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1] WARAGH! DA ORKS

22 DESIGN NOTES

Phil Kelly reveals why the new Warhammer 40,000
Ork Codex is “da best one ever!”

Find out how this
muodel was painted
on page 940,

40 BATTLE REPORT: DA TALE OF TWO BOSSES

Ork Warbosses Brainbiter and Gitkilla are set to unite
to form a mighty Waaagh! Can Tigurius stop them?

TR
AL

ALSO IN THIS ISSUE...

02 NEW RELEASES

All the latest models from the Citadel forges.

16 NEWS

Quake in fear! The Vampires are coming...

60 DESIGN STUDIO: THE ROAD AHEAD

A look at what's coming up in 2008.

66 THELORD OF THE RINGS: MOVIE MOMENTS

Inspirational scenes for vour battle games.
74 NEW CITADEL RANGE
We ring in the changes to the Citadel range
80 STANDARD BEARER
Jervis invites you to try a game or three
84 WARHAMMER TRCTICA: FLYING CREATURES
Introducing some low cunning for high ilyers.
90 PAINTING MASTERCLASS: ELTHARION THE GRIM

The Warden of Tor Yvresse, step-by-step.

99 TOOLBOK

Plastic Cutters,

100 FRONTLINE

The latest events and activities near you!

114 ORDERING DIRECT

Fast, secure mail orders straight to your door.




_ NEW RELERSES

BRAND NEW CODEX

The Orks are the most widespread menace in
the galaxy. They are brutish, green-skinned
aliens, whose only wish is to fight — not out of
necessity, but for the sheer joy of slaughter.

This 104-page Codex includes an exhaustive background
section, a comprehensive forces list for all the troop types
available to an Ork army, a full-colour hobby section, and the
brand new Ork army list.

>>>TURN TO PAGE 22 TO FIND OUT MORE

This 104-page Codex contains
all the rules and information

you need to start collecting
and gaming with an Ork force

CODEX: ORKS
Produet code: 600307103003
Written by Phil Kelly

UK E12 k £ 2
Denmark  140dke Norway 20010k
Sweden 170sek
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ORK BIG MEK WITH SHOKK ATTACK GUN

p, sending them mad in t
When th appear,
creatures ah ' bringing down the
; ly if they
armour!

BIG MEK WITH
SHOKK ATTACK GUN

NEW HELEASES
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ORK TRUKK

Trukks are designed to transport mobs of choppa-
wielding Boyz into combat [15 quickly as possible. Each This plastic kit contains
warband and clan will “kustomise” its trukks to reflect 10rk Trukk

their own predilections. For example, A Goff vehicle
will be functional, with a large crew compartment,

ORK TRUKK
Product code: 99120103012

while the Evil Sunz almost always have turbo-charged Dislanadtby: T Aok

engines and a red paint job. and Dale Stringer
LUK £18 Euro €27.50
Denmark  200dkr  Norway  250nkr
Sweden 250sek

ON SALE JANUARY 12th
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ORK WARBIKER MOB

3 Ork Warhikerz

ORK WARBIKER MOB
Product code: 997120103011
Designed by Seb Perbet
and Dale Stringer

UK £20  Euro €30
Denmark  225dkr Norway  270nkr
Sweden 27 0sek
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ORK WEIRDBOY [T ORKPAINBOY T

1metal Ork Weirdboy 1metal Ork Painboy

Weirdboyz act as a focal Ork Painboyz are happy

point and conduit for the ORK WEIRDBOY to perform the most ORK PAINBOY

[JHVCJ"IC energy that is Product code: 99060103107 hasty surgery to get their Product code: 99060103108

! : > v Theieria i == sculpted by Mark Harri

senerated whenever large Setified Yy Dipvel Phoiriag patients back up and Sctipted by Mark-Harrisgn

crowds of greenskins gather into the fray.

on the battlefield. UK £10  Euro €15 Lk - i
Denmatk, T15dke ‘Norway  130nkr Denmark 70dkr MNarway  85nkr
Sweden 140sek Sweden BOsek

ON SALE JANURRY 12th

Ork Weirdboy Ork Painboy Grot Orderly

ORK BOY1

This plastic kit provides

ORK BOYZ
Product code: 99120103073
Sculpted by Seb Perbet & Brian Nelson

UK £12 Euro €20
Denmark  140dkr Norway  200nkr
Sweden 17056k

ON SALE JANUARY

Ork Boyz with shootas

Pictures far (1



NERY RELEASES

ORK LOOTAS & BURNAS

ORK LOOTAS AND BURNAS
Product code: 99120103014
Sculpted by Seb Perbet

UK £12 Euro €17.50
Denmark  135dkr  Norway  175nkr
Sweden 16isek

ON SALE IANUARY 12th

Ork Meks are responsible for creating the - £\
most destructive weapons an Ork can lay “ & Al Kit allows you to build
his big green hands on. Whether it is the s a Mek, and either

surprisingly sophisticated Burnas or the far
louder, shoulder-mounted Deffguns, a Mek
is never short of customers.

4 Burna Boyz or
Ork Mek 4 Lootas - or a mixiure
of the two

Ork Burna Boyz

>>>SEE THE LOOTAS IN ACTION FROM PAGE 40

Fighures Tor iiustral v vary. Pro

jangerous if used
hsifa,




NERY RELEASES




NEW RELERASES

ORK NOB WITH
WAAAGH! BANNER

MAIL ORDER ONLY

Praduct code: 99110103106
Sculpted by Mark Harrison

ORK TANKBUSTAS

I UK £15  Euro £22.50
| Denmark  175dke Norway  200nkr
Sweden 225sek

Tankhusta Noh Tankbusta with
tankhammer

ORK NOB WITH WAAAGH! BANNER
Product code: 990607103121
Sculpted by Dave Thomas

UK £8 Euro €12.50
Denmark  100dkr  Norway  125nkr
Sweden 115sek

Tankbustas with rokkit launchas

This biister pack contains
4 metal Bomb Squigs

BOMB SQUIGS

AVAILABLE IN BLISTERS
BOMB SQUIGS
'.l" mn" “‘ll' nn.in Product cade: 99060103124

Sculpted by Mark Harrison

UK £6  Euro €9
Denmark 70dke Norway  85nkr
Sweden A0sek

ON SALE IRNUARY 12th

Tankbusta with rokkit launchas

Pictures far s, i Produse
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ORK BATTLEFORCE

Ork Boy with rokkit launcha

This plastic kit contains:
* 20 Ork Boyz

1 0rk Trukk
+ 3 Ork Warbikerz

ORK BATTLEFORCE
Product code: 99120103009

UK £50  Euro €60
Denmark  650dkr Norway  750nkr
Sweden  75(sek

ON SALE JANUARY 26th

ORKS SPEARHEAD ‘-.-_-whn_m;gm_lt-; B

Can'’t wait to get your hands on all the new releases for the
Orks this month? Then look no further!

The Orks Spearhead set is available in hobby centres or from
Games Workshop Mail Order before the official release date.
These sets are available in strictly limited numbers, so get
"'em while vou can!

This box set contains:
10 Ork Boyz
9 Ork Lootas or Burna Boyz
5 Tankhustas
2 Bomb Squigs

3 Ork Warhikerz
10rk Trukk

10rk Big Mek with
Shokk Attack Gun
10rk Weirdboy

ORK SPEARHEAD
Product code: 99110103121

UK £100  Euro €150 3 A :
Denmark 1150dkr Norway 1450nkr =S =

AVAILABILITY
ON SALE DECEMBER 22nd

N [0 press, please contact us for cument
NG telr aw prices
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“NO MAN CAN KILL ME"
THE FATE OF THE WITCH-KING

These dynamic models depict the final
moments of the Witch-king before Eowyn,
Shield Maiden of Rohan and niece of King
Théoden delivers the mortal blow, robbing
the army of Mordor of their dark general.
The loyal Hobbit, Merry, is also close by -
together he and Eowyn stood firm against
the Witch-king of Angmar and avenged the
death of Théoden. With the Witch-king
destroyed, the forces of good won the day.

Models can be mounted individually on
25mm round slottabases (included), or
arranged on the special display base

MAIL ORDER ONLY
EXCLUSIVE!

Contains 1 metal
Fate of the Witch-king set

THE FATE OF THE WITCH-KING
Praduct code: 99111499072
Sculpted by Michael Perry

UK £12 Euro €20
Denmark  140cdke Norway  200nkr
Sweden 1 70sek




_ NERY RELEASES

The forests and dark places of the
Warhammer world are full of all kinds of
ferocious arachnids, the largest of which “eulsm‘
are often captured by Forest Gablin bosses,
who ride the Gigantic Spiders to war,
bringing dread both to their own troops
and that of the enemy.

MAIL ORDER ONLY

" This metal kit contains
1Goblin Warboss on

GOBLIN WARBOSS ON
GIGANTIC SPIDER

Froduct code: 99110209167
Sculpted by Juan Diaz &
Trish Morrison

UK £18 Eura €27.50
Denmark  200dkr  Norway  250nkr
Sweden  250sek

ON SALE IRNUARY 29th
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CITADEL CATALOGUE 2008

‘ CJ-. { x } The 2008 Citadel Catalogue is an indispensable

E full-colour showcase of the most finely
' sculpted miniatures in the world. Every model

CATA'.OG UE 2008 in this massive tome has been painted by the

renowned 'Eavy Metal team.

Inside the catalogue you'll find details of the full range of
models for Warhammer, Warhammer 40,000 and The Lord of
the Rings, as well as all of Games Workshop's rulebooks, army
books, codexes, terrain and hobby supplies.

