Star Lance, Armour of
| Caledor, The Dragon Horn
| and a Star Dragon.
| 610 points

|

| @Dragon Mage
Level 2 Wizard with
| Guardian Phoenix and
Dispel Scroll.
430 points
© 10 Dragon Princes
with command group,
Amulet of Light and
Banner of Arcane
Protection.
390 points
@12 High EIf Archers
= with command group.

@20 High EIf Spearmen
with command group.

205 points
©2 Repeater Bolt
= Throwers
200 points

1992 points

armoured and with 2 Attacks they are a
force in their own right. When
combined with a Dragon charge in the
side or rear there will be no unit able to
withstand such an onslaught. The unit
is also protected from magical attacks,
and is even capable of fighting
fearsome Ethereal foes thanks to the
Banner of Arcane protection and the
Amulet of Light.

S A
a0 The Isle
o 3 the De{

The citizen soldiers of the High Elves
are capable in support roles, be it with
spear or bow. The Spearmen could
easily tip the balance in a difficult
combat with their high static combat
bonus and 16 Attacks.

Repeater Bolt Throwers will be able to
give long range fire support no matter
how far ahead the Dragons fly.
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“‘ - HUNTERS Ok

CHRACE

| The mountains of Chrace
are the home of the
fearsome white lions, and
to be counted as a real
hunter, an EIf of Chrace
must kill one of these
mighty beasts single
handed. The white lion
also gives its name to the
legendary regiments that
guard the Phoenix King.

Chrace is the main

route through which the
Dark Elves seek access to
the Inner Lands. Luckily
the locals are great
hunters and scouts, adept
at guerrilla warfare and
skilled with bow, sword
and axe.
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espite containing three chariots, this
D army of Chrace is quite a static

force built primarily for defence. As
the enemy approaches, the High Elves
should pour missiles and magic into them.
When the enemy comes close, the Lion
Chariots can charge forward into the
enemy lines. These are supported by three
blocks of infantry — High Elf spearmen
flanked by a unit of White Lions either
side. The infantry can wait patiently on the
battle line knowing that if and when they
are charged by the enemy they are faster
and will always strike first.

The Archmage carries the Silver Wand,
gifting him knowledge of an impressive
six spells, including Drain Magic.

2 Korhil with his three Strength 6 Attacks,
Killing Blow and high infantry armour

save (for a High Elf) is a great addition
to any unit, when accompanying some
White Lions, they combine to make a
truly powerful block of infantry.

3 All High Elf characters have a high

Leadership value, so when twinned
with a Battle Standard it makes High
Elves very hard to shift.

The Core choices of this army are the
reliable citizen soldiery of Spearmen

& and Archers. The Spearmen of the High

5 Elves will get an impressive sixteen
attacks when charged, due to their
superior martial prowess. As the First
Among Equals they carry the Banner of
Ellyrian into battle, giving the unit the
ability to treat difficult ground as open.
Deploy them in or close to rocky
ground or even a wood, which



@High EIf Archmage
Level 4 Wizard with |
Silver Wand. |
270 points |
@ Korhil
140 points |
@®High EIf Noble '
Battle Standard Bearer,
with heavy armour, shield |
and Lion Standard. ;
141 points |
@20 High EIf Spearmen
with command group and
Banner of Ellyrion.
220 points
©® 10 High EIf Archers
110 points
15 White Lions
with command group.
255 points |
@ 14 White Lions 1
with command group. ‘

£y 240 points |

. @ Lion Chariot of Chrace
140 points |

. @Lion Chariot of Chrace
140 points |
| @Lion Chariot of Chrace |
140 points |

@2 Repeater

Bolt Throwers i
200 points |
1996 points |

~N "3

qShrme of Khame CC) E
complements the White Lions’
Woodsmen special rule. ( 5 e
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White Lions are the hardest-hitting & ' n,l \"‘ :
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8 Repeater Bolt Throwers are reliable and

accurate war machines — great for
wiping out whole ranks and columns of
infantry at a time, but equally capable
of felling large targets like Giants.
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PAINTING HIGH ELVES

Pete Foley of the 'Eavy Metal team takes us through some painting techniques
for items and textures that are common throughout the High EIf army.

SILVER ARMOUR

Undercoat the armour with Chaos Next, apply a thin wash of Finish off the armour with a
Black and then apply a flat watered-down Regal Blue and highlight of Mithril Silver, applied
basecoat of Chainmail. Chaos Black; about a 50/50 mix. with a light drybrush.

(GEMSTONES

Start painting your gemstones by Add a layer of Blood Red in the Add some Blazing Orange to the Gemstones don’t have to be red —
painting the lower half with a coat lower half of the gem; make sure a bottom of the gem and a dot of just pick a shade, mid-tone and
of Scab Red. band of Scab Red remains visible. Skull White in the top hallf. highlight of any colour you like!
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WaiITE CLOTH

After undercoating, the first step is
to apply a basecoat of Fortress
Grey over the cloth areas.

BLUE SASH

Basecoat the sash with a layer of
Regal Blue — be sure to paint into
all the recesses.

A thin wash of Codex Grey is then Finally, highlight with Skull White.
brushed into the recesses to create You may need several thin coats to I
a shade. achieve a good, even coverage. HIGH ELF ONLINE

Check online for more
great High EIf content:

* Modelling and
painting Lords and
Mages. |

o Spotlight on Eltharion

* High Magic Tactica

o High EIf terrain
showcase

All our online content is
free to view and

download.
Next, apply a layer of Enchanted To finish off, add a fine highlight of | www.games-workshop.co.uk/highelves
Blue; leave the recessed areas in an Enchanted Blue and Space Wolf |
Regal Blue. Grey 50/50 mix. SN
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A mighty High EIf Host has arrived on the shores of the Old World, plunging inland with single
‘ minded purpose, sweeping aside all who would dare stand in their way. The treasures of their
; forefathers call to their blood and none shall block their return to the city of their ancestors, the

-, fabled ruins of Tor Thana!

e The first Lords of the Old World have come to reclaim their } “ '\
' birthright! " !’
‘ ~ Asthe carrion birds circle over smoke wreathed fields of { N\%

e dead of Men, Elves, Dwarfs, and creatures less
o to feed the earth and pyres of the Great Forest, the
is spirited away by its Dwarfen keepers to be

!
Ny,
%0

rmies of the Old World limp home, ragged and
hen panicked word comes from the coast. A great
1ada of mighty ships has been seen up and down

rily the armies stand to, ready to fight again, but ;
fﬁulthu_an come bearing friends or foes? |




INVASION LT YVRESSE

Ulthuan lies in the Great Ocean surrounded by confounding mists and
shifting isles. Despite these obstacles, Orc Warlord Rotgor has landed
on the shores of Yvresse intent on burning and plunder...

BATTLE FACTS

Forces: High Elves (Adam
Troke) vs. Orcs & Goblins
(Andy Hoare).

Size: 3,000 points.
Scenario: Standard.

Location: Yvresse, the

High EIf realm of Ulthuan.

he island realm of the High Elves,

Ulthuan, has suffered many

invasions in its troubled history.
Despite its distance from other continents,
and the magical barriers that encircle it,
every so often a foreign invasion force will
land upon its shores.

This may be pure chance, or perhaps
the invading warlord will have discovered
some powerful artefact that can becalm
Ulthuan’s defences. The High Elves have
been repelling such invasions for
generations, so it does not take long for an
army to be mustered and for them to then
intercept the invading forces.

This month’s battle report is just such
an occurrence. Rotgor Skinny-slayer’s
Waaagh! has defied the odds and has
made the treacherous journey across the
Great Ocean, through the Shifting Isles,
and made landfall on the beaches of
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Yvresse. Even after losing half his force on
the voyage, his army is still large enough to
pose a threat. The High Elves, under the
command of Adam Troke as Prince
Temakador, are tasked with expelling Andy
Hoare’s marauding greenskin horde back
into the sea.

So, the stage is set for this issue’s battle
report. We decided to fight this battle as a
substantial 3000-point game, allowing for a
good mix of units in both armies. We set
up the board according to a strong Ulthuan
theme, using the new scenery by Studio
master modeller Dave Andrews. As an
aside, getting a neutral third party to set up
terrain for a battle can often lead to a more
aesthetically pleasing battlefield than you
would otherwise get using the
collaborative scenery guidelines.

Finally, Grombrindal is on hand to offer
some “impartial” opinions on the battle.



WAREANMMER
BATTLE REPORT

" Prince Temakador rode to
the top of the ridge,
reining in his steed and
surveying the scene below
him, looking down onto
the beach in disgust. He
turned to Aesanir the
mage, who was eerily
floating at the same eye-
level beside him.

“Look at them; filthy
creatures,” said
Temakador, gesturing
with his hand to the shore
below. The beach was
rapidly filling up with
Orcs and Goblins as they
disembarked from their
roughly hewn, almost
unseaworthy, vessels.

“They will not be
here for long,” said
Aesanir.

“You've seen it then?
Your scrying has predicted
their defeat?”

“No. Your fate and
| that of the oncoming
battle remain clouded in
the mists. Although I
have seen the arrival of a
great ally, even now one
of my kin, barely a child,
rides to us upon a mount
of Caledor. Both will take
great pride in cleansing
our shores.”

“That is welcome
news. Come, we must
prepare.” With that, the
Prince turned his steed
about and rode aways; it
was time for war.

High EIf deployment.

Orcs & Goblins Deployment.
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Adam is better known for
his devotion to Sigmar
than as an honoured son
of the Asur. However, that
has all changed since
Adam was tasked with
writing the High EIf army
book. Now he goes to war

| alongside Dragons!

WHITE DWARF  BATTLE REPORT

Jp g

DEFENDERS @k

Adam: Once more the vile greenskins seek
to defile the blessed island kingdom of
Ulthuan and, once more, they will be
driven off. Again the glittering hosts of the
High Elves, with tall helms of ithilmar and
robes of purest white will spill the blood of
Orc and Goblin. Yes, I'm excited!

There are so many great Lords and
Heroes in the new High Elf army book that
choosing characters has become quite
thrilling for me. | decided that | would take
a fairly even spread of characters — just a
Lord and three Heroes. Caradryan is one of
my favourite characters in the background,
and is absolutely my favourite High EIf
model (hats off to Mr Footitt), so he was a
definite requirement. | also wanted to
include a Dragon Mage. A new addition to
the army list, the Dragon Mages are a great
way of shoehorning a Dragon into your
army without blowing too many points.

VRESSE

| also included one each from the new
plastic hero kits — a Prince riding a fine
Elven steed and a Mage.

Units are what Warhammer is all
about, however, and | had a lot of things
that | wanted to cram into this Elven Host.
Two strong units of High EIf Spearmen
were first on the roster. | can't praise the
dependability of these, the mainstay of
Ulthuan’s armies, enough. There's few
things more off putting for a unit of Orc
Boyz or Goblins than charging a forest of
spears. For my other mandatory Core
choice | decided on a unit of Archers. |
bought full commands for each Core unit —
they just look cooler that way!

Special is “where it’s at” for the High
Elves — they can take more Special troops
than other Warhammer armies, which is
just as well since there are so many to
choose from. First up are the Phoenix



Guard. Causing Fear is very handy in a unit
of High Elves; more than once it's saved
me from a flank charge or from
automatically breaking against a Fear-
causing foe. Their 4+ Ward Save is pretty
awesome too. Sword Masters are next up.
They are, in my opinion, the finest close
combat warriors in Warhammer. Not as
durable as Ironbreakers (Obviously! —
Grombrindal) or as insanely brutal as
Chosen Khorne Warriors, but skilled and
dexterous in a manner that those clumsy,
lesser races cannot match. White Lions
were next in line for me, they can normally
be relied upon to fight to the bitter end.

| just had to take a Lion Chariot,
another new unit for this edition of the
High EIf book. Drawn by two ferocious
White Lions, it's not a weapon of subtlety
but is tremendously effective on the
charge. Likewise, | really wanted some

Dragon Princes of Caledor. They're deadly
when they charge, and they’ll make a
brilliant delivery system for my Star Lance-
toting High EIf Prince.

With only a few points left over, |
added a pair of Repeater Bolt Throwers
and a unit of Shadow Warriors for extra
shooting power.

My plan, very loosely speaking, is to
meet the Orcs head on and cut them down
in close combat. As long as | use the Elves’
faster speed and manoeuvrability to my
advantage, the Speed of Asuryan special
rule means that | should get the best of
most encounters. The Dragon Mage will
thunder across the table and slaughter any
Orc & Goblin war machines as a matter of
priority. As for Goblin Fanatics, | don’t
know what | will do about them... lure
them out to their deaths if | can, although
doing so normally costs a unit or two.
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| @ Prince Temakador
. with Temakador’s
Gauntlets, Star Lance,

@ Caradryan

| Total:

£
.1’

g

barded Elven steed, heavy
armour and shield.

253 points |

@ Caeliriel, Dragon Mage
Level 2 Mage with
Guardian Phoenix.

410 points

' @ Aesanir, Mage
| Level 2 Mage with Dispel
. Scroll, Silver Wand and

Jewel of the Dusk.
180 points

175 points

% @ 10 Archers

with command group.

135 points |

® 20 Spearmen
with command group.
205 points

" @ 20 Spearmen

with command group.

205 points |

@ 5 Dragon Princes
with command group and
Gem of Courage.

210 points

| © 15 White Lions
| with command group and

Lion Standard.

280 points

(D Lion Chariot
140 points

(D 14 Phoenix Guard
| with command group and
War Banner.

260 points

| @ 15 Sword Masters

with command group.

255 points'

® 5 Shadow Warriors

with Shadow-walking.

92 points

. (D 2 Repeater Bolt Throwers

200 points

3000 points



| Andy plays Warhammer

| despite the lack of Leman
| Russ battle tanks

| available. When he does

put his Warhammer hat
on, he leans towards evil
horde armies, like
Beastmen and, in this
case, Orcs & Goblins.

Andy: 3000 points should get me a decent
amount of green-skinned killiness, so
where to start? Firstly, da plan. Err... High
Elves strike first now, right?

Bearing in mind the models at my
disposal, | chose a unit of Black Orcs, and
another of Orc Boyz to form a large, solid
centre to the army. Added to these were
the army general, a belligerent Black Orc,
and the battle standard bearer, an Orc Big
Boss. Both of these units are big, as | can
see combat resolution bonuses more than
kills being the key to them beating down
those pesky Elves.

The same is true of the two large Night
Goblin units | took, except these were
taken as much for their ability to deliver
Night Goblin Fanatics into the heart of
Adam’s army as anything else. | hope to
use the Fanatics as a potent psychological
weapon, as | can imagine Adam will be
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having nightmares about what they might
do to his expensive elite infantry. Just to be
a bit sneaky, | gave a Fanatic to the bow-
armed Night Goblins too, as Adam may
not expect them to contain any and might
be lured into approaching too close.

Next up are a few of the (many) fun
units the Orcs & Goblins list has to offer. |
couldn'’t resist taking some Squig Herders,
These could prove especially dangerous to
the High Elves if the “Wild Squigs” rule
comes into effect. Simply, if the unit is
forced to flee, the Squigs run amok in all
directions, causing D6 Strength 5 hits on
all units (friend and foe!) within 2D6". That
could cause as much damage as the
Fanatics!

| also figured I'd need a few flanking
units, as once again, the combat resolution
bonuses to be had from a simultaneous
front and flank charge could well prove



vital. To this end | took a unit of Goblin
Wolf Riders, led by a Big Boss armed with
Backstabber’s Blade. This cheeky magic
weapon not only gives the bearer poisoned
attacks, but also grants him +1 Strength if
he’s attacking an enemy’s flank, and +2 if
he’s attacking their rear. | also took a
couple of units of Forest Goblin Spider
Riders, as their ability to move through
terrain could prove very useful.

That lot left a bunch more points still to
spend, so | rounded the army out with a
couple more characters, in the form of a
Level 4 Night Goblin Great Shaman and a
Night Goblin Big Boss to accompany the
Night Goblin units and generally beef them
up. | took a Giant, planning to use it to
inflict Terror tests as much as cause
damage, as many of the High Elves’ elite
infantry units can cause it a lot of harm
striking first. The Giant will be a massive

target for any Repeater Bolt Throwers in
the High EIf army, but at least that will
keep them from targeting other things.

Finally, | figured the army could use a
little more firepower, so | picked some
Arrer Boyz, a Rock Lobber and a Doom
Diver Catapult. Both war machines should
prove devastating against those expensive
elite infantry, which means they’ll be high
on the priorities of any Dragon-riding
characters Adam brings along. For that
reason, it’ll be best to split them up on
deployment, so both can’t be killed in one
or two turns, but | also decided to take
along a unit of Savage Orcs to hang around
near the Doom Diver Catapult, with the
intention of intercepting or discouraging
enemy units that get too close.

So, the masterplan is laid — let's just
hope that my greenskinned rabble
remember to stick to it!
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 ‘Ead Hoppa,

| @ 25 Orc Boyz

' ©) 20 Savage Orc Boyz

€ Rotgor Skinny-slayer,

Black Orc Warboss
with Warboss Um'’s Best Boss
‘At, Bigged's Kickin Boots,
shield and heavy armour.

214 points
@ Buzgit,
Night Goblin Great Shaman
Level 4 Shaman with Staff of
Baduum, 2 Dispel Scrolls
and 1 Magic Mushroom.

285 points
© Da Loon,
Night Goblin Big Boss
with light armour, Lucky’s
Dirk, Talisman of Protection
and Mad Cap Mushrooms.

72 points
€) Sneaky Silus,
Goblin Big Boss
with Giant Wolf,
Backstabber's Blade, Spiteful
Shield and light armour.
99 points

© Gorsnag,
Orc Battle Standard
with light armour and Gork's
Waaagh! Banner,
122 points

Night Goblin Big Boss
with Great Cave Squig, and
Nibbla’s ‘Itty Ring.

100 points
@ 29 Night Goblins
with command group, spears,
shields, nets and 3 Fanatics.
246 points

with command group,
choppas and shields.
180 points

with command group and
additional choppas.

230 points
) 20 Night Goblins
with command group, bows,
nets and a Fanatic.

140 points
@ 10 Arrer Boyz

60 points

@ 10 Wolf Riders
with command group,
spears, bows and light
armour.

170 points
(® 10 Spider Riders
with command group, spears
and shields.

160 points
{0 10 Spider Riders
with command group, spears,
bows and shields.

170 points
{® Rock Lobber

70 points

(@ 19 Black Orcs
with command group, and
shields.

304 points
® 3 Squig Herds
90 points
{ Giant
205 points
(D) Doom Diver Catapult
80 points
Total: 2997 points

vty



DRAGON FIRE TURN 1

T he High Elves began the battle with

the central infantry line moving

forward to anchor the southern flank b The DragoniMage balties
by the tower. The Shadow Warriors wasted T AR ROVED. Ui
no time by entering the mansion and
appearing on the balcony moments later,
giving them a good view of the Orc line
(a). On the far north flank the White Lions
moved up behind the mansion. The
Dragon flapped its great wings and
effortlessly glided over the Elven mansion,
landing worryingly close to the Arrer Boyz
and Doom Diver on the hill.

The first High EIf Magic phase was
uneventful but the Shooting phase proved
more lively, with the Dragon opening the
phase with a blast of fire that killed two
Arrer Boyz (b). The Shadow Warriors” aim
also proved true, as they wounded two
Spider Riders. The Bolt Throwers
unleashed their payload and punctured
two Squigs. With no combat, it was time
for the greenskins to make their moves.

Spoiling for a fight

As ever, the Orcs began their turn with
Animosity tests. This resulted in the Squig
Herd squabbling but, thankfully for Andy,
no early Waaaghs!

The Spider Riders passed their Terror
test and wheeled to face the Dragon, ready
to charge it next turn if they proved brave
enough. The Savage Orcs also positioned
themselves for a potential charge should
Gork deem it necessary.

The rest of the greenskin army moved
forward towards the glittering High EIf :
lines. The Wolf Riders and Spider Riders on Grombrindal says... |
the southern flank advanced beyond the ‘
Orc battle line and laid claim to the south
side of the battlefield.

The Shaman, Buzgit, started the Magic
phase by casting Gaze of Gork, which was
promptly dispelled with a scroll. Mork _
Wants Ya! was then cast on the Dragon '
Princes. Adam rolled all his dispel dice but
failed to earth the spell even with his +1
bonus. Prince Temakador was targeted, but

' Waaagh! Magic

| Warlord Rotgor went to war with a

| powerful Goblin Great Shaman in the

| hope of countering the Elven magic
that would be cast his way. The Shaman

came prepared with
two Dispel Scrolls,
Magic Mushrooms and
the Staff of Baduum,
giving him +1 to all of

passed his Initiative roll with ease. .‘ his casting attempts.
Shooting commenced with a crazed ‘ T
Goblin being launched high into the air, its After a cagey start for both |

sides, Andy will be cursing |
his luck! The unreliable
Grobi war machines and
squabbling Squig Herd

target the Bolt Thrower. But the Doom
Diver drifted and scattered off the table.
The Stone Thrower fired next, and, despite

an accurate guess by Andy, it also scattered cost him an early lead.
wildly. The Spider Riders and Wolf Boyz still, what can you expect
on the southern flank both fired into the from a bunch of rowdy,
Spearmen and felled two Elves. On the undisciplined greenskins?

other side of the board the Spider Riders
shot at the Dragon, and would have even
wounded it but for its tough scales.
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Orcs &

Prince Temakador
Caeliriel,

Dragon Mage
Aesanir, Mage
Caradryan
Archers
Spearmen
Spearmen

Dragon Princes

ngNS MOVEME!

NT PHASE

White Lions

Lion Chariot
Phoenix Guard
Sword Masters
Shadow Warriors
Repeater

Bolt Throwers

Rotgor, Warboss

Buzgit, Shaman

Da Loon, Big Boss
Sneaky Silus, Big Boss
Gorsnag, Battle Standard
‘Fad Hoppa, Big Boss
Night Goblins

Orc Boyz

Savage Orc Boyz

Night Goblins

R HicH ELVES

VICTORY POINTS ot
HicH ELVES Orcs & GOBLINS :

200 100

gl

The Shadow Warriors
move into the

building on the first
turn. Note that they
didn’t start in the
building as they

would count as being |
seen and so be |
illegally deployed.

The Orc Arrer Boyz
are flambéed by the
Sun Dragon’s fiery
breath. Two Orcs are
roasted, but the unit
held its ground, only
because of the
proximity of the
Black Orc general.

‘Ead Hoppa, the
Goblin Boss rolled
high for his Cave
Squig’s movement
and so bounced
down the Southern
Flank aiming for the
arch way under the
tower staircase,
which would take
him behind the High
Elf battle lines.

Arrer Boyz

Wolf Riders

Spider Riders

Spider Riders

Rock Lobber

Black Orcs

Squig Herds

Giant

Doom Diver Catapult
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a

Expecting that the
Night Goblin Archers
contained some
Fanatics, Adam
concentrated his fire
on them with the
Archers and Bolt
Throwers. He
managed to slay six in
total and force a Panic
test, but Andy rolled
low and so the Night
Goblins remained,
ready to unleash the
Fanatic in the
following phase.

After fleeing at the
beginning of the turn
due to their proximity
to the Dragon, the
Doom Diver crew
calmed themselves
and rallied, beyond
all expectation.

The Fanatics
unleashed in the High
Elf Movement phase
scattered at the
beginning of the Orc
turn. One died of
exhaustion, one swung
into the Phoenix
Guard, killing one,
while the third moved
to a spot previously
occupied by the
fleeing Dragon
Princes.

‘Ead Hoppa and his
Cave Squig continued
their slow progress
towards the Bolt
Throwers on the hill.

The High EIf force
continued to frustrate
the Goblin Great
shaman, dispelling all
of his casting attempts
with casual disdain.

The Arrer Boyz tried
and failed to get past
the Dragon’s tough
scales. The Rock
Lobber also fired at
the Dragon but
missed.
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} A common tactic when

Fanaric FALLOUT

Baiting Fanatics

| facing Fanatics is to
force them to be
released by placing
an expendable unit
within 8" of the Night
Goblin unit. Adam
obviously didn’t have
an expendable unit,
so he gambled by
using the Phoenix
Guard, hoping that
their 4+ Ward Save
would help them out if
the worst happened.

dam started the turn by taking a

calculated risk and inching the

Phoenix Guard forward to trigger the
Fanatics from the central Goblin unit. As
expected, three of the insane, ball-and-
chain swinging Goblins were launched
from the parent unit straight at the Phoenix
Guard. Adam’s gamble paid off as none of
the Fanatics managed to reach the Phoenix
Guard and were now in the way of any
possible Orc and Goblin charges.

The rest of the High Elf line remained
static with the exception of the White
Lions, who marched onwards as far as they
could, and the Dragon Mage, who swung
round on his majestic mount to face the
rear of the Black Orcs.

In the Magic phase the Dragon Mage
began by casting a Fiery Blast at the Black
Orcs, which Andy dispelled with a scroll
once again. The Winds of Magic were

a2

TURN 2 — END OF ORcs &
GOBLINS COMBAT PHASE

obviously blowing softly, as Adam’s Mage
failed to cast both Flames of the Phoenix
and the Shield of Saphery.

The Shooting phase was more eventful.
The Shadow Warriors struck first by slaying
another Spider Rider on the northern flank.
The Archers fired at their Night Goblin
counterparts and their aim proved true,
with eight of the ten arrows hitting their
targets. However, the Goblins were
surprisingly resilient, with only two of the
arrows wounding. The two Bolt Throwers
aimed at the same target and killed another
four Gobbos (a). The Sun Dragon breathed
fire into the Black Orcs but they all
survived thanks to their thick armour.

Discretion over valour

Before Andy could get his forces moving
there were a few tests he had to take. The
Black Orcs, Orcs and Doom Diver crew all



| 1 : 5
| TURN 2 — ORCS & GﬁuNs MOVEMENT PHASE

°

had to test for Terror thanks to the Dragon
Mage’s fearsome mount. Both the Orc units
passed but the Doom Diver crew fled,
although not off the table so there was still
time for them to rally (b). Animosity was
next and, in typical Orcy fashion, Andy’s
Savage Orcs, Squigs (again!) and Spider
Riders on the south edge all ignored the
encroaching enemy in favour of scrapping
amongst themselves. On the other end of
the spectrum, the Orc Boyz Waaaghed!
forward, as did the Night Goblins, even
though it meant advancing into the still-
spinning Fanatics (c).

Spurred on by the Waaagh! result, the
Orc Boyz declared a charge against the
Phoenix Guard and the Giant also
attempted to charge the Dragon Princes.
The Boyz failed to reach the Phoenix
Guard and so came to a halt just in front of
the silent, stoic High EIf elites. Meanwhile,

the Giant charged forward but Temakador
decided on discretion rather than receiving
a charge from a club-swinging monstrosity,
and promptly fled, to much booing and
jeers from the spectators on the Orc side.

In the Movement phase the Night
Goblin Archers advanced and released a
single Fanatic towards the High Elf
Spearmen to the south. The Fanatic hit the
Spearmen and caused an impressive six
casualties. The Wolf Boyz zipped through
the gap between the toppled pillar and the
tower staircase, and used their free reform
to present their maximum frontage to the
High Elf Spearmen.

Magic was uneventful (e) so it was
straight into the Shooting phase (f). The
Wolf Boyz shot at the High Elf Spearmen
but all missed. However, the Night Goblin
Archers had more luck and wounded two
Sword Masters, despite needing 6s to hit.
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VICTORY POINTS
HicH ELVES

O NW R W=

7 Squig Herds

ORrcs & GOBLINS

566

Prince Temakador
Caeliriel, Dragon Mage
Aesanir, Mage
Caradryan

Archers

Spearmen

Spearmen

Dragon Princes
White Lions

Lion Chariot
Phoenix Guard
Sword Masters
Shadow Warriors
Repeater Bolt Throwers

Rotgor, Warboss

Buzgit, Great Shaman

Da Loon, Big Boss

Sneaky Silus, Big Boss on Wolf
Gorsnag, Battle Standard

‘Fad Hoppa, Big Boss on Giant 5quig
Night Goblins

Orc Boyz

Savage Orc Boyz

Night Goblin Archers

Arrer Boyz

Wolf Riders

Spider Riders

Spider Riders

Rock Lobber

Black Orcs

Giant
Doom Diver Catapult
Fanatic

' Grombrindal says...

Andy’s battle line was
plunged into disarray, not
least because of some
failed charges. Adam’s
general fled from the
onrushing Giant — a wise
decision, perhaps, but not
a very heroic one.




a

C

d

e

f

J

The White Lions charged into the Savage
Orcs. The Chracians slew three of the Orcs
but lost two Elves in return. The Savage Orcs
won the combat due to their higher Unit
Strength. The White Lions lost by a single
point and fled, and were wiped out by the
pursuing greenskin savages.

The Prince and Dragon Princes rallied
with ease.

The Winds of Magic blew stronger this turn.
Shield of Saphery was cast on the Spearmen
facing the Wolf Riders and the Flaming
Sword of Rhuin was cast by the Dragon
Mage. In the Orc Magic phase, the High
Elves dispelled all Andy’s Waaagh! magic.

The Black Orcs were charged by the Dragon
Mage in the rear and the Lion Chariot in the
front. The chariot scored six wounds, while
the Dragon Mage and his mount did another
two. In return, the Orcs managed two
wounds on the Chariot and slew the Mage,
making the Dragon subject to Hatred and
Frenzy for the rest of the battle! The High
Elves won the combat and the Black Orcs
fled. The Black Orcs and Warboss were
chased down by the enraged Sun Dragon.

All High Elf shooting from the hill was aimed
at the Giant. After the flurry of arrows and
bolts had cleared, the Giant remained
standing, only losing two wounds to the
massed volley.

The Mage and the Phoenix Guard charged
into the Orcs. The Boyz held on, taking only
three wounds, while Gorsnag cut down the
High EIf Mage in workman-like fashion. The
combat ended in a draw, only because of the
Phoenix Guard’s War Banner.

The Sword Masters made short work of the
Night Goblin Archers, who were pursued
and wiped out. This caused the nearby unit
of Night Goblins and Buzgit the Shaman to
panic as well.

The Spearmen won the combat with the
Wolf Riders, who fled a good 16" and so
could not be caught by the pursuing Elves.

The triumphant Savage Orcs charged the
Shadow Warriors who had emerged from the
mansion in the previous phase. Despite the
Elves’ Speed of Asuryan, they were defeated,
fled and were run down.

The Squig Herd charged the Sword Masters.
The Elves made short work of the Squigs and
ran the last few Goblins down.

In the ongoing combat between the Phoenix
Guard and the Orc Boyz, the Orcs
performed strongly, beating the Elves by
three. The Phoenix Guard fled 12" and the
Orcs failed to catch them.

GLORY OR DEATH o TURN

TURN 3 — END OF
HicH ELF COMBAT PHASE

The third High EIf turn is marked by
massed charges as the elite warriors hit
the Orc line hard.




ViCcTORY POINTS
HicH ELVES ORCs & GOBLINS

1220 1292

- Wild Squigs

| When Squig Herd units lose
all their herders or flee, the
Squigs go wild inflicting
massive amounts of
damage on friend and foe.
Fortunately for Adam, the
Sword Masters prevented
this from happening by
killing all the Squigs before
the herd fled. | .
In a pivotal turn, the Orc
general was slain. Andy
cursed his luck, because
with one fell swoop Adam
had denied the Orcs their
chance of a Waaagh!

e, > o

{ TURN 3 - ORcS & G&LINS CoMBAT PHASE Prince Temakador
Caeliriel, Dragon Mage
Aesanir, Mage
Caradryan

Archers

Spearmen

Spearmen

Dragon Princes

Lit
Lion Chariot

Phoenix Guard
Sword Masters

Repeater Bolt Throwers

Buzgit, Great Shaman

Sneaky Silus, Big Boss on Wolf
Gorsnag, Battle Standard

‘Ead Heppa, Big Boss on Giant Squig
Night Goblins

Ore Boyz

Savage Orc Boyz

Arrer Boyz

Wolf Riders

Spider Riders

Spider Riders

Rock Lobber

Giant
Doom Diver Catapult
Fanatic
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c

The final Fanatic
ominously moved
towards the High EIf
Archers, hurtling a
massive 11" in their
direction.

The Orcs & Goblins
suffer from Animosity
once again, as the
Spider Riders and
Wolf Boyz to the
south spend the turn
squabbling.

‘Ead Hoppa continued
his epic journey to the
High EIf Bolt throwers
on the far hill. He
ended his movement
on the hill ready to
charge in the
following turn.

Having rallied in turn
3, the Night Goblins
were forced to make
another psychology
test as the Dragon was
very close. They failed
and so fled in terror.

dam began the fourth turn by
Adeclaring a charge on the Orc Boyz

with the freshly rallied Dragon
Princes. The Spearmen in the north also
charged forward into the Spider Riders. The
Phoenix Guard stoically took account and
rallied without uttering a single word.
Meanwhile the Lion Chariot lurched
forward, readying itself for another charge
in the not-too-distant-future. The Sword
Masters turned toward the Night Goblins,
who were still fleeing from panic caused

by witnessing the crushing of their brethren -

in the previous turn.

With no High EIf wizards left alive, it
was straight into the Shooting phase. The
Bolt Throwers and Archers on the hill once
again targeted the Giant, causing another
two wounds. It was not enough to slay the
beast and so it survived for another turn.
The Dragon exhaled its fiery breath on the
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TURN 4 — END OF
ORCS & GOBLINS COMBAT PHASE

unfortunate Night Goblins, who had just
rallied in turn 3, roasting another two of
the hooded greenskins.

The Combat phase kicked off with the
Spearmen fighting the Spider Riders. The
Spearmen scored two wounds, the Goblins
hit back and all missed — however, their
monstrous steeds pulled things back for the
greenskins by wounding two Elves.
However, this was not enough, and the
Spider Riders lost the combat and fled. The
Spearmen chased after them, rolling 9" for
their pursuit distance, but it was too little to
catch the routing Forest Goblins.

Prince Temakador and the Dragon
Princes charged the Orc Boyz, slaying
seven Orcs in spectacular fashion. The
Boyz failed to topple even one of the High
Elf knights in return, and so lost the combat
but managed to stay in the fight thanks to
their ranks and numbers.




R HiGH ELVES

VICTORY POINTS
HiGH ELVES ORcs & GOBLINS

1751 1062

Masters of Hoeth

Armed with long, two-handed
swords that count as Great
Weapons, and with 2 Attacks
that always strike first, the
Sword Masters are some of the
most daunting infantry to face
in the entire game. No wonder
they struggled to find a willing
opponent to face in this battle.

ﬂ
;s

TURN 4 — ORLH & (;3@! INS COMBAT P}{A‘ai-,

The Giant attacks!

In the greenskin Movement phase, the
Giant charged into the rear of the High Elf
Spearmen who had been pursuing the Wolf
Riders. In the north the Savage Orcs
reformed, ready to charge or be charged.

Shooting began with the Doom Diver
back in action. A flying Goblin launched
and landed in the middle of the Sword
Masters, killing four High Elves with an
almighty crash! The Rock Lobber, which
had vet to hit anything all game, got a
direct hit on the Dragon, but misfired!
Andy just thanked his stars that the
machine remained intact. The Arrer Boys
also fired at the Dragon but could not
pierce its tough, scaly hide.

All eyes turned to the Giant in the
Combat phase. Even though the brute had
charged the Spearmen from the rear, the
High Elves struck first thanks to the Speed

of Asuryan. The Spearmen stabbed at the
Giant and managed to wound it. Incensed
the Giant used his “Swing with Club”
attack and killed five Elves, wiping out an
entire rank with one almighty swing! The
Elves lost the combat and were run down
by the triumphant Giant.

The remaining combat was with the
Orc Boyz and the Dragon Princes. Prince
Temakador challenged the Big Boss who
duly accepted. The High EIf Lord struck
first in a fluent display of swordsmanship.
The Orc struck back, his sheer might
overcoming any need for martial skill. Each

" took a wound in the challenge. The Boyz

and knights also matched each other, both
causing a wound. The Dragon Princes lost
the combat thanks to the Orcs’ static
combat bonus. But the Prince passed the
Break test and so would remain locked in
combat for at least the next turn.
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Prince Temakador
Caefmef Dragon Mage

Caradryan

10 Archers

20 Spearmen

20 Spearmen

5 Dragon Prmces

L;on Charlo!

14 Pheenix Guard

15 Sward Masters
Wa

2 Repeater Bolt Thmwers
Varboss

Buzgu, Great Shaman

Sneaky Sn'us, Bfg Boss on Wolf
Gorsnag, Battle Standard
‘Fad Hoppa, Big Boss on Giant Squig
29 Night Goblins
25 Orc Boyz
20 Savage Orc Boyz.
in Archers
?0 Arrer Boyz
10 Wolf Riders
10 Spider Riders
10 Spider Riders
Rock Lobber

19 Blaek

Giant

Doom Diver Catapult
Fanatic

Grombrmdal says...

This should have been the
turn when Andy
dominated the Magic
phase. Unfortunately, his
Shaman was too busy
running away thanks to his
unit’s failed Panic test!




|
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a

b

The Wolf Riders and
Spider Riders shot at

the Sword Masters but |

only managed to slay
one EIf between them.

The Spider Riders
tried to charge the
Spearmen in the flank
but failed their Fear
test and so refused to
budge from their spot
of relative safety.

The Rock Lobber was
not having a good
battle; it fired upon
the Dragon and
missed again, despite
another accurate
range guess by Andy.

The frenzied Dragon charged into the

T urn 5 opened with two more charges.

rear of the Orc Boyz, while the
Sword Masters charged into the fleeing
Night Goblins and wiped them out. The
Lion Chariot moved into position for a final
charge in the next turn while the Phoenix
Guard made their way south to try to
engage the Spider Riders.

The Archers moved off the hill and
prepared to pepper the final Fanatic with
arrows. With no spell casters on either
side, it was time for the Shooting phase.
The Archers loosed their bows at the
spinning Fanatic, and the mad Goblin fell
to the floor quite dead. For the first time
the Bolt Throwers split their fire, one — the
furthest away from the approaching Cave
Squig — fired upon the Giant, claiming its
final wound, and felling the beast with a
great thud. The second Bolt Thrower fired

BATTLE REPORT

at the Goblin Big Boss. Despite hitting
three times only the Squig took a wound,
and it bared its great teeth ready to fight in
the following phase.

In combat, the Orcs fared badly, as the
Prince, Dragon Princes and Dragon all
attacked before the Orcs could strike back.
Unsurprisingly, the Orcs lost the combat
quite convincingly. Needing “snake eyes”
to hold, Andy prayed to both Gork and
Mork but they abviously were not listening
as he rolled double 6! The Orcs turned tail
and ran, but were mercilessly chased down
by both units.

A late Waaagh!

Andy started the Orc turn with his
Animosity tests. The Spider Riders and
Wolf Boyz in the south both Waaaghed!,
giving the Spider Riders the impetus to
charge down the fleeing Spearmen. Across



4

=/ ) w I- y .
iR HIGH

VicTORY POINTS
HiGH ELVES ORcs & GOBLINS

2258 1162

b i

TURN 5 — OrRCS & GOBLINS COMBAT PHASE 1 Prince Temakador

2 Caeliriel, Dragon Mage
}Qo : s 3 '
F = B S5 |
7 ) » - g X 4 Sneaky Silus, Big Boss on Wolf
5 3”‘ e Y | 6 ‘Fad Hoppa, Big Boss on Giant Squig

4 Caradryan
5 10 Archers
6 20 Spearmen

8 5 Dragon Princes

10 Lion Chariot

11 14 Phoenix Guard
12 15 Sword Masters

14 1 Repeater Bolt Thrower

L}
9 20 Savage Orc Boyz

11 10 Arrer Boyz
12 10 Wolf Riders
13 10 Spider Riders
4 10 Spider Riders
15 Rock Lobber

18 Doom Diver Catapult

Grombrindal séys...

Fast Cavalry
Andy made good use of his
three Fast Cavalry units, using
their Free Reform ability
throughout the game to get
as many bows as possible
facing the enemy.

1
E
el
| |
|
|

Things went from bad to

the battlefield to the north, the Savage Orcs  Chariot but even though they wounded ita | \orse for the Orc horde in
charged the other unit of EIf Spearmen. couple of times Adam made all his saves. this turn = nof that I'm

Back in the south the Wolf Riders In combat, the Cave Squig made short complaining of course!
reformed to get as many bows onto the work of the Bolt Thrower crew and Andy’s accurate guessing
Sword Masters as possible (a). Finally, after casually overran into the next Bolt Thrower with his war machine was |
a five-turn trudge, "Ead Hoppa on his Cave  down the line. allin vain, as the artillery |

: ; dice let him down ever
i It b
igmgainv\ﬁiﬁdalgglt time. In addition, his

Thrower. The spider 6 @ Andy prayed to Gork and Mork, | Gebline inmate fear of

Elves denied him at least

Riders thought twice . . :
about charging the but ﬂley were not llstenlng, as ﬂ;;ehk,fzi,f:' afaor§¢;h:he ol
Spearmen (b). greenskins came from the
In the Shooting he r011ed dOUble 6! , , Big Boss on Great Cave

phase the Doom Squig. Having spent most
Diver fired at the Dragon in the hope of Despite being charged, the High EIf of the game bouncing
slaying the big, enraged creature before it Spearmen facing the Savage Orcs hit first, towards the High EIf Bolt
bore down on them, but the flying Goblin wounding three greenskins, their magic Throwers, he finally

: ; ; b, reached them and began
missed, harmlessly (well, not for him) warpaint failing to grant any saves. The to feast!
plummeting into the earth. The Rock Savage Orcs struck back but only scored { |
Lobber also had a shot at the gigantic two wounds. The Orcs fled, and were ; |
reptile (c). The Arrer Boyz shot at the Lion caught by the triumphant Elven Spearmen. |
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LEA\/E THIS LAND . TURN 6

T he final Elf turn began with yet more

The Sword Masters try, and fail, to
bring the Goblin cavalry into/combat.

charges. The Lion Chariot hit the

Arrer Boyz and the Dragon crashed
into the Doom Diver. The Arrer Boyz
elected to stand and shoot. They hit an
impressive five times, of which only one
managed to wound and Adam then made
the save — the chariot was obviously under
the protection of Asuryan this day! The
Doom Diver crew passed their Fear test
and the incredibly brave (or unbelievably
stupid) Goblins made ready to fight the
frenzied Dragon.

The only other movement was a slight
shuffling about by the Archers to make sure
they could claim a table quarter and both
the Dragon Princes and Sword Masters
turned to face the greenskin Fast Cavalry in
the south.

In combat, the Lion Chariot scythed
down the Orc Archers, killing six with
impact hits alone. The Orcs could not hit
back, so lost and fled, only to be wiped out
by the pursuing Lions. Elsewhere, the
Dragon cut down the Doom Diver crew
with one swipe of its claw.

Ravenous Cave Squig

In the last phase of the game, Andy was
running out of units to control; the few that
remained performed with mixed results.
The Cave Squig charged into the narrow
flank of the High EIf Archers. All the other
greenskin units, the Wolf Riders and two L >
mobs of Spider Riders refused to charge : The Gablin Big Boss charges it
preferring to get in a few parting shots. e \i/ the flank of the High EIf Archers.

The units to the south fired first, slaying
three Sword Masters, but not enough to
cause a Panic test. The Spider Riders in the
north hit but failed to wound.

All that was left was the final combat
between ‘Ead Hoppa and the Archers. The
High Elves struck first and wounded the
Goblin hero. The Squig and rider hit back
and slew three Elves, wining the combat.
Nevertheless the High Elves held their
ground, refusing to give the greenskins
even a minor success. As the battle came
to a close it was clear that the Orc &
Goblin army was all but destroyed.

The High Elf force had done its job and
wiped out the intruders. The Orcs and
Goblins had been taught to not trespass on
the hallowed shores of Ulthuan. However, \

every High Elf soldier knew that the lesser a ‘Ead Hoppa and his faithful Cave Squig chow down on the last of the |
races, be they Dwarf, Man, or foul f Bolt Thrower crew, and then made the final charge of the game against |
greenskin, would never learn; many more i the unfortunate High EIf Archers. ;
invaders would come, and many more i The Rock Lobber fired at the Dragon and, even though probability i
would and have to be destroyed... | stated that Andy was due a hit, the rock missed once again, leaving the |

Dragon unharmed. |
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TURN 6 — END OF GAME

VICTORY POINTS
HiGH ELvES ORrcs & GOBLINS

3258 1368
_HIGH ELF MASSACRE

Grombrmdal says...

Despite his bright start,
Andy was crushed in this
final turn, perhaps more so
than he deserved. If
anything, however, Adam
was overly cautious
throughout the game - he
could have taken the fight
to the greenskins much
earlier, providing he’d
been canny about his
choice of targets.

1 Prince Temakador
2 Caehnen‘ .Dragon Mage

4 Caradryan :

5 10 Archers

6 20 Spearmen

B 5 Dragon Pnnces

2‘0 Llon Charmt

11 14 Phoenix Guard

12 15 Sword Masrers

74 I Repeater BaJ! Thrawer

4 Sneaky s;rus Blg Bass on Wolf

6 ‘Ead Hﬂppa, BJg Boss on Gnanr Squig

Ore By
11 10 Arrer Boyz
12 10 Wolf Riders
13 10 Spider Riders
14 10 Spider Riders
15 Rock Lobber
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ULTHUAN CLEANSED

Adam: Well, that went well. From the But what went really well? The Lion

Iflwas green... moment | laid eyes on the greenskin horde, Chariot and the Dragon smashing the Black
| Well, I'm not exactly an right up until turn 3, it was looking very, Orcs apart was a great highlight. | was very
accomplished Orc & very dubious indeed for the High Elves. pleased to get a charge into the rear of the

' Goblin general, but | However the end result is very pleasing to Black Ores with my Dragon, and then

| know what | fear and the nobles of Ulthuan. The battle had compound it with the Lion Chariot rolling
i that's Trolls and craven cowardice from the Dragon Princes,  very well for impact hits. The result was

| Fanatics. I'd have fearless heroism from the Sword Masters, Andy’s best close combat unit getting torn
' maxed out on Night and a lot more besides. apart. | was also very impressed by the

| Goblin units with

Fanatics as my Core . .
s ney &G The Dragon, once robbed of his rider,
| are surprisingly cheap .

(especially compared went on a rampage - even so, 1t pOked a
| to High Elf g - . . .
" units) and great big hole in my magical plans.))
even a couple
| of Fanatics can

| do serious Overall my plan, which was simply to sheer lethality of the Sword Masters, who

| damage. storm forward and stab the Orcs & Goblins hacked their way through everything that

- a lot, worked fairly well. Andy was let came their way. | had hoped to turn them
down horribly by some bad luck, against the Black Orcs, purely by way of
especially in the form of failed Animosity experiment — however their destiny lay in
tests, and | managed to choose my fights, shredding various units of Goblins as they
to Andy’s cost. These things combined rampaged across the board.
fairly quickly to make a resounding victory | think the most pivotal moment of the
for the High Elves. game, and | am sure Andy would agree,

i That isn't to say there weren't failures — came when my Phoenix Guard fled from

' I entirely misjudged the White Lions and the Orc Boyz. It was also risky to flee my
their ability to take on the Savage Orcs, general and his elite unit of knights away
which almost cost me the left flank and from the Giant — if that had gone wrong

. definitely cost the Shadow Warriors their then that would have really opened up the

i lives. | also lost both my Mages (the game for Andy.

: Dragon Mage and the regular High EIf All in all, a great game that Andy

Mage) with charges that went awry. played in the finest spirit of Orc & Goblin
Granted, the Sun Dragon once robbed of generals (right down to using green dice for
his rider went on a bloody rampage, but important rolls). The High Elves performed
even so it poked a great big hole in my admirably, and | can’t wait to finish
magical plans. painting up my own High EIf force...

Star of Asuryan

It was very hard to choose a

“best unit” because all my army
performed very well. After much
deliberation | would plump for the
Lion Chariot of Chrace because of

its two devastating charges. | really
hadn’t expected to do so well

against the Warboss’ unit,and my
fortune was certainly Andy's loss. |
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Andy: I've never been one to blame luck
for a bad result, but... up until the last
couple of turns | was pretty pleased with
how things were going. Although the
Fanatics didn’t deliver anywhere near as
much mayhem as I'd hoped they would,
my two central units were doing really
well. The Orc Boyz had taken the charge
of the Dragon Princes and held, so | was
looking forward to the next turn.

And then, it all went wrong, in typical
green skinned style. Though the Orcs won
the combat against the Dragon Princes,
they failed to break them, and that one
dice roll proved the tipping point of the
entire game.

The Greenskin Animosity rule also had
a part to play in the defeat, but you pretty
much expect that when playing Orcs &
Goblins. Although my army wasn't as
royally stymied by Animosity as |'ve seen
some forces go, there were a couple of

€ € There were units whose timing when it
came to rolling 1s was just comedic. 99

units whose timing when it came to rolling
1s was just comedic. The stubborn refusal
of the Squigs to actually do any hopping
for the first two turns of the game was
classic greenskin behaviour. Best of all was
the cunning flank charge | had planned on
the right in turn 4, all of which was
reduced to nought when both the Spider
Riders and Wolf Riders on that flank failed

Gobbo of the Game

Clearly, the Night Goblin Big
Boss bouncing his way

| down the flank to take out
the Eagle Claws was a great
moment, and even though
1'd well and truly lost the
game by the time he struck
home, it provided a great
end to the battle.

their Animosity rolls. ..

But enough excuses — what went right? 5 If | was pale and

Well, it really could have gone either way | skmny...
up until half way through, with several key | 1 would have to say
units holding their own. The Night Goblin | that the White Lions of

Fanatics had put the fear into the High
Elves and my range guesses with the war
machines had proved alarmingly accurate.
My lone Goblin Big Boss on his squig,
bouncing ponderously up the left flank
was, at the time, maddening. But when he
finally made it into combat he took care of
two Repeater Bolt Throwers and was
munching through some Archers, which
was very cool to watch. As ever, Adam was
a gent to play against, and I’'m looking
forward to facing his own High Elves when
he's finished them.

As always it was a great game of
Warhammer. Playing against the High Elves
with their new rules was quite intimidating,
knowing that no matter what | did, charge

| Chrace may be a rock
| hard unit but their w
| charge against the

| Savage Orcs was a bit

| unsupported and so

| the frenzied Orcs dealt

| with them accordingly.

or be charged, they were going to strike
first. In the end | thought it best to do as |
normally would; after all, the Orcs have
their Toughness of 4 to keep them going
(shame about the Gobbos) and the High
Elves were still reassuringly squishy, as
the White Lions proved!



There’s more to
good games design
than writing rules,
you know. Or at
least there should
be, according to
Jervis. Heed these
wise words, as he
explains why the
new High Elves
herald the future of
our army lists...

STANDARD
BEARER

ay back in June this year |
attended Baltimore Games Day.
It was a great show, one of the

largest we hold in the US, and | had a
really nice time chatting to people and
hanging out with old friends and
acquaintances | haven’t seen for far too
long. As an aside, one of the things | love
about the hobby is the way that it allows
you to find other people who you can
instantly get on with almost anywhere in
the world. Meeting and hearing from my
fellow hobbyists all over the world has
taught me that, for all of the cultural
differences there are between people from
different countries, deep down we are
much more similar than we are different.
Anyway, on to the matter at hand.
While I was at the show | did a couple of
presentations running through our
forthcoming releases, and at these | was
asked a couple of times about what we had
planned for the new High EIf army. Back
then | couldn’t say too much other than
“It's looking really, really good!”, as the

“ The new army faithfully reflects
the background we’ve developed

over the course of many years. ,’

project was still in the early stages of
development. However, | was aware that
this was hardly an in-depth reply, and | felt
a bit bad about not being in a position to
talk more about what we had planned for
the High Elves. So, this month | plan to set
the record straight, and explain exactly
what | think is really, really good about the
new High EIf army...

Background checks

On the face of it, what | like so much is
pretty simple — the new High Elf army very
faithfully reflects the background we've
developed for the High Elves over the
course of many years. | know, | know, this
seems like something that should be easy
to achieve, but trust me, it can be
surprisingly difficult to get right. The trick,
in my opinion at least, is to refer to the
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original background for an army right at
the start of the project. This may seem like
an obvious thing to do, but it's very easy (o
just assume you know all of the
background already before you get started.
This often leads you to focus only on a
great new idea you've had, or a change
you want to make to the army to fix a
vexing “tabletop” problem that players
have been telling you about.

For example, you might say “This troop
type isn't all that popular amongst players,
what can we do to improve it?” and then
come up with a new, clever, and oh-so-
subtle change to make the troop type more
popular. Or you might have an idea for a
great new rule, and come up with a way to
justify shoe-horning it in to the latest book
you are working on, and so on. The
problem with this second type of approach
is that it can lead to the army evolving in
such a way that, in the end, it doesn’t
reflect the background we'd originally
written. | came across a classic example of
this when | worked on the Dark Angels
army list. The original background for the
Dark Angels stated (and now, thankfully,
does again!) that the Deathwing operate in
five-man Squads, each with a single heavy
weapon. However, the army list had
evolved in such a way that, for fairly sound
gaming reasons, a player could choose to
field the Deathwing in squads with five- to
ten-man squads, with up to two heavy
weapons in each. The result was that
players were fielding armies that simply
didn’t reflect the game background at all.

It's rare to get such a clear-cut
disconnect between background and army
list, but the message is clear and stark:
unless you're careful, then the background
for our games, which we love so much and
have worked on so hard over the years to
develop, can be made null and void.
Obviously, this is not something we want
to see happening!

Fortunately the best solution to this
problem, like so many other things in life,
is very straightforward: go back to the
original background, immerse yourself in
it, and then make sure that it is reflected as
faithfully and characterfully as possible.
This is, in effect, a top down approach,
looking at the army as a whole, rather than
a “unit by unit” approach, which can lead




to problems like the Deathwing
Terminators | described earlier on. The aim
is to first identify the key characteristics
and strengths of the army, and then really
emphasise these in the army book. That
way, players are encouraged to field armies
that reflect the background, as doing so
plays to their army’s strengths.

This approach is one that Adam Troke,
the writer of the new High Elf book, took
very much to heart. The key strengths and
characteristics that Adam wanted the book
to reflect were:

Dragons

Serried ranks of white robed,
disciplined infantry

Elite units of deadly warriors

A dying race

Oh, and did I mention Dragons?

Now, it might have been possible to
represent these things by fiddling round
lots of minor aspects of the army list,
adding a new special rule here and a +1
bonus to a characteristic there. However,
as I've already explained, this approach
can end up encouraging players to create
armies that don’t reflect the army’s
background (a High EIf army made up
almoslt exclusively of cavalry being a
classic example!). So instead Adam went
for really profound, top-end changes,
designed to encourage players to pick and
use a High EIf army in a way that was
faithful to the game background.

Realisation of design

The most obvious of these changes is the
new rule that allows High Elves to always
strike first in combat. The effect of this is,
at a stroke, to make all infantry units in the
High EIf army a much more attractive
choice. But more than this, it reflects in a

i \>/ “% h

The latest Dark Angels Codex was an
exercise in getting back ta basics,
and bringing out the flavour of the

VR, ST
HighElves

deeply satisfying way that High EIf infantry
are the main strength of the armies of
Ulthuan. After all, they are amongst the
most disciplined and experienced warriors
on the Warhammer world — these guys
don’t just strike first just because they have
lightning fast reflexes (although that's
certainly a factor), but because they've
practiced their craft for hundreds of years.
Seeing those serried ranks of white robed
infantry should strike fear into any
opponent’s heart. And now, | can tell you,
it really does!

I won't go through all of the other
changes Adam has made, as they are
covered rather well in the designers notes
you can find on pages 28-33. Suffice to say
that they’ve all been made so that players
can create a tabletop army for their games
of Warhammer that reflects the essential
character of the High Elves.

However, this approach doesn’t end
with the army book, it also influenced the
new Citadel miniatures we made for the
army, and especially Trish Morrison’s
amazing new High EIf Dragon kit. The link
between High Elves and Dragons was
something that had come across very
strongly when we studied the background
at the start of the project. Re-reading all of
the background material we'd written
about the High Elves over the years made it
impossible to ignore how important the
relationship between High Elves and
Dragons was, and so one of the key points
for the project became making sure that
High EIf players could include Dragon-
riding heroes in their armies, and were
encouraged to do so.

Of course, we could have tried to
achieve this by tinkering with the rules for
Dragons in the army book (and, to some
extent we have), but in this particular case
we decided that the best way of inspiring

The High Flves are one of the
oldest races in the Warhammer
world, and their proud history has
been developed over the course of
many years and editions of the
Warhammer game.
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With the new High Elf list, you don't need fancy rules or i

appendix army lists to reflect the versatility of the Elven host.

players to almost always include a Dragon
or two in their army was simply to bring
out an amazingly good new Dragon
model. What could be simpler? Fortunately
for us we could call on the services of Trish

“ If you create an army that the

Phoenix King would be proud of,
you won’t go far wrong. ’ ,

Marrison, who is one of the most
experienced and talented miniatures
designers in the world, and is also a
specialist when it comes to making models

of monstrous creatures. She pulled out all
the stops to create a wonderful miniature
that is, unless | am very much mistaken,
destined to become the centrepiece of just
about every High EIf player’s army from
now on.

The overall result of these things is to
create an army that looks amazing and
which can be very powerful when used in
a manner that reflects the background for
the army. This is good, honest stuff — you
won’t need to create tricksy armies that
don’t look like any High EIf army ever seen
on the Warhammer world in order to do
well. Instead, you simply need to learn
how to get the most from the High Elves’
traditional strengths and tactics. Or, to put
it another way, just create an army that the
Phoenix King himself would be proud to
lead and you won’t go too far wrong. And
that's why | think the new High EIf army is

really, really good!

Which brings me to the end of another
Standard Bearer article. As ever, if you feel
strongly about anything I've written, or
about anything else related to the Games
Workshop hobby, and you want me to
know about it, then please write to me at
the address below. All of the letters |
receive are read and considered carefully,
and | do my best to reply to every one.

Trish is Citadel’s resident monster expert, and
the new Dragon is testament to her skills, and
the advances in plastic moulding technology.

Write to Jervis at:

Jervis Johnson

c/o White Dwarf
Design Studio

Games Workshop
Willow Road
Nottingham NG7 2WS
United Kingdom
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_~your hobby needs. Here, we take a

close look at the new range.

Tools In Detail
o Hobby Vice
e Plastic Cutters

e Sculpting Tool

or many years, Games Workshop has
Fprovided a range of tools to make

modelling and preparing your Citadel
Miniatures as easy as possible. These tools
have always been bought from various

sources and were originally made with

€€ A tool that has been

other purposes in mind; it just
so happened that they were
also great for clipping plastic
or filing shoulder pads.
However, our new eye-
catching range of Citadel tools
is very different, each item has
been specifically designed or
sourced for working on plastic
and metal Citadel miniatures.
“It's all about control,” says Dave
Cross, the man who has spent the last
twelve months developing the range. “A
tool that has been designed for a specific
job inevitably gives you far more control,

it’s safer to use, and it will give you far
better results.”

Dave has combed the world sourcing
the materials needed to make the optimum,
purpose-designed tool range.

“It took a while,” he admits. “The

designed for a specific

job inevitably gives you

far more control. 99

Hobby Vice for instance, was a challenge.
Not only did we have to find a fully
functioning vice that size, but we also
wanted to get a really powerful suction cup
on it for maximum stability.”
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Used for clipping components

from plastic frames. Hardened steel
blade gives
The cutter blades have R YoHgEEHucrTa
; ; longer life.
a slim profile — the old i
tool (A) was 3mm deep, }

" the new tool (B) tapers
to Imm. This allows

you to clip the smallest
parts off the majority of
our frames.

The new cutters have an
ergonomic handle with

rubberised grips. This is
for comfort and greater

control of the tool.

The new cutters have a flat back blade. These
are quite rare; most small-nose clippers on
the market have bevelled back blades, fine for
wire cutting, but can leave unsightly ridges
when used for modelling. The new cutter
blades will leave a clean edge.

-~

A good tip when clipping parts of a plastic
frame is to clip all the components off and
store the spare pieces in a bitz tub.

Zal)

Hobby nife

The Hobby Knife is designed for
cutting and cleaning components.

The blade mount is universal and can

accept many different sized and shaped
blades, not just the ones that come with
the knife. The easy-change blade mount
allows for safer and easier blade swaps.