This full colour, 416-page
catalogue contains the entire

range of Citadel miniatures

CITADEL CATALOGUE 2008
Product code: 60049999101

UK £8  Euro €12:50
Denmark  100dkr  Norway  123nkr
Sweden 115sek

ON SALE JANUARY 29th

SBLINS BATTALION

Fictures far iustrative pu
avd

Product contents may vary. Prod: Iif wrpaiatad anid
.‘m ces. Prices guoted are for pro ol by Games Wark

v be damgsrous if used wrcorrectly. Frices carrect at lime of going 1o press. please contact us for current
rwensie. | dent refalers ara rasponsible for de Ihgir own arces

cafalog




__ NERY RELEASES

BLACK LIBRARY

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

books may be purchased directly.

www.blacklibrary.com

MASTERS OF MAGIC

Under constant pressure from its enemies, the Empire maintains mighty
armies to protect itself, Crucial among these troops are the Imperial
hattle wizards, trained to rain magical death upon their foes. When
Grey Wizard Lothar and his colleagues ride to war against a massive
Orc invasion, can the wizards control their rivalry and ambition long
enough to defeat the enemy?

MASTERS OF MAGIC UK £6.99 Euro £9
By Chris Wraight Denmark  70dkr Narway  83nkr
P78-1-B4414-533-9 Sweden Blsek

When the forces of magic run wild, who will he the ultimate victor?

Chris Wraight

The stunning conclusion to the Ravenor trilogy is now available in
paperback for the first time. Inquisitor Ravenor continues his
persecution of the arch-heretic Zvemunt Molotch = a hunt that has
now become an obsession. In direct contravention of Inquisition
orders, Ravenor and his team go rogue, in relentless pursuit of their
quarry. Just how much will Ravenor have to sacrifice to save the day?

RAVENOR ROGUE UK £6.99 Eiig €9
by Dan Abneft Denmark 70dkr  MNorway  85nkr
978-1-84416-461-5 Sweden Bisek

' "WARHAMMER

/40000,

A MIND WITHOUT PURPOSE WILL WALK IN DARK PLACES




—IH'NIH#H:H%

Forge World makes a huge range of resin kits and accessories.
These include super-heavy 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.

ELDAR AVATAR

This new finely crafted Eldar Avatar is
dynamically posed, ready to throw
the Wailing Doom in the form of a spear.

Model sculpted by Juan Diaz

and Daren Parrwood,

TS o
el dladD
3 B i

|\ AERGNAGTIC

AERIAL COMSAT 1M THE ST MILLERr UL

TACTICA
AERONAUTICA

This brand new expansion
for Aeronautica Imperialis
contains additional rules tor
ground installations and new aircraft, as well as weapon
fits and upgrades for existing aircraft, It also details a
campaign between Tau and Imperial forces on the
world of Typha-IV, along with tactics for your aircaft
and i hobby section,

Pictures far ilustrative p

Praduct confe
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VAMPIRE COUNTS

rom their castles and towers the Vampires, immortal rulers
of the evil Undead, raise vast legions of Zombies and

Skeletons to swell their immortal armies. Summoning dark
creatures and ethereal beings from beyond the grave, they
march across the Warhammer world intent on conquest.

When the forces of the Vampires march to war, the world
trembles. Bound by the will of their dark lord, the Undead are a
fell and mighty foe. They cannot be reasoned with, bribed or
coerced. They know neither fear nor mercy. They need no sleep
or warmth, neither drink nor wholesome sustenance and, as they
march onwards, their ranks are swelled by the corpses and
trapped souls of their former opponents. The legions of the living
dead are terrible to behold.

Next month sees the launch of the latest edition of the
Vampire Counts army book. This unspeakable tome features an
expanded background section, chronicling the history of the

/ampire Counts, from their mysterious beginnings in the Lands of
the Dead through to the wars waged across the Empire by the von
Carsteins. In addition, the new army list and bestiary will allow
vou to field monstrous warriors old and new, including the bestial
Varghulf and nauseating Corpse Cart. New miniatures galore will
accompany the release, and gamers will delight in the new range
of plastic Skeleton Warriors, Dire Wolves, Ghouls and Grave

Guard, as well as a host of new Vampire Lord models.
This March, fear incarnate stalks the Warhammer world...

The new plastic Skeleton Warriors are among the

most intricate plastic miniatures we've ever released,

Mannired von Carstein is jusl one

of the fantastic new character

models out in March,

. The new miniatures range is
headed by a variety of metal

Vampires and special characters.

1

Ny




25 YEARS OF WARHAMMER
2008 is a very special year for Games Workshop,

as it is the 25th anniversary of the launch of
Warhammer! Yes, the game of fantasy battles is

25 years old, and we intend to celebrate.

Throughout the year, there will be a host of special
promotions, parties and hobby events, sparking a
global celebration of the Warhammer hobby. We can't
tell you exactly what we have planned just yet, except
that it'll be huge! Keep an eye out on these pages, and
in GW Hobby Centres for more information.

Have you got what it takes....2

Throughout January, February and March, Games
Workshop Hobby Centres will be running a host of
exciting events and activities that will give you the
chance to earn your own Iron Halo!

Registration for events starts straight after Christmas,
and the fun begins from as early as 27th December.

So get yourself down to your local Games Workshop
Hobby Centre and join in the fun!

Go to page 38 for more information.

FREE POSTAGE!

All orders placed in-store are now post free!

Great news! When you place an order through any
Mail Order point in our Retail stores in UK or Northern
Territories it will be sent POST FREE! Yep, that's right,
any order from a Space Marine arm to a Battle
Company will be delivered to the store completely free
of anv postage charges. Happy Ordering.

For more information on
ordering through Mail Order or
the online store go to page 114.

Mail Order Opening Times

In a change to the opening times, Mail Order will
now open at 11:00am on Tuesday. Opening times
for the rest of the week are unaffected.

Revised Mail Order Opening Times.

Monday: 10:00am to 6:00pm
Tuesday: 11:00am to 6:00pm
Wednesday:  10:00am to 6:00pm
Thursday: 10:00am to 6:00pm

Friday: 10:00am to 6:00pm
10:00am to 6:00pm
11:00am to 5:00pm

Saturday:
Sunday:




Warhammer World is
the spectacular
exhibition and gaming
arena at our head
offices in Nottingham.
Here you can see
displays of original
artwork & miniatures,
game to your heart’s
content and feast in
Bugmans Bar.

Every weekend and throughout the school holidays
Warhammer World offers a fantastic range of hobby
activities. From painting techniques to modelling skills
and scenery workshops, even tactical game play advice,
there is something for everyone.

Each activity is run by a skilled Games Workshop staff
member, and we will provide you with all the required
materials and tools to take part. The price for one hour
long activity is £6, whilst the longer 90 minute activities
cost £10. At the end of the session you will not only
have developed your own skills in a particular area, but
you'll get to take away any models you make during the
activity!

For more information on the activities available,
including details about how you can register check out
the Warhammer World Blog Page.

(https//warhammerworld.typepad.com/)

14th January — 10th March

The gaming hall will be hosting a celebration of the
mean green-skinned monsters and their marauding
forays across the Warhammer 40,000 universe.

White Dwarf Armies

23rd November — 31st January _
The Citadel Miniatures hall will be exhibiting the armies
from the WD336 Battle Report. On show will be lan
Strickland’s Imperial Guard army (pictured right) and
Richard Kemp's stunning Tau Force.

Tank-Tasticll
7th December — 21st Febuary

Featuring a plethora of Baneblades from Games
Workshop's talented studio this will be a tank fest in
every sense of the word.

New Releases
4th January - 3rd April

A chance to see new models up to three months before - -
they go on general release in the UK!

e |






This month, the Orks not only get

a fantastic new Codex, but tons of
new models including the shiny

new Bikes and Trukks, too.

We daubed White Dwarf writer
Andy Hall in green paint, and sent
him to infiltrate the Orks’ lair...

114

40

Design Notes

White Dwarf talks to Codex: Orks author, Phil Kelly,
about everything that’s mean and green.

Battle Report

The Ultramarines make a pre-emptive strike against
a combined force of Evil Sunz and Goffs.
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he green tide is upon us! Orks are

large, brutal and barbaric warriors,

who live for the thrill of battle. They
are the most warlike of all the xenos that
the Imperium has encountered, and their
number is beyond counting. Should they
ever unite into one force then they could
conceivably swamp the galaxy and all
other civilizations in a deluge of carnage
and constant war.

For their latest release, the Orks have
been bolstered by loads of new stuff, as
you'll see over the next few pages. We
spoke to the Citadel Design Team's Chief
Runtherd, Ted Williams, to find out more.

“The Orks fundamentally haven’t
changed — they are still very much in the
style Brian Nelson developed a few years
back — hulking, great monstrosities with
jutting jaws,” says Ted. “What we have
done is look at the range. Previously there

WHITE DWARF  ORKS DESICN NOTES
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have been a lot of plastic and metal
‘hybrid’ blisters, so this time around we've
added far more value to the new Ork Boyz
frame. There are some heavy weapons,
Nob components and many other useful
gubbinz. The Lootas and Burna Boyz are
now on one frame, so we can retire the old
hybrid blisters and devote that resource to
another part of the range.”

Under Ted's discerning gaze, top
designer Seb Perbel has produced some
fantastic new sculpts. “I particularly like
the Lootas,” says Ted. “In the past it has
somelimes been hard to distinguish Ork
heavy weapons — they got lost in the
horde, so to speak, due to having their
weapons hung low. What Seb has done is
put the weapons onto the Orks’ shoulders,
placed in a cage-like rig that covers the
whole of the upper back and shoulders.
This makes the models distinctive and




‘ognisable. The problem we've
woulder-mounted weapons
in the past is what to do with the ‘spare’
. The heavy weapon rigs give the
hand a purpose, whether it's holding
the frame in place, using a counter |t-,'\t'r
racheting the ammo feed, or whatever.”