The knife has a fixed blade
mount for more control
and it will not accidentally

retract during use.
=l The key moving parts of the J

knife are made from
aluminium for a longer life,
greater durability and strength.

The knife comes with 12 spare
blades to give your tool a long
Jife and ensure you keep it sharp
— a blunt knife is more dangerous
than a sharp one as you put
undue stress on an old blade.

The ergonomic rubber handle gives great control and has been designed to be
used in key modelling positions. Now, scraping flash and mould lines away
with the blade has never been easier, as the knife handle has an elliptical
shape that aids comfort when back scraping.
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Hobby Drill

Used for drilling out gun barrels
and pinning metal models.

The new drill comes with a
spindle with a variety of
sockets. So if you do decide
to purchase extra bits of
varying sizes, the Hobby Drill
will be able to mount them.

The Hobby Drill comes with
[ six spare 1mm drill bits that
can easily be stored in the tool
itself. The drill bits are the
perfect size for using paperclip
wire for your pinning needs.

The Tmm drill bit is the perfect size for
drilling out bolter gun barrels.

The new drill features —]
rubberised grips for better
control and comfort.

. ! —

Hobby files Sculpting Tool

Used for modelling
Green Stuff.

Used for cleaning
mould lines and flash.

Knife edge
end for
shaping putty.

Three different shaped
files means you can get
to every possible
surface on a model.

Round edged
end for
smoothing.

When using the Sculpting Tool, —

more comfortable to use.

Our files have —
a very fine
pattern to give
you a very
smooth finish.
The round file can be used to
enlarge holes in the gun .
barrels that have been made
by the hobby drill.
Dipped rubber handles
mean the files are now

make sure you keep the points
damp, especially when
moulding with Green Stuff.
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large plastic pieces (like buildings).

Useful for cutting metal components and

The saw has an ergonomic
rubber handle to maximise
control and comfort during use.

The Razor Saw’s blade is so
thin that you can cut the
head off a model and still
use both components.

The blade is very thin
for minimum model
wastage.

The blade has
push-cut teeth,
making cuts easier
to start and control.

PRI A
= As you can see
from this profile
2 shot, the blade is
< thin and sharp.
aly

The Razor Saw can be used on both metal and plastic components.
When cutting metal miniatures, it’s best to use the Hobby Vice to get
the most accurate cut.

Large plastic components, like those from the Warhammer 40,000
building sets or the Warhammer Fortified Manor can now be easily cut
through with the Razor Saw.
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Hobby Vice

Perfect for holding miniatures steady
when using the Razor Saw or Hobby Drill.

A suction cup base allows the
vice to attach to any clean,
smooth, non-porous surface.

Once stuck down, the vice
will not move, even during
frenetic cutting.

The silicon rubber grips will
hold the miniatures tight
without damaging the model
or deforming the fine detail.

ooty

smooth, non-porous surface.

To use the Hobby Vice, place it on a clean, Slide the lever across, this will activate the The vice is now ready — place the model in the

powerful suction cup and attach the Vice. jaws, ready to be cut, filed or drilled.

Safety First

Some of our new tools, by
necessity, have extremely
sharp edges. All the tools
can be dangerous if used
in inappropriate ways.
The Hobby Knife has
scalpel-sharp blades,
which could make a deep
cut if it is not used with
respect and care. All our
Hobby Centre staff are
experienced hobbyists and
will be happy to show you
how to use the tools if
you are unsure.

You can buy the individual
tools separately or in one
handy Tool Kit.

BITZ BI'I'Zj

S |

The Tool Kit contains one of every tool, two
“bitz tubs” and a special figure case with a
custom-cut foam layer for all your tools, and
36 slots for miniatures and/or paint pots.

www.games-workshop.co.uk 73



An Apocalypse/Gities of Death Gampaign

The story of this campaign
centres around the battle
of wills between two old
adversaries — Inquisitor
lithaman and the Chaos
Warlord Ptar. These
mighty lords will take to
the field in the final battle
of the campaign, and we
used the two models
shown above to represent
them in our battles.

In the first part of our brand new Warhammer 40,000
campaign, the Imperium’s beleaguered cityfighters must hold
the line against the dread forces of Chaos.

fortieth millennium, the Eye of Terror

opened and the defenders of a
thousand planets trembled. Like a
streaking comet foretelling the doom of an
entire world, the forces of Chaos lanced
through the tumultuous void, their target:
the world of Malin’s Reach. The entire
region held its breath, fearing a full-scale
crusade through the Cadian Gate. Yet no
more fleets came; it appeared that Malin’s
Reach would bear the brunt of the
Ruinous Powers’ attentions.

As the skies of Malin’s Reach burned
with the contrails of a thousand Chaos
drop ships, the Planetary Defence Force
mustered in the world’s largest city, Cor
Hydrae. Imperial Commander Sahak
d’Ludis transmitted a plea for aid, for he
saw.that his forces would be hard-pressed
to stand before the sheer numbers of
attackers bearing down upon his world.
The 74th Cadian answered his call, for
they were traversing the reach en route for
duty in the Cadian Gate. Against all of
d’Ludis’ hopes, the Space Marines, too,
answered his plea, with detachments from
the Blood Angels, Salamanders, Mentor
Legion and a dozen more chapters
diverting for Malin’s Reach.

Daring to hope his world might be
spared the worst, d’Ludis ordered his forces

At the close of the third century of the
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to dig in around his major cities and await
the inbound reinforcements. Even as the
approaching Chaos armies razed the
outlying regions, the first Imperial vessel
arrived at Cor Hydrae. D’Ludis himself
stood upon the landing apron and watched
as the jet-black lander touched down. He
watched as the vessel’s ramp lowered, and
a tall figure strode through the vented
gases. It was at that point that d’Ludis
realised that his hopes for a short war were
to be dashed. For the visitor was not some
high commander of the Imperial Guard, or
a Chapter Master of the Adeptus Astartes. It
was an Inquisitor, a sinister agent of the
Ordo Malleus.

The Inquisitor was the feared Lord
llthaman, a man known, even in the ranks
of the Inquisition, for his ruthlessness.
[lthaman’s first words were to dismiss
D’ludis as commander-in-chief of the
Malin’s Reach Perimeter Defence Force,
and order him to be placed under house
arrest pending trial for cowardice in the
face of the enemy. Within heurs, Inquisitor
llthaman had complete control of all the
forces on Malin’s Reach. Over the next few
days the Cadian 74th and the Space
Marines arrived, and even as the Chaos
forces closed on their targets, HHthaman
stood ready to repel thesinvaders, no
malter the-cost:
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“He is here?” Ilthaman asked
of his astropath.

“He is here, my lord.
He walks upon Malin's
Reach.”

“And his target?”

“The tarot reads as you
yourself said it would, my
ford” The astropath’s skeletal
hands spread wide to indicate
the cards arrayed before him.
Though the astropath, like
all of his kind, was blind,
he saw far more than most
men ever would.

“Good.” Ilthaman turned
from the astropath to address
a group of officers waiting
paticntly behind him. One
was a grizzled veteran
commander of the Cadian
Defence Forces, while the
other three, towering above
the first, were veteran
Space Marines.

“Gentlemen.” Ilthaman
addressed the group. “It falls
to you to take battle to our
foe. Your orders are simple.
Your forces are to be uvsed
to draw the coemy towards
the city centre. They must
bleed the enemy dry,
regardless of casualties to
themselves. When Ptar's
forces reach the Chapel,
we'll surround them and
destroy Ptar once and for
all. Is that understood?”

The Space Marines

| simply nodded grimly. while

| the Cadian officer cleared

his throat.

. “What is it. Coloncl

| Kaze?" Ilthaman said. “Speak

| your mind.”

‘ “My men, sir.” The
Colonel said. “Am I to

| understand that in this

matter, the Cadian 74th are

to be considered

expendable?”

Iithaman regarded the
man through narrowed cycs
before replying. “Your orders
are clear. Do you object?”

“Object, my lord?” Kaze
replied, a glint in his eye.
“Of course not, sir. We
Cadians always fight better
when we're all expected to
dic. We take it as a
challenge. if you catch my
drift, my lord”

Ilthaman remained silent
as the group filed out of his
office. “I hope you are right,
Colonel Kaze,” Iithaman
muttered. “For all of our

g4
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“Cities Shall Falll” is a series of three
linked games. That may not seem like a lot
of games to play in a campaign, but that's
because this campaign is special. All three
of these games use the rules from both the
Cities of Death and the Apocalypse
expansions. This article presents the first
scenario of the campaign, in which the
Imperial side is ordered to hold the “13th
Parallel”, across which not a single servant
of the Ruinous Powers must cross. Next
month, we’ll present the remaining two
battles. Simply play through the three
battles using the rules provided. The
winner of each scenario will gain some
bonus in the next battle.

THE IMPERIUM

lithaman’s orders to his commanders are
simple. They must draw the Chaos horde
into the dense urban terrain of Cor Hydrae,
and there destroy them utterly. But
llthaman himself knows his foe well, and is
well aware of his enemy’s intentions in
coming to Malin’s Reach. He knows that
the Chaos hordes will seek not territory or
plunder, but the desecration of the most
potent symbol of Imperial faith in the entire

system: the Chapel of the Pious Heart in
the very centre of the city. Ilthaman has
briefed only his most senior commanders,
for he knows that the rank and file would
fail in their resolve were they to know the
truth. And that truth is brutal: every warrior
is expendable in the fight for the city, for
the hordes of Chaos must be bled unto
death so that as they close upon their
objective they may be destroyed utterly, by
llthaman in person.

CHAOS

At the head of the Chaos invasion stalks
the vile warlord Ptar, known to some as the
“Execrator of Dolonis VII”. [lthaman and
Ptar have faced one another before, and
each holds both an abiding hatred and a
grudging respect for the other. Ptar seeks
upon Malin’s Reach the consummation of a
diabolical pact with the fiendish denizens
of the Warp. At the Chapel of the Pious
Heart, he plans to enact a blasphemous
ritual and bring about the summoning of a
legion of Daemons. With his side of his
bargain with the Ruinous Powers
completed, Ptar will condemn Malin’s
Reach to a cruel and savage death.




The campaign has a few rules regarding
the order in which the scenarios should be
played and what Cityfighting Stratagems
and Apocalypse strategic assets can be
used. These guidelines help you to tell the
campaign’s story.

THE FORCES

The first point to make about these three
scenarios is that, although they are
presented as a series of battles fought
between the Imperium and Chaos Space
Marines, you should feel free to use them
with any forces you have available.
Although in Warhammer 40,000 the
distinction between the “good” and “bad”
guys is intentionally blurred, you shouldn’t
have any particular trouble using different
armies. The part of Chaos could easily be
filled by Orks, Tyranids, Necrons, Dark
Eldar and the like, while the Imperium
could easily be replaced with Eldar or Tau.

Having decided on your army, you'll
need both the Cities of Death and the
Apocalypse expansions. This is because all
three of the scenarios are big, big battles,
and they’re being fought in the ruined
streets of Cor Hydrae.

SCENARIOS

There are three scenarios in this campaign,
and each game you play furthers the story.
The scenarios are played in this order:

1. The 13th Parallel
2. The Battle of Martyrs’ Square
3. The Battle of the Pious Heart

WINNING THE CAMPAIGN

The winner of the final battle wins

the campaign. However, your chances

of winning that scenario will be greatly
enhanced or reduced depending on how
well you perform in the preceding games.
Finally, each scenario contains a “Victory
or Defeat” section, which details the effects
that winning or losing a battle have on the
campaign.
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Colonel Kaze gritted

his_ teeth against the
shuddering force of

a super heavy shell
exploding somewhere
nearby. Fragments of
masonry pattered all
around as he rose, dusting
himself off.

“Vox!" Kaze yelled,
looking around for his
orderly.

A violent coughing
told Kaze his vox-officer
was nearby, and still alive.
A moment later, the man
heaved himself to his feet
from amidst a pile of
rubble. ‘Sir.”

“Get on the regimental
net,” Kaze growled. “Tell
Maken to be ready for an
assault as soon as this
bombardment lifts”.

Not waiting for his
orderly to acknowledge his
order, Kaze turned to the
ruined window of the shell
of a building in which he
had established his
command post. The scenc
without reminded him of
the eschatological paintings
that decorated the Basilica
Gaur back home. Black,
skeletal ruins were
silhouetted against a livid
red sky, their windows
glowing infernal orange
like the eyes of angry
daemons. And through
those ruins, Kaze knew
that the ultimate foes of
Mankind stalked towards
his regiment’s lines.

Snapping out of his
musings. Kaze realised that
something was wrong, It
took him a2 moment to
register what had changed.

“The bombardment’s
lifted"” Kaze bellowed. In
a single stride, he crossed
to his orderly and grabbed
the vox handset.

“All companies,” Kaze
yelled into the vox. “To
your final fire positions!
Enemy assault imminent!”

Even as he issued his
order, the handset dropped
from his grasp to the
floor. Through the ruined
portal, Kaze saw movement
against the angry skies.
What he had at first
glance faken for a ruin,
stark against the flames,
wis now moving

ponderously forward.
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As the Chaos forces launch their assault
upon Cor Hydrae, the Imperial Guard dig
in at the 13th Parallel, a line on the map
denoted by a wide thoroughfare that
bisects the city. Their orders are brutally
simple: hold the line, no matter the cost.

Warlord Ptar knows that his forces will
be made lo pay for every metre of the city
that they take, and that crossing the 13th
Parallel will be one of the most costly
battles of the war. However, Ptar is driven
by his daemonic pact — he must cross the
parallel if he is to capture the Chapel of the
Pious Heart.

And so, as the defenders man their
defences on their side of the wide
thoroughfare, the first shells scream down
among them. All know the importance of
the outcome, but also that their lives are
expendable in this, the battle for the 13th
Parallel.

ARMIES

On the Imperial side of the 13th Parallel is
a 3000-point Imperial Guard army, plus
another 2000 points of Space Marines
drawn from a variety of chapters. This

CITIES SHALL FALL

should make a greal team game, with one
or two Imperial Guard players manning the
parallel while any number of Space Marine
players launch counter attacks where
needed most.

The Chaos army consists of 7000 points
of Chaos Space Marines, drawn from a
variety of warbands. The Chaos army is
intentionally larger than the defenders’
force, as it is expected to be taking
substantial casualties crossing the parallel.

THE BATTLEFIELD

You will need a 6' x 8' gaming area. The
photo above provides an example of how
to set it up, though you will need to adapt
this according to your own lerrain
collection. The most important feature is
the 13th Parallel itself, which takes the
form of a road, 18" wide, Funning from one
short table edge to the other.

TIME LIMIT

Agree a time limit appropriate to your
group. You should be able to play this
game over the course of a single day, but
be prepared toruninto the evenings




Imperial Deployment Zone

Lo
-

Chaos Deployment Zone

CIYFIGHTING STRATEGEMS

Imperium: Every City Ruin adjacent to the
13th Parallel is Fortified. One of these
should be designated a Command Centre,
one a Medicae Centre and up to three as
Ammunition Stores. In addition, the
Imperial players may place as many
lengths of razorwire, tank traps and
barricades on their side of the parallel as
they wish.

Chaos: Deep Strike, Infiltrate, Siege Shells.

APOCALYPSE STRATEGIC ASSETS

Imperium: Hold at all Costs, Recon,
Scheduled Bombardment.

Chaos: Tunnels, Blind Barrage, Orbital
Bombardment.

DEPLOYMENT

The Imperium must set up first, in the area
indicated above. They have 30 minutes to
do so, but no units may be kept in reserve,
so any net deployed within the time limit
don’t make it to the battle!

The Chaos Space Marines also have 30
* minutes to set up, and also may not keep
Aany units in reserve.

L —

OBIECTIVES

Unlike a normal Apocalyptic battle, the
objectives are all set up on one side of the
table, as shown above. There are six in all,
and they are captured in the manner
described in the Apocalypse expansion.

WHO. GOES FIRST?

The Chaos Space Marines have the
first turn.

VICTORY OR DEFEAT

If the Imperium wins, they gain the
Ambush Apocalypse strategic asset in the
next game. If Chaos wins, they gain the éx;

Flank March asset next game. .
A

CIFADEL ROADS

We used the new Citadel
Roads to represent the
13th Parallel. By laying
two strips side-by-side,
an instant battle line was
drawn on the tabletop.
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KEXT MOKTH

In issue 336, we present the last two battles of the campaign, in which

Ptar will penetrate the centre of the city, and close in upon his
ultimate target: the Chapel of the Pious Heart. Will Inquisitor
llthaman’s callous plan to weaken the Chaos hordes before delivering
the deathblow succeed, or will the Chaos Lord summon forth the
dread powers of the Warp and decimate Malin’s Reach for all time?
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In war, you need the right tool for the job, and sometimes that
tool is twelve feet tall with a ravenous appetite. With that in mind,
Mat Ward goes in search of things that go bump in the night...

s Gandalf once said, “There are
Aolder and fouler things than Orcs in

the deep places of the world.” And
(as usual) he was absolutely right. Not to
belittle the sight of an Orc horde
sweeping across the plains of Rohan or a
swirling and bloodthirsty cloud of giant
bats, but they’ll never be quite as
intimidating as the bellowing advance of a
creature that stands two or three times
the height of a man. In this article we're
going to take a look at just what Middle-
earth can offer in the way of monsters,
but let’s start with the basics.

The Making of a Monster

You won't find it anywhere in the
rulebook, but for me at least monsters are
defined by size. Generally speaking,
anything on a 60mm base (or larger) is a
monster. There are odd exceptions, but
this’ll normally steer you true. Monsters are
also normally of Evil intent, either because
they’re genuinely of the “l want to take
over (or eat) the world” variety (Dragons),
or because they’re weak-minded and
easily dominated by Sauron (Trolls).
Regardless of type, all follow the Monster
“ABC” of battle:

R vy

Hrum Hoom!

_ Though this article focuses on Evil
'~ behemoths (the words “monster”
. and “evil” do tend to go together)
let’s not forget the Ents of Fangorn.
' Plenty of Good forces can recruit
. Treebeard and an Ent or two,
depending on the points size of the

ne, and you will not regret doing
nts are to Trolls what Elves are
» Orcs ~ the original and best.
. Where a Mordor Troll is Strength
i and Defence 7, an Ent is Strength
¢ and Defence 8. Where a Mordor
 Troll is Courage 3, an Ent is Courage
. 6. As a result, an Ent has more than

o

~ enough muscle to plough through
'your opponent’s army just as well as
'~ if not better than ~ a Troll.

v
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A(dvance)

Most monsters are best used in the thick of
battle, which means you need to get them
into combat as quick as possible. Until you
get into combat, your opponent has a
much better chance of slaying your prize
beastie, whether with bows or spells.

B(ludgeon)

Monsters live to smash things! They're
good at racking up lots of kills very quickly
when fighting normal Warriors, so keep
them moving through troops that don’t
stand a chance against them. This may not
seem fair — it's not — but it is very
satisfying. Bwahahahahaha!

C(ourage)

Monsters generally have poor Courage or,
like the Dragon and Shelob, have special
rules that make them test their Courage or
flee. If the monster has Will, think carefully
before spending it — can you save the Will
point for a crucial Courage test? If the
monster doesn’t have any Will points,
there’s not much you can do to control its
Courage tests, but at least be aware that
your opponent will be looking to exploit
this weakness.

0 e



TROLLS ARE ABR

Trolls are a common sight in many Evil armies, but that
doesn’t make them any less fearsome!

rolls are the most common of all Evil
Tmonsters. They appear in our The
Lord of the Rings game in several

different sub-species: the unstoppable
juggernauts that are the Mordor Trolls, the
smaller but still formidable Cave Trolls and
the armoured Isengard Trolls. Regardless of
where your Troll hails from, it's always
going to have high Strength and Defence
values, as well as 3 Attacks and Wounds.

Trolls are more than capable of blatting
a Hero into a fine red mist, so their messily
lethal effect on rank-and-file troops needn’t
be dwelt upon. As a result, an opponent
will almost always try to bring down your
Troll long before it gets into bludgeoning
range. Cave Trolls, unarmoured as they are,
fall swiftest to this kind of devilment, whilst
an lIsengard Troll will stride through archery
without pause. Either way, a cunning Evil
player will make the most of the arrow-
attracting properties of his Trolls — while

READY, AIM, THROW!

Vel
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the good guys’ missiles
are pattering off of your
Troll’s hide, they’re not
killing your Orcs,
Goblins, Uruk-hai or
other such minions.

As they're cheaper
than other monsters, Trolls
can be fielded two or three to an army.
This can be a risky business, as each Troll
will replace a dozen other models that
would otherwise raise your force’s break
point. However, few things are more likely
to panic an opponent into a foolish
decision than a trio of Trolls bearing down
upon his lines with malice aforethought.
With luck, you’ll even spook him into
foolish tactics, such as “Of course, Boromir
can beat this Mordor Troll by himself.”
Psychology has its place, but that place is
some considerable way back from three
Strength 7 Attacks...

An oft-overlooked Trollish ability is their capacity to hurl chunks of stone at their
foes. The strength of these earthy missiles varies, but it's always high enough to make
~ amess. Reserve your stone throwing for Heroes, banner bearers or other crucial foes
 that you really don’t want to get near a combat. Alternatively, if the enemy is fielding
a powerful Hero that your Trolls are loathe to approach, try swamping said Hero with
yblins and then have your Trolls start hurling rocks into the combat. You'll kill the
my Hero long before you run out of Goblins.
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BUHRDUR

/' Quite apart from the fact
“ that he’s a stunning

- centrepiece for an army,
Buhrdiir’s combat

. prowess makes him a

' must have for Evil players.
- Though his profile is

~ similar to that of a Cave
~ Troll, Buhrdiir has some
“\ very important

- advantages. Without

~ doubt the 3 points of

| Might is the most crucial
. upgrade, but his Courage
- of 4 and an increased

1 Shoot value (for lobbing
ocks) can also make a

¢ huge difference.




! DEATH ON SWIFT WINGS ,
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The ability to fly is a great advantage in battle, and no winged
monster is quite as terrifying as a Dragon.

ragons are certainly the most you'll likely want to kit it out with one or
Dversatile of all Middle-earth'’s more of its upgrades: Tough Hide, Breathe
monsters. Their base profile is Fire, Wyrmtongue and Fly. Of all these
certainly impressive enough — most fancy little enhancements, Fly is probably
important of all being the 4 Attacks. the most essential, as it doubles the speed
Combine this with Strength and Defence 7, with which your Draconic pet can close
and an impressive 7 Wounds, and you've with the enemy. Of the others, it really
got a beastie that can rampage all day and comes down to personal playing style.
all night. If this seems like a bargain for Want a nigh-unkillable Dragon? Go for
250 points, you'd be right. However, Tough Hide. Want spellcasting ability?
Dragons do have a serious weakness that Wyrmtongue's the one for you. But who
needs preparing for — their Survival Instinct. ~ am | kidding? Everybody wants a fire-
Fe“ Beasts Having lived for centuries, Dragons are breathing Dragon.
(,;' Okay, so there’s not much & really rather keen to keep it that way, thank Breathe Fire is the ultimate leveller for
| toconnectaFell beastto  you very much. Accordingly, each time a Evil players. For years, you've suffered in
. aDragonotherthanabig & Dragon suffers a wound it has to pass a silence as those Strength 3 Elf bows have
i pair of flappy wings, but Courage test or flee the field. Fortunately, a wrought havoc through Orcish and
: ;o?e"mes that's enough. Dragon has a Courage value of 4 and 3 Haradrim hordes, but now vengeance is at
ell Beast behaves much : : el
" the same as a Dragon L W|II. points, so this isn't I|ke|_y’ to happen hand. Now YOU can crow as your Dragon
. with the Wyrmtongue and particularly often, although it's worth spends a Will point to launch a fireball
-g’ Fly abilities — the Fell ~ bearing in mind. towards the enemy, immolating the target
. Beast does the flyingand If the prospect of fielding a swift, model and any others within 2"/4cm. Better
{ crunching, whilst the :;- powerful and tough critter wasn’t enough, yet, dragonfire is no respecter of multiple
.~ Ringwraith on the back 4 then there’s more to come. While you can wound models — inflict even a single
% dﬂes the spellcasting. J field a Dragon as described above — and wound on Aragorn, Treebeard or Elrond
1 N AN have jolly good bonesnapping fun with it — and watch them burn!

Wyrmtongue. The greatest and most
powerful Dragons of old were
devious and cunning individuals,
able to deceive and bewitch their
foes, A Dragon with this ability can
cast a spell.

Fly. This Dragon has expansive and
powerful wings. It can fly 12'/28cm as
described in the main rules manual.

Tough Hide. The skin of
this Dragon is almost
impenetrably dense, or
otherwise protected
from harm.

Breathe Fire. Some Dragons

exhale great gouts of flame
that can easily consume any
who fight them.
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The stuff of nightmares, Demons are ancient and
powerful beings from the earliest days of Middle-earth.

t time of writing, Demons are the
Aleast common of monsters in our

The Lord of the Rings game. In fact,
there are just two — the Balrog of Moria,
and Glavhar, the Terror of Arnor.

Of the two, the Balrog is the most
straightforward. Treat him like a big Troll
that just happens to be all but immune to
the effects of spells and archery, and you'll
not go far wrong. In essence, the Balrog is
almost invincible, and only the most drop-
dead-hard-as-nails Good Heroes stand a
chance against him. In fact, so tough is the
Balrog that your opponent will likely
attempt to feed the beast one Warrior a
turn. This isn’t as heartless as it sounds —
whilst the doomed sacrifice gets horribly
mangled, he does keep the Balrog away
from the rest of the army. To counter this,
you'll need to keep a couple of cheap
Captains nearby, ready to call a Heroic
move and so ensure the Balrog fights an
enemy of your choice.

Galavhar, on the other hand, requires a
bit of finesse. He's neither as strong nor
tough as the Balrog, but has some nasty

ROM HELLS HEART

little abilities and is, after all, around half
the points. Galavhar’s first advantage over
the Balrog is one of speed. While it
remains unproven as to whether or not the
Balrog has wings, Gtilavhar most definitely
does, and can swoop across the battlefield
quicker than you can scream “run for your
lives!” Galavhar also has three points of
Might — no getting trapped in pointless
combats for this Demon — but his ace in
the hole is his Immortal Hunger rule. This
means that Galavhar can recover lost
Wounds by slaying enemies — just as well,
as his Attacks and Courage values ebb and
flow as he takes damage. In essence,
whenever Gilavhar is feeling weak, he can
bolster his stamina and resolve by taking a
big bite out of a foe.
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" Galavhar - the real reason why
Bree-folk don't go out after dark...

A WORD OF CAUTION

The Balrog fears nothing and can .
endure quite obscene punishment,
but watch out for that pesky
Aragorn. Anddril, Flame of the
West, could have been designed to
slice through Balrog hide. If the son
of Arathorn wins a combat, the
Balrog’s wounds are going to start
fading away very quickly indeed.
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Nothing strikes fear into the hearts of Men quite
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like Spiders, and the ancient

arachnids of Middle-earth are monstrous indeed.

s any fan of horror films will know,
Athere’s not much more monstrous

than a writhing and twisting horde of
spiders with intent most malign. Even at
wargaming scale, there’s really something
quite creepy about a carpet of multi-legged
creatures crawling towards you.

All Spiders share common advantages
over their biped foes. Foremost of these is
the ability to scale any surface, or move
through any terrain without the slightest
impediment. Secondly, all Spiders have a
venomous bite — the older the Spider, the
more virulent the poison in their jaws.

Shelob, of course, is the deadly
doyenne of Middle-earth spiders, and her
profile in the game reflects this. Not only
does she have the muscle of a Mordor
Troll, Shelob can barrel across the tabletop
at a suitably scary 12"/28cm each turn.
Combine this with venom that allows her
to reroll failed attempts to wound and the
rules of Monstrous Mounts, and you've got
a fearsomely fast gaming piece that can
threaten everything from Hobbits (well,
excepting perhaps Sam — there’s some bad
blood there) to Heroes of the West.
Shelob’s only downside springs from her
attitude of self-preservation. Each wound
counts when striking Shelob, as each forces
a Courage test that has a chance of driving
her from the field to lick her wounds.

Only a modicum less monstrous are the
Spider Queens of Mirkwood. Of the same
lineage as Shelob, the Spider Queens are
not nearly as tough as their dark
descendant, but compensate in two key
ways — not only do Spider Queens have
Might, they can spawn bases of Spider
Broodlings to even the odds in a fight, or
just disrupt the enemy force. Otherwise,
Spider Queens fill much the same role as
Shelab — fast, deadly and really rather
intimidating to arachnaphobic opponents.
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ARACHNOID MINIONS ,
It’s worth taking a moment to mention the most common of the Giant
Spiders. Though not heir to the title of monsters through their profile,
Giant Spiders are still — and this is important — SPIDERS THE SIZE. @F s
PONIES! In my book, that makes them monsters. Giant Spiders are 3
excellent for clearing woods, rock outcrops and marshes of skulking 1
archers. On open ground, you'’d use cavalry to do this job, but Spiders
ignore terrain and can get the archers before they escape. With a pair of -
Strength 5 Attacks per Spider, the fight can only go one way...
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Spider Queen’s move? This way,
once the Broodling has spawned,
it can then make a 6"/14cm move
of its own - often enough to
propel it straight into combat!

Everyone knows that Spider
Queens can generate swarms of
Broodlings at the cost of a Will
point, but did you know that this
can be done at the end of the
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For sheer muscle, size and bad attitude, nothing beats the
Miimakil - it’s a one-oliphaunt army!

weapon of choice for an evil genius

seeking to make the world shake.
Without doubt the biggest and baddest of
all monsters in the game, the Mimak
combines the ultimate in brute strength
with a modicum of firepower.

The Mamak’s greatest weapon s its
Trample attack. Just point the beast towards
the thickest concentration of enemy troops
and cackle in glee as the carnage begins
and the mangled Warriors of your foe fly
left, right and centre. Such is the barrelling
fury of a Mamak charge that even the
mightiest of Heroes fear its coming — three
automatic Strength 9 hits is enough to
intimidate even the Gandalfs of this world.