Trukks and stuff

The Orks have always gone to war in

ramshackle i knocked up by the
using whatever materials come to
This edition of the Orks is no

their air-polluting cause we
s and a brand new Trukk from the
capable hands of Tim Adcock.

“We knew the Ork vehicles would
define the new range, so we wanted them
to look a bit special,” says Ted. “For our
first concepts, Tim looked at very early

5L
thal we hdd all Ih@ components that you

could upgra vith from the
army list. ve wanted to get across
was that Ork vehicles are ramshackle but
not rickety, fragile things that could
collapse at any moment — they are brutal
vehicles, more than apable of carrying the
greenskins to b

encapsulate this a_:.thr:tl being heavy,

barbaric-looking motorised s

which the Ork Warbikers ride to war, while

looking cobbled together with lots of

“kustom” tech. “There's definitely a 't

racer’ thing going on with the Warb

' as each Ork rider tries to outdo
rivals with increasingly dangerous bhits

of kit and larger, more erratic engines.”

Codex: Orks is a 104-
page book containing:

Massive background
section, covering
everything from the
greenskin “Kultur”
to gathering the
Waaagh!
Comprehensive
forces section with
rules, background,
wargear and art for
every Ork troop type
and vehicle.

Hobby advice for
collecting and
painting an army

of Orks.

Brand new, easy-lo-
use army list.

www.games-workshop.co.uk/orks | 2:




Bringin’ back da Waaagh!

Along with all the great new models, the
Orks have a swanky new Codex, full to the
gunnels with background, rules and, of
course, the all-important new army list.
The author of this Orky classic in the
making is none other than resident “alien
guy”, Phil Kelly. With Tyranids, Eldar and
now the Orks under his belt, does Phil
mind being Games Development's resident
xenos-freak? “Not at all,” says Phil. “|'ve
found my niche and I'm happy to fill it.
After all, the Space Marines need
something to fight against, and it can’t
always be Chaos!”

Back to the Orks, and we're keen to
know what's changed. “It's been a while
since the last Ork Codex, so the greenskins
have undergone quite an extensive refit.
The previous Codex was functional but
small, so a lot of the cool Ork background
was leit out due to necessity. Now we're
up to 104 pages — in fact it's the largest
Codex I've written to date - so we've got a
nice big, chunky background section,” says
Phil. Back in the mists of time the Orks
were fortunate enough to have three books
on the go simultaneously. Veterans may
remember them as Freebooterz, 'Ere we go
and Waaargh! the Orks. “I still think the
early Ork books contained some of the
best background work we've ever done,
I've been heavily inspired while writing the
latest Codex and have tried to get as much
of it into this edition as possible. Brain
Boyz, the multifarious Squig species, Ork
Clan histories — they're all back in the front
section of the book where they belong!”

A big part of Ork “Kultur” has always
been the numerous clans that somewhat
define an Ork’s behaviour and how they
fight to an extent - although no matter

WHITE DWARF  ORKS DESIGN NOTES

what clan an Ork comes from, he’s still
going to wallop you with his choppa if
you're in reach. “The previous Codex had
a cursory nod to the clan structure of the
Orks. But, as this was a big part of the
early books | definitely wanted them back
in, so there is a whole chapter on clans in
the new Codex. What we didn’t want to
do, however, is straightjacket players with
clan-specific units. The army list will allow
you to flavour your force towards one clan
or another, hut at the same time there's
nothing stopping you, for example, having
Kommandos — traditionally Blood Axes -
in a predominantly Goff force,” says Phil.

Kunning new roolz

With the background firmly in check,
another major part of the project for Phil
was looking al how the Orks worked in the
actual game. “We've always portrayed the
Orks as being a horde army, having masses
of warriors that pour forward in a big green
tide all shouting at the tops of their voices.
Unfortunately that didn't always work so
well on the battlefield and that's something
we've really addressed in the new Codex.
We wanted to make the horde army
approach just as devastating as the
background suggests,” says Phil.

Phil has gone about making horde
tactics viable in a number of ways. First,
Orks are now a lot cheaper; a basic Ork
Boy is 6 points — 3 points cheaper than a
Slugga Boy from the previous Codex. “An
Ork force should really outnumber their
opponent two or even three-to-one,” says
Phil. To complement this, all Orks now
have the Furious Charge special rule,
which adds +1 to both a greenskin's
Strength and Initiative on the charge.

Stormboyz

Stormboyz are the shock
troops of many Ork warbands,
The rest of the ladz treat them
with suspicion, as they are far
too efficient and disciplined
by the standards of anv right-
thinking greenskin.

Kommandos

Kommandos are seen as a bit
un-Cirky by their compatriots,
but they are extremely useful
on the battlefield. The
Kommandos infiltrate forward
to destroy gun emplacements,
giving the rest of the ladz a
better chance of reaching the
enemy lines.

Lootas

Lootas are the most heavily
armed of all Orks, because
they steal the best weapons
from everyvbody else!

Tankbustas

Tankbustas revel in the thrill of
scoring a direct hit on a tank
and seeing it explode. They're
armed with tankhammers and
Bomb Squigs to get the
maximum bang possible.

Burna Boyz

Burna Bovz are dedicated
arsonists, characterised by
their welding masks and
stripped-down flamers, which
spray great gouts of oily flame.




Shokk Attack Gun

One of the most deadly and downright
bizarre weapons at a Mek’s disposal is the
Shokk Attack Gun. The gun has the
capacity to open up a small warp tunnel,
which is then aimed at an enemy.
Snotlings, oblivious to the terrifying
journey they are about to undertake, are
sucked into the Shokk Attack Gun and out
through the portal. Such is the trauma for
the Snotlings that they emerge in an
absolute frenzy, scrabbling, clawing, biting
and defecating uncontrollably inside an
enemy vehicle, their armour, or — by far
the worst fate - even inside the enemy
trooper’s body!

Weirdboyz

Weirdboyz are the most psychically
powerful of all Orks. They act as a focal
point for the psychic energy
subconsciously generated by their
greenskin comrades. Weirdboyz resonate
with the power of sheer Orkiness, and the
more Orks there are nearby, the higher the
charge held in their bodies.
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“Furious Charge effectively replaces the
Choppa rule,” says Phil. “I've never been a
fan of the Choppa rule, as it modifies an
armour save, which goes against one of the
design tenets of the Warhammer 40,000
game, Also, it was very effective against
heavily armoured foes, like Terminators,
but didn’t make any real difference when
facing, say, a Guardsman. This made the
rule very counter-intuitive. Furious Charge
gives a howling mob of Orks some punch
on the critical first round of combat no
matter which foes the Boyz are charging!”
Thirdly, Phil has introduced a Waaagh!
rule, very similar to the Warhammer
equivalent. “Once per game an Ork player
can sound a Waaagh!,
meaning that all Ork infantry
count as having the Fleel of
Foot special rule for the turn.
If declared at the right time in
a battle, this will give the
Orks that extra burst of
speed to get into combat,”
explains Phil. The
Waaagh!, coupled with Furious
Charge, makes an Ork horde
extremely hard-hitting in close
combat. Of course, to enter combat
you've got to weather the storm of
enemy firepower. Luckily, getting
across the battlefield without
running away is also easier now. “The
final piece in the puzzle of getting Ork
hordes to be viable is the Mob rule.”
adds Phil. “Ork psychology and morale is
directly linked to the number of Boyz
around them. We've represented this
by allowing Ork mobs to have the
same Ld value as the amount of Boyz
in the mob. If your mob has more
than ten models then it counts as being
Fearless. This goes someway lo
reducing the perennial problem of
Ork hordes in the past who had a
tendency to run away rather than
charge forward oblivious to the
danger, as every greenskin should.”
Whilst all this may be music to
the ears of Ork players, is Phil not
concerned that the green horde
will now be nigh unstoppable?
“Not at all,” he says. “Yes, the
greenskins have a healthy stat-line
and will be cheap enough to
outnumber their foe, but you have to
remember that, with a few notable
exceptions, Orks go to war in
nothing more than a vest. The
vast majority of Ork units have a
6+ armour save. So if you wound
an Ork he’s going to be removed
from the table in most circumstances.”

Oddboyz
[t's not just the Boyz that have
had a tune-up. “The Oddhoyz
are back!” says a grinning

o il !
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Phil. Mekboyz, Painboyz, Weirdboyz and
Warpheads all appear in the army list, and
are up to their old tricks. For instance,
adding a Painboy to a mob of Nabz gives
them all the Feel No Pain special rule.
Weirdboyz randomly generate a psychic
power each turn, ranging from an extra
Waaagh! to ZZap! — an incandescent beam
of pure Orky psychic force with a 36"
range, S10 and AP 2. Meks can now be
armed with the Shokk Attack Gun - a
bizarre weapon that teleports Snotlings
(literally) into enemies. “That's my
favourite,” says Phil. “I loved writing the
chart for that. Because it's so random,
some of the results are really powerful,

& § Orks are brutal, alien
monsters, but they’re up for
having a laff too! §@

while others can be devastating for the
Orks. When I'm explaining to people just
how gross and potentially devastating it
can be, the scenario | always use is of a
Space Marine suddenly keeling over
because a frenzied Snotling has just
appeared inside him, frantically clawing at
the lining of his stomach!”

More dakka!