Line your charge up correctly, and
there’s no limit on the devastation that you
can wreak. You'll often find that
one of your own models gets in
the way of the optimum

The War M@mak of Harad is truly the

vectar of attack. My advice to you in this
situation is to recall all the times that
model has let you down at a crucial
moment and trample over him to get at the
enemy. This will probably make you
cackle, too, but that's just a side effect of
capriciously exercising ultimate power and,
as such, is only worrisome if you're a
world leader; so fear not.

Your Maimak also comes with a
complement of Haradrim archers who,
with their poisoned arrows, can easily
make their presence known over the
course of the game. Use your archers to
prune off enemies that cannot easily be
caught by a trample, such as those lurking
in difficult terrain, or for softening up a
Hero that you'd like to stomp all over in
the next turn. The M(imak’s only real
weakness is a relatively low fight value.
As such, an enemy Hero in charge range
is bad news — so shoot him.

~ THE MAHUD
. CHIEFTAIN

.- ~ Why take a Mahid for

your Miimak? Well, there

| are two good reasons. |
. First, his Courage is high i
enough to stop your o

~oliphaunt going berserk
. and trampling your own ?
i men without permission.
" More importantly, the

Mahid Chieftain has three
% points of Might, allowing
. you plenty of Heroic ,
« moves with which to &
- trample Aragorn, if he £
_ comes too close.
U, oy - AP AR A

Poisoned Arrows. Every time an
arrow hits, but scores a 1 to
wound, the Harad player must
re-roll the dice.

-“'5' [

Trample Attack. If the Mimak
moves into contact with one or
mare models, it will trample them,
automatically inflicting three
Strength 9 hits on each model.
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PART ONE

WARHAMMER 7

_ 40,000, _

In this Modelling
Workshop, expert

modeller Mark Jones
takes us through the

process of building

Citadel’s biggest ever

plastic kit.

Over the next two issues, Studio modeller Mark Jones tackles
the mighty Baneblade. We follow his progress, from building

to painting this enormous tank.

o Preparation

he Baneblade is a big kit with literally
Thundreds of components. Before

embarking on the project it is best to
prepare your work area and to familiarise
yourself with the seven different frames so
you have a good idea where the
components are located.

Mark used a “sub-assembly” method for
building this kit, in which the components
are built in separate stages (called sub-
assemblies) and are then combined together
into one model towards the end of the
project. When following this method you'll

need a large, clear and organised work area
with plenty of space for storing tools,
completed sub-assemblies and glued
components that are drying.

Mark’s approach is very methodical so
as to get the best results possible. Be sure to
set aside plenty of time; patience will be
required for drying times, and it's best not to
rush through the assembly stages or
mistakes can be made. When using the
components only remove those from the
frame you need at that point and store the
unused frames and components close by.

Using the new Citadel Tool
range will give you the best
results, as all the tools have
been designed for the specific
purpose of putting together
Citadel kits. You'll need Plastic
Glue, Plastic Cutters, a Hobby
Knife, Modelling Files, a
Sculpting Tool and some
Green Stuff.



9 Preliminary Assembly

Halved components

The first job is to clip off and clean up all the
components that are in two halves. When
you've done this, stick the two halves together
to make whole components. Use plastic glue
sparingly and make sure the parts fit flush to
avoid exaggerating join lines. Once the glue
has dried, blend the joins (see tip box on right)
and then set the parts aside for later.

Autocannon.

Heavy bolter assembly

When building the sponson sub-
assemblies be careful with which
points you glue, or else you could
prevent articulation. Glue the twin
heavy bolters together through the
sponson gun mount (A). It's very
important to not get any glue on the
central rim of the gun mount.
Carefully glue the gun shield onto
the gun mount as illustrated (B).

Side sponson assembly

To finish the side sponson, place the
top plate so it's upside down on the
wark area (A). Glue the side plates
into their allocated positions on the
underside of the top plate. When
dry, place the gun mount (also
upside down) so the top pivot fits
inside the positive joint — do not
glue! Finally add the sponson base,
glue these to the sponson plates and
not the gun mount. The sub-
assembly is now complete so put it
aside for now (B).

Top plate.

Lascannon sponsons

First, create the sponson sub-
assembly, as shown, then attach the
lascannon barrel to the barrel
mount. Place the lascannon so the
nubs on either side of the mounts go
into the holes — do not glue, as this
will prevent the weapon from
pivoting vertically. Trap the weapon
in place by gluing the sponson side
plate to the sub-assembly and then
by attaching the sponson top when
the whole thing is dry.

Heavy
bolter.

Demolisher mount.

Fuel tanks.

Baneblade cannon.

Hellhammer cannon.

I—Gun mount.  Gun shield. —

Spenson base.

— Heavy bolter
sub-assembly

Assembled —J

sponson.

Sponson top.

Lascannon. —|

-

Sponson
sub-assembly.

—

o]

Sponson side plate.

Heavy bolter
sub-assembly.

Safety first

Tools and equipment used
in this article need to be
handled with care. Hobby
Knives are extremely
sharp, so make sure you
always apply pressure
downward onto a cutting
mat, and that the item
you are cutting is secure
so it can’t slip. Finally, all
glues and spray paints
should be used in well-
ventilated areas.

¢ BT

Blending the joins

Using a fine modelling
file, gently smooth away
the seams on the
components you have
assembled. Such joins may
be hard to see while the
kit is in bare grey plastic,
but once undercoated and
painted they become
more prominent.

Baneblade or
Hellhammer

Before you embark on
this project, you must
obviously decide which
type of tank you will be
making - the Baneblade
or the Hellhammer. The
differences are in the
weapon choices. The
Hellhammer uses the
Hellhammer cannon in
the turret and the Heavy
Flamers are mounted in
the sponsons. If you are
making the Hellhammer,
then all the advice in this
(and next month’s)
article is just as valid.
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e Track Assembly

External track wheels

Both the external and internal track hull sides come
in two halves. Glue both parts of the same side
together first. Once this is done, add the track
wheels onto the external side hull sections. Use
the locator plugs as shown.

Outer side locating points.

Track wheels.

Front and rear track wheels Inner side locating points.
Build the front and rear guide wheel assemblies as
shown. When they are made attach them on to the
internal track hull side.

Front guide wheen'.—l

Guide wheel assembly

=

Rear guide wheel.

Gluing together

When all the wheel components are
dry, stick together both sides of the
track hull and the top armour plate.
Add small amounts of glue to the
tips of the inner side locating points
and gently squeeze both sides
together. It’s important to add the top
plate on at the same stage, as this
will keep the shape of the sub-
assembly square.

Top armour plate.
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6 Adding the tracks

8-link track section.

Complete track section

The final part of the track side section to add is the rear
plate (A) and the front armour plate. Ensure that you glue
the connecting hose to the rear plate before you attach it
to the track section.

Front armour plate. —l

8-link track section.

Large locating lug.

Fitting the tracks

When fitting the tracks to the track hull side assembly, it's
very important to start with the eight-link track section,
which should be placed onto the bottom of the track
wheel as shown in the picture above. Use the locating
lug on the track section to attach the track to the wheel.
Build the track forwards and backwards of the starting
section. Doing it this way will ensure that there are no
unsightly gaps in the tracks of your kit.

Rear armour plate
‘» and fuel hose mount.
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@ Assembling the Hull

Central hull

Assemble the hull base plate and then attach it to one of
the side hull track sections. It does not matter which one
_ we used the left side in the photos (A). Once dry, add
the hull rear plate. Finally for this stage, glue the hull
front plates into place (B).

l— Hull base

plate.

‘_ Hull front

plates.

Completing the hull

When the sub-assembly from the
stage above is totally dry you can
attach the second track hull side.
Next, add the main hull plate.
Before you do, make sure you glue
the driver’s viewport rear plate and
demolisher rear plate into place, as
these will not be accessible once the
main hull plate has been stuck to the

main assembly. |
Driver's viewport

rear plate.

Demolisher
rear plate.

‘— Fuel tanks.
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0 Main Turret and Side Sponsons

Turret assembly

The main turret is built in a very similar way to the
lascannon sponsons, as featured earlier. First, attach
the weapons to the cannon mount and then place
the complete weapon into the turret, via the nubs.
‘Do not glue the pivot joints. Once the turret side
plate is glued into place, attach the turret top plate
to complete the turret.

Turret top plate.
Turret sub-
‘ assembly.

Autocannon. —‘

Turret side plate. —J

l l— Cannon mount.
Baneblade cannon.

Side sponsons

The next thing to do is to add the side plates
and weapon sponsons. You can place your
sponsons in three possible bays, as indicated.
If you are building the Hellhammer, then you
should put the heavy flamer sponsons towards
the front of the tank. Finally, add the top
armour plates as shown. The turret can then go
onto the main hull; it’s a dry fit attachment, so
no glue is needed. The turret can also be
removed in later stages if and when required.

|— Top armour plate.

e
|
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Weapons and Detailing

Final details

This stage is all about adding the smaller
components that add an extra dimension
of realism to the kit. Before you do,
however, it's best to add the secondary
weapon systems that are still not
attached. The central heavy bolter
sponson is a dry fit, just like the main
turret. The demolisher cannon is held in
place by the cannon cover. Because it is
on a ball joint, which can be tricky to
get at with a paintbrush, it is best to
undercoat the weapon first, before you

permanently attach it to the tank. The tow hooks and rear lights can be The exhaust system can now be
To attach the lascannon sponsons, added to the Baneblade at this stage. attached to the power plant.

place the sponson pivot through the Also note the addition of the engine

weapon and then add a small drop of crank handle.

glug to the end of the pivot that will be @ Tank name plate.

jutting out from underneath the . @ Headlamps.

lascannon. Simply glue this to the main = @ Smoke launchers.

tank. Components A-G, the engine e Vi

covers, ladders, etc, can then all be i L& pivot. ® few-ports.

added at your leisure. Q Turret spotlight.
Lascannon j ! @ Gun rangefinder.
sponson. }‘ Sponson pivot @ Sledgehammer.

Lascannon sponson.

Engine cover.
| Itis a good idea not to glue the

engine cover in place until after
the tank is painted - that way you
can get at the details beneath.

Heavy bolter
sponson.

Demolisher
cannon.

Exhausts.

‘— Demoalisher

cannon cover.

Ladder.

All the dry fit assemblies,
like the turret, can be
easily removed for
further modelling and
ease of painting.

You may wish to hold off
attaching components like
the ladders, engine cover
and lascannon sponsons
until they have been painted.
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0 Completing the turret

Turret options

The Baneblade turret is extremely
customisable. You can have it with a
turret bin for storage. You can have one
or both of the cupolas occupied by
crewmen or closed shut.

When going for the crewmen and
heavy stubber option, then it is best not
to glue them in place at this time. This
will make them much easier to paint.

The Turret bin assembly is
reasonably simply to construct and
attach to the main turret. If adding the
turret bin, then leave off the lasgun from
the turret rear.

Commander.

Next Issue: Get your
paintbrushes ready!

The only thing that’s missing now is
some colour. In part two of this
article, Mark will take you through
some useful techniques to make
your Baneblade ready for action on
the tabletop.

r Heavy stubber.

Gunner.

Turret bin
sub-assembly, ——

The Baneblade kit
gives you the option of
having a turret bin or
not. If you don't have
the turret bin, then
there’s a lasgun that
sticks out of the back
of the turret (A) to
remove any unwanted
enemy hitchhikers!
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WARNAMMER

Neil Green of the
world famous "Eavy
Metal team takes us
through the stages of
painting a majestic
High EIf Prince.

High Elf Prince

their people through times of peace

and conflict for thousands of years.
They pride themselves on their sense of
honour and mastery of the arts of
diplomacy and war. In battle, Elven
Princes are equally adept at commanding
vast armies from a distance as they are at
fighting blade to blade in the press of
close combat.

Many High EIf nobles master the arts of
warfare as members of the Silver Helms,
entering the fray atop majestic Elven
steeds. Once they have proven themselves,
these young nobles are free to perfect other
styles of fighting, often dictated by the
province from which they hail.

The noble families of Ulthuan have led

This 'Eavy Metal Masterclass is the first
that focusses on a plastic kit. The new High
Elf Prince and Noble set is worthy of some
expert attention, so we asked Neil Green of
the ‘Eavy Metal team to show us how to
paint it.

Preparing the model

After planning out which components he
was going to use to construct the Elven
Prince, Neil clipped them from the plastic
frames and cleaned them up thoroughly
with a Hobby Knife.

After gluing together the horse and
rider as separate sub-assemblies, Neil
undercoated the components with Chaos
Black spray paint.

5

-




Innanzitutto, Neil ha applicato a diverse aree del modello i colori piatti come base. Solitamente si tratta di mezzi toni,
nonostante nelle aree bianche abbia applicato prima la sfumatura piu scura. Le foto sono ingrandite per maggiore chiarezza.

Oro e armatura a scaglie

MANTELLO Shining Gold.
Decorazione del mantello
’ Regal Blue. Armatura e lama
della spada
Mantello Boltgun Metal.

Shadow Grey.

Armatura
?Boitgun Metal.
PRINCIPE

SCUDO

Runa

Lumeggiatura staffe Regal Blue.

e borsa e - . Scudo
Scorched Brown. . £ S Grty:
Fiala
Dark Angels Green. . - Bord;gﬁ:#; sé:;l;
Tunica e pennacchio
Mordian Blue.
Decorazione delle vesti
Regal Blue.

DESTRIERO ELFICO

Bardatura
Boltgun Metal. " il e —
Sella 'y

Scorched Brown.

Mantello e coda del cavallo
Charadon Granite.

AFerbri Oro e armatura a scaglie
el erlilye s %
ey Shining Gold.

Gemme
Red Gore.

Pelle
Dark Flesh.

\_.

Gemme
Red Gore.

Suggerimento

Anche nella prima fase, Neil
si & impegnato per le gemme.
Invece di usare una base
piatta, ha applicato Red Gore
a piccoli strati, in modo che
Ja sommita di ogni gioiello
sfumasse dolcemente dal
fondo nero al Red Gore puro.

Bardatura e decorazione
delle redini

Shadow Grey.

Redini e vesti

Regal Blue.

http://it.games-workshop.com
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Stage 2
at this stage, as well as shading for all the metallic areas. Neil made extensive use of the

The first highlights are applied
layering technique, creating subtle highlights by means of thin, translucent layers of paint.

Shade gold and scale armour
Chestnut ink.

CAPE
Highlight cape trim e
Mordian Blue. Highlight armour
and sword blade
Chainmail.

/ Cape
_J Space Wolf Grey.

Highlight Armour
Chainmail.

Voam

Highlight gems
Blood Red.

Skin
Dwarf Flesh.

SHIELD
Highlight rune .
Mordian Blue.
Shield ( )
Space Wolf Grey.
Ink shield trim @ )
Chestnut Ink.

Highlight stirrups
and pouch
Bestial Brown.

Highlight vial
Snot Green.

Highlight tunic and plume
Mordian Blue.

Robe trim
Space Wolf Grey.

ELVEN STEED

Highlight barding
Chainmail.

Highlight saddle
Bestial Brown.

Horse hide and tail
Codex Grey.

Highlight gems
Blood Red.

{ r..ii 4
'j”:“i{h:

Chestnut Ink.

4@ Barding and rein trims

Space Wolf Grey.

Highlight reins and cloth
Mordian Blue.

@ Shade gold and scale barding
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Stage 3

The highlights are built up even further at this stage, and the brightness characteristic of High EIf miniatures is
established. Note the attention to the metal, which Neil painted to look more polished than that of other races.

Highlight gold
CAPE and scale armour
Highlight cape trim Burnished Gold.
Ultramarine Blue. Hihiteannagr
Cape and sword blade
Skull White. Mithril Silver.

Highlight armour
Mithril Silver.

.ﬁl‘:ﬂi-‘

> i L‘O Highlight skin
g EIf Flesh.

SHIELD
Highlight rune .
Ultramarines Blue.
Shield ( )
Skull White. y
Highlight shield trim ( ) /A
Burnished Gold. :

Highlight stirrups
and pouch

50% Bestial Brown/
50% Vomit Brown.
Highlight vial

Snot Green

Highlight tunic and plume
Ultramarines Blue.

Robe trim
Skull White,

ELVEN STEED

Highlight barding

Mithril Silver.
Highlight saddle
50% Bestial Brown/

50%Vomit Brown.

Horse hide and tail
Fortress Grey.

e )

- T
s=z el
=&

“saoe

-
-

Highlight gold and scale armour
Burnished Gold.

( ) Barding and rein {rims
Skull White.

Highlight reins and cloth
Ultramarines Blue.
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Stage 4

At this stage, Neil painted on the final highlights, often taking the form of thin edging highlights. The addition of
Mithril Silver to the gold areas makes the metallic parts of the model really gleam.

Highlight gold
CAPE and scale armour
Highlight cape trim 50% Burnished Gold/
, 70% Ultramarines Blue/ 50% Mithril Silver.
30% Skull White.

LORD

Highlight gems
Blazing Orange.

Highlight stirrups
and pouch
Vomit Brown. SHIELD
A o Highlight rune
RighVi tunic Ultramarines Blue.
and plume

70% Ultramarines Blue/

30% Skull White. Highlight shield trim

50% Burnished Gold/
50% Mithril Silver.

'ELVEN STEED

Highlight saddle
Vomit Brown.

Horse hide and tail
70% Fortress Grey/
30% Skull White.

Highlight gems
Blazing Orange.

[111 ,” '.' 4 . : Highlight gold and scale armour
50% Burnished Gold/
50% Mithril Silver

Highlight reins and cloth
70% Ultramarines Blue/
30% Skull White.
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Stage 5

All that remains is to finish off the gems, paint the eyes of the
Elven Prince, and finally to assemble and base the model.

" Top Tip: Painting Gems

When painting gems, start from a basecoat of Chaos Black and
gradually work up layers of paint until you reach the lightest
colour. The gem stages used on this model are shown below.
Finally, a small dot of Skull White represents reflected light.

Red Gore. Blood Red. Blazing Orange. Fiery Orange. Skull White.

9 Top Tip: Painting Eyes

Paint the Prince’s eyes
with a sliver of Chaos
Black (a). Next, add a
little Fortress Grey to
Skull White, and apply
this mix as a fine line,
leaving the black
showing as a keyline
around the edge (b).
Finally, use the point
of your finest brush to
dot in the pupil (c).

Painting the scenic base

2]

®

Shade pillar

Paint pillar
Black Ink.

Calthan Brown.

Overbrush pillar
Khemri Brown.

Detail pillar
Hawk Turquoise.

Drybrush pillar
Dheneb Stone.
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WELL HERE'S HOW...

Want to represent your school and play games? The School League is
a great way to get involved with lots of fantastic activities, culminating in
Regional and National Finals - giving you the chance to prove that your
school team is the best in the country! If you have not already signed up
to be part of the School League for 2008 it is not too late to join in! The
League is open to any mainland UK secondary school (or any school with
pupils aged 12+/Year 7 and up) with a club. The school will need to be
able to transport its pupils to Regional Finals and be prepared to go to
Warhammer World in Nottingham if they get to the National Final held
on 2nd July. <

If your school wishes to be part of the School League you will need to
get your teacher to speak to the Community Coordinator — Bek Hawkby
on 0115 900 4821. Bek will be able to send them an information pack.

All Games Workshop stores are waiting to run School League activities
(in the store) to help you prepare for the Finals. These activities include
painting and tactics as well as opportunities to make scenery or have a
club tournament. If you wish to arrange a visit please contact Bek
Hawkby and she will help you set it up. Bek can also help you in
contacting local school or library clubs that you can play against.

)

Nl
F

B |

» School League activity in the Reading store




Everything yo need to get involved in the
Games Workshop hobby community!

The Events Diary

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.

Club Information
Find regular opponents, play campaigns, and get involved in a host of other hobby
activities with like-minded gamers at your local club.

Games Workshop Hobby Centres
Get everything you need to build your forces, and then take them into battle! GW
Hobby Centres are the place to learn and practice the intricacies of the hobby.

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

Club Listings
The Games Workshop club community is a great forum to make new friends and play
lots of games! Find out where your nearest organised gaming groups are.

Store and Club Focus
Find out exactly what's going on in your area. This month we look at Games Workshop
Livingston who will be celebrating their Official Opening soon!

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

Chaos Space Marines 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.

102-105 »

106-113 »

14-119 »
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THE EVENTS DIARY

Conquer the world at tournaments and learn new skills at hobby days! Events are your
opportunity to immerse yourself fully in the hobby with, potentially, people from all over
the world. Large or small, events are the places to spend your weekends.

Upcoming Events
ArEyou a Hobby Centre, Independent Stockist, or part of EVENTS DIARY ABBREVIATION GUIDE

the GC.N .and runnil.jg ar.1 eyem? If S.O’ and ypu want o WiH s v mmnvnmesr s i s Warhammer

advertise it for free in this-fine publication simply drop us

an e-mail at: AR AR T i1 e Warhammer 40,000
whitedwarf@games-workshop.co.uk BB s Blood Bowl

The closing dates for receiving details for publication in [ =SSR BEane SRR ;
the following issues are: WAB s Warhammer Ancient Battles
.................. Players” Soci

o st November WD338 (Feb) i Warhammer éy k. e

e st December WD339 (Mar) WECW............ Warhammer English Civil War

Silstleqaany SRS W 4R (o) B, . NI SR Epic Armageddon

Please note all dates and details are correct at the time of ROTR: .0t vsnndin The Lord of The Rings

going to print but are subject to change. Games Workshop OW b i svssies Games Workshop

is not responsible for the content, timing or price of events

not organised by Games Workshop PLC. 6] BTN S e = Grand Tournament

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



Event Profile: The Lord of the Rings
Grand Tournament

There are some exciting changes in store for this year’s The Lord of
the Rings Grand Tournament. Warhammer World’s Event Manager,

Andy Joyce, elaborates further.

he Lord of the Rings Grand
TTournament has been an exciting

event to manage and develop; we've
reviewed our previous year’s event to
make the best use of the valuable
feedback, and this has led us to make
some quite important changes. ‘Eavy
Metal painter and Event Co-ordinator
extraordinaire Pete Foley has played an
instrumental part in delivering some of
these improvements.

As for the changes to
the Grand Tournament, ‘
these were relatively
simple. Pete has
introduced some changes
to the scoring system,
which is now more in
keeping with the other
GTs. He wanted there to
be a definite way of winning which wasn't
reliant upon bonuses or other factors.

The schedule was altered, and while it
now follows a similar one to that of the
other Grand Tournaments, it squeezes in
eight games over four different scenarios

Tournament!

The changes we've
made will make for a
far more intense gaming
experience, as befits

the mantle of Grand

for the players attending. This is an intense
gaming experience, as befits the mantle of
Grand Tournament.

He has also tinkered with the scenarios
being played, in order to test the mettle of
budding generals as we give them
something new to face.

His work has led to us having to create
a whole new event to encompass
everything we wanted to do with this one!
For the first time ever, Warhammer World
will be presenting The
Lord of the Rings Doubles
Tournament in 2008.

This event will focus
on challenging
individuals within a team
to truly work together to
achieve their goals.
Armies will be
encouraged to be themed and cohesive, as
they will be limited to one army list and
one ally across the combined force. With
bespoke scenarios found only at this event,
this promises to be an exciting prospect for
2008 and beyond.

For more information about the new The Lord of the Rings Grand Tournament and other
events held at Warhammer World, check out http://warhammerworld.typepad.com/

Take on the staff

R o pETme R AR e | 1 |

What is a “Grand
Tournament”?

Tournaments are an
opportunity to play
games for a weekend,
meet other like-minded
players and in the
process gauge your
ability in terms of
gaming results,
sportsmanship,
painting and rules &
background
knowledge.

Grand Tournaments
are the pinnacle of
Games Workshop
tournament play.
Players from all over
the UK (and beyond)
come to Warhammer
World to test their
skills at their chosen
game system, and
compete for the top
spots on the day.

Visit the
tournaments page
online to find out more
about the Grand
Tournaments and other
events held at
Warhammer World.

www.games-workshop.co.uk
/tournaments

Grand Tournaments are also open to members of Games Workshop staff. If
you’re lucky (or unlucky), you could find yourself battling one of them.

www.games-workshop.co.uk/events

Event information correct at time of going o press. Games Workshop is not responsible for events not run by Games Workshop.
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What’s on, when and where:
“ nt e n r All the events for the next
few months are listed here.

TOURNAMENT

o 6th-7th October 2007
» 3th-4th November 2007

» 17th-18th November 2007

Tickets cost £55
include vouch
on both ¢

r player, and
ards lunch
evening meal

RETURN TO
TOR THANA
17th November

In stores nationwide
For more details, see page 44

104 WHITE DWARF FRONTLINE

ard. Warhammer
near 2 GFaANd Tournament

Date: 3rd-4th November, 2007 /s
Venue: Warhammer World, Nottingham

Age Limit: 16+

Details: Compete for your place in this
season’s Grand Final. Players will need a fully
painted 2,000 points Warhammer army, and
will play six games over the weekend. Players
who qualify in the heats are awarded a free
ticket to the final.

Contact: Hobby Specialists — 0115 91 40000
Website: www.games-workshop.co.uk/events

ath Cry of War

Date: 4th November, 2007

Venue: Hassocks Hotel, West Sussex

Details: Brighton and Clayton Warlords

would like to present their annual

Warhammer tournament: Cry of War. To play

you will need a 2,000 point Warhammer

army. Check the website for more

information.

Contact: Roger Smith
roger_gs_smith@hotmail.com

Website: www;brightonandclaytonwarlords.com

4th Fanatic Brugge lll

Date: 4th November, 2007

Venue: The Belfry, Brugge, Belgium

Details: Brugges’ third Fanatic offers a variety
of activities for new and existing hobbyists
including introductory gaming, painting &
modelling classes, and more. There will also
be a tournament for Warhammer,
Warhammer 40,000 and The Lord of the
Rings. For more details about the event, visit
the website below.

Contact: +32 (0) 050 38 51 83

Website: www.thefairplay.be

10th Warhammer 40,000
neat 2 Grand Tﬂ“rnamg!ﬂ

Date: 10th—11th November, 2007 SeiREE
Venue: Warhammer World, Nottmgham
Age Limit: 16+

Details: Compete for your place in this
season’s Grand Final. Players will need a fully
painted 1,500 points Warhammer 40,000
army, and will play six games over the
weekend. Players who qualify in the heats are
awarded a free ticket to the final.

Contact: Hobby Specialists — 0115 91 40000
Website: www.games-workshop.co.uk/events

11th Fanatic Games-n-stuff

Date: 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.gamesnstuff.com

11th Spellenspektakel

Date: 23rd-25th November, 2007
Venue: Ljsselhallen, Zwolle, The Netherlands
Details: One of the biggest fairs in the
Netherlands for board games and fantasy
games (including tabletop war games). Each
stand is manned by a team of dedicated and
enthusiastic hobbysists who will be ready to
show all gamers, beginners to the hobby and
long time players alike, how the games work.
Tickets cost €12.

Website: www.spellenspektakel.nl

1ith Warhammer
uear 3 Grand Tournament

Date: 17th-18th November, 2007 %
Venue: Warhammer World, Nottmgham
Age Limit: 16+

Details: Compete for your place in this
season’s Grand Final. Players will need a fully
painted 2,000 points Warhammer army, and
will play six games over the weekend. Players
who qualify in the heats are awarded a free
ticket to the final.

Contact: Hobby Specialists — 0115 91 40000
Website: www.games-workshop.co.uk/events

24th Warhammer 40,000
et 3 Grand Tnurnament

Date: 24th-25th November, 2007 SefRiHmi
Venue: Warhammer World, Noltmgham :
Age Limit: 16+

Details: Compete for your place in this
season’s Grand Final. Players will need a fully
painted 1,500 points Warhammer 40,000
army, and will play six games over the
weekend. Players who qualify in the heats are
awarded a free ticket to the final.

Contact: Hobby Specialists — 0115 91 40000
Website: www.games-workshop.co.uk/events

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



8th> Inquisitor

Grand Tournament

Date: 8th December

Venue: Warhammer World, Nottingham

Details: In the first event of its kind, players

will pit their skill as Games Masters, players,

hobbyists and designers against one another.

This first Inquisitor Grand Tournament will

take the battle for the Emperor’s soul to a new

level. But remember: everything you have

been told is a lie!

Tickets: £10 in advance; £12 on registration.
Limited places available.

Contact: events@tempusfugitives.co.uk

Website: www.darkmagenta.net

gth> Warhammer 40,000
Tournament

Date: 9th December

Venue: King and Queen Pub, Brighton

Details: Brighton Warlords present their

Warhammer 40,000 Tournament in which

players battle one another with their 1,500

point armies to become the best of the best.

Places are limited, so book early to avoid

disappointment.

Contact: Pete Cooke — 07974094240
peter.cooke423@ntlworld.com
David Purkiss
d_purkiss2000@yahoo.com

FREE' Beginners Days

After the Christmas period all of our Hobby
Centres will be running weekend events
designed to help our beginners to play our
games. These involve both painting and
gaming lessons and culminate in a Hobby
Day where beginners can really put their new
skills to the test!

Simply phone or pop in to one of our
local hobby centres to find out more.

12th Warhammer 40,000

Date: 12th-13th January, 2007 % %
Venue: Warhammer World, Nottingham
Age Limit: 12+

Details: Compete in a fun tournament with a
friend as an ally. You will need a fully painted
500 pts Force for Warhammer 40,000. Play at
least six games over the weekend, using a
variety of fast play scenarios. Points are
awarded for gaming and there is a special
award for Best Painted Alliance.

Tickets: £70 per two player alliance, and
include vouchers towards lunch on both
days, an evening meal on the Saturday night,
Tea & Coffee at the start of both days and
Doughnuts to get you started on Saturday
morning for both players.

Contact: Hobby Specialists — 0115 91 40000
Website: www.games-workshop.co.uk/events

EVENT SPOTLIGHT
y£1{® The Lord of the

Rings Grand
Tournament

Date: 26th-27th January, 2008

Venue: Warhammer World, Lenton,
Nottingham, England

Age Limit: 12+

Details: With a number of important rules

changes including an all new scoring

system and a new schedule in which

gamers will play a total of eight games

across the weekend, this year’s The Lord of

the Rings Grand Tournament promises to be

the most competitive and intense yet.

Tickets: £55 per player, ""’

and include vouchers
towards lunch on both
days, an evening meal
on the Saturday night,
tea and coffee at the
start of both days and
doughnuts to get you
started on Saturday
morning.

Contact: Mail Order
0115 91 40000
Website: www.games-workshop.co.uk/events

Last year’s Champion,
Vesa Neyne

WARHAMMER
ld.l:)_ﬁn(t

GRAND

TOURNAMENT

¢ 13th-14th October 2007
e 10th-11th November 2007

s 24th-25th November 2007

Tickets cost £55 per player, and
include vouchers towards lunch
5, an evening |H€":‘I

coffee at the start of
and doughnuts tc

on Saturday morning.

www.games-workshop.co.uk/events

Although our Hobby
Centres are busy with
Christmas shoppers this
does not mean that gaming
and painting stops. Over
December and January our
Hobby Centres will be
putting on a selection of
activities from campaigns to
tournaments to keep you
entertained.

Simply phone or visit
one of our local hobby
centres to find out more.

www.games-workshop.co.uk/events

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

All the Games Workshop stores, stockists and clubs at your fingertips
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GAMES WORESHOP Hobhy Gentres

OPENING TIMES

Mon-Fri: 10am — 6pm
Saturday: 10am — 6pm
Sunday: 11am - 5pm

The majority of our
stores adhere to the
above opening times.

However, as a number
of stores’ opening times
may vary, we
recommend you
contact the relevant
store for opening times
before visiting.

You can find your local
store online with our
Store Finder:

www.games-workshop.co.uk/
storefinder

FRONTLINE

Hobby Centres are Games Workshop’s own retail outlets. Each store provides gaming and
painting facilities and is staffed by expert hobbyists! Hobby Centres are marked in red in

the store listings.

Full range of products

All our centres stock a full range of
Warhammer 40,000, Warhammer 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 your
hands on all of our Specialist Games
products, plus many exclusive miniatures,
components and classic models with
which to customise your Warhammer,
Warhammer 40,000 and The Lord of The
Rings forces.

Gaming Rooms

Gaming Rooms are exactly the same as our
other Hobby Centres. However, as well as
stocking our complete range of products,
they also offer additional gaming tables
and space making them the perfect place
to play your games.

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 your rules queries.

Free beginners programme

Our special beginners’ programme teaches
you how to play and helps you take your
first steps into the Games Workshop hobby.
The programme runs on Sundays, but there
is also one night during the week when
you can indulge in more gaming too. All
you need to do is come along!



GAMES WORKSHOP

Games Workshop Independent Stockists are official sellers
of Games Workshop games and hobby products.

IN YOUR LOCAL AREA
With over 500 locations in the UK there is never a stockist far
away, making them perfect for that quick resupply or hobby need.

MOST POPULAR STOCK LINES

Independent Stockists stock our most popular products, so you're

more likely to find exactly what you're looking for!

Independent Stockists

Games Workshop products are sold by a large number of

shops in many different countries across the world.

IN THIS DIRECTORY

AROUND THE WORLD

Full listing of all the stores that sell Games Workshop products
across the UK, parts of Europe, South Africa and the Middle East.

If you're unsure where your nearest stockist is located, anywhere

in the world, call Direct on: 0115 91 40000

Store Directory

GW BRISTOL:

87 The Horsefair. BST IR

Tel; 6117 925 1533

GW BRISTOL (CRIBBS CAUSEWAY):
Unit 129, The Mall, BS34 5UP

Tel: 0117 959 2520

BRISTOL, Area 51:

Tel: 0117 9244655

BRISTOL, HobbyCraft:

Tel: 0117 959.7100

BEDFORDSHIRE

GW BEDFORD:

10 Greyfriars, MK40 THP

Tel: 0123 427 3663

LUTON, Ottakers:

Tel: 01582 486999

CRANFIELD, Wargames Workshop:
Tel: 01234 757878

= GW MAIDENHEAD:

Unil 2, 17 Market Street, SL6 BAA
Tel: 0162 863 1747

GW READING:

29 Oxford Road, RG1 7Q0G

Tel: 0118 959 8693

GW WINDSOR:

Unit 3, 6 George V Place, SL4 1QP
Tel; 01753 B61087
BRACKNELL, Ottakers:

Tel: 01344 388124
BRACKNELL, Toy Planet:
Tel: 01344 426262

READING, HobbyCraft:
Tel: 0118 902 8600
SANDHURST, Toyworld:
Tel: 01252 873350
WINDSOR, W] Daniels:
Tel: 01753 862106

GW BIRMINGHAM:

Unit 116, Bullring Link, B5 48§

Tel: 0121 633 7193

GW DUDLEY:

Unit 36, Merry Hill Centre, DY8 4UE
Tel: 0136 448 1815

GW SOLIHULL:

690 Warwick Road, BY1 3DX

Tel: 0121 705 7997

* GW SUTTON COLDFIELD:
45-47 Rirmingham Koad, B72 1QF

Tel: 0121 354 3174

GW WALSALL:

Unit 27, Old Square Shupping Centre, WS1 1QF
Tel: 0192 272 5207

GW WOLVERHAMPTON:

9 King Street, WY1 18T

Tel: 0190 231 0466

BIRMINGHAM, Console Games:
Tel: 0121 477 0022

GREAT BARR, Gaming Crypt:
Tel: 0121 360 5060
WOLVERHAMPTON, HobbyCraft:
Tel: 0845 051 6543

GW HIGH WYCOMBE:

Unit 29, The Octagon Centre, HP1T 2HT
Tol: 0149 453 1494

GW MILTON KEYNES:

504 Silbury Boulevard, MK9 2AD

Tel: 0190 869 0477

AYLESBURY, Bear Necessities:
Tel: 01296 421098

BUCKINGHAM, Abacus Toys:
Tel: 01280 821815

GERARDS CROSS, Howard Marshall:
Tel: 01753 882952

MILTON KEYNES, HobbyCraft;
Tel: 01908 308 330

NEWPORT PAGNELL, Doodles
Tel: 01908 610496

PRINCES RISBOROUGH, Treats:
Tel: 01844 344354

CAMBRIDGESHIRE

¢ GW CAMBRIDGE:

54 Regent Street, CB2 1DP
Tel: 0122 331 3350

GW PETERBOROUGH:
3 Wentwarth Street, PE1 1DH
Tel: 01733 890 052

ELY, City Cycle Centre:
Tel: 01353 663131

HUNTINGDON, Sports & Fashions:
Tel: 01480 454541

PETERBOROUGH, The Gluey Goblin:
Tel: 01945 568 808

PETERBOROUGH, Westgate
Department Store:

Tel: 01733 563151

PETERBOROUGH, Your Story:

Tel: 01733 341007

ST NEOTS, First Computer Games:
Tel: 01480 386 638

ST NEOTS, Gamers:

Tel: 01480 217 443

ST NEOTS, Westgate Department Store:
Tel: 01480 473242

WISBECH, Westgate Department Store:
Tel: 01536 203525

WISBECH, The Gluey Goblin:

Tel: 01945 588 608

CHANNEL ISLANDS

JERSEY, ST. HELIER, The Little Shop:
Tel: 01534 732187

JERSEY, ST SAVIOUR, The Jersey
Train and Model Centre

07797 736478

GUERNSEY, ST. PETERS PORT, Carousel:
Tel: 01481 721721

ST. HELIER, Bambola Ltd:

Tel: 0604 298208

CHESHIRE

GW ALTRINCHAM:
Unit 1, 19 Graftan Street, WAT4 1DU
Tel: 0161 929 9096
* GW CHESTER:
112 Foregate Streel, CH1 1HB
Tel: 0124 431 1967
* GW MACCLESFIELD:
Unit 38, Chestergate Mall, Grosvenor Centre,
SKI1 6AR
Teli 0162 561 9020
GW STOCKPORT:
32 Mersey Square, SK1 1RA
Teli 0161 474 1427
GW WARRINGTON:
Unit 19 Bank Street Time Square, WA 2AF
Tel: D192 565 1984
ALTRINCHAM, The Gaming Crypt:
Tel: 0161 'a 99919
RKEN D, Kit M
Tel: 0151 &I?SDG?
CHEADLE, Fantasia:
Tel: 0161 491 1130
CHESTER, HobbyCraft:
Tel: 01244 630 110
CONGLETON, Deans Toys & Cycles:
Tel: 0126 0273277
CREWE, ABC Mﬂdel Sport:
Tel: 01270 505 048
CREWE, Potters Model World:
Tel: 01270 250 038
CREWE, Jac in a Box:
Tel: 01270 581 118
FRODSHAM, Steve Webb Models & Hobbies:
Tel: 01928 735 225
NESTON, Carousel:
Tel: 0151 336 621
NORTHWICH, Level 1:
Tel: 01606 45053
NORTHWICH, The Model Shop:
Tel: 01606 826 346
STALYBRIDGE, Hardcastles:
Tel: 0161 3038528
STOCKPORT, HobbyCraft:
Tel: 0161 429 5400
HYDE, Goslings Toymaster:
Tel: 0161 427 2099
WIDNES, The Hobby Shop:

Tel: 01514 241 947

* GW MIDDLESBROUGH:
Unit 33, 39 Dundas Streef, TS1 1HR
Tel: 0164 225 4091
HARTLEPOOL, lllusions:

Tel: 01429 233 199
HARTLEPOOL, Westgate Depariment Store:
Tel: 01429 244 337
NORMANBY, PC Tech:

Tel: 01642 461010

REDCAR, PC Tech:

Tel: 01642 481888

CORNWALL

GW TRURO:

Uniit 1, Bridge House, New Bridge Street, TRT 2AA
Tel: 0187 232 0047

BODMIN, Bricknells:

Tel: 01208 77088

BUDE, Nitro RC:

Tel: 01288 353 388

BUDE, More Value:

Tel: 01288 352 362

CALLINGTON, GMS Games

Tel: 01579 384 837

FALMOUTH, Wonderland:
Tel:01326 312 571

HAYLE, Blewetts of Hayle:

Tel; 01736 753 012
NEWQUAY, Planet Hobbywood:
Tel: 01637 B59 941

35T AUSTELL, Adeba Toys:

Tel: 01726 73125

ST AUSTELL, Mad for Miniatures:
Tel: 01726 72259

ST IVES, Dragon’s Hoard:

Tel: 01736 79848

TRURO, Toymaster:

Tel: 01872 272 452

COUNTY DURHAM

* GW DURHAM:

64 North Road, DH1 45Q

Tel: D191 374 1062

GW DARLINGTON:

78 Skinnergate, DL 71X

Tel: 0132 538 2463

BARNARD CASTLE, Toy Shop:
Tel: 01833 637 396

BISHOP AUCKLAND, Windsock Models:
Tel: 01388 609 766

CONSETT, Kwikpart:

Tel: 01207 581024

SEAHAM, Games of War:

Tel: 01915 817 118

STOCKTON ON TEES, Stockton
Maodeller:

Tel: 01642 616 680

CUMBRIA

¢ GW CARLISLE:

, Earls Lane, CA1 1DP

Tel: 0122 859 8216
BARROW-IN-FURNESS, Heaths:

Tel: 01229 820 435
BOWNESS-ON-WINDERMERE,
Ernest Atkinson & Sons:

Tel: 01539 443 047

COCKERMOUTH, The Toy Shop:
Tel: 01900 825855

KENDAL, Ayries:

Tel: 01539 720 781

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

PENRITH, Harpers Cycles:

Tel: 01768 864 475

ULVERSTON, Sawdust ‘n Stitches:
Tel: 01229 582 284

WIGTON, Jacksons Diecast Models:
Tel: 01697 342 557

GW DERBY:

42 Sadler Gate, DET INL

Tel: 0133 237 1657

ASHBOURNE, Lumbards Toys:
Tel: 01335 345115

BELPER, Children’s Choice:

Tel: 01773 825865

BUXTON, Knowles Toys and Models
Tel: 0129 B24 203

CHESTERFIELD, Chesterfield
Department Store:

Tel: 01246 220 200

CHESTERFIELD, Peak Bookstore:
Tel: 01246 201 609

GLOSSOP, Wain Services:

Tel: 01457 853 548

ILKESTON, Ilkeslon Co-op:

Tel: 01159 327

MATLOCK, Shawes.

Tel: 01629 582 482

* GW EXETER:

31a Sidwell Streol, EX4 6NN
Tel: 0139 249 0305

GW PLYMOUTH:

B4 Camwall Street, PL1 1LE
Tel: 0175 225 4121

GW TORQUAY:

12 Market Street, TQ1 1AQ
Tel: 0180 320 1036
BARNSTAPLE, The Batilezone:
Tel: 01271 321 344

GAMES WORKSHOP HOBBY CENTRE
(+) Indicates Gaming Room facilities.

STORE FINDER KEY

HOBBY STOCKIST

Offers a hubby gaming and painting service.

NE ELITE STORE

Stocks the complete Games Workshop range and offers introductory gaming and pafnting lessans.
NE PARTNER STORE

Stocks most of the Games Workshop range.

INDEPENDENT STOCKIST

Official sellers of Games Workshop products.”

NEW STORE OPENING

Indicales new stores and stockists.

* To be sure they have what you want in stock, we recommend calling the store first

DARTMOUTH, WG Pillar & Co:
Tel: 01803 832 139

EXMOUTH, Gamezone Models:
Tel: 01395 267 733

HONITON, Honiton Toy Shop:
Tel: 01404 43741

KINGSBRIDGE, The Trading Post:
Tel: 01548 852 923

NEWTON ABBOT, Auslins:

Tel: 01626 333 444

PLYMOUTH, Madel Shop:

Tel: 01752 221 851

TAVISTOCK, Kaleidoscope:

Tel: 01822 615 236

TEIGNMOUTH, Jackmans Toybox:
Tel: 01626 778 260

TIVERTON, Wings ‘N’ Wheels:
Tel: 01884 242 §19

TORRINGTON, Angling Pastimes:
Tel: 01805 625 BO8

DORSEY

GW BOURNEMOUTH:

24 Post Office Road, BH1 THA

Tel: 0120 231 9292

* GW POOLE:

Unit 12 Townsgate Centre, BH15 1ER
Tel: 01120 268 5634
BOURNEMOUTH, Hobbycraft:
Tel: 01202 562 444

BRIDPORT, Frosts Toymaster:
Tel: 01308 422 296

DORCHESTER, Dorchester Toys:
Tel: 01305 261 152

SHAFTESBURY, Hardings:

Tel: 01747 852 156

SHERBOURNE, The Corner House:
Tel: 01935 B15 615

EYMOUTH, Razzamataz:

Tel: 01305 780 601

GW CHELMSFORD:
Unit 4C, The Meadows Centre, CM2 6F8
Tel: 0124 549 0048

GW COLCHESTER:

2 Shorl Wyre Street, CO1 ILN

Tel: 0120 676 7279

GW SOUTHEND:

12 Southchurch Road, 551 2NE

Tel: 0170 246 1251

GW THURROCK:  *

Uimit 4158, Level 3, takeside Shoppiny Centre, RM16 17)
Tel; 0170 886 7133

SAFFRON WALDEN, Game On:
30 High Street, Tel: 01799 506 070
BASILDON, HobbyCraft:

Tel: 01268 240 100

BRENTWOOD, B&M Cycles:

Tel: 01277 214 342

CHELMSFORD, Toymaster Kingdom:
Tel: 01245 493 355

CLACTON ON SEA, Clacton Art &
Craft Centre:

Tel: 01255 436 346

HARLOW, Marquee Models:

Tel: 01279 423 334

HOCKLEY, Hobbiton:

Tel: 01702 200 180

LEIGH-ON-SEA, Caliver Books:
Tel: 01702 473 986

MALDON, Colin Bliss Models:

Tel: 01621 851 327

RAYLEIGH, Toys N Tuck:

Tel: 01268 775 50

GLOUCESTERSHIRE

GW CHELTENHAM:

16 Pittyille Street, GE50 215

Tel: 0124 222 8419

GW GLOUCESTER:

35 Clarence Street, GL1 1EA

Tel: 0145 250 5033

BOURTON ON THE WATER,
Bourton Model Railway:

Tel: 01451 820 686
GLOUCESTER, Battle Honours
Tel: 013686 43875
GLOUCESTER, HobbyCraft:
Tel: 01452 424 999

GET DOWN
TO YOUR
LOCAL
HOBBY
STOCKIST

FOR ALL

) YOUR
ICHRISTMAS
SHOPPING

www.games-workshop.co.uk/storefinder
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STROUD, Antics:

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

HAMPSHIRE

GW BASINGSTOKE:

3 Patters Walk, RG21 7GQ

Tel: 0125 646 6050

GW PORTSMOUTH:

34 Arundel Street, PO INL

Tel: 0239 287 6266

GW SOUTHAMPTON:

23 East Street, SOT4 THG

Tel: 0238033 1962

GW WINCHESTER:

35 lewry Street, S023 BRY

Tel: 0196 286 0199

ALDERSHOT, The Game Shop:

Tel: 01252 311 443

ALTON, Alton Model Centre:

Tel: 01420 542 244

ANDOVER, Hoggosaurus Toymaster:
Tel: 01264 352 263

FLEET, Fleet Toys:

Tel: 0125 261 3949

GOSPORT, JC Books:

Tel: 02392 580 931

M]LFDRD ON SEA, Milford Models
and Hobbies:

Tel: 01590 642 112
NEW MILTON, Toys of New Milton:
Tel: 01425 617 005

PETERSFIELD, Folly Models:

Tel: 01730 267 932

PETERSFIELD, Fun for All:

Tel: 01730 267 271

PORTCHESTER, Wicor Models:

Tel: 02392 351 160

RINGWOOD, Toys of Ringwood:
Tel: 01425 479 444

ROMSEY, Roundabout:

Tel: 01794 512 145

SOUTHSEA, Southsea Models:

Tel: 02392 733 208

WATERLOOVILLE, Forever Toys Ltd:
Tel: 02392 266 253

WATERLOOVILLE, Paul’s Hobby Shop:
Tel: 01705 259 186

BARNET, Toys Toys Toys:

Tel: 0208 449 0966

HEREFORD, Hereford Model Shop:
Tel: 01432 352 609

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

ROSS ON WYE, Revolutions:

Tel: 01989 562 639

HERTFORDSHIRE

GW HEMEL HEMPSTEAD:

16 Bridge Streel, HP1 TEF

Tel: 0144 224 9752

GW ST ALBANS:

18 Heritage Close, ALS 4EB

Tel: 0172 786 1193

BERKHAMSTED, Hamlins:

Tel: 01442 864 642

BISHOP’S STORTFORD, Boardmans:
Tel: 01279 654 033

COCKFOSTERS, Murray & Brand:
Tel: 02084 490 827

HARPENDEN, Felicitations:

Tel: 01582 767 811

HERTFORD, Marquee Models:
Tel: 01992 504718

HITCHIN, Mainly Models:

Tel: 01462 422 204

LETCHWORTH, Model Images:
Tel: 01462 684 859

ROYSTON, Toyshop:

Tel: 01763 243 270

ST ALBANS, E Rider and Son:

Tel: 01727 854 638

STEVENAGE, KS Models:

Tel: 01438 746 616

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

WATFORD, HobbyCraft:

Tel: 0845 051 6538

ISLE OF MAN

DOUGLAS, Toymaster:
Tel: 01624 622 154

ISLE OF WIGHT

COWES, Chivertons Newsagenls:
Tek: 01983 292 013

NEWPORT, Toy & Models:

Tel: 01983 528 258

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

RYDE, Fun, Fact and Fantasy:

Tel: 01983 617 323

GW BLUEWATER:

Unlt 0528, Upper Thames Walk, Bluewater, DAS 950,

Tel: 0132 242 7980

GW CANTERBURY:

Unit 5, Iron Bar Lane, CT1 2HN

Tel: 0122 745 2060

GW MAIDSTONE:

7a Pudding Lane, MET4 1PA

Tel: 0162 267 7435

GW TUNBRIDGE WELLS:

#A Camden Streel, TN 2PU

E‘gﬁl‘g 252 S"B3_c s
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BEXLEY HEATH, Kit Krazy

Tel: 0208 298 717

BROADSTAIRS, Time & Space:

Tel: 01843 866 006

CHATHAM, Maynes:

Tel: 01634 400 031

CRANBROOK, Whites:

Tel: 01580 713298

CRAYFORD, HobhyCraft:

Tel: 01580 713298

DOVER, Turners Models:

Tel: 01304 203 711

FAVERSHAM, Abacus Toys:

Tel: 01795 591 203

GRAVESEND, Steve’s Collectables and Models:
Tel: 01474 564 465

GRAVESEND, The Stamp Centre:
Tel: 01474 534 166

HERNE BAY, Spearings:

Tel: 01227 374 049

HYTHE, Apple Jax

Tel: 01303 262 602

MAIDSTONE, thbyCraft'

Tel: 01622 623 7

MARGATE, Toymasler Kingdom:

Tel: 01643 225 400

ORPINGTON, JH Lorimer:

Tel: 01689 823193

SEVENOAKS, JH Lorimer:

Tel: 01732 452 B4D

SEVENOAKS, Manklows;

Tol; 01732 454 952

SITTINGBOURNE, AJ Blundell & Son:
Tel: 01795 424 371

TONBRIDGE, Kids Stuff:

Tel: 01732 353 186

WOODCHURCH, The Model Shop:
Tel: 01233 860 008

LANCASHIRE

GW BLACKPOOL:

8 Birley Street, FY1 1DU

Tel: 0125 375 1056

GW BOLTON:

Unit 27, 36 Acresfield Mall, BLT TEA
Tel: D120 436 2131

GW PRESTON:

15 Miller Arcade, PR1 2QA

Tel: 0177 262 1655

ASHTON UNDER LYNE, Roundabout Toys:
Tel: 01613 432 344

BLACKBURN, Batcave:

Tel: 01254 667 488
BLACKBURN, Mercer & Sons:
Tel: 0125 458 700

BLACKPOOL,

Tel: 01253 623402

BOLTON, HobbyCraft:

Tel: 01204 374 300

BURNLEY, Compendium

Tel: 01282 457 060

BURY, Conways Toymaster:

Tel: 01617 616 209

CHORLEY, Hampmns Toys & Nursery World:
Tel: 01
CLITHI 2 angills of Clitheroe Ltd:
Tel: 01200 423 587

KIRKHAM, RK Boyes:

Tel: 01772 671 900

LANCASTER, Micro Markets:

Tel: 01524 140 486

LEIGH, Toymaster:

Tel: 01942 671 116

MORECAMBE, Micro Markets:

Tel: 01524 416 306

OLDHAM, Ottakers:

Tel: 01616 205 543

ORMSKIR Taylors.

Tel: 01695 57351
ROSSENDAL{ Russendale Models:
Tel: 01706 250 007

PRESTON, HobbyCrait:

Tel: 01772 661 200

THORNTON-CLEVELYS, Toy2save Collectables:
Tel: 01253 B35 905

WIGAN, Wigan Model Centre:

Tel: 01942 245 663

LEICESTERSHIRE

GW LEICESTER:

Unit 2,16/20 Silver Strect, LET 5ET

Tel: 0116 253 0510

GW LOUGHBOROUGH:

22 Biggin Street, LETT VA

Tel: 0150 923 8107
ASHBY-DE-LA-ZOUCH, Steve’s Models:
Tel: 01530 416 827

COALVILLE, Geoffs Toymaster:
Tel: 01530 B32 795

HINCKLEY, Punctillio Model Spot:
Tel: 01455 230952

LINCOLNSHIRE AREA

GW GRIMSBY:

9 Wast 51 Mary's Gate, DN31 1LB

Tel: 0147 234 7757

GW LINCOLN:

Unit Sua, Saltergate, (outside of Waterside
Cenire), IN2 1A

Tel: 0152 254 8027

BOSTON, Models and Computers:
Tel: 01205 365 102

GRANTHAM, Arbon & Watts:

Tel: 01664 855 030

GRANTHAM, Portprince Models and
Hobbies Ltd:

Tel: 01476 592 001

LOUTH, Castaline:

Tel: 01507 602 149

MABLETHORPE, Belas Toymaster:
Tel: 01507 473 328

SCUNTHORPE, Shermans Model Shop:
Tel: 01724 842 439

SKEGNESS, The Model Shop:

Tel: 01754 763 429

SPALDING, Mason’s Models:

Tel: 01775 722 456

LONDON

GW BRENT CROSS:

Unit F9, Lower Mall, Brent Crass Shopping
Centre, NW4 OFE, Tel: 0208 202 4979

¢ GW BROMLEY:

Unit 24, The Mall, Bromley, BR1 1T5

Tel: 0208 466 0678

GW COVENT GARDEN:

Unif 43, The Markel, WC2E BRF

Tel: 0207 240 5106

GW CROYDON; |

Unit 35, Drummand Centre, Keeléy Ruad, CRO 1TF
Tel: 0208 680 4600

GW EPSOM:

B High Street, KT19 BAD

Tel: 01372 751881

GW HAMMERSMITH:

161 King Street, W6 9LR

Tel: 0208 46 9744

FRONTLINE

GW HARROW:

296 Station Street, HAT 2DX

Tel: 0208 861 2350

GW KENSINGTON:

Shap 7, Lancer Square, Kensington Church
Stroel, W8 4EH

Tel: D207 937 7011

GW KINGSTON ON THAMES :
3 Fife Ruad, KT1 1SF

Tel: 0208 549 5224

GW LONDON (Oxford S0):

Unit F10, The Plaza Shopping Centre, 1st
Floor,116-128 Oxford Street, WIN 9DP
Tel: 0207 436 0039

GW RICHMOND:

Unit 8, Westminster House, Kew Road, TWD 2ND
Tel: 0206 948 6122

GW ROMFORD:

12 Quadrant Arcade, RM1 3ED

Tek: 01708 742 140

GW STAINES:

8 Clarence Street

Tel: 0178 446 0675

GW SUTTON:

Unit 26, Times Square Shopping Centre, SM1 1LF
Tel: 0208 770 9454

* GW UXBRIDGE:

Unit 32, Chequers Mall, The Payilions
Shopping Centre, UBS 1LN

Tel: 0189 525 2800

GW WATFORD:

19a Queens Road, Harlequin Centre, WD1 278
Tek: 01923 245388

BLACKHEATH, 2nd Impressions:
Tel: 0208 852 6192

BLOOMSBURY, Just Games:

Tel: 0207 323 3080

CLAPHAM, Russ:

Tel: 0207 228 6319

CLAPHAM JUNCTION, Toystop:
Tel: 0207 228 9079

DULWICH, The Art Stationers:
Tel: 0208 693 5938

FINCHLEY, Leisure Games:

Tel: 0208 346 2327

GREENFORD, Hobhy(rai(.