With the Orks getting all the shiny stuff, it's
possible to forget about their smaller
cousins, the Grots — but you shouldn’t rule
them out. “Gretchin are still very much
part of the Ork army. They've had an
increase in Ballistic Skill, which makes
them the best shots in the list, so they
definitely have their uses,” adds Phil.
Speaking of shooting, with all the emphasis
on horde armies and getting the Orks into
combat as fast as possible, is a “shooty”
Ork army still viable? “Oh ves,” says Phil.
“All Orks have access to some kind of
firearm. They may not be very good shots
but the Ork philosophy is, and always has
been, that if you throw enough stuff at the
enemy somebody’s going to get hit!” A
great example of this are the Flash Gitz,
now found in the Heavy Support section;
they are armed with the plasma-like
Snazzgunz, which can be upgraded to S6
and a variable D6 AP. Then there's the Big
Gunz - these Grot-crewed weapons have
the potential to be devastating.

Phil’s been working on the Ork project
for quite some time and is rightly proud of
the new Codex. Overall, what does he
think he's brought to the new incarnation
of the Orks? “For me, the real beauty of the
project is being able to get that dark
humour back in there. Orks are brutal,
alien monsters, but they're up for having a
laff, too!”
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There are six major Ork clans that have spread from
one side of the galaxy to the other, and each has
distinct cultural preferences and behaviors.

B Goffs

Goffs are the biggest, meanest and most brutish Orks in all
Orkdom. They are bloodthirsty warriors, and consider
themselves superior to the “cowardly” Orks from other
clans who hang back to shoot when they could be running
headlong into the thick of battle.

“Dey’s da biggest an’ ugliest wiv
loadsa Boyz an’ Nobz. Dey fights
*and-fo-'and. None of dis sissy-stufT,
"anging bach an’ sneahin’ like grotty
Gretchin an’ snivlin’ Snotlins. No
Wvver clan is as "ard as da Goffs.”

2 Blood Axes— @&

The Blood Axes are seen by the
other clans to be a bunch of
untrustworthy gitz. They are the
most unscrupulous clan, as not
only do they sneak about the
battlefield, but they will actively
trade and parley with other alien
races, and even humans, instead
of simply fighting them!

“Honestly, sum ladz will do anyfink fer teef. Now, dere’s Nufink
wrong wiv dat, but hob-nobbin’ wiv 'eomans, dat’s diff’rent.”

=P Snakebites——

Snakebites shun technology and
are considered a bit backwards
by other Orks. As a result of their
rugged lifestyle they are tough as
old Squig-hide boots. They are
experts in the field of breeding
stock, and their Grots and Squigs
are the fiercest in all of Orkdom.

*“Dese Boyz liv in da dark age. Dey wouldn’t even know "ow fo use
a shoota if ya didn’t show 'em.”

FY VYV VYV VYV VYV VYV VVVVVVVVVVVVVVVVVVVVVYVVVVVVVY

C Bad Moons

The Bad Moons are the richest of
all the Ork clans. This is because
their “teef” grow faster than
anyone else's, meaning that even
the lowliest Bad Moon has a
steady supply of wealth. The Bad
Moons fulfil the role of a
merchant class in Ork society,
and have a reputation for
showing off.

**Da Richboyz, and don’t dey know ift! Dey "ave to spend it all on
gear to fight off da uvver clanz wot wants to redurstribute dere
welf a bit.”

& Deathskulls

The Deathskulls are plunderers
without equal. They loot,
borrow, scrounge and steal from
friend and foe alike. The
Deathskulls see battle as a two-
stage process, often hurrying the
killing part in an effort to speed
along the scavenging spree that
will follow.

“Da best lootas in da "oonivers, dese is thievin’ blighters wiv
loadsa runts and grots runnin’ about nikkin® stuff.”

@ Evil Sunz .

The Evil Sunz are irresistibly
attracted to fast vehicles and

o
- v
loud noise. They have an VLD Y
: = :
ungovernable desire to careen > ‘'
around the battlefield at great TLrg

speed, ploughing into the ranks
of the enemy before racing off to
cause more carnage elsewhere.

“Dey like ta go fast, Dat’s why they "ave so many jalopies ’an
paint dem all red. Everywun knows dat red wuns go faster!”
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Ork Trukk
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No two Ork Trukks are the same and
the new kit has been designed to be
extremely “kustomisable”.

. WHITE DWARF  ORKS DESIGN NOTES
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S

Rear cab
panel

Cab panel
Radiator
Lower rear
cab panel
Windscreen
Bumper
Chassis
Treadplate
Fuel tank
Front cab
panel

Trukk bed
Cab floor
Front armour
plate

Engine block
Side armour
Small armour
plates
Exhaust
Axles
Headlamp
Engine exhaust
Stikkbombz
Front axle
Rear

exhaust

66

67-70
71
72-83

Wrecking ball
Boarding
planks

Chain winch
Roll bar

Fan belt

Nitro tanks
Gear stikk
Crew torsos
Crew heads
Cab side bars
Front drive
shaft

Shoota mount
Plank pivots
Shoota cupola
Driver feel
Ammo box
Small plate
Shoota pivot
Rear drive
shaft
Wrecking ball
winch
Steering
column

Crew arms
Shoota sight
Wheels
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~ Ork Warbike
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For an Ork, a Warbike is not only a prestigious
status symbol, but also a direct conduit to the
adrenalin-rich thrill of speed.

I E WHITE DWARF  ORKS DESIGN NOTES




Torso

Legs

Left arms
Right arms
Nob power klaw
Big choppa
Fairings
Shoulder pads
Blades

Wheel covers
Ammo cases
Handle bars
Grot head
Grot body
Boss pole
Shoota ammo
Front wheels
Bike chassis
Shoota

Big shoota
Worky bitz

Exhausts
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Q
Warboss Gitkilla
with big choppa,
twin-linked shoota
and bosspole.

7 | ELITES
[ ; l 3 Nobs

P 9 with Warbikes, 2 big
choppas and a power

klaw.

i | @ 5 Nobz

| s : with 2 twin-linked

| shootas, Waaagh!
Banner, power klaw,
ammao runt, and
hasspole.

158
Trukk
with red paint job,
wreckin® ball, ram,
armour plates and
boarding plank,
70

TROOPS

10 Ork Boyz

with slugga and
choppa. Includes Nob
with power klaw and
bosspole.

100
Trukk
with red paint job,
wreckin” ball, ram and
armour plates.

i)

0 10 Ork Boyz
with slugea and
choppa. Includes Nob
| with slugga, choppa

and bosspole.

75
Trukk
with red paint job,
wreckin® ball and
armour plates,

il

The new Ork Codex allows you to field an army
replete with greenskinned killing machines that can
i move 24" or more in a single a turn. Phil Kelly

gives us the lowdown on just such a force.

Phil: | firmly believe that one of the coolest
parts of the gaming experience is zooming
vehicles about the place. Yes, and making
the accompanying noises; in for a penny in
for a pound, as they say. Speed Freeks are
the undisputed kings of the bum’s rush,
able to field more vehicles and close in
faster than any other race. Sure, the enemy
may get lucky and shoot down half of your
wagons before they get to the front line,
but the deadly cargo in the other half will
soon wipe the smile off his face just in
time, as passengers from the destroyed
Trukks catch up and join the fray.

The force above hinges around a hard
core of trukkers — relatively small units
of Ork Boyz riding to war in an
upgraded Trukk. A decent Speed
Freeks force should have at least three
of these units. If you have several

WHITE DWARF  ORKS DESIGN NOTES

Trukk units, your tactic should be to
boost across the table at top speed
and park within about 12-18" of the
enemy. That way, if the enemy
destroys vour Trukk, the Boyz can
disembark and be in range for an
assault next turn, perhaps using the
wreck as cover in the meantime. A lot
of the army’s anti-tank ability comes
from the wrecking balls mounted on
the Trukks. Just think “demolition
derby” and you won't go far wrong.

The force is led by a Warboss armed
with a big choppa and twin-linked
shoota, who can give your Trukk Boyz
units that extra bit of punch in close
combat. A bargain at 75 points, he
allows you to take even more vehicles
and rank-and-file greenskins to ensure
that you outnumber the foe.




The army’s first Fast Attack slot is used
on a unit of Warbikerz, including a
Nob armed with a power klaw. This
unit excels against other horde armies
due to its dakkaguns — think big
shootas with a shorter range, but twin-
linked. It is also very capable of
mixing it up in close combat due 1o
the Warbikers' high Toughness and
devastating charge — that power klaw
comes in useful for ripping open
enemy tanks in close combat, too. The
other Fast Attack choices are used to
field Warbuggies, Wartrakks and
Skorchas. These add some much-
needed firepower to the army so it can
supress the enemy as the trukkers
close in.

It is always a good idea to have some
heavies lurking around to claim

objectives and stop enemy units from
outflanking your Orky spearhead.
That's where the Deff Dread and Killa
Kans come in. They are relatively
cheap but fully capable of stomping
flat anything that comes within 12" of
them, laying down a hail of fire
support in the meantime!

The army's elites come in the form of
units of Nobs. One is used in exactly
the same way as the Trukk Boyz,
storming forward and getting into
close combat on Turn 2. The other
unit of Nobz is mounted on Warbikes.
Try using them to tear open a tank
skulking at the rear of the enemy force
(even the Nobz with the big choppas
are S8 when they charge), or ripping
apart the enemy’s elites before they
get to launch a charge of their own.

12 Ork Boyz

with slugga and
choppa, plus one big
shoota. Includes Nob
with slugga, choppa
and bosspole.

Trukk

with red paint job,
wreckin’ ball, ram,
hoarding plank,
armour plates.