Tel: 0208 747 7500

HAMPSTEAD, Happy Returns:
Tel: 0207 435 2431

HERNE HILL, Just Williams:

Tel: 0207 733 9955
KNIGHTSBRIDGE, Harrods:

Tel: 0207 730 1234

LEYTON, Ditchfields

Tel: 0208 5392821

PUTNEY, Toystop:

Tel: 0208 785 9555

RUISLIP, John Sanders:

Tel: D1895 634 Bag

WIMBLEDON, Elys:

Tel: 0208 946 9191

WOOD GREEN SHOPPING CENTRE, Toy City:

Tel: 0208 B81 0770

MANCHESTER AREA

GW MANCHESTER (Central):
Unit R35, Marsden Way South, Arndale
Centre, M4 IAT

Tel; 0161 834 6871

GW TRAFFORD CENTRE:
Unit LaGic Trafford Cenlre, M17 88N
Tel: D161 755 0065

ECCLES, Amazon Miniatures:
Tel: 0161 788 7650

TYLDESLEY, JPL Models

Tel: 01942 896138

MERSEYSIDE ARER

= GW LIVERPOOL:

13b Central Shopping Centre, Rancleigh, L1 1QT
Tel: 0151 703 0963

GW SOUTHPORT:

Unit K2, Marble Place Shopping Centre, PR 1DF
Tel: 0170 450 1255

ST HELENS, ID Gaming:

Tel: 01744 755 705

WALLASEY, Wirral Model Shop

0151 200 8335

MIDDLESEX

EAST SHEEN, Play Inside Out:
Tel: 02088 765 229

EAST SHEEN, Pandemanium:
Tel: 0208 760 866

ENFIELD, Jennings Stores:

Tel: 0208 804 1804

ENFIELD, Pearsons:

Tel: 0208 373 4200

HARROW, Toy and Nursery
Tel: 0208 4227610

GW NORWICH:

1214 Exchange Street, NR2 1AU

Tol: 0160 376 7656

EAST DEREHAM, Starlings Toymaster:
Tel: 01362 697 769

EAST DEREHAM, Youngsters World:
Tel: 01362 698 350

FAKENHAM, Lou Lous Toys and Gifts:
Tel: 01326 B53 118

GORLESTON, Toy King:

Tel: 01493 443 09:

HOLT, Star! |r|gs Toymaster:

Tel: 01263 713 1

HUNSTANTON Hunstanton Models:
Tel: 01485 533324

KINGS LYNN, B] Models:

Tel: 01553 773394

KINGS LYNN, Westgate Department Store:
Tel: 01553 760 981

NORWICH, Battlenet:

Tel: D1603 765 595

NORWICH, Kerrisons:

Tel: 01603 493008

NORWICH, Langleys:

Tel: 01603 621959

NORWICH, 5 P Models:

Tel: 01953 887878

SHERINGHAM, Starlings Toymaster:
Tel: 01263 822 368

TAVERHAM, Norvic Models Lid:

Tel; 01603 865213

'WROXHAM, Point House Toyshop:
Tel: 01603 706 804

NORTHAMPTONSHIRE

* GW NORTHAMPTORN:

24-26 Abington Square, NN1 4AA

Tel: 01604 636 687

CORBY, Westgate Department Store:
Tel: 01536 201 525

KETTERING, Battlemaster Games Ltd:
Tel: 01536 414 880

KETTERING, Green Angel Cards & Games:
Tel: 01536 359 248

KETTERING, Toymaster Kingdom:

Tel: 01536 512 507

NORTHAMPTON, HobbyCraft:

Tel: 01604 591 800

OUNDEL, Oundel News:

Tel: 01832 273 518

RUSHDEN, Osborne Sports & Toys:
Tel: 01933 312 415
WELLINGBOROUGH, Software Seller:
Tel: 01933 440 861

NORTHUMBERLAND

ASHINGTON, Blue Box Models:
Tel: 01670 521279

BERWICK UPON TWEED, Berwick
Computer Games and DVDs:

Tel: 01289 309 551

MORPETH, TG Allan:

Tel: 01670 515 136

NOTTINGHAMSHIRE

GW NOTTINGHAM (Central):

34a Friar Lane, NGT 6DQ

Tel: 0115 948 0651

GW WARHAMMER WORLD:

Willaw Road, Lenton, NG7 IWS

Tel: 0115 916 8410

MANSFIELD, The Games Emporium:
Tel: 01623 630 022

NEWARK, Access Models:

Tel: 01636 673 116

NOTTINGHAM, HobbyCraft:

Tel: 0845 051 6249
SUTTON-IN-ASHFIELD, Bastion Gaming:
Tel: 07814 157168

SUTTON ASHFIELD, Big Boys Toys:
Tel: 01623 557 812
WEST BRIDGFORD, Inspirations
Teli 0115 982 1200

WORKSOP, Model Base:

Tel: 01909 501 752

GW OXFORD:

1A Bush House, New Inn, Hall Street, OX1 20H
Tel: 01865 242 182

ABINGDON, Just Toys:

Tel: 01235 524 333

BANBURY, Trinder Bros:

Tel: 01295 262 546

BICESTER, Dentons:

Tel: 01869 323 946

CARTERTON, Giles Sporls:

Tel: 01993 842 396

COWLEY, Dentons:

Tel: 01865 749 746

DIDCOT, Dentons:

Tel: 01235 816 566

OXFORD, Boswells Toymaster:
Tel: 01865 241 244

THAME, Pied Pedaller:

Tel: 01844 260 022
WALLINGFORD, Pettits of Wallingford:
Tel: 01491 B35 253

WITNEY, Romkrish:

Tel: 01993 704 979

HAVERFORDWEST, Emry's:
Tel: 01437 779 646

* GW SHREWSBURY:
6 Market Street, 571 1LE
Tel: I}ga 336 2007
RD, Sanda Games:
Tel: 01952 676 722
BRIDGENORTH, Huhby Horse:
Tel: 0174 b 766 659
OSWESTRY, Funfayre:
Tel: 01691 670 b4H
TELFORD, Questing Knight Games:
Tel: 01952 417 747

SOMERSEY

* GW BATH:

5-1() Westgate Buildings, Avon Street, BAT TUN
Tel; 0122 533 4044

BRIDGEWATER, Games Mart:

Tel: 0127 8 433 677

BURNHAM ON SEA, GW Hurley:
Tel: 01278 789 281

CHARD, Games Wizard:

Tel: 01460 239 090

FROME, The Ellenbray Press:

Tel: 01373 462 139

FROME, Frome Model Centre:

Tel: 01373 465295

GLASTONBURY, Pedalers Toymaster:
Tel: 01458 834 562

MINEHEAD, Minehead Toys & Models:
Tel: 01643 705 550

TAUNTON, Krackers:

Tel: 01823 335 057

WELLS, Wells Models:

Tel: 01749 675 262

WESTON SUPER-MARE, ]] Toys:

Tel: 11934 418 151

YEOVIL, Yeovil Collectors Centre:
Tel: 01935 433 739

YEOVIL, Witch Engine:

Tel: 01935 427077

STAFFORDSHIRE

* GW BURTON ON TRENT:

Unit B, Unian Court, Union Street, DET 1AA
Tel: 0128 353 5865

GW STOKE:

27 Stafford §t, ST11jU

Tel: 0178 220 5207

CANNOCK, The Gamers Cupboard:
Tel: 07956 672463

Alsager, Alsager Toys and Models:
Tel: 01270 B82 871
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LEEK, Chapter 1:

Tel; 01538 399 805

!.IEHFIEI.D Digital Dragons:
Telr 07941 537793

lONGTON Mini-men:

Tel: 01782 315 810
NEWCASTLE UNDER LYME,
Sundowner Models:

Tel: 01782 610 606

STAFFORD, Stafford Games:
Tel: 01785 255577

STAFFORD, Too Fat Goblinz:
Tel: 01785 244 499
STOKE-ON-TRENT, Battlezone
Games & Collectables:

Tel: 01782 833 633
STOKE-ON-TRENT, Minimen:
Tel: 01782 315 10
TAMWORTH, Geoff's Toys:
Tel: 01530 832 795
TAMWORTH, Hobbycraft:
Tel: 01827 300 800

* GW IPSWICH:
49 Bultermarket, 171 28]
Tel: 01473 210 031
BECCLES, Toy Box:
Tel: 01502 712 785
BURY ST. EDMUNDS, Model Junction:
Tel: 01284 753 456
BURY ST. EDMUNDS, Starlings Toymaster:
Tel: 01284 761 646
FELIXSTOWE, Wizards Workshop:
Tel: 013594 275 555
HALESWORTH, Halesworth Toy Shop:
Tel: 01986 874 270
IPSWICH, Galaxr Models & Hobbies Ltd:
Tel: 01473 729 27
IPSWICH, Toywnrld Ipswich:
Tel: 01473 728 535
LOWESTOFT, Toymaster Kingdom:
Tel: 01502 565 688
NEWMARKET, Moons Toyland:
Tel: 01638 663 147
STOWMARKET, D ] Collectables:
Tel: 01449 771 015
STOWMARKET, Simpson & Sons:
Tel: 01449 612 914
DBURY, FT Games:
Tel: 01787 466 060
SUDBURY, Tinetty's Toys:
Tel: 01787 327238
WOODBRIDGE, Toytown:
Tel: 01394 383 170

SURREY

GW EPSOM

8 High Street, KT19 8AD

Tel: 01372 751081

GW GUILDFORD:

Unit 1, 9/12 Tunsgate, GU1 3QT
Tel: 0148 345 1793

GW WOKING:

Unit 3 Cleary Court, GUZT 6H]
Teli 0148 377 1675
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CATERHAM, Modeller’s 1oﬂ.
Tel: 01883 341 618

COULSDEN, Taylors Toys and Sports:
Tel: 0208 666 00710

CRANLEIGH, David Mann:

Tel: 01483 273 777

DORKING, Dorking Models:

Tel: 01306 881 747

EPSOM, Ottakers:

Tel: 01372 742 533

EPSOM, Trechouse Toys:

Tel: 01932 252 272

FARNHAM, Darkstar:

6Tel: 01252 620 324

OXTED, JH Lorimer Ltd:

Tel: 0208 656 6625

PURLEY, JH Lorimer Ltd:

Tel: 0161 660 9716

REDHILL, Gamers Guild:

Tel: 01737 789 123

REIGATE, The Toy Shop:

Tel: 01737 245 300

WALTON ON THAMES, Treehouse Toys:
Tel: 01932 252 272

GW BRIGHTON:

Unit 7, Nile Pavilions, BNT THW.

Tel: 0127 320 3333

GW CRAWLEY:

11 Broadway, RH10 10X

Tel: 0129 355 2072

GW EASTBOURNE:

13 Terminus Road, BN21 3QL

Tel: 0132 364 1423

BOGNOR REGIS,

Trains Models and Hobbies:
Tel: 01243 864 727

BURGESS HILL, Kid's Stuff:
6Tel: 01444 257 724
CHICHESTER, Chichester Toys:
Tel: 01243 768 055

CRAWLEY, HobbyCraft:

Tel: 0845 D51 6552
EASTBOURNE, Phantasia:

Tel: 01323 723 388

EAST GRINSTEAD, Martells of Sutton
Tel: 01342 321303

EAST GRINSTEAD, Ready To Run Models
Tel: 01342 300 917

HAYWARD'S HEATH, Clarkes:
Tel: 01444 457551

HORSHAM, Gentle Gallery:
Tel: 01403 258 567

HORSHAM, Ottakers:

Tel: 01403 268 088

SEAFORD, Big Kids Toy Shop:
Tel: 01323 899 099

ST LEONARDS ON SEA, Silverhill
Models and Toys

Tel: 01424 431 133

STEYNING, Gentle Gallery:
Tel: 01903 $12 933

UCKFIELD, Kid's Stuff:

Tel: 01825 768 398

WORTHING, KC'’s Games Shop:
Tel: 01903 237 983



TYNE AND WEAR AREA

* GW NEWCASTLE (Central):

Unit 6A; Newgate Shopping Centre, NET SRE
Tel: 0191 232 2418

GW METRO (Metro Centre):

Unit 2, First Floor, The Arcade (near the
Meditesranean Village), NET1 9YL

Teli 0191 461 0950

GATESHEAD: HobbyCraft

Tel: 0191 482 7410

GOSFORTH, Kid

Tel: 0191 285 8877

NEWCASTLE, Fenwick Ltd:

Tel: 0191 232 5100

NORTH SHIELDS, SR Gladston & Son:
Tel: 01912 570 335

SUNDERLAND, Toy and Computer Store:
Tel: 0191 565 5196

WHITLEY BAY, Alan’s Model Shop:
Tel: 0191 253 3682

WHITLEY BAY, T&G Allan:

Tel: 01912 531 564

WARWICKSHIRE

GW COVENTRY:

Uit 39, Upper Level, Cathedral Lanes
Centre, CVT 1LL

Tel: 1247 622 7311

GW LEAMINGTON SPA:

32 Regent Street, CV32 5EG

Teli 01926 435771

BEDWORTH, Rail

Modellers Junction:

Tel: 02476 316 285

COVENTRY, Hobbycraft:

Tel: 02476 234 520

KENILWORTH, Abacraft Arts & Pictures:

Tel: 01926 511 294

RUGBY, Joto Railways & Models:

Tel: 01788 562 372

STRATFORD-UPON-AVON,

Much ado about toys:

Tel: 01789 295 850

WILTSHIRE

GW SALISBURY:

18 Winchester Streel, SP1 1HB

Tel: 0172 233 D355

GW SWINDON:

18 Brunel Plaza, SN1 1LF

Tel: 0179 343 6036

DEVIZES, Hoggosaurus Toymaster:
Tel: 01360 723 841
MALMESBURY, SPS Malmesbury:
Tel: 01666 624440
MARLBOROUGH, H Duck:
Tel: 01672 512 170

MELKSHAM, The Toyshop:

Tel: 01225 768 415

SWINDON, HobbyCraft:

Tel: 0845 051 6551

SWINDON, Spot On Models:
Tel: 01793 522 098

SWINDON, SPS Swindon:

Tel: 01793 881 452
TROWBRIDGE, The Toy Shop:
Tel: 01225 768 415

WORCESTERSHIRE

* GW WORCESTER:

23 Lychgate Mall, Cathedral Plaza, WR1 205

Tel: 0190 561 6707

DROITWICH, Look-rite Ltd T/A Toyworld:
Tel: 01905 772 403

EVESHAM, Battle Honours UK:

Tel: 0138 645 875

REDDITCH, Hoggosaurus Toymaster:
Tel: 0152 766 092

STOURPORT ON SEVERN,

TP Activity Toys:

Tel: 01299 872 800
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GW BRADFORD:

4 Piccadilly, Brnlﬂmd BD1 LW

Tel: 0127 473 9430

GW DONCASTER:

25 High Street, Doncaster, DN1 3EG

Tel; 0130 232 0535

GW HARROGATE:

53 Station Parade, HG1 1TT

Tel: 0142 356 4310

GW HULL:

0 Paragan Street, HU1 3ND

Tel: 0138 258 9576

GW LEEDS:

30A Lands Lane, LS1 618

Tel: 0113 242 0834

GW SHEFFIELD (Central):

16 Fitzwilliam Gate, S1 4JH

Tel: 0114 275 0114

GW SHEFFIELD

(Meadowhall Centre):

Unit 918, High Street, Upper Mall (next to
entrance near Boats), 59 TEN

Tel: 0114 256 9836

* GW WAKEFIELD:

96 Kirkgate, the Ridings Centre, WF1 1TB
Tel: 0192 436 9431

GW YORK:

13A Lendal, YO1 8AQ

Tel: 0190 462 8014

BARNSLEY, Janco Toys:

Tel: 01226 208654

BEVERLEY, Mayfair Toymaster:
Tel: 01482 B62 777

BRIDLINGTON, Croppers:

Tel: 01262 677 727

HALIFAX, Halifax Modellers World:
Tel: 01422 349 157

HALIFAX, Magazine World:

Tel: 01422 330 347

HUDDERSFIELD, Games Empnrium:
Tel: 01484 532 838
HUDDERSFIELD, Something Wicked:
Tel: 01484 559 226

KEIGHLEY, Cnnways Toymaster
Tel: 01535 604045

LEEDS, thbycraﬂ.

Tel: 0113 389 3020
NORTHALLERTON, T & FM Grover Ltd:
Tel: 01609 773 334

OTLEY, Conways Toymaster:

Tel: 01943 462 065
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PICKERING, Puffers of Pickering:

Tel: 01751 472 762

POCKLINGTON, Chylds Play:

Tel: 01759 306 041

SCARBOROUGH, Games Centre 2:
Tel: 01723 369444

SCARBOROUGH, Space, Myth and Magic:
Tel: 08456 441 113

SELBY, A1 Sports and Toys:

Tel: 01757 705 115

SHEFFIELD, Wargames Emporium:
Tel: 01142 754 826

SHEFFIELD, Wargames Emporium
Gaming Centre:

Tel: 01142 560487

WAKEFIELD, Model and Craft Centre:
Tel: 01924 374 097

WHITBY, John Anderson - Toymaster:
Tel: 01947 602 213

WHITBY, Models and Movie Props Ltd:
Tel; 07973 540362

YORK, Fenwicks:

Tel: 01904 643322

GW CARDIFF:

31 High Street, CE10 1PU

Tel: 0292 064 4917

* GW NEWPORT:

25 Skinner Streel, NF20 1HB.

Tel: 0163 325 6295

GW SWANSEA:

53 Kingsway, SA1 5HQ

Tel: 0179 246 3969

CARDI M Hekm Deep:.

Tel: 01239621 6

ABERGAVENNY, Rmhirds of Abergavenny:
Tel: 01873 B52 466

ABERYSTWYTH, Albatross:

Tel: 01970 617 B36

BRECON, | Clark Toys & Gifts:

Tel: 01874 622 B65

BRIDGEND, Joust for Fun:

Tel: 01656 767 680

CARMARTHEN, Good News:

Tel: 01267 237 789

CARMARTHEN, Hardings:

Tel: 01267 237 774

CHEPSTOW, Artists Corner:

Tel: 01291 627 393

DOLGELLAU, Waterloo:

Tel: 01341 423 407

LLANDRINDOD WELLS, Corven Arts:
Tel: 08700 664 904

LLANTWIT MAJOR, Rainbow Plaza:
Tel: 01446 794 118

MILFORD HAVEN, Foster Powell Ltd:
Tel: 01646 697 111

NEWPORT, HobbyCraft:

Tel: 0845 051 6540

PONTYPOOL, Penygraig Post Office:
Tel: 01495 763 840

PORTHCAWL, Game Itd:

Tel: 01656 784 428

PORTHMADOG, Alma Figures

Tel: 01766 830269

PEMBROKE, Dragon Alley:

Tel: 01646 621 456

SWANSEA, Comix Shoppe:

Tel: 01792 642 097

SWANSEA, West Coast Games Ltd:
Tel: 01792 533 464

TENBY, Clarice Toys:
Tel: 01834 843 493

SCOTLAND

* GW ABERDEEN:

Unil 1, 12-14 Upper Kirkgate, AB10 1BA
Tel: 0122 464 9779

GW AYR:

10 Arran Mall, KA7 150

Tel: 0129 261 0673

GW BRAEHEAD:

115 Brachead Shapping Centre, Kings Inch
Road, G51 4BN

Tel: D141 B85 9440

GW DUNDEE:

110 Commercial Streel, DD1 2]

Tel; 0136 220 2362

GW EDINBURGH:

136 High Sireet, EH1 105

Tel: 0131 220 6540

GW FALKIRK:

12 Cow Wynd, FK1 1PL

Tel: 0132 462 4553

+ GW GLASGOW:

1 Union Streel, G1 3Q5

Tel: 0141 221 1673

GW LIVINGSTON:

26 Almondvale Centre, EH54 6NB

Tel: 01506 443256

ARBROATH, Haqs:

Tel: 01241 B72195

BANCHORY, Toy and Gift Shop:
Tel: 01330 825 586

BRECHIN, Gardiners:

Tel: 01356 622 265

CRIEFF, Happy Craft Company:
Tel: 01764 653706

CUPAR, The Nappy Pin:

Tel: 01334 653 160

DINGWALL, Sports and Model Shop:
Tel: 01349 862 346

DUNFERMLINE, Abbey Models:
Tel: 01383 731 116

DUMFRIES, Toytown:

Tel: 01307 264884

EAST KILBRIDE, DTS Models:
Tel: 01355 238 988

EDINBURGH, Marionville Models;
Tel: 01313177 010

ELGIN, Junner’s Toymaster:

Tel: 0143 542 492

FORFAR, Hags:

Tel: 01307 463263

FORT WILLIAM, The Granite House:
Tel: 01397 703 651

FRASERBURGH, Stevens Toymaster:
Tel: 01358 724059

GALASHIELS, Books Pluis:

Tel: 01896 752843

SGOW, Static Games:

Tel: 0141 552 9785
HADDINGTON, Model Mania:
Tel: 0620 625931

INVERNESS, lunncrs Toymaster:
Tel: 01463 2
ISLE OF lﬂ‘VlS A D MacDonald and Son:
Tel: 0851 705 650

KILMARNOCK, Scotch Corner:

Tel: 01563 520 262

KINROSS, The Hope Chest:

Tel: 01577 862 516

KIRKCALDY, The Hope Chest:

Tel: 01592 260 116

NORTH BERWICK, Laws Cycles:

Tel: 01620 890 643

ORKNEY, Mclennan-Toymaster:

Tel: 01856 677 788

PERTH, Millars Models:

Tel: 0173 856 1835

PETERHEAD, George Donald Ltd:
Tel: 01779 474 737

SHETLAND, Harrys Dept Store:

Tel: 01595 693 097

THURSO, Durrans:

Tel: 01847 893 169

TURRIFF, E Rae and Son:

Tel: 01888 562 610

WHITEHILLS, Kraft Kabin:

Tel: 01261 861155

NORTHERN IRELAND

GW BELFAST:

204 Castle Court, BT1 1DD (towards the back
of the centre)Tel: 0289 0233684
BALLYMENA, Camerons:

Tel: 028-25638621

BANBRDGE, Toymaster Banbridge:
Tel: 028-40622225

BANGOR, Replay Games:

Tel: 028-91452210

COLERAINE, Toymaster Coleraine:
Tel: 028-70344444

ENNISKILLEN, Modellers Corner:

Tel: 028-66322367

LISBURN, World of Wonder:

Tel: 020-92669996

PORTADOWN, Toymaster Portadown:
Tel: 028-35350889

INTERNATIONAL
ACCOUNTS

LISTED ALPHABETICALLY
BELGIUM

BRUGGE, Fair Play

Fel: 050 36 51 B3

AARSCHOT, Conect'r

Tel: 016 56 68 30

ANTWERPEN, Celtic Cross

Tel: 03 286 111 65

DENDERMONDE, Tip Top Moens
Tel: 052 21 17 98

GENT, Lood & Spelen

Tel: 092 24 47 34

HASSELT, Oberonn

Tel: 017 351 358

I.EOPOI.DSBURG, NV Moestermans

MECHELEN, De Spelfanaat

Tel: 015 34 5907

OOSTENDE, King Arthur

Tel: 059 51 57 56

ROESELARE, Black Border

Tel: 051 20 82 50

AALST, Hermelijn

Tel; 053 41 45 66

ANTWERPEN, Red Dragon Games
Tel: 032 31 71 61

ASTENE, Miniatuurauto’s Eeckhout
Tel: 092 24 17 9%
BLANKENBERGE, De Speelhoek
Tel: 50 41 49 23

BRUGGE, Modelbouwcenter
West-Vlaanderen

Tel: 050 34 20 71

BRUSSEL, Intertoys Anderlecht
Tel: 025 2384 73

BRUSSEL, Intertoys Laken

Tel: 022 68 71 41

DEURNE, The Gamestore

Tel: 033 25 55 35

GENT, Intertoys Gent

Tel: 092 24 42 86

GENT, Red Dragon Games

Tel: 032317161
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STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE
() Indicates Gaming Room facilities,

HOBBY STOCKIST
Offers 2 hobby gaming and painting service.

NE ELITE STORE

NE PARTNER STORE
Stocks most of the Games Workshop range.

INDEPENDENT STOCKIST
Official sellers of Games Workshop praducts.*

NEW STORE OPENING
Indicates new stares and stuckists.

Stocks the complete Games Workshap range and offers introductory gaming and painting lessons.

* To be sure they have what you want in stack, we recommend calling the stare first.

HALLE, Mishra’s Playground
Tel: 023 61 58 53

HALLE, Top 1 Toys

Tel: 023 56 04 03

HASSELT, D-Six

Tel: 011 32 53 55

IXELLES, Intertoys Ixelles
Tel: 025 1417 03

KORTRIJK, Baba Yaga

Tel: 056 37 46 07

KORTRIJK, De Concorde
Tel: 056 37 05 65

KORTRIJK, Albion

Tel: 056 32 43 07

NEERPELT, ‘t Spci!enhuls
Tel: 011 74 49

OOSTENDE, Tlml\‘\S

Tel: 059 80 49 63

OVERI|SE, Intertoys Overijse
Tel: 026 87 42 53

ST NIKLAAS, HQ

Tel: 0486 20 51 31

TOURNAI, Intertoys Tournai
Tel: 069 21 42 22

SOFIA, Magic Worlds
Tel: 359 2 986 6858
SOFIA, Moria

Tel: 360 2 986 6858

SHANGHAI, Zark

Tel: 86 (21) 57631665
SHANGHAI, Zhanchui Store
Tel: B6 21 52360900

CROATIR

OSIJEK, Land of Magic
Tel: 385 31 275 794
OSIJEK, Land of Magic
Tel; 385 31 368 412

RIJEKA, Game Master
Tel: 385 51 371 308

SPLIT, Land of Magic
Tel: 385 21482249
VARAZDIN, Land of Magic
Tel: 385 42200161
ZAGREB, Land of Magic
Tel: 385 14870077
ZAGREB, Land of Magic
Tel: 18514923917

CYPRUS

NICOSIA, ANT Comics
Tel: 00 357 22 660384
NICOSIA, Megaland

Tel: 00 35 7224 56622
PAPHOS, Cyprus Crusade
Tel: 00 357 97649072

BRNO, Cerny Rytir

Tel: +420541214860

CESKE BUDEJOVICE, Chaotit

Tel: +420602459158

HARADEC KRALOVE, Knihkupectvi Valhalla
Tel: +420495522009

KOPRIVNICE, Magic

Tel: +420495522009

LIBEREC, Battle Games-Obchodni Pavilion
Tel: 4420777526154

OSTRAVA, Matrix (knihkupectvi)

Tel: +420774 404 024

PRAHA, Ogri Doupe
Tel: 4420224934811
PRAHA, Cerny Rytir
Tel: +420222312461
PRAHA, Cerny Rytir
Tel: +420222312461
VSETIN, Atlantis
Tel: +420571411697

GW K@BENHAVN
Frederikshorggade SKL, 1360,

Tel: 33 122217

AALBORG, Dragons Lair

Tel: 98 12 1618

AARHUS C, Dragons Lair

Tel: 86 1900 63

HILLER@D, Hnbhy & Fritid

Tel: 48 25 26

KBIIENHAVN K, Faraos Cigarer
Tel: 333222 11

K@BENHAVN NV,

Arena Kebenhavn

Tel: 38 33 57 00

NEFI’VED, Arena Nastved

Tel: 55 54 67

ODENSE (_‘, Dragons Lair

Tel: 65 91 97 01

RODOVRE, MR Games

Tel: 36 72 12 55

ROSKILDE, Fanatic Roskilde
Tel: 46 36 15 40

LYNGBY, Faros Cigarer

Tek: 321023 23

HELSING@R, Hobby og Fritid
Tel: 49 21 45 42

HERNING, Faerges Keelder

Tel: 35 10 18 97
VORDINGBORG,

Legekaden Vordingborg

Tel: 55 34 04 31

AABENRA, Legekaden Aabenrd
Tel: 74 62 24 05

AALBORG, Aalborg Hobby Service
Tel: 98121315

AALBORG, Bog & idé Aalborg
Tel: 9811 66 11

AALBORG SV, B.O. Bager Aalborg
Tel: 98 79 15 45

AARHUS C, Goblin Gate

Tel: 8619 43 11

AARS, Ting og sager

Tel: 98 62 45 52

ASN/AS, Bog & Ide Asnas

Tel: 59 65 00 T4

ESBJERG, Bunkeren

Tel: 75 1811 99

ESBJERG, Adventure Corner
Tel: 3511 11 56

ESBJERG, B O. Boger Eshjerg
Tel: 751211

ESPERGERDE B.O. Boger Espergerde
Tel: 49 13 19 46

FREDERICIA Bog & Ide Fredericia
Tel: 76 24 5

FREDERIKSBERG, Legekaeden Frederiksberg
Tel: 381970 25
FREDERIKSSUND,

Legekaden Frederikssund

Tel: 47 38 39 59

GILLELEJE, Lillys Legetaj

Tel: 48 30 30 90

GORLEY, Sparetime

Tel: 58 85 80 83

CALL YOUR OCAL STORE FOR DETAILS

www.games-workshop.co.uk/storefinder 109
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GRENA, iog & idé Grend
Tel: #6 32 19
GREVE, B. O. Boger Hundige

Tel: 43 90 60 08

HELSINGE, B.O. Boger Helsinge
Tel: 48 79 40 01

HERNING, Buddy Legetsj

Tel: 97 22 05 52

HILLER@D, Legekaden Hillerad
Tel: 48 24 61 61

HJ@RRING, Hjorring Hobby

Tel: 30 68 40 33

HOLBAK, Sturkfe!l Bog & idé

Tel: 59 43 00 7.

HOLTE, Legclslsbutliken

Tel: 45 46 17 62

HORSENS, Legekaden Horsens
Tel: 75 61 60 11

H@RSHOLM, GAD Harsholm

Tel: 45 86 04 08

HUMLEBZK, Rodes

Tel: 49 19 12 20

KALUNDBORG, Koch's Bager & Papir
Tel: 59 51 00 54

KJELLERUP, Ide & Hobby

Tel: 86 88 13 26

K@BENHAVN K, Fantask

Tel: 33 93 85 38

KOLDING, B.O. Bager Kolding
Tel: 75 50 38 34

KOLDING, Good Games

Tel: 75 50 03 04

K@GE, Sema

Tel: 56 63 07 04

LYNGBY, B.O. Bager Lyngby

Tel; 45 87 D4 45

NYK@BING F, Hundehuset

Tel: 54 86 08 46

N\‘KEIBING M Morsa Boghandel
Tel: 97 72 07 08

ODDER, legekzden Odder

Tel: 86 54 42 76

ODENSE 5@, B.O. Boger Rosengardscentret
Tel: 66 15 99 28

RANDERS, Bog & Ide Randers

Tel: 86 43 08 10

RANDERS, Byrge Sorensen Hobby
Tel: 86 42 58 14

RANDERS, Randers Hobby Import
Tel: 86 43 39 23

RINGK@BING, Buddy Legetaj

Tel: 97 32 08 06

RINGSTED, Bog & Ide Ringsted
Tel: 57 61 00 10

HINGSTED Buddy Legetaj

R IJOVRE B 0. Boger Radovre

36 41 04 85

INNE, Dorthe’s Hobbystue

Tel: 56 95 94 49

ROSKILDE, @nskeleg

Tel: 46 32 34 63

ROSKILDE, B.O. Ro's torv

Tel: 45 46 34 12

SKAGEN, Legekaden Skagen

Tel: 90 44 54 65

SKANDERBORG, Schmidt Bog & idé
Tel: 86 52 00 27

SKIVE, Jydsk Boghandel

Tel: 97 5125 99

SLAGELSE, Uldtotten

Tel: 58 53 50 35

ST HEDDINGE, Hobbystalden

Tel: 56 50 86 10

SVENDBORG, Farve & Hobby Hjarnet
Tel: 62 21 31 31

SVENDBORG, B.O. Bager Svendborg
Tel: 62 17 22 90

TASTRUP, Genbrugsbager

Tel: 43 71 61 15

THISTED, Buddy Legetaj

Tel: 97 92 19 33

VEJLE, B.O. Boger Vejle

Tel: 75 B2 05 44

VIBORG, Battle Bunker

Tel: 86 60 17 40

GW BLANCHARDSTOWN

Unit 249a, Blanchardstown Shopping Cenlre,
Dublin, Tel: 031 §22 3860

GW DUBLIN

Unit 3, Lower Liffey Street.