FAST ATTACK

2 Warbuggies

with twin-linked
rokkil launchas and
red paint jobs.

6 Warbikes
includes Nob with
power klaw and
hosspole.

190
3 Wartrakks
2 twin-linked shootas
and 1 skorcha,

110
HEAVY SUPPORT
Defi Dread
with big shoota and
rokkit launcha.

i

2 Killa Kans

one with big shoota
and one with rokkit
launcha.

TOTAL 1500
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. Skin: Orkhide Shade
. Teeth: Scorched Brown
. Eves: Blood Red

Give the Ork’s skin a basecoat of
Orkchide Shade, the teeth a coat of
scorched brown, and pick out the
eves with Blood Red.

Checks

Lines: Fortress Grey

Using a Fine Detail brush, create a
sqquare grid on the relevant part of
the model with Fortress Grey.

AT
it !

. Skin: Knarloc Green
. Teeth: Graveyard Earth

The Ork flesh is given a mid-tone
layer of Knarloc Green, while the
teeth are given a laver of
Gravevard Farth.

Checks: Fortress Grey

Fill in alternate squares with
Fortress Grey, it doesn’t have to be
very neat — imagine that an Ork or
Grot has painted it!

WHITE DWARF  ORKS DESIGN NOTES

’Eavy Metdl’s Fil Dunn

ows

us how the team paintedithe
Studio Goff army

Skin: Goblin Green
Teeth: Bleached Bone

Next, paint the flesh with Goblin
Green, leaving the darker tones
visible in the recesses. The teeth
are given a highlight laver of
Bleached Bone.

O Checks: Skull White

Highlight the Fortress Grey-filled
squares with Skull White.

Skin: 50% Goblin Green
50% Bleached Bone

O Teeth: Skull White

For the final highlights, the skin
was given a layver of a 1:1 mix of
Gaoblin Green and Bleached
Bone. The Teeth were finished
with Skull White,

Chips: Mithril Silver

Add small flecks of Mithril Silver to
represent chipped armour.




Ork Boy

Lines; fFortress Grey Pattern: Fortress Grey
With a Fine Detail brush, outline a
repeated triangular pattern along
the edge of the part of the mode!
vou wish to decorate.

Fill in the triangular dag pattern
with Fartress Grey.

g, o
. Wash: Chaos Black

Apply a wash of Chaos Black all
over the metal areas to dull it
down and provide shading.

Base: Boltgun Metal

To get a patchy, dark metal look for
the Ork weapons, start with a
basecoat of Boltgun Metal.

Mega-armoured Nob

‘Ard Boy

O Pattern: Skull White

Highlight the dags with Skull
White. Try to keep the grey outline
visible, although vou don't have to
be too neal.

Highlight: Mithril Silver

When the wash has dried, apply a
liberal highlight of Mithril Silver to
the prominent edges.

Warboss

Chips: Mithril Silver

Paint an chips and scratches with
Mithril Silver.

The finished Ork. All of the models
on this page make use of the same
techniques and palette.
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Big Mek Ghashrack peered out through the narrow rusting vision slit, smacking his
bony face on the metal as the Stompa took another lurching step forward.

'l 1o no-on

noul 1o hazard

machine

All this weekend your local Games Workshop store will be running all kinds of Orky
madness, including;

* Apocalyptic battles, featuring hordes of Orks battling Imperial defenders for
possession of the Crimson Fist home planet; Rynn’s World!

Ork Trukk conversion clinics

Ork unit building and painting

Mek Bike and Trukk racing, and even...
Stompa Building!*

Get down to your local store and find out about the exciting Warhammer 40,000 Ork
themed events and activities they are running.




Games Workshop Stores
Retail stores! Hobby Centres! Shops! Palaces
of fun! — call them what you will (perhaps not
the last one) — there's no doubt that a Games
Workshop store is central to the hobby
experience for most of us,

And that's because Games Workshop
stores are unigue. In addition to having all the
latest releases, a huge range of Citadel
miniatures, rules and paints (all the things
vou'd expect of a more traditional shop) our
stores give you a couple more things. The first
is providing our legendary customer service —
if you've got a problem, they're the guys to
fix it (unless, of course, it's of a medical
nature, in which case a doctor might be a
better bet). The second thing is all the
additional services they offer. As well as
somewhere to buy vour models, they're also
a fantastic source of advice, activity and all-
round hobby enthusiasm.

Painting
A painted model is a thing of beauty. A well-
painted one doubly so. It is a scientific fact
that unpainted models result in bad dice rolls
and the derision of your mates. But not all of
us are born to wield a brush with the skill of
Michaelangelo, Rolf Harris or an "Eavy Metal
painter. Recognising this fact, our retail stores
offer regular painting lessons, clinics and
tutorials designed to help you either learn to
paint or improve your skills and techniques,
making sure your models need never again
appear wearing just their undercoat.

Modelling
Sticking, sawing, clipping and gluing.
Everyone has to do it, but we're not all great
at it, Enter the humble Games Workshop store
and vou'll be guided from ham—fisted super-
glue novitiate to the lofty heights of
conversion ninja by our enthusiastic staff.
Before you know it you'll be modelling like a
true master.

Gaming
It is a common misconception that staff in our
shops do nothing but play games all day,
every day. This is of course rubbish — they get
some days off and we have to let them stop
for lunch by law. Apart from that, what they
actually get to do is show you how to play
our games all day every day. So whether
you've just got vour first game for Christmas,
or have been playving since Rogue Trader
(Younger readers: ask vour dad —
Grombrindal) you're guaranteed to receive
top notch gaming advice in your local Games
Workshop store.

So with all that on offer, what are you waiting
for? Get yourself down to your local Hobby
Centre today!
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In this month’s battle report, the Ultramarines execute a
pre-emptive strike against a growing Ork Waaagh! Can
Tigurius rid the Imperium of yet another devastating
greenskin invasion before it has truly begun?

he sector of space known as Charadon

lies close to the stellar boundaries of

Ultramar. Charadon has constantly
been a thorn in the Ultramarines’ side, as
it has been riddled with Orks for as long
as even the most venerable of the
Chapter’s Dreadnoughts can remember.

Since the rise of Chief Librarian
Tigurius to the upper echelons of the
Ultramarines Chapter, the Orks of
Charadon have been consistently stymied,
and potential Waaaghs! brought low before
they could gain any momentum. Each
time, through wise counsel, bitter
experience and prescient vision, Tigurius
has managed lo identify potentially
powerful Ork Warlords and eliminate them
before a Waaagh! can build.

Meanwhile, on an arid backwater
planetoid, Goff Warboss Bigtoof Brainbiter
and Evil Sunz Warboss Gitkilla were
having a bit of a scrap. What started as a
race around their large Ork settlement
quickly escalated into a fight. The Orks
split into their clan allegiances and a full-
blown battle overtook the whole shanty-
town. As the braw| headed to its climax
and both Warbosses were poised to
decapitate each other with their choppas,
the sky lit up and blue Drop Pods began to
fall from the heavens. The two Warbosses
met each other’s gaze and both sprouted
big, toothy grins, turned to their respective
Boyz and hastily set about organising their
forces for the battle to come.

This, then, is the scenario for our battle
report. Tigurius has divined that one or
both of the Warbosses will one day gather

a massive Waaagh!, leading the Orks of
Charadon to make war against the
Imperium. Tigurius, accompanied by a
force of Space Marines, has arrived to
destroy both Warbosses before the
Waaagh! can gather momentum.

Phil Kelly, author of Codex: Orks, will
be taking control of the Goff and Evil Sunz
alliance while Space Marine veteran, Matt
Hutson, will be commanding the
Ultramarines attack. We set the table up to
represent the outskirts of the Ork
settlement, with the Space Marines arriving
upon the boundary just as the Orks have
gathered their force. The mission being
played was a Gamma-level Recon, the aim
being to get scoring units into your
opponent's 15" wide deployment zone.

Phil deploved his large green force
across the length of the table, with a rough
split of the Goffs in the northeast and the
Evil Sunz in the northwest. Warboss Bigtoof
Brainbiter stood proud amongst the large
mob of Slugga Boyz in the centre of the
west flank, while Evil Sunz Warboss
Gitkilla was already mounted in his Trukk
on the far east flank.

Knowing that he would be seriously
outnumbered, Matt deployed cautiously.
His Scout sniper squad set up at the peak
of the central hill, with the other Space
Marine squads deployed around the hill’s
hase. The Predator Annihilator and
Destructor were positioned on the west
flank, as was Tigurius, who was facing the
Goff Warboss and his Slugga mob across
the ramshackle barriers of the Ork
encampment. It's time for a rumble...

Mission: Recon

Both sides are
attempting to punch
through the enemy
lines to establish
forward positions and
probe the opposition’s
strength in preparation
for a major attack.

Objective:

Enemy Lines

Both players must
attempt to get units
into the enemy
deployment zone and
overrun their lines.
The deployment zones
extend 15" from the
long board eclges.
Victory Point rules are
used in the Gamma
level mission.

Gamma Level Rules:
Infiltrate, Deep Strike,
Dusk & Dawn, Victory
Points.

Set-up:

Plavers take it in turns
to place one unit at a
time in their
deployvment zone. No
unit may be deployed
within 24" of the
enemy or more than
15" from their own
table edge.

A roll was made to
see whether it was
dawn or dusk — it was
neither. A turther roll
was made to see who
got the first turn, which
Phil won.
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Phil Kelly’s Ork force is an alliance
between two rival clans: the Goffs and
the Evil Sunz.

: HQ
3 o Warboss Bigtoof
Brainbiter
with big choppa and
Attack Squig.
80 points

| 0 Big Mek Magstak

with Shokk Attack Gun

95 points

ELITES
7 Tankbustas
including Nob,
tankhammer and 2
Bomb Squigs.

. 0 8 Lootas

TROOPS

3 Meganobz
Trukk

with red paint job
and ram.

125 points

120 points

165 points
25 Ork Boyz
with sluggas and
choppas, plus 2 rokkit
launchas. Includes Nob
with power klaw and
hosspole.
210 points
20 Ork Boyz
with shootas and 2 big
shootas. Includes Nob
with power klaw and
|):’JSSD|'_:[ER
170 points
0 10 Gretchin
with Runtherd
40 points

E WHITE DWARF  BATTLE REPORT

Phil: What's better than fielding an army of

the brand new Orks in their inaugural
battle report? Fielding two Ork armies, of
course. Courtesy of a cool back story | get
to pick both an Evil Sunz army and a Goff
army, and will be keeping a tally as to who
can kill the most Space Marines over the
course of the game. Ace!

So what are my weapons of choice
against Matt's finely balanced Ultramarines
strike force? Ghazghkull’s high points cost
made his inclusion tricky, so | went for a
pair of cheap Warbosses instead. The Goff
Warboss will be accompanied by some
Meganobz as a bodyguard (these power-
klaw toting hard cases count as Troops if
you choose a Warboss) and two huge units
of Ork Boyz as the backbone of the force.*

With the basics covered, | can afford to
spend some points on some of the Ork
wonder weapons (it's a wonder when they
actually hit something). First up was a Big
Mek with a Shokk Attack Gun, a
consummate Space Marine-killer due to its
large template and AP2. Big Meks work
well in tandem with Lootas. The Lootas
can chuck out a hell of a lot of firepower
(a full squad of 15 can theoretically fire 45
Strength 7 shots if they roll well), are great
at finishing off a squad that the Shokk
Attack Gun has mauled, and give the
vulnerable Big Mek some cover into the
bargain. They will be invaluable if Matt
decides to Rhino-rush his way across the
table, because their deffguns are great
against lightly armoured vehicles.

* For the record, if a full squad of Ork Boyz gets to charge, it can chuck out 120 (yes, one hundred and twenty)
attacks, all at Strength 4 or better. Stick that in your power armour and smoke it!




Heavy armour is more of a problem for
the Ork horde, though, which is why |
consider a unit of Tankbustas an absolute
must. These rokkit launcha-equipped Boyz
are the big game hunters of the Ork world,
and excel at busting tanks (surprise!),
especially if they get in range to launch a
Bomb Squig or two at the enemy. They will
follow the big mobz into battle, with a big
stompy Deff Dread and a pair of Killa Kans
in support to deter any counter-assaults,
and a Grotz mob to bolster my numerical
advantage even more.

Once the footsloggers were covered, it
was high time | paid for some wheels. |
wanted to put pressure on the Ultramarines
gun line from the very start, and so | took a
Trukk for my Meganobz and two more
Trukks for my Evil Sunz Boyz. | gave them
wrecking balls, too, so that once they had
dropped the Boyz off they could get stuck

in with some vehicular close combat -
smashing great big dints into those pristine
Ultramarines vehicles does appeal 1o the
greenskin in me!

The Evil Sunz flanking force is led by a
unit of the splendid new Ork Warbikes —
excellent all-rounders and very fast indeed.
Next, | turned my attention to the
Wartrakks and Warbuggies, adding twin-
linked rokkit launchas and red paint jobs
wherever | could afford the points. Before |
knew it, I had myself an Evil Sunz army —
not quite as hitty as the Goffs, but a hell of
a lot faster. With a bit of luck, I'll be in
Matt's deployment zone before he knows
what has hit him. Whilst he's concentrating
on my first wave, the main bulk of the
greenskin army will close in for the
inevitable kill...

That being said, Matt is an experienced
player, so this may well be a close one.

0 10 Ork Boyz

EVIL SUNZ
HQ
Warboss Gitkilla
Big choppa, twin-linked
shoota and bosspole.
75 points
TROOPS
o 10 Ork Boyz
with slugga and choppa,
plus big shoota. Includes
Nob with power klaw
and hosspole.
Trukk
with red paint job and
wreckin' ball,
155 points

with slugga and choppa.
Includes Nob,
Trukk
with red paint job,
wreckin® ball.
120 points
10 Ork Boyz
with slugga and choppa
60 points
FAST ATTACK
e 2 Warbuggies
with twin-linked rokkit
launchas and red paint
jobs.
A0 points
3 Wartrakks
with twin-linked
shootas, 1 skorcha.
115 points
0 7 Warbikers
including Nob with
power klaw.
210 points
HEAVY SUPPORT
Deff Dread
with big shoota and
rokkit launcha.
90 points
2 Killa Kans
with big shoota and
rokkitl launcha.
90 points

GRAND TOTAL 2000

poday apyeg [ SHYOL

Known as the “Alien
Guy” within the
Design Studio, Phil is
an expert commander
in Xenos warfare. As
the Codex author, he's
out to prove that the
Orks are no pushovers.
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The Emperor’s finest, led by Tigurius, must slay the

(5

Ork Warbosses to prevent a future Waaagh!

Tigurius, Chief Librarian
of the Ultramarines
with Rod of Tigurius,
bolt pistol, Hood of
Hellfire, frag grenades
and krak grenades.

165 points
Chaplain Octavius
Reclusiarch with master-
crafted crozius arcanumt,
bolt pistol, frag
grenades, melta bombs,
Terminator Honours,
jump pack.

142 points
TROOPS
Space Marines
Tactical Squad 1
Sergeant with bolt pistol
and chainsword, 1
Space Marine with
flamer, 1 Space Marine
with missile launcher, 6
Space Marines with
bolters. All have frag
grenades,

160 points
Rhino
with starm bolter and
smoke launchers,

53 points

Space Marines
Tactical Squad 2
Sergeant with bolt pistol
and chainsward, 1
Space Marine with
flamer, 1 Space Marine
with missile launcher, 7
Space Marines with
bolters. All have irag
grenades,

176 points
Rhino
with storm bolter and
smoke launchers.

53 points

Space Marines
Tactical Squad 3
Sergeant with boll pistol
and chainsword, 1
Space Marine with
flamer, 1 Space Marine
with missile launcher, 7
Space Marines with
holters. All have frag
grenades,

176 points

Matt: So it falls to me (and the
Ultramarines) to stop the latest Ork
Waaagh! from engulfing the galaxy.

Fighting Orks is quite straightforward,
really — shoot them a lot and don’t let them
assault you en masse! The problem is that
there are usually twice as many of them,
meaning that they tend to hit you in waves.
No sooner have you slaughtered one mob
of Boyz than another one is right behind
them — the phrase “plenty more where they
came from” definitely applies to Orks. So if
you want to stop them, make sure you
have plenty of firepower backed up by
some close combat units that can react
quickly to where the Orks look most likely
to overwhelm your lines.

With this in mind | set about designing
a Space Marine force with as many bolters
in it as possible. For the core of the army |
went for three maximum-sized Tactical
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Squads in Rhinos, each equipped with a
missile launcher to help deal with any
Trukks or Kanz, and a flamer for when the
Orks get too close to my thin blue line.
To lead the force, | selected Chief
Librarian Tigurius. | chose him mainly
because of his background of being an
expert at fighting Orks, which | thought
was very characterful. He also happens to
be a rock hard Space Marine Librarian,
with some tasty psychic powers at his
disposal. | chose Veil of Time, which
allows him to make any number of re-rolls,
and Fury of the Ancients because of its
unlimited range and D3 Strength 5 hits.
With the compulsory choices filled, |
moved on to selecting some Heavy
Support. Past experience of fighting Orks
has taught me that they struggle against
heavily armoured tanks, so | chose three of
them. Vindicators are good against pretty




much everyone, mainly due to the size of
the template they fire. This tank is perfect
for guarding my flanks, as just the mere
threat of the Vindicator is enough to turn
large parts of the tabletop into a no-man’s
land. Against Orks, | consider the Predator
Destructor an essential choice. Its
autocannon and heavy bolters are perfect
for taking out lightly armoured Trukks and
Warbikes as well as swathes of Ork boyz.
For my final Heavy Support choice | was
tempted to take another Predator
Destructor, but in the end | settled on a
Predator Annihilator — its multiple
lascannons will be useful for picking off
the Killa Kanz | was sure Phil would be
bringing along.

Back to the plan — next on my list were
some rock hard close combat troops, fast
enough to plug any holes in my lines. Two
10-man Assault Squads led by a Chaplain

b R ()Scuut Squad

will be well able to fill this role. With each
squad capable of putting out 30 Attacks
when they charge, they should be able to
make a mess of Ork mobs of any size.
When accompanied by a Chaplain they are
even better, as you get to re-roll any missed
hits. Even if they are charged, they still get
to fight first against Orks due their higher
Initiative values,

To finish off, I've selected a unit of five
Scouts armed with sniper rifles and a
missile launcher. The sniper rifles may
come in handy for pinning small units of
Boyz, while the missile launcher can be
pul to a variety of uses.

The force | have picked is quite
balanced and should be able to hold its
own no matter which mission we play. It is
actually quite a manoeverable force for
missions such as Recon, while it's solid
enough to hold objectives.

Rhino E

with storm bolter and
smoke launchers,

53 points
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Sergeant with sniper
rifle, 3 Scouts with
sniper rifles, 1 Scout
with missile launcher.