Tel: 031 BF2 5791

BALINA, World of Wonder Balina

Tel: 096 76676

BLACKPOOL, World of Wonder Blackpool
Tel: 0214 210 445

BLACKROCK, Art and Hobby Blackrock
Tel: 01 283 2394

CLONMEL, Toymaster Hogans

Tel: 052 23973

CORK, Other Realms

Tel: 021 4279508

CORK, World of Wonder

Tel: 021 4210445

DOUGLAS, Art and Hobby Douglas
Tel: 021 436 3580

DROGHEDA, Art and Hobby Drogheda
Tel: 041 987 3270

DUBLIN, Art and Hobby Jervis Centre
Tel: 018 745 312

DUBLIN, TM Banba Dublin

Tel: 01 672 7100

DUN LAOGHAIRE,

Toymaster Banba Dun Laoghaire

Tel: 012 804 011

DUN LAOGHAIRE, Art and Hobby Dun Laoghaire
Tel: 012805047

DUNDALK, Pmk n Save

Tel: 042 93
DUNDRUM, Arl and Hobby Dundrum
Tel: 012962944

DUNGARVAN, Toymaster Murphys
Tel: 058 41376

ENNIS, World of Wonder Ennis

Tel: 065 684 8697

ENNISGORTHY, Toymaster Play and Learn
Tel: 053 23188

GALWAY, Gamers Realm

Tel: 091 563 006

KILKENNY, Toymaster Crottys

Tel: 056 51038

KILKENNY, Art and Hobby

Tel: 056 71904

LIMERICK, Art and Hobby

Tel: 061 30975

LAOIS, Grahams Toymaster

Tel: 057 862 1081

LIMERICK, Art and Hobby

Tel: 061 309757

MACROOM, Toymaster Marys

Tel: 026 42491

NAAS, Art and Hobby Naas

Tel: 045 B74322

NAVAN, Game Bandits

Tel: 046 9075099

NEWBRIDGE, World of Wonder Newbridge
Tel: 045 447265

SANTRY, Art and Hobby Santry

Tel: 01 862 4500

SLIGO, The Last Rule

Tel: 01 879 305521

ST STEPHENS GREEN,

Art and Hobby Stephens Green

Tel: 014761263

STILLORCAN, Toymaster Nimble Fingers
Tel: 01 28807

TULLAMORE, Toymaster Robbins

Tel: 0506 21541

WATERFORD, The Hobby Shop

Tel: 051 852 227

WATERFORD, Tall Tales Bookshop
Tel: 051 873 967

WEXFORD, Toymaster Play and Learn
Tel: 053 23786

WEXFORD, WOW New Ross

Tel: 051 421473

WICKLOW, Toymaster Hopkins

Tel: 040 467225

WIlTON Art and Hobby Wilton

, Tel: 021 434 7207

ISTI]IIII

TALLIN, Procard Baltic
Tel: 00 472 398978

FALKLANDS

STANLEY, Falkland Collectibles
Tel: 0050021174

GW HELSINKI

simonkatu 9, 00100,

Tel: 09 75 15 45 25

HELSINKI Fanlasuapelll Helsinki
Tel: 09 6:

LAHTI, Puﬂ!enkuun Pelit

Tel: 03 ?El

PORVOO, anlenkuun Pelit Porvoo
Tel: 019 53483

TURKU, Fantampellt Turku

Tel: 02 232 684

ESPOO, I'ellmuh

Tel: 09 813 3283

lOENSUU I‘anhﬂapehi Joensuu
Tel: 013 28

|w.isxvu Famasmpellt Jyviskyld
Tel: 014 21 6629

KUOPIO, Fantasiapelit Kuopio
Tel: 017 3611148

LAPFEENRi‘I\NTA,

Fantasiapelit eenranta

Tel: 05 5 ufls.:upp

OULU, Fantasiapelit Oulu

Tok: 0 37 4906

TAMPERE, Fantasiapelit Tampere
el 03 222 5200

Do you want to hecome an

- INDEPENDENT STOGKIST?

Games Workshop is the largest and the most successful tabletop fantasy
and futuristic battlegames company in the world. For more information
on how to become an Independent Stockist, contact one of our dedicated
specialists on 08700 134411 or visit our dedicated website:

FORSSA, Fun Stuff & Cards
IL‘!‘. 03 435 H585
HAMEENLINNA, Lelushoppi
Tel: 03 682 3950

HEINOLA, Talousmuovi ja lelu
Tel: 03 715 3905

HYVINKAA, Rnyal Toys

Tel: 050-523583
1ISALMI, alkaialu
Tel: 017 82 6358

IMATRA, Kirja-Lahja Alex Ky
Tel: 05 431 9555

JAKOBSTAD, Toys 4 Fun

Tel: 016 723 2880

aakko Saari

JARVENPAA, Askartclulamkelnke Taitaville
Tel: 050 413 4760

KERAVA, Antikvariaatti Kersa

Tel: 09 294 4210

KOTKA, Eagle Card

Tel: 05 21 4238

KOUVOLA Muowepox

Tel: 05 311 7"

LAPPEENRANTA, Antikvariaatti Suma
Tel: 05 541 1760

LAPPEENRANTA, Antikvariaatti Suma
Tel: 05 541 1760

MAARIEHAMN, Dillen

Tel: 018 15578

MANTSALA, Papado

Tel: 019 688 1911

MIKKELI, Muppela

Tel: 015 36 1611

PORI, Porin Pitkis

Tel: 02 633 2880

PORI, Porin Askartelu

Tel: 02 632 6671

RAAHE, Raahen Astartelu ia Paperi
Tel: 08 223 6825

UMA, Wanhan Rauman POP-peli
Tel: 02 623 4840

I .
lu rgslamﬂm Royal Toys

ROVANIEMI Lugacenler Jdssi

Tel: 016 356 0545

SALO, Salon Harraste

Tel: 026 356 0545

§ VONLINNA, Savonlinnan Antikvariaatti
Tel:
SEINAIOKL Pnkﬁklekko

Tel: 06 417 7880

SEINAJOKI, Fantasialinna

Tel: 040 561 6338

TERVAKOSKI, Tervakosken Coconut
Tel: 019 754 129

TAMPERE, Info Koskikeskus

Tel: 03 225 1850

VAASA, Nirunaru

Tel: 06 312 7027

VAASA, Nirunaru

Tel: 06 312 7027

VAIKEAKOSKI, Koskiviide

Tel: 03 584 7917

VEHMAA, Vanha Kaarti

Tel: 050 527 4900

ATHENS, Action Hobbies
Tel: 0030 210 6564515

ATHENS, Fantasy Shop: Peristeri
Tel: 0030 210 5774344

ATHENS, Fantasy Shop: Halandri
Tel: 0030 210 6897396

ATHENS, Fantasy Shop

Tel: 0030 210 B231072

ATHENS, Fantasy Shop: Ag. Paraskevi
Tel: 0030 210 6005312

ATHENS, Fantasy Shop: Pagrati
Tel: 0030 210 7560780

ATHENS, Fantasy Shop: Kifisia
Tel: 0030 210 8016041

ATHENS, Fantasy Shop: Peiraias
Tel: 0030 210 4135757

ATHENS, Fantasy Shop: Exarcheia
Tel: 0030 210 3628677

ATHENS, Kaissa Amarousiou

Tel: 0030 210 6141675

ATHENS, Kaissa Glyfadas

Tel: 0030 210 8902 057

ATHENS, Kaissa Halandriou

Tel: 0030 210 6596465

ATHENS, Kaissa Kallidromiou
Tel: 0030 210 366488

ATHENS, Kaissa Monokeros

Tel: 0030 210 6813 990

ATHENS, Kaissa Neas Filadelfias
Tel: 00 30 210 9817944

ATHENS, Kaissa Neas Smirnis
Tel: 00 30 2109817944

ATHENS, Kaissa Pagratiou

Tel: 00 30 210 7218 316

ATHENS, Strategy Hall

Tel: 00 302104135757

www.games-workshop.co.uk/independentstockists

FRONTLINE

CHANIA, Kaissa Chanion

Tel: 0030 2821088996

CRETE, Fantasy Shop: Herakleion
Tel: 0030 2810 301312

HALKIDA, CD Corner

Tel: 0030 2221 087315

KALLITHEA, Fantasy Shop Kallithea
Tel: 0030 210 959
LARISA, Kaissa L:
Tel: 0030 2410 538555

MAROUSI, Battle Bunker

Tel: 0030 2102528738

NAFPLIO, Miniature Shop

Tel: 00 30 2752024884

PATRA, Fantasy Shop: Patra

Tel: 0030 2610 221014

PATRAS, Kaissa Patras

Tel: 0030 2610625632

PERISTERIO, Kaissa Peristeriou

Tel: D030 2105786707

PIREUS, Dragons Eye Store

Tel: 00302 106929169

THESSALONIKI, Kaissa Thessalonikis
Tel: 00 30 2310 257 397

THESSALONJKI Underworld

Tel: 0030 2310 2401 93

VOLOS, Fantasy Shop

Tel: 0030 24210 26782

HONG KONG, Fun Atelier
Tel: (852) 2866-4870

HUNGARY

BUDAPEST, Silverland

Tel: 0036 12 504157

BUDAPEST, Trollbarlang

Tel: 00 36 1 3213279

BUDAPEST, Trollbarlang Buda

Tel: 00 36 1 345 8469

MISKOLC, Deron

Tel: 0036 46 411528

SZEKESFEHERVAR, Legendak Csarnoka
Tel: 0036 70 3857926

SZEGED, Csillagveg
Tel: 0036 20 3571501

ICELAND

REYKJAVIK, Nexus
Tel: 552 9011

JAKARTA BARAT, Comics N Games
Tel: 021 5696-1855

JAKARTA SELATAN, Fantasy N Games
Tel: 031-600-50343

SURABAYA, Fantasy N Games

Tel: 031-600-50343

SURABAYA, Fantasy N Games

Tel: 031-740-2475

ISRAEL

HAIFA, Kitaro

Tel: 00972 48503232

HERZLIA, Freak

Tel: 00972 99589077

RAMAT HASHARON, Tapuah
Tel: 00972 15404713

TEL AVIV, Freak

Tel: 00972 36961826

TEL AVIV, Kitaro

Tel: 00972 36299320

IITIIIIMIII

Vilinius,
Tel: 60 m ! 2133269

MALAYSIA

KOTA KINABALU, Sabah, Just Wargame
Tel: 6013 - 865 5269

KUALA LUMPUR, Comics Mart

Tel: 03 - 2267 0626

KUALA LUMPUR, MySciFiFan Outpost
Tel: (6) 016 - 982 1506

PENANAG, Comics Mart

Tel: 04 - 226 2586

PETALING JAYA, Wolf's Game Shop
Tel: 012 2599952

PETALING JAYA Selangor, The Games Circle
Tel: 6 016 - 451 0940

SHAH ALAM, SELANGOR,

Dakka Dakka Games

Tel: 6 017 -292 0525

KINGDOM OF BAHRAIN

1SA TOWN, Carousel World of Imagination
Tel: 00 973 3967 3635

MALTA

MALTA, Forbidden Power
Tel: 00356 21 227999
MALTA, K Hobbies Ltd
Tel: 00356 21 895423

NAUCALPAN, Qucst Hobbies and Games
Tel: 0052 555 598 92 71

NEUVO LEON, Imperml Fleet

Tel: 521 811 066 7926

PUEBLA, La Fortaleza

Tel: 0052 222 409 50 30

THE NETHERLANDS

GW AMSTERDAM

Rokin 36, 1012 KT,

Tel: 020 622 3863

GW DEN HAAG

Schoolstraat 128, 2511 AX,

Tel: 070 392 7836

GW HAARLEM

Giersteaat 29, 2011 GA,

Tel: 023 551 7677

GW ROTTERDAM

Van Oldenbarneveldplaats 452, 3012 AP, Tel;
010 280 0268

ARNHEM, Spelkwartier Arnhem
Tel: 026 370 2028

DEN BOSCH, De Dobbelsteen
Tel: 073 614 5530
LEEUWARDEN, Spellekijn

Tel: 058 213 1112

LEIDEN, Vliegershop

Tel: 071 513 2783

MAASTRICHT, Vlieg-er-uit

Tel: 043 325 1653

L FIHUNTENR i e

TILBURG, De Dobbelsteen

Tel: 013 544 3700

ZWOLLE, Games-n-Stuff

Tel: 038 421 6385

ALKMAAR, Bookers & Strippers
Tel: 0725121213

ALMERE HAVEN, Fantasia

Tel: 036 531 6017

AMERSFOORT, Spellenwinckel
Tel: 033 470 0322

ASSEN, Plok

Tel: 059 231 3292

BERGEN OP ZOOM, Big Boys Toys
Tel: 0164 25 0848

DEN HAAG, Spellenhuis

Tel: 070 364 4782

ENSCHEDE, Piipllnes

Tel: 053 430 5727

GRONINGEN, Krikke’s Hobbyshop
Tek: 050 312 9314

MIDDELBURG, De Burcht

Tel: 071 8650048

NIJMEGEN, Moenen & Mariken
Tel: 024 323 6119

UTRECHT, Whoops

Tel: 030 230 4123

VENLO, Modelbouw Luthart

Tel: 077 354 2688

WORMERVEER, Mini-Wonders
Tel: 075 640 1617

ZOETERMEER, RC-Pitstop

Tel: 079 316 0560

ALMELO, Somberg Modelbouw
Tel: 054 681 2981

ALPHEN AAN DEN RIJN,

Top 1 Toys Arie vd Panne

Tel: 0172 47 2254

AMSTELVEEN, Het Ganzenbord
Tel: 020 641 2552

APELDOORN, Vreemde Zaar

Tel: 057 551 1566

APELDOORN, Top 1 Toys - De Kinderdroom
Tel: 055 5761098

APELDOORN, Villa Wammus

Tel: 055 5766 741

BERGEYK, Wouters Technohobby
049 755 0248

BINNENHOF, De Groot Toy Special Store
Tk 020 347 943 Lt
BLARICUM, RC-Fun

Tel: 035 5230049

BREDA, Modelbouw Bliek

Tel: 076 521 8596

BREDA, De Dobbelsteen

Tel: 076 5284700

BUSSUM, Bakx Modeltreinen

Tel: 035 691 B410

DELFT, Top 1 Toys Speldorado
Tel: 015 213 4516

DEN BOSCH, Gameforce Den Bosch
Tel: 073 7505883

DEN HAAG, Elf Fantasy Shop

Tel: 070 3561357

DEVENTER, Knibbel Comics

Tel: 057 061 6879

IJORDRECHT Hohhy Modelbouw Dordrecht
Tel: 078 631

EDE, Tlnnen Soldaal

Tel: 0318 65 3296

EINDHOVEN, Gameforce Eindhoven
Tel: 040 2447030

EMMEN, Spirithoes

Tel: 0591 645787

GELEEN, Tactica

Tel: 046 47 48 785

GOES, Fantus Fantasy Store

Tel; 011 325 8174

GORINCHEM, Netten Modelbouw
Tek: 018 363 6000

GOUDA, Intertoys v/d Wal

Tel: 014 251 3525

GOUDA, The Movie Store

Tel: 018 252 2550

GRONINGEN, Wirwar

Tel: 050 314 B424

HARDERWIJK, Top 1 Toys Valgers Spel & Hobby
Tel: 0341 412985

HEERENVEEN, Tnp 1 Toys Volgers Spel & Hobby
Tel: 0513 62496

HENGELO, Top 1 Toys Mickey van Wezel
Tel: 074 291 220

HOORN, Het Gele Teken

Tel: 022 921 8623

LEEUWARDEN, Brattinga Speelgoed
Tel: 058 212 5652

LEIDEN, Tolkienwinkel

Tel: 071 341 2324

LELYSTAD, Treinenhoek

Tel: 032 025 3160

MAASTRICHT, Hounjet

Tel: 043 363 6778

NUENEN, Schellens Speelgoed

Tel: D40 263 2984

OUD-BEIJERLAND, Mourits Model-Hobby
Tel: 0186 62 1931

PANNINGEN, Top 1 Toys Marc Janssen
Tel: 077 4634566
ROERMOND, Bloemboetiek Hermien
Tel: 047 531 6824

ROOSENDAAL, Top 1 Toys Jadin

Tel: 0165 55 7964

ROTTERDAM, Freetime Warrior

Tel: 010 2709233

SCHIEDAM, BTS

Tel: 010 473 8755

SCHIJNDEL, Top 1 Toys Anniek

Tel: 073 5477758

SITTARD, Atomik

Tel: 046 4515074

SLUIS, Top 1 Toys E. v/d Vijver

Tel: 011 746 1393

SOEST, Top 1 Toys Soest

Tel: 035 629 0444

SPIJKENISSE, Lord of Magic

Tel: 0181 619061

SURHUISTERVEEN, Spiritvault

Tel: 055 5761098

TIEL, Goblincave

Tel: 0344 654 689

UDEN, Goblin

Tel: 041 327 0662

UTRECHT, Subcultures

Tel: 030 2311122

UTRECHT, EIf Fantasy Shop

Tel: 030 281 7157




UTRECHT, Never Never Land (Wieder & Kugan)
Tel: 030 233 2293

VELSERBROEK, Mol Plastic Modelbouw
Tel: 023 5375392

VENRAY, Else Hobbyspeciaalzaak

Tel: D478 514899

WASSENAAR, Top 1 Toys Kouwenhoven
Tel: 070 511 0211

WINTERSWIJK, Top 1 Toys Winterswijk
Tel: 054 351 2827

ZWOLLE, Boekenhalte

Tel: 038 422 1077

ZWOLLE, Top 1 Toys — De Wit

Tel: 038 4217176

NORWAY

GW 05LO
Maollergata 7, 0179,
Tel: 22 33 29 90
KRISTIANSAND, Hobby Huset
Tel: 36 02 03 10
BERGEN, Outland Bergen
Tol: 2233 33 08 St
TRONDHEIM, Gotham
Tel: 73 51 20 88
LESUND, Kremmerhuset
Tel: 70 14 37 70
ARENDAL, Norli Arenasenter
Tel: 37 02 54 54
BERGEN, Ringo Lekeklossen
Tel: 55 92 26 50
BJORKLANGEN, FX Hobby
Tel: 63 85 11 95
BOD®@, Underholdningsmagneten
Tel: 75 52 50 70
BARUMS VERK, Nuki Leker
Tel: 67 1313 10
DOKKA, Yes vi leker Dokka
Tel: 61 11 2090
DRAMMEN, Kreativ
Tel: 32 B1 49 00
FAGERNES, Lekesenteret
Tel: 61 36 06 92
FAUSKE, Ringo Smart
Tel: 75 64 60 22
FLISA, Ringo Bamsefar
Tel: 62 95 B2 90
FORDE, Ringo Leikehuset
Tel: 57 B2 01 02
FREDRIKSTAD, Leketorvet
Tel: 69 31 56 30
GJ@VIK, Ringo Leke-Olsen
Tel: 61 10 82 10
HAMAR, Lekehuset Maxi
Tel: 62 53 38 08
HARSTAD, Smatt og Ratt
Tel: 77 06 57 74
HAUGESUND, Norli Haugesund
Tel: 5272 1333
HITRA, Ringo Hitra
Tel: 72441245
KONGSBERG, Ringo Rolf Liane AS
Tel: 3273 11 61
KONGSVINGER, Ringo Gigata Leker
Tel: 62 81 76 11
KRAGER@, Brio Karis Hobby
Tel: 35 98 04 84
KRISTIANSAND, Outland Kristiansand
Tel: 38 09 94 20
KROKSTADELVA, Helmax Leker
Tel: 32 87 99 10
LANGESUND Ringo Tarangers Eftf,Per
Tel: 35 97 36 62
LARVIK, Ringo Sokrates
Tel: 33 16 54 37
MO | RANA, Ringo Lekehjornet Mo
Tel: 75 15 17 17
MOLDE, Yes vi leker Leke Jarnet
Teli 71 21 93 63
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MOSS Brio Frisenfeldt
Tel: 69 25 12 90
MYSEN, Brio Saker og Ting
Tel: 69 89 01 94
NARVIK, Ringo Barnas Verden
Tel: 76 94 65 05
NESBRU, Ringo Holmensentret
Tel: 66 77 94 10
OSLO, Brio CC Vest
Tel: 22 7317 77
OSLO, Brio Notabene Lambertseter
Tel: 22 28 05 51
OSLO, Outland Paleet
Tel: 22 33 04 10
SANDNES, O Saeland
Tel: 51 66 15 09
SANDVIKA, Hobby Larsen
Tel: 67 54 01 07
SKI, Brio Titt-Inn
Tel: 64 85 77 77
SKIEN, Sukrutls Hobby Garden
Tel: 35 52 87 6
SOLA, Rlngo Sola Gaver og Leker
Tel: 51 65 17 63
SONGDAL, Ringo Sogndal Glasmagasin
Tel: 57 67 18 80
SORTLAND, Ringo Bamse Leker
Tel: 76113374
SPIKKESTAD, Trollmannen Leker
Tel: 47 26 51 19
sTAVANGER, Outland Stavanger
Tel: 51 93 80
STAVANGER Veslefrikk
Tel: 51 89 52 32
STOKMARKNES, Stokmarknes Aktietrykkeri
Tel: 76 11 77 50
SYKKLYVEN, Rlngo Blindheim
Tel: 70 25 10 2!
TONSBERG, Gledeshuut
Tel: 92 25 17 07
TROMS@, Tromsa Brukthokhandel
Tel: 77 68 69 74
TRONDHEIM, Outland Trondheim
Tel: 73 52 05 45
TRONDHEIM, Tronderfrim
Tel: 73 52 08
TYNSET, Rlngo Tynset Bokhandel
Tel: 62 48 00 3
VADS@, Brio Vadso
Tel: 78 94 22 29

PHILLIPINES

QUEZON CITY, Neutral Grounds
Tel: 00 1163 2634 8952

BIALYSTOK, Department Gier
Tel: 0048 857443360
BIELSKO BIALA Gnom

BVDGOSZCZ Emplk DTC
Tel: 0-52 321 35 25
BYDGOSZCZ, Empik Galeria
Tel: 0-52 346 66 15
GDANSK, Empik Alfa
Tel: 0-58 511 03 66
GDANSK, Iskra
Tel: 0048 58 5201952
GDANSK, Spider Games
Tel: 0048 58 55193 33
GDYNIA, Empik Centrum
Tel: 0-58 620 07 73
GDYNIA, Futurex
Tel: 0048 58 7811180
JELENIA, Empik Géra
Tel: 0-75 7547450
GDANSK, Rebel Centrum Gier
Tel: 0048 58 3470204
GLIWICE, Game Station
Tel: 0046 504 255 194
KATOWICE, Bard Centrum Gier
Tel: 0048 32 2571817
KIELCE, Sklep RPG Gracz
Tel: 0044 507013387
AKOW, Bard Centrum Gier
0048 12 6320735
KRAKOW, Empik Galeria
Tel: 0-12 629 B6 00
KRAKOW, FHU Smok
Tel: +48 694514851
LODZ, ‘Aik’ Firma Ksiegarska
Tel: 0048 42 6398301
LODZ, Empik Manufaktura Empik Mega
Tel: 0-42 639 12 11
LODZ, Gamelord
Tel: 0048 42 6311161
LUBLIN, Balrog
Tel: 0048 602714813
LUBLIN, Empik DTC
Tel: 0-76 844 25 02
LUBLIN, Krzys
Tel: 0048 81 5322986

NOWY SACZ Hobbit

Tel: 0048 60 4133612

OPOLE, Hms Il Computers
Tel: 0048 77 4547413
PILCHOWICE, Imperator FF
Tel: +48 322356684

POZNAN, Bard Centrum Gier
Tel: 0048 61 B538277
POZNAN, Empik Mega

Tel: 0-61 B52 66 90

POZNAN, Dom Gier

Tel: 00 48 616658300
POZNAN, Sklep Wilczek
Tel: 0048 61 503 652 BB
PRUSZCZ GDANSKI, Fenris
Tel: 0048 600 980 005
RZESZOW, Empik Plaza

Tel: 0- tr m.u 91 62

mmmh Icon.
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SWIEBODZIN Czemplnnz
Tel: 48606229457
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SZCZECIN, Empik Galaxy
Tel: 0-91 483 92 00

h’r;}lt‘rm:r

Téh.

TORUN, Empik Copernicus

Tel: 0-56 657 48 10

TORUN, Sklep Papierniczy

Tel: 0048 56 6522593

WARSZAWA, Cytadela

Tel: 0048 22 8552700

WARSZAWA, Empik Blue City

Tel: 0-22 311 78 61

WARSZAWA, Empik Galeria

Mokotow Mega

Tel; 0-22 541 33 79

WARSZAWA, Empik Nowy Swiat Mega
el: 0-22 627 06 50

WARSIAWA Emplk Sadyba Plaza

Tel: 0-22 370 35

WARSZAWA, faber & Faber s.j.

Tel: 0048 22 8491265

09 TR S
WARSZAWA, Ksiegania Bellona - Matras
Tel: 0048 22 HZGI?{

WARSZAW
Tel: 0048 22
WAKSZAWA, Skelp Murum

Tel: 0048 22 4239120

WARSZAWA, Skladnica Harcerska
Tel: 0048 22 6703126

WARSZAWA, Warsaw Model Centre
Tel: 0048 22 822 46 46

WARSZAWA, Warsaw Model Centre
Tel: 0048 22 611 37 96

WARSZAWA, Warsaw Model Centre
Tel: 0048 22 602 305 070

WROCLAW, Bard Centrum Gier

Tel: 00 48 616658300

WROCLAW, Empik Mega

Tel: 0-71 343 39 90

WROCLAW, Ogryn

Tel: 0048 71 3771872

WROCLAW, Sklep Pra:owma Fantastyczna
Tel: 448 71 354 43

ZABRZE, Empik MI

Tel: 0-32 373 40 40

ZIELONA GORA, Avalon DT Centrum
Tel: 00 48 61665

I‘llll'lllﬁlll

COIMBRA, Inforhobbies LDA
0351 239 78 14 66

BOA, Homem Azul

Tel: 00351 213 62 93 B2

LISBOA, Lojas Arena

Tel: 00351 213 15 55 80
PORTO, Mundo Fantasma
Tel: 00351 226 09 14 60
SINES, Galeria BT

Tel: 00351 269 63 25 11

BUCHAREST, Hobby Games
Tel: 00 40 21 3231 431

RUSSIA

KRASNODAR, Alegris-Jug (South)
Tel: 70959283337

MINSK, Valahanovich ent

Tel: 008029 6350212

MINSK, Valahanovich ent

Tel: 008029 6548426

MOSCOW, Alegris

Tel: 70952168126

MOSCOW, Alegris

Tel: 70959263337

MOSCOW, Urfin Juice

Tel: +79057846355

NORLISK, Na Styke Mirov

Tel: 008029 6548426
NOVOSIBIRSK, Icehummer
Tel: 70957076664

SARATOV, Detskiy Mir

Tel: 64 5840

ST PETERSBURG, Art-Miniatures
Tel: 00812 3321828

TAMBOV, Hobby and Igrushki
Tel: 0075 2728811

BELGRADE, ANET Hobbys!ore
Tel: 00 381 11 3612 525
BELGRADE, ANET Hobbystore
Tel: 00 381 11 2652236
BELGRADE, EXIT Huhby store
Tel: DO3B1 11 62 78 27
BELGRADE, White Dragon
Tel: 00 301 63627222

NOVI SAD, Dragon

Tel: 00 381 11 636 24038

NOVI SAD, Valhala

Tel: 00 381 21315538
PODGORICA, Neutron Podgorica
Tel: 00 381 69 060 669

ZREJANIN, Takeda

Tel: 00 381 2364572

SINGAPORE, Comics Mart PTE Ltd
Tel: 6883 2724

SINGAPORE, Comics Mart PTE Ltd
Tel: 6836 9069

SINGAPORE, Comics Mart PTE Ltd
Tel: 65 6462 2751

SINGAPORE, Forgeworks Hobbies
Tel: 65 6438 5975

SINGAPORE, Paradigm Infinitum Pte Ltd
Tel: 65 6734-3858

SLOVAKIR

BRATISLAVA, War Gaming

Tel: +421903219195

KOSICE, Draco

Tel: +421557296557; +421905518060

LJUBLIJANA, Crna Luknja
Tel: 00386 59031220
LJUBLIJANA, Pri Goblinu
Tel: 00386 40833230

BELVILLE, The Boys and Mens Hubhy S!mp
Tel: 0027 21 914 8688

el 0027 51 NT%

CAPETOWN, Pastimes Retail

Tel: 0027 21 421 1191

CAPETOWN, Wizards Books and Games
Tel: 0027 21 683 0360

DORINGKLOOF, Battle Planet

Tel: 00 27 B245 93933

DURBAN, Wizards Books and Games
Tel: 0027 31 3126271

0027 42 703 1489
JOHANNESBURG, Esswex Retail
Tel: 0027 11 8883619
JOHANNESBURG, Outer Limits Johannesburg
Tel: 0027 11 482 3771
JOHANNESBURG, Outer Limits Pretoria
Tel: 0027 12 342 4360
JOHANNESBURG, Wizards Book and Games
Tel: 0027 11 890 9253
JOHANNESBURG, Wizards Books and Games
Tel: 0027 11 454 3010
JOHANNESBURG SOUTH, Dragons Den
Tel: 0027 11 432 3996
UMLANGA, The Hobby Specialists
Tel: 0027 31 566 4806

GW GOTEBORG
Drotininggaten 52, 411 07,
Tel: 031 133958

GW STOCKHOLM
Regeringsgatan 30, 111 53,
rcﬁs 213 84D

GAVLE, Hobbyshopen
Tel 26166299 ithiy
KARLSTAD, Sgel och Fantasi
Tel: 054 15 10 70
NORRKOPING, Lekhuset
Tel: 011287070,

%(fsnngesmn Spel pé Vallgatan
Saliree Hobby
Tel: 091012980
STOCKHOLM, Dragons Lair
Tel: 08 554 m 50
STOCKH:
Science Ficlinn Bokhandeln
Tel: 08215052
SUNDSVAU. Orionspel och backer

Prlsfyndel
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GAMES WORKSHOP HOBBY CENTRE
(+) Indicates Gaming Roum facilities.

Hsnwﬂgmsr
Offers a hobby gaming and painting service.

NE ELITE STORE

NE PARTNER STORE
Stocks most of the Games Workshop range.

INDEPENDENT STOCKIST
Oificial sellers of Games Workshop products.”

NEW STORE OPENING
Indicates new stores and stnckists.

Stocks the complete Games Workshap range and offers introductory gaming and painting lessons.

* To be sure they have what you want in stock, we recommend calling the store first.