T

95 points
FAST ATTACK
0 Space Marines
Assault Squad 1
Veteran Sergeant with
power fist, bolt pistol
and combat shield. 2
Space Marines with
plasma pistols, 7 Space
Marines with bolt pistols
and chainswords. All
have frag grenades and
jump packs.
265 points

0 Space Marines

Assault Squad 2
Veteran Sergeant with
thunder hammer and
bolt pistol, 2 Space
Marines with plasma
pistals, 7 Space Marines
with bolt pistols and
chainswords, All have
frag grenades and jump
packs.

276 points

HEAVY SUPPORT
Vindicator
with extra armour.
130 pomnts
@ Predator Destructor
with autocannon and
heavy bolter sponsons.
110 poimnis
m Predator Annihilator
with twin-linked
lascannons and
lascannon sponsons. ¥,

145 points

GRAND TOTAL 1999

Matt’s worked on every
issue of White Dwarf
since January 1999,
serving under four
temperamental editors.
He’s either a heroic
Longbeard, or a glutton
for punishment!

www.games-workshop.co.uk/orks
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The Orks begin by charging forward, before following
up with a surprisingly impressive Shooting phase.

Turn |

Annotations

The Tankbustas
fired their rokkits
at Tactical Squad
2's Rhino. One of
the rokkits hit,
glancing the
Rhino’s front
armour and
immobilising it.

The Shokk Attack
Gun fired upon
Assault Squad 2.
Luckily for Matt
the large template
scattered 6" from
the squad, and the
frenzied Snotlings
materialised
helplessly in the
middle of
nowhere,

Warbuggies and
Wartrakks revved
their engines and
drove forward,
firing their shootas
and rokkits at
Assault Squad 2,
The shots either
missed or pinged
off power armour.

The Vindicator
fired its
demolisher
cannon at one of
the Evil Sunz
Trukks, the shot
scattered north
onto a Warbike
and destroyed it,
but still managed
to catch another
Trukk in the blast.
The Trukk was
destroyed, and
careened forwards
into a barrier. The
Ork passengers
got out unharmed.
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of both clans surged forward towards
the Ultramarines’ line. In the east, the
Evil Sunz Trukks and Bikes stormed up the
flank. Across the battlefield the Goff Deff
Dread used its powerful claws to climb the
building. Only the Lootas and the Big Mek
remained stationary.

The first shot of the game was from the
rokkit armed Boyz in the large Goff Slugga
mob. Despite Phil needing 5s to hit, both
rokkits struck the Predator Destructor. One
penetrated, and the Space Marine tank
blew up, taking an Ultramarine from
Tactical Squad 2 with it. The Evil Sunz
Trukks managed to draw a bead on Assault
Squad 1 and killed two Space Marines with
more uncharacteristically accurate fire. The
Big Mek and Lootas fired upon Assault
Squad 2, the Lootas managing to despatch
another Space Marine (B).

B ellowing a massive Waaagh!, the Orks

In Matt's turn, the
Ultramarines largely held their
ground, with only the Assault Squads
moving. Assault Squad 1 moved towards
the centre of the table, away from the Evil
Sunz Trukks, and Assault Squad 2 moved
forwards towards the Ork barricades. The
Space Marine Shooting phase was
concentrated on the two large Goff mobs,
the largest — the Slugga Boyz — taking the
lion’s share of the fire and casualties (F),
After the sustained Space Marine shooting
had stopped, the Slugga mob had lost ten
of its number and was reduced to 15 Boyz.
The Goif Trukk was hit by the Predator
Annihilator and was sent Kareening out of
control, before exploding in front of the
ramshackle barricades and disgorging its
Meganob passengers prematurely.




Ultramarines
o Tigurius
G Chaplain

m Wartrakk

Warbuggy
i 0 Assault Squad 1

Q Assalilt Squad 3 E Warhikers Mob
-3 @ Scout Sguad Trukk

0 Tactical Squad 1
) Tactical Squad 2 @ Killa Kanz Mob

ok Tactical Squad 3
ey 6 snli i @ Defl Dread
= E Rhino

Vindicator

Goff Orks
u G warboss
Predator @ Big Mek
Destructor
@ Mezanobz Mob
Preclator
Annihilator @ Gretchin Mob

0 Lootas Mob
Evil Sunz Orks

0 lankbustas Mob
@ warboss @ Ok Boyz Mob 1
© Ok Boyz mob | € Ok Boyz Mob 2

€ Ork Boyz Mob 2
Trukk
9 Ork Bovz Mob 3

| Ork Trukks

Trukks are all about how fast they can get Boyz to the
enemy, and so are not heavily armoured at all,
essentially being a flatbed chassis with wheels and an
engine block. However, even when a Trukk turns into a
cartwheeling pile of burning wreckage they have a
tendency to keep moving, with the passengers

mob attracted the
majority of the
Ultramarines’ fire.
Tactical Squads 1
and 2, Tigurius and
the Scouts, all shot
at them, killing ten
Orks in total.

‘ The Goff Slugga

desperately holding on, more determined to engage the
enemy than ever. Thus, Trukks have a unique damage
table that the Ork player rolls on when they suffer a
“vehicle destroyed” or “vehicle explodes” result. This
usually means that the Trukk can make an extra move —
or Kareen! - before the wheels fly off and its passengers
can finally disembark, shaken but ready to fight.

www.games-workshop.co.uk/orks
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Red Ones
Go Fasta!
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A well-timed Waaagh! gets the Ork
Boyz into combat early, although it Turn 2
doesn’t all go to plan for the greenskins.

E WHITE DWARF  BATTLE REPORT



y
4 (alling da Waaagh!
Once per game the Ork player can declare a Waaagh! during the Shooting
phase. For the duration of the turn, all Ork infantry units (not Grots —
| they’re far too weedy) gain the Fleet of Foot special rule. If a unit rolls a 1
| when checking the distance for the Waaagh! move, then the Orks start
|

fighting before they even get to the enemy!

Annotations (Ork turn)
o The surviving Evil Sunz Trukk
zoomed up to the Space
Marine lines. Warboss
Gitkilla and his Boyz
disembarked and ran into
combat with the nearby
Assault Squad. However, the
Ultramarines proved to be
up to the challenge and
killed seven Orks before the
greenskins could even raise
their choppas in anger. The
Speed Freeks’ assault was
blunted, and the Warboss
and surviving mob fled back
towards Ork lines.

The Ork Warbikes turbo-
hoosted through the
barricades and quickly
surrounded the Vindicator.

Phil rolled a hit on the
scatter dice when firing the
Shokk Attack Gun, the
template was placed smack
bang in the middle of Assault
Squad 2. A massive 10 was
rolled for the Strength, so
Matt had to remove five
dead Assault Marines — the
accompanying Chaplain only
survived thanks to his
rosarius save.

The Tankbustas released a
Bomb Squig at the Predator,
but it was out of range. They
fired at it instead, scoring
three glancing hits,
immobilising the tank and
preventing it from firing in
the following turn.

Thanks to the Waaagh!, the
Meganobs reached and
engaged Tactical Squad 2.
The Orks took a wound but
retaliated by slaying five
Space Marines. The
Ultramarines lost badly and

fell back.

The Goff Shoota Boyz
crashed through the
barricades and into combat
with Assault Squad 2. The
Goffs lost four of their
number but wiped out the
Assault squad, including the
Chaplain, in short order.

| "ﬁww iﬁi;ﬁ%\i'orkshop.co.uk/nrks
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Tlll'll 2 confinued...

Phil began the turn by decisively

moving the remaining active Evil Sunz
Trukk forward. It bounced over the Ork
terrain and then swerved in front of the
Ultramarines Assault Squad, offloading the
Evil Sunz Warboss, Gitkilla, and his retinue
of Ladz. The Warboss bellowed a massive
Waaagh! that was answered by all Orks on
the battlefield as Phil declared he was
using the Waaagh! special rule, allowing
all Ork infantry units to Fleet in the
Shooting phase. Like a green tide, the Orks
stormed forward, with the exception of the
Big Mek and the Loolas.

The Shokk Attack Gun fired again. This
time it was far more accurate, as five
Assault Marines suddenly found they were
i sharing their power armour with rabid,

: insane Snotlings. The Chaplain survived
the attack — only just — thanks to his 4+
rosarius save. The Lootas fired at the same
squad and managed to take out another
Space Marine. The Wartrakks also targeted
the same squacl but missed.

The Warbuggies in the centre of the
field fired upon Tactical Squad 3's Rhino -
both hit and penetrated the Space Marine
vehicle, destroying it.

On the east side of the table the Deff
Dread launched its rokkits at the surviving
Predator. They missed, flying harmlessly by
the target. The Tankbustas also targeted the
Annihilator and were much more accurate,
scoring three glancing hits, which
immobilised it, preventing it from firing in
the following Shooting phase.

In the Ork Assault phase, the
Meganobz, thanks to the Waaagh!, charged
into Tactical Squad 2. The Ultramarines
struck first, wounding one of the Nobz, but
the Orks hit back killing five in return,
causing the Space Marines to fall back. In
the centre, the Goff Shoota Boyz charged
across the barricades and into close
combat with the Assault Squad. Once
again the Space Marines hit first, cutting
down four of the greenskins. The Orks
fought back, buoyed up by their Furious
Charge ability and slew all the remaining
members of the squad. The Chaplain was
finally brought down, completely
surrounded by a tide of Orks.