VASTERAS, Zetterlunds
Tel: 021 1044 91
VAX]O, Helges Hala
Tel: 047 02 18 bl
ANGELHOLM, Brio
Tel: 0431 50527
ARVIKA, Perry Data
Tel: 057010669
Asarum, LEK & FRITID
Tel: (454329906
AVESTA, Vega Video
Tel: 022680078
BORAS, Hobbex
Tel: 033418380
BROMMA, Boink!
Tel: 0826 8808
DALARO, Butiken Svanen
Tel: 0709625205
ENKOPING, Nallens Leksaker
Tel: 0171 32750
ESKILSTUNA, Barnens Hus
Tel: 016481138
ESKILSTUNA, Lasses Leksaker
Tel: 016130335
FALKENBERG, Brio
Tel: 346 807 60
FALUN, Tv-spelshorsen
Tel: 02327775
FARJESTADEN, Leksaksmagasinet
Tel; 048534570
GALLIVARE, Brio
Tel: 097066502
GOTEBORG, Wizard Games
Tel: 031826717
GISLAVED, Brio
Tel: 037110733
HALMSTAD, Brio
Tel: 035159175
HAPARANDA, Barnens Hus
Tel: 09 22 36 600
HELSINGBORG, Spel Pa Kullagatan
Tel: 042 121091
HUDII(SVALL Albins Leksaker

IONI(C)PING Play Planet

Tel: 036122834

KALMAR, Kalmar Lek & Hobby
Tel: 048024717

KALMAR, Ojtoy

Tel: 048022002

KARLSHAMN, Brio

Tel: 045410381

KARLSKOGA, Leklidan

Tel: 038633333

KARLSKRONA, Brio

Tel; 045524082

KARLSKRONA, Fact & Fiction
Tel: 045516710

KATRINEHOLM, Brio

Tel: 0150 79720

KIRUNA, Brio

Tel; 098062550

KOPING, MD Hobby

Tel: 0736426178

KUNGALY, Lek & Hobby

Tel: 030313940

KUNGSBACKA, Brio

Tel: 030014136

LAHOLM, Brio

Tel: 043010069

LIDKOPING, Game Maniacs
Tel: 0705 190274

LINKOPING, Alltilek

Tel: 013101970

LINKOPING, Sagoland

Tel: 013122290

LJUNGBY, Brio

Tel: 037213481

LULEA, Barnens Hus

Tel: 0920220095

LUND, Spel pé Clemenstorget
Tel: 046127610

MALMO, Spel pa Djiknegatan
Tel: 040 120410

MORA, Lek & Hobby

Tel: 025071628

NACKA, Amusar

Tel: 086440540

NORRKOPING, Hobbyhérnan
Tel: 011162120

NYKOPING, Laka TV-spel
Tel: 0155281000

MNYNASHAMN, Svens Lek Och Hobby
Tel: 08 520 10 991

OREBRO, Brio

Tel: 0196114983

OREBRO, Modellex AB

Tel: 019 611 15 34

ORMINGE, Happies

Tel: 087152501
ORNSKOLDSVIK, Lajbans
Tel: 066083100

‘OSKARSHAMN, Brio

Tel: 0491 170 66

OSTERSUND, Hobbyboden
Tel: 063513310

PITEA, Barnens Hus

Tel: 091119910

SAFFLE, Bergers Lek & Bosittning
Tel: 053310345

SALA, Elons Leksaker

Tel: 022410314

SKOVDE, Partaj

Tel: 051079499
STENUNGSUND, Brio

Tel: 030380384

STOCKHOLM, Arcane

Tel: 0709594900
STOCKHOLM, Brio

Tel: 087491146

STOCKHOLM, Happies Hammarby Sjtstad
Tel: 0852244800
STOCKHOLM, Fidelur

Tel: 08 5002 0270
STROMSTAD, Kijells Lek & Hobby
Tel: 052615989

STROMSTAD, Leksaksbutiken
Tel: 052640333

SVEDALA, Brio

Tel: 040400318

TABY, Hobby & Prylar

Tel: 0851050426

TOMELILLA, Alfs Leksaker
Tel: 041710008
TROLLHATTAN, Partaj

Tel: 052079499

TUMBA, Leksakskungen

Tel: 0853038000

TUMBA, Kom & Lek

Tel: 0853060011

UDDEVALLA, Partaj

Tel: 052289188

UPPLANDS VASBY, Barnen Hus
Tel: 086269940

VALLINGBY, Hobby for Alla
Tel: 0707523724

VARBERG, Norrgatans Spel
Tel: 0340678610

VASTERAS, TV-Spelsborsen
Tel: 021 113 0014

VASTERAS, Zetterlunds Erikslund
Tel: 021 104 390

VASTERVIK, Brio

Tel: 049036171

VASTRA FROLUNDA, Toys
Tel: 031459401

VETLANDA, Brio

Tel: 038319990

VIMMERBY, Brio Vimmerby
Tel: 049231188

VISBY, Lekstugan

Tel: 0498215050

YSTAD, Tv Spelshérnan

Tel: 041166680

TAIWAN

TAIWAN 806, Games 'R' Us
Tel: 001164 9489 2750

THRILAND

BANGKOK, Fantasia(TS Toys)
Tel: 66 8 9773 1379

TURKEY

BAKIRKQY, Sihir

Tel: 00 90 212 543 4964

ISTANBUL, Cottage Unique Hall
Tel: 00 90 312 417 5889

ISTANBUL, Sihir

Tel: 0090 212 227 9955
ISTANBUL, Getekh Seyler
Tel: 0090 212 291 0689
ISTANBUL, Ureten

Tel: 0090 212 660 8964
IZMIR, Excalibur

Tel: 0090 232 464 7669

Tel: 00 380 577 157 738
KIEV, Budinok Igroshek
Tel: 00 380 4457 B51121
KIEV, Budinok Igroshek
Tel: 00 380 445 733 979
KIEV, Budinok Igroshek
Tel: 00 380 445 B21 385
KIEV, Budinok Igroshek
Tel: 00 380 442 308 150
KIEV, Budinok Igroshek
Tel: 00 380 444 567 671
KIEV. Charge

IIIIII'ED ARAB EMIRATES

DUBAI, Bishops Trading
Tel: 00971 50 6525901

www.games-workshop.co.uk/storefinder
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Club Directory

Gaming clubs are groups of fellow gamers and hobbyists who meet regularly to enmy the hobby together.

THE GAMES WORKSHOP CONNECTION

GCN registered clubs work closely with Games Workshop on
events like Games Day, Conflict events and Campaign
Weekends, making them an integral part of the Games Workhop
hobby! Use the club listing to find a GCN gaming club near you
and get involved!

VISIT THE GCN ONLINE AT WWW.GCNM.ORG.UK

THROW DOWN THE GAUNTLET!

Whether you are new to the hobby or a veteran gamer, GCN clubs
are an ideal place to find and challenge new opponents. Play in
campaigns, leagues and tournaments in a friendly environment
with fantastic scenery, all created by dedicated hobbyists like you!

GCN HASSOCKS, Clayton Warlords:
Contatt: Roger Smith

AVON GLOUCESTERSHIRE

112 WHITE DWARF

‘GCN BRISTOL, Portbury Knights:
Contact: Alan Vowles

Tel: 07771 985488

E-mailt alanvowles@msn,con

GCN MAIDENHEAD, Bracknell Forest Gamers:
Contact: Dan Currey

E-mail: chair@hfgclub.orgauk

GCN MAIDENHEAD, MAD Gamers:

Contact: Francis fose

E-mail: fsjose@limey.plus.com

GCN READING, The Spiky Club:

: Davi

spikychubihotmait.co.uk

E—ma:

BIRMINGHAM AREA

GCN DUDLEY, Dudley Darklords:

Contact: Paul Sheldon

Tel: 01364 288 360

GCN WOLVERHAMPTON, Da Boyz Club:
Contact: Darren Pugh

Tol: 07779 305262

E-mail: daboyzklub@googlemail.com

GCN HIGH WYCOMBE, Armageddon Inc.:
Contact: James Schofield
Tel: 07494 BAS 905

CHANNEL ISLANDS

GCN BRELADES, Jersey Privateers Gaming Club:
Contact: Paul Noel

Tel: 01534 738192

E-mail: noelwarlockiaol.com

CHESHIRE

GCN CHESTER, Royal Guild of Minted Boards:
Contact: Christopher Fry

Tel: 07976 BTB732

Email: chris_fry@fryupfilms. com

GCN CHELTENHAM, Hyde Clarendon Strategy Games Club:
Co aul Mather

paul matherdtameside.ac.uk

GCN MACCLESFIEI.D Maccwargames:
Duncan Harradine

25 612 579

E-mail: harradine2002@yaboo.co.uk

CLEVELAND

GCN MIDDLESBROUGH, Middlesbrough Gamers Club:
Cantact: Sean Atherton
E-mail: mgc.club@gmail.com

GCN REDCAR, Redcar Ironbeards:
Contact: lan Widdowsan
Tel: 01642 503207

CORNWALL

GCN BUDE, Dice and Dagger:
Contact: Kurt Baker
E-mail: cellofkernowaol.com

GCN PLYMOUTH, Cross Swords Gaming Club:
Contact: Anthony Gross

837 133

E-mail: enquirics@crossswords.co.uk

GCN PLYMOUTH, Plymouth Association of Wargamers;

Website: www.plymouthwargamesr.co.ul

GCN POOLE, Battlescar:
act: Paul Cleveland

202 385 632

Eiell; puul@batlescar.couk

ESSEX

GCN CHELMSFORD, Chelmsford Bunker:
Contact: Gareth Williams

Tel: 01245 38542

E-mail: cdgareth@fsmail.net

Website: www.bunkerassault.co.uk

GCN COLCHESTER, Colchester Games Club:
Contact: Calin Wilson
E-mail: infoscolchestergamesclub.org.uk

GCN SOUTHEND, Southend Toy Soldiers Club:
Contact: Paul Gayner

Tel: 07891 666 641

E-mail: clubenquiries@holitum.com

GCN SOUTHEND, Warzone: Southend:
Contact: Michael Ryan

Tel: 01269 694805

E-mail: swampyB8@blueyonder.co.ik

GCN THURROCK, Tempus Fugitives:
Contact: Stuart Mackaness

Tel: 0;
Website: www.lempusiugitives.co.uk

FRONTLINE

GCN DURSLEY, Dursley Games Club:
Contact: Dan Bishop
Tek: 01453 549 377

GCN BASINGSTOKE, Sad Muppets Society:
Contact: David Offon-james
E-mail: daviddsadmuppets.ong
GCN PORTSMOUTH, Hammer N Ales:
Contact: lvan Butler
Tel: 07752 533462
E-mail: hammer_n_ales_portsmouth@hotmail.co.uk

GCN PORTSMOUTH, Shadowspawn:
Contact: Gary Donaldson
Tel: 07002 360669

GCN ASHFORD, Stanhope Gaming Group:

Contact: Simon Cannon

E-mail: simondécannon.kent.uk.nel

GCN TUNBRIDGE WELLS, Tunbridge Wells
Wargame Society:

Contact: Calin Stone.

Tel: 0175 340 0211

E-mail: colin@castone. freeserve.co.uk

GCN LINCOLN, Gobstyks:
Contact: Anna Delafield

Tel: 0124 643 1896

Email: adelafield@biopenworld com

GCN CLAPHAM, Clapham Wargames Guild:
Contact: Thomas Petit

Tel: 07966 969 309

F-mail: infosclaphamwargamers.org.uk

GCN COVENT GARDEN, Cross Gaming Club:
Contact: Karl McWilton

Tel: 07859854838

E-mail: madmackarl5791 Gagleom

GCN WANSTEAD, Tanelorn Wargames Club:
Contact: Martin Turner
E-mail: martin turnerd@hess com

GCN WATFORD, Watford Wargames Federation:
Contact: Ben Sutcl

Tel: 07908 710 675

E-mail: meglomaniac2001&hotmail.com

MERSEYSIDE AREA

GCN LIVERPOOL, Liverpool Gaming Guild:
Contact: Leon Lynch
E-mail: clubleon@thotmail.co.uk

GCN RUNCORN, Halton Daemons:
Contact: Janeite Fleming

Tel: 019268 715 351

E-mail: janette.lemming@halton.gov.uk

GCN NORTH WALSHAM, Blackfish:
Contact: Dave Hicks

Tel: 07877 312 874

GCN NORWICH, Aftermath:
Contact: Lee Lowe

Tek: 07921 859 581

E-mall: lee.aitermath@btinternet.com

GCN NORWICH, Battlenet:
Contact: Richard Millar

Tel: 07710 702297

E-mail: richard@hattlenct.cowk

GCN OLD BUCKENHAM, Old Buckenham Bone Crushers:
Contact: Paul Girling

W k B

GCN WYMONDHAM, Wymondham
Wanderers:

Contact; Barry MeCarthy

Tel: 07960 995 982

E-mail: vandal @msn.com

NORTHAMPTONSHIRE

GCN NORTHAMPTON, Northampton Warlords:
Contact: Mark Peat

Tel: 077 010 482 57

E-mail: markysparky30@hotmail.com

GCN RUSHDEN, Phoenix Gaming Club:
Contact: Carl King

Tel: 07979 281350

E-mail: carlkingl @btinternet.com

NORTHUMBERLAND

‘GCN BLYTH, Northumbrian Adventurer’s Guild:
Contact: Mark Anderson Coulter

Tel: 0772 766 7398

E-mail: nagonfine@hotmail.co.uk

GCN KIRKBY IN ASHFIELD, K.LA:
Contact: Che Webster
E-mail: blackfalcon@bruxe.net

GCN NOTTINGHAM, Da Wot Notts:
Cantact: Scott Miskin

Tel: 07815 449875

E-mail: scott. miskinihtopenworld.com

GCN NOTIINGHAM, 1st Company Veterans:
Cantact: Chris Taylor
: citaylor_uk@yahoo.net

GCN OXFORD, Oxford Gaming Club:
Contact: Mike Sharp

Tel: 07802 764143

E-mail: ntike.sharpd@btopenworld.com

GCN WALLINGFORD, South Oxfordshire Wargamers:
Cantact: Darren Bassett
Tel: 01865 300 160

GCN SHREWSBURY, Gatekeepers Wargames Club:
James Sherry
fo@gatekeepers me.uk

GCN TELFORD, S.T.A.G.S Telford:
Contact: Carl Evans

Tel: 01952 597927

Email: phoenix22@bhueyonder.co.uk

GCN CANNOCK, Games Club Cannock:
Contact: Richard Bryce-Nye

Tel: 01543 459 229

E-mail: lornrichBhricenye fanet.co.uk

GCN TAMWORTH, TGC:

Contact: Phil Hannigan

Tel: 01827 207426

E-mail: phifhannigan2002ityahoo.co.uk
‘GCN WALSALL, Warlords of Walsall:
Contact: Jon Davis

Tel: 01922 627 277

E-mail: warlords_of_walsall&hatmail.com

SUFFOLK
GCN ASSINGTON, Suffolk and Essex Gamers:

Contact: Mark Aldhouse
Tel: 01440 785589

GCN BECCLES, Crypt Keepers:
Contact: Christine Worster
Tel: 07913 606 549 (after 6pm)

GCN B!CCLES Curious Dwarf:

E-mail: gizartious@tiscali.co.uk

GCN IPSWICH, Swarmm Wargames Club;
Contact: Matt Holden

Tel: 01473 827 208

mall@holdenhouse freeserve.couk

GCN NEWMARKET, Newmarket Dwarf
Wargames Society:

Contact: Mark Haynes

E-mail: mark hayneséicapegemini.com

SURREY

GCN MITCHAM, Mitcham Marauders:
Contact: Jason Fowler

Tel: 0776 3403472

E-mail: mitchammarauders@hatmail.co uk

GCN TOLWORTH, Tolworth First Founding:
Contact: Peter Corps.
Tel: 07788 790136

GCN WOKING, 1st Founding:
Contact: Ashley Homewood
Tel: 0193 278 7445

GCN BOGNOR REGIS, BRBBA:
Cantact: Frank Hill

Tel: 017696 119 463

E-mail: mrfrankhill @ yahoo.com

GCN BRIGHTON, Brighton Warlords:
Contact: Peter Canke

Tel: 0797 409 4240

E-mail: peter.cooked 23@ntlworld.com

GCN BRIGHTON, Gambit Games UK:
Cantact: Gareth Wyn:
E-mail: gareth. wynnBo8@ntiworld.com

GCN CHORLEY, Coppull & Chorley Knights:
Contact: Jenathan Taylor-Yorke

Wesite: www.cack-wargamesclub.org.uk

GCN CRAWLEY, Crawley Magic and Tabletop Games:
Contact: Mark Lane

921 555 129

: mark.templar@googlemail.com

Tel: 0771 556 296

E-mail: roger_gs_smith@hotmail.com

GCN WALBERTON, Walberton Wargamers:
Contact: Mike Roddham

Telt 01245 554185

E-mail: walhertunwargamers@yahoo.co.uk

GCN NUNEATON, Nuneaton Model and Games Club:
Contact: Brian McCormac)
Tel: 07866 707 127

GCN SWINDON, SWAT:

Contact: John Hest

Tel 93 692 938

E-mail: jihext@btinternet.com

GCN SWINDON, Swindon and District Wargamers:
Contact: Paul Netile

Tel: 01793 700609

E-mail: nettie.tribe@ntiworld.com

YORKSHIRE

GCN HUDDERSFIELD, Cellar Dwellars:
Confact: Richard Ambler

Tel: 07984 11 974

Email: ubersquack@yahoo.co.uk

GCN LEEDS, Night Owls:

Contact: Steve Nol
Tel: 0113 225 0461

GCN SHEFFIELD, Dysartes:
Contact: Nick johnson

Tel: 07743 388081

E-mail: webmaster@dysartes.com

GCN YORK, York Garrison:
Conlact: Rabey fenkins

Tel:

E-mail: garrisan_wargaming@yahoo.com

GCN BRIDGEND Bridgend YMCA Gamers Club:
Bill Evans

m 65 676 6134

E-mail: billdragan1&tiscali.co.uk

GCN EDINBURGH, Edinburgh League of Gamers:
Contact: Andy Meechan

E-mail: leagueafs ok

GCN GLASGOW, 5t Aidens Warriors Club:
Contact: Alan Hobhs

E-mail: macdonald317@hotmail.com

GCN GLASGOW, WPAS:

Contact: Andy Thampsan

Tel: 0141 886 2466

E-mail: athompsanjags2d.freeserve.co.uk

GCN INVERNESS, Da Kluh:

‘GCN KIRRIEMUIR, Kirriemuir Wargames Club;
Contact: David Tullo h
: david.tullochi@tesconet

GCN RENFREW, WPAS:

Contact: Andy Thompsan

Tel: 0141 686 2466

E-mail; athompsandjags24.freeserve.co.uk
GCN STIRLING, Stirling Wargamers:
€ Paul Brooks

Tel: 01786 450 062

E-mail: paulétreeandleaf.plus.com

GCN membership
guarantees the highest
standard of customer
service and safety. As
part of our ongoing

commitment to our
customers, we do not
promote any club
outside of the Gamin
Club Network.
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] WANT A

STORE!

EARN YOURSELF A BATTALION OR BATTLEFORCE

%

If you know of a store in your local area
that you would like to carry our products,

j,-Why don’t you let us know about it?

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 our products, and you're the first
Jperson 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:

I want a Store!

Games Workshop
Willow Road
‘Lenton

Nottingham

NG7 2WS

i AARA A
VRIS

WARHAMMER
/40000, _

Empire Battalion Space Marine Battleforce

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

Terms and Conditions

1. The ‘I want a Store’ promotion is a limited offer provided by Games Workshop Limited
gratuitously and on such terms as it deems appropriate. Games Workshop Limited
reserves the right to amend the terms of this promotion at any time and in its absolute
discretion, and no part of this promotion by itself shall form any binding contract or
relationship between Games Workshop Limited and any third party.

. Only Persons aged 12 years or over are eligible and you must be resident in the
following countries to take advantage of this promotion: Great Britain and Northern
Treland, Belgium, Denmark, Eire, Finland, Norway, The Netherlands and Sweden.

t

3. Games Workshop staff may give away products to persons it deems to have
appropriately satisfied the requirements of this promotion in its absolute discretion.

4. An individual may only take advantage of this promotion once. Therefore, any
individual may only receive one product in connection with this promotion.

5. This promotion will commence on July 16th 2007 and will terminate on May 31st 2008.

6. No employees of the Games Workshop group of companies or members of their family
may take advantage of this promotion.




Fast, secure and straight to your door! Games Workshop Mail Order offers a
number of services — conversion components, exclusive miniatures, hard to

find models and more!

HOW TO ORDER

Games Workshop Mail Order is a On the Internet
fast, accurate and convenient service
that lets you order your miniatures
and other hobby products from the
comfort of your home.

Visit our secure Online Store at: www.games-workshop.co.uk/store

In-store

Order from any Games Workshop Hobby Centre at the in-store order point.

¢ We aim to despatch all orders in
three days, straight to your door.

* You can order any Games
Workshop product.

» Our Advance Order service lets you
order models and products before
they are released, guaranteeing
you'll get them on the day of R
release. Fax your order on 0115 916 8002 (UK) or 0044 115 916 8162 (Northern Europe).

e Also available is a range of models
that are only available through Mail By Post
Order. Check out what’s on offer Or send your order the traditional way to Games Workshop Mail Order,
this month! Willow Road, Lenton, Nottingham, England, NG7 2WS.

SHOPPING

By phone

Call the Hobby Specialists on 0115 91 40000 (UK).
Opening hours: Monday-Saturday: 10am-6pm, Sunday: 11am-5pm GMT.
+44 (0) 115 918 4040 (Northern Europe).

The Games
Workshop
Online Store is
open 24 hours
a day, seven
days a week.

Get exactly
what you
P ~ want, when
F“EEP“ST e
MAIL ORDER FREEPOST § Huge rangs
| |
° e
All orders of £50 or more that are placed Secure VeriSign
through the Online Store or Mail Order will ° Easy to use Secured
be sent to you postage free*. . Open 24 hours
IN-STORE FREEPOST
This offer get even better when you place Once you have placed your order check the number of items to
your online order from your local Hobby make sure all is correct and then click proceed. Enter all
Centre, using their in-store order point. information requested and you will receive your order number at
When you place an order for more than the end
£25, it will be despatched to the store for i
you to collect, post free*. Methods of payment
WARHAMMER WORLD _ You can only pay for orders through the Online Store by credit
If you're in the area, why not call into card. We accept the following credit cards: Visa, MasterCard,
Warhammer World where you can place Maestro (formerly Switch).
your order with the guys in the store, and : 4
have it picked and handed to you while you ron n@ J
wait! lmaas J - ﬁ .
\-ux addresses only. o We only accept the following cards in Northern Europe: Visa and Mastercard.

We do not accept the following cards: American Express.

114 WHITE DWARF MAIL ORDER
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It’s easy to order anything you see in the free Gift Ideas catalogue that
accompanies this issue of White Dwarf through Games Workshop Mail Order.

WARHAMMER
40,000

WARHAMMER

QAMES
'WORKSHOP

MAIL ORDER OPENING TIMES

Mon-Fri: «.cccienne «ees 10pm — 6pm
Saturday:.........cersnee. 102am — 6pm
Sunday: .. e 11am — 5pm

WARHAMMER | covm Y i : LAST ORDERING DATES
o R T R = m [V 1 Special Delivery ............ 20/12/07
; o - ; Standard Delivery ........ 14/12/07

The Mail Order office will be
closed on the following dates:
* 25/12/07-26/12/07

* 01/01/08

Final Standard Postage day: 14/12/01

Pictures for illustrative purposes anly. Product contents may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used
incorrectly. Prices correct at time of going to press, please contact us for current availability and Games Workshop prices. Prices quoted are for products sold by
Games Workshop through its own stores, [ or website. dent retailers are ible for determining their own prices. WWW-gﬂmES'WOI’kShOP-CO- I.Ik/StOl’E 1 1 5
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HIGH ELVES

In addition to the new High EIf miniatures released this month (see pages 12-14), Games
Workshop Mail Order has even more heroes and regiments available for your host of Ulthuan.

2
i
i

PRINCE TYRION ELTHARION THE GRIM
99110210002

99110210101
£15.00, €22.50, 175dkr, 200sek, 225nkr £25.00, €35, 250dkr, 300sek, 300nkr

GREAT EAGLE
99110204081
£15.00, €22.50, 175dkr, 200sek, 225nkr

TECLIS
99060210107
£10.00, €15, 115dkr, 140sek, 150nkr

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled, Certain Citadel products may be dangerous if used
incorrectly. Prices correct at time of going to press, please contact us for current availability and Games Workshop prices. Prices quoted are for products sold by
116 WHITE DWARF MAIL ORDER Games Workshop through ifs own stores, catalogue or website. Independent retailars are responsible for determining thelr own prices.
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HIGH ELF SPEARMEN (16 models)
99120210003
£18.00, €30, 225dkr, 270sek, 270nkr

HIGH ELF ARCHERS (16 madels)
99120210004
£18.00, €30, 225dkr, 270sek, 270nkr
l |

1 1S B
ey T

HIGH ELF SILVER HELMS (8 models)
99120210005
£18.00, €30, 225dkr, 270sek, 270nkr

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembiled. Certain Citadel products may be dangerous If used

incorrectly. Prices correct at time of going to press, please contact us for current availability and Games Workshop prices. Prices quoled are for products sold by
Games Workshop through its own stores, or website. Ji] retailers are ible for de

thelr own prices. www.games-workshop.co.uk/store 117
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HIGH ELF DRAGON PRINCES (5 models)
99110210103 |
£30.00, €40, 300dkr, 350sek, 350nkr 4
]

HIGH ELF ELLYRIAN REAVERS COMMAND HIGH ELF ELLYRIAN REAVERS (1 figure)
(1 figure Blister, allows you to make 99060210093
Harbinger, standard bearer or musician) £6.00, €9, 70dkr, 80sek, 85nkr
99060210104

£6.00, €9, 70dkr, 80sek, 85nkr

HIGH ELF ELLYRIAN REPEATER BOLT THROWER
99120210006
£12.00, €17.50, 135dkr, 160sek, 175nkr

Pictures for llustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadsl products may be dangerous if used
incorrgctly. Prices correct at time of going to press, please contact us for current availability and Games Workshop prices. Prices quoted are for products sold by

118 WHITE DWARF MAIL ORDER Games Workshop through its own stores, or website. Indep retailers are ible for ining their own prices. |
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Can’t wait to get the latest new

. . o : releases?

Get hold of forthcoming Citadel miniatures, hobby materials : .

and rules supplements on the day of release with our advance | * Get the latest products delivered to
order service! your door on the day of release!

* Postage for Advance Orders is only
£2* or free on orders of £50 or more.

ELDAR ARMY ELDAR-ARMEE

3 WAR HAM/ M E R ARMEE ELDAR ARMATA ELDAR Warhammer 40,000

;40000

EJERCITO ELDAR - T

Order from 27th October

(released 8th December)
* Space Marine Vindicator ..

,
a0s Space Marine Vindicator

.............................. 250dkr, 300sek, 300nkr, €35, £25
 Eldar Army set

...................... 1250dkr, 1500sek, 1500nkr, €160,£100
* Eldar Shining Spears o
................................ 225dkr, 270sek, 270nkr, €30,£20
e Eldar Autarch on Jetbil

.......................... 175dkr, 200sek, 225nkr, €22.50,£15

Generic
Order from 27th October

(released &th December)
* Square Bases set

.................................... 60dkr, 70sek, 75nkr, €7.50, £5

.................................... 60dkr, 70sek, 75nkr, €7.50, £5

Eldar Army set
RELEASED 08/12/07
1250dkr, 1500sek, 1500nkr, €160, £100

*£2 postage only applies to Advance Order
products being delivered to addresses in the UK
or Ireland. Orders including Advance Order
products will be held until the last available
product is released.

Space Marine Vindicator
RELEASED 08/12/07
250dkr, 300sek, 300nkr, €35, £25

£
Chaos Space Marine Vindicator
RELEASED 08/12/07

250dkr, 300sek, 300nkr, €35, £25

Eldar Autarch on Jetbike
RELEASED 08/12/07
175dkr, 200sek, 225nkr, €22.50, £15

Pictures for ilustrative purpases only. Product contents may vary. Products sold unpainted and unassembied, Gertain Citadel products may be dangerous
if used incorrectly. Prices carrect at time of going to press, please contact us for current availabillty and Games Workshap prices. Prices quoted are for

products sold by Games Workshap through its awn stores, catalogue or website. Ind retailers are ible for determining their own prices. Www.games-wo rkshop.co.uk/ store 119




e = Subscriptions guarantee you will not miss an
issue, and offer savings over buying individual
copies. There are a number of ways to subscribe.

» Call Games Workshop Mail Order on

+44 (0) 115 91 40000 (UK) SeRu W,
+44 (0) 115 918 4040 (Northern Europe) Visit your nearest Games Workshop store

Log on to
www.games-workshop.co.uk/store/whitedwarf

» Complete the form below and return to:
GW DIRECT SALES, WILLOW ROAD,

| would like to subscribe to White Dwarf starting with issue number: WD[_][_][]
| would like to subscribe for:

1 YEAR 12 issues mwosusi £36, €70, 540dkr, 625sek, 750nkr O
2 YEARS 24 issues wosusz £60, €130, 1000dkr, 1200sek, 1300nkr O

| am an existing subscriber [_] | am a new subscriber [[] (please tick a box)

MY DETAILS

Mr/Mrs/Ms/other:.. O PO AN B3 sy evrsient toadssiaerasdreres 2 BUIDAMIEY, o e S S TS
o (T A IV Y LU e e Y PO e e P by RE R8T

TE B e [- GOSN 10 0 1 o bk e oot o et e

The subscription is a gift for the person detailed below [] tick box if appropriate)

FOTEMAMB: i e i St ey as e SUPR AME L s btve e virssiaverata et

Address: ... T P AR P T L eUtis Feve eeveciagPees Postcode:

et o Y o Tt L0l o L T Ty e e

METHOD OF PAYMENT
Postal Order (UK only)/Cheque [] (made payable to Games Workshop Ltd)

m——— visa
zzalml =& o B Bo v.0o00ooooconnooooooo
Valid from: Ooon Issue No: (||

(signature of parent or guardian required if recipient is under 16 years of age.)
Reply by the 31/12/2007 to take advantage of this offer.
Offer only applies to subscriptions delivered to UK addresses, overseas customers please call for more details.

This month a new initiative launches, Where you see the Just Ask! logo you'll'h
designed to help you obtain your favourite  able to hand in the form below to make
magazines from newsagents. Did you know  sure you get your beloved WhiteiDwa
that newsagents can hold, order and, in i AL

some cases, even deliver your favourite So next time you visit your newsa
magazines for you? Jusk Ask! allows you to  Ask! about obtaining copiesiof youss

take advantage of these services. favourite magazines. e

The best way to ensure you receive every issue of White Dwarf is to place an order with your
local newsagent. Once set up, your copy of White Dwarf will be held for you to collect, saving
you the time and the frustration of having to search the news stand. Some newsagents offer a
home delivery service, making it even easier to obtain your copy.

So don’t miss an issue, complete the form below and take to your local newsagent today!

NEWSAGENT ORDER FORM

[ Please reserve/deliver* (+delete as appropriate) a copy of on a regular basis,
commencing with issue f

Title/Mr/Mrs/Ms
| T T i o T T O e R s b G

Postcode




WARHAMMER

eModelling Workshop: Buildings. A brand new map-based campaign.

eFeature-length modelling Gather your forces and prepare to
masterclass on the new Dragon. fight for Middle-earth!

T