Events didn’t go so well for Gitkilla and
his Evil Sunz Boyz. The Orks charged into
the remaining Assault Squad, but their
momentum was stolen, as the chainswords
of the Ultramarines slew seven Orks before
they could even finish their war cries. The
Ork Boyz tried to hit back but all missed.
The Warboss stepped forward muttering
that he’'d “Show "em ‘ow it's dun”, but,

Thinking like any self-respecting Ork,
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despite hitting and wounding, the
Ultramarines’ power armour saved all the
attacks. The Assault Squad had soundly
beaten the Evil Sunz mob and its Warboss!
Proving that they can go fast even without
wheels, the Evil Sunz mob promptly fled
back towards the greenskin settlement,
before the Assault Squad could catch and
destroy them outright.

The Ultramarines hif back

The Space Marines began the turn with
Tigurius casting the Veil of Time, a psychic
power that allows all dice rolls directly
affecting him to be re-rolled. The power
was cast, but Matt rolled a double-1, so the
Chief Librarian lost a wound to the Warp.

Movement began with the triumphant
Assault Squad using their jump packs to get
within assault range of the Warbikes.
Tigurius, with Tactical Squad 1, moved
towards the Meganobz. The Vindicator
moved forward, gunning for the
Warbuggies in the centre of the battlefield.

In the Space Marine Shooting phase,
Tactical Squad 3, in the centre of the field,
fired upon the approaching Shoota Boyz
with a flamer, which fried two Orks and
wounded the Nob. The bolters and krak
missile from the same squad killed another
five greenskins. The Vindicator fired at the
Speed Freeks. Its massive shell was on
targel, destroying both a Wartrakk and a
Warbuggy in the resulting explosion. The
remains of Tactical Squad 2 fired upon the
Goff Warlord and his large retinue of
Slugga Boyz, but the Ultramarines were
obviously still shaken and all missed.

The Assault phase began with Tigurius
and the attached Tactical Squad charging
into the Meganobz. Before the heavily
armoured Orks could even raise a power
claw, Tigurius unleashed a full-scale
psychic assault with his force weapon. All
three Meganobs were slain where they
stood, their mega-armour useless in the
face of the psychic onslaught.

The Assault Marines, fresh from dealing
with the Evil Sunz Warboss in the previous
turn, flew into combat with the Warbikes.
Despite hitting first, the Ultramarines failed
to wound the Ork Warbikerz, the
greenskins’ vehicles proved too tough for
the teeth of the chainswords. In retaliation,
the Orks proved equally ineffective, not
scoring a single hit. Then it came down to
the two big hitters — the Assault Marine
Sergeant managed to crush two Warbikes
with his power fist, while the power klaw-
armed Ork Nob slew two Space Marines.
All square, the units were left locked in
combat for another turn. .

Smash and Grab
There’s nothing that
can really stand
against a power fist, as
the Evil Sunz Warbikes
found to their cost.
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Ultramarines

0 Tigurius
Chaplain

Q Assault Squad 1

Assault Syuad 2

@ Scout Squad

0 Tactical Squad 1
| @ Tactical Squad 2
6 Tacheal Squad 3

E Rhina
E Vindicator

Predator
Destructor

Predator
Annihilator
Evil Sunz Orks
Q) warboss
@ Ork Boyz mob 1

G Ork Boyz Maob 2
9 Ork Boyz Mab 3

m Wartrakk
m Warbuigay
B Warbikers Mob

Trukk
@ Killa Kanz Mob

@I’?ul'. Drread
Goff Orks
9 Warboss
@ Big Mek

m Meganobz Mol

@ Gretchin Mob
o Lootas Maob

o Tankbustas Mob |

o Ork Bove Mob 1|

€ Ok Boyz Mob 2

Trukk
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Charadon’s Bane
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Goff Warboss Bigtoof Brainbiter faces off against

Tigurius in a climactic scrap, while across the field

the Evil Sunz prove they are far from finished.

first two turns clambering about on the

roof of an Orky building, jumped
down with a resounding thump and
lumbered towards the remains of Tactical
Squad 2. The other Orky walkers, the Killa
Kans also finally made it into range,
making their way through the Warbuggy
wreckage created by the Vindicator in the
previous turn.

The large Goif mob cleared the
bharricades and moved towards the
Ultramarines line as fast as they could,
with the Warboss yelling at the top of his
lungs. The greenskins were so emboldened
by this that even the Gretchin mab
advanced. The only active Ork Trukk
moved next to the Vindicator and started to
swing its massive wrecking ball, hoping to
take the final Space Marine tank out of
action with a gigantic, swinging lump of
oxidised metal.

The Shooting phase began with the Big
Mek aiming the Shokk Attack Gun at
Tigurius and Tactical Squad 1. Once more,
the blast marker was on target and four
brave Ultramarines died as they merged
with frenzied, warp-propelled Snotlings.
The Lootas fired next; aiming at the same
squad, they inflicted an impressive four
wounds, with Matt only saving one of
them. The Goff Boyz readied their sluggas
and also poured fire into the same squad,
but despite seven hits and five wounds,
Matt managed to make some saves this
time and only one Space Marine fell. The
two remaining Wartrakks were next and
fired at the beleagured squad, wiping out
the remaining Space Marines and leaving
just Tigurius to face the onrushing mob of
battle-hungry Goffs.

In the Assault phase, the Goff mob
piled in and surrounded Tigurius. However,
the hero of Macragge was far from
intimidated. He swung his force weapon in
a crackling arc and brought it down on
Warboss Brainbiter’s head, slaying him
instantly! The Warboss managed to inflict
two wounds in his death throes, both of
which the Librarian saved.

Elsewhere, the Goff Shootas charged
Tactical Squad 3. The Ultramarines lost
two men and failed to wound any Orks in
return. On the east flank the Evil Sunz
Boyz charged into the Assault Squad and

The Deff Dread, which had spent the
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Warbike combat. The Assault Marine
Sergeant with the power fist managed to
destroy another Warbike, but the sheer
number of greenskins swamping the squad
finally did the job, and the valiant Space
Marines were wiped out.

The Space Marine turn saw very little
movement (C). Tactical Squad 2 turned its
flamer on the Ork Tankbustas and slew
four with burning promethean. The
Tankbustas wavered in the face of such
losses and fled back into the settlement.

In the Assault phase Tigurius bravely
battled on, felling another two Goffs. In
response he weathered 33 attacks, of
which eight wounded him, but still he
managed to survive! However, an Ork Nob
with a power klaw dashed Matt's hopes,
and brought down the Ultramarine hero -
this will be a grave day on Ultramar!

In the combat between the Goff
Shootas and Tactical Squad 3 the
Ultramarines killed another Ork for no
losses in return. Without their Furious
Charge, the Ork Boyz lost some
momentum and only inflicted two wounds,
both of which were saved. The Orks had
lost the combat but stayed put only
because the Nob used his bosspole to
murder a comrade and prove a point!

Turn 3

Who's da Boss?

Ork Nobz carry
bosspoles as a sign of
their status. Each time
a unit with a bosspole
fails its Morale check,
you may choose to
inflict a wound on the
unit in order to re-roll
the test. This is the
Ork way of restoring
“dissaplin” to a rowdy
mob that might be
thinking of “runnin’ da
uvver way”.




Annotations

0 The Warbuggy fired its rokkits at the Rhino
and scored a penetrating hit, destroying the

Space Marine transport.

The Tankbustas targeted the Predator. The
rokkits glanced off the tank’s armour, but a
Bomb Squig detonated close by and glanced
it. Phil then rolled a 6, destroying the tank.

8

® o

Tactical Squad 2 was the only unit to move in
the Space Marine turn, advancing forward so

they could use their flamer on the annoying
Tankbusta Boyz.

The Vindicator fired at the Evil Sunz mob on
the east flank. The shot scattered back
towards the Ultramarines lines, and destroyed
a Warbike.

£

The Ultramarines Scouts aimed their sniper
rifles at the Deff Dread, hoping to find a weak

spot, but failed to penetrate.

(2 |

Sa |
R

l e ik Boyz Mob 3

. 0 Assault Sguad 1

E Rhino

Ultramarines
Wartrakk
G Tigurius
Chaplain m Warbuggy

Assault Squad 2

E Warbikers Mob
9 Scout Squad

Trukk
0 Tactical Squad 1

6 Tactical Squad 2 @ Killa Kanz Mob
Tactical Sguad 3 ;
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Shokk Attack!

AMAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA

Due to the tenacity of the Ultramarines and Turn 4
some faulty Ork equipment, the Space

Marines are far from finished, and make the

Orks pay for the death of every battle-brother.

he greenskin mobs not already The Mek, obviously still suffering from his
Tengagerl continued to advance. The unexpected journey, failed to hit the

Gretchin felt ready to take part in the Scouts, and lost the combat. Once again
battle by mounting some Trukk wreckage Phil rolled high for the Fall Back distance,
to give them line of sight to Tactical Squad and the Mek scarpered befare the Scouts
2 (B). The Wartrakk and Scorcher barrelled could cut him down. The Deff Dread
forward over the barricades in a desperate charged into Squad 2 and made short work
attempt to see some action, but Phil rolled of the two remaining squad members. On
a double-1 twice in a row for their the east flank, the Orks fared badly against
Dangerous Terrain test, and so both ended Tactical Squad 3, only managing to slay
up stranded and immaobilised in the middle one Space Marine. The Goffs stayed pul
of the battlefield. The Warbikes, fresh from but the Warbikerz hit the throttle and fled
their combat on the Assault Squad, charged ~ away from the combat.
into the ongoing combat between Tactical In the Ultramarines turn there was very
Squad 3 and the Goff Shoota Boyz. little for Matt to do; the only bits of

The Shooting phase started with the shooting were from the pintle-mounted
Shokk Attack Gun powering up. Phil storm bolter on the last Rhino, and the
targeted the Space Marine Scouts but then Scouts (C). The storm bolter fired into the
rolled a double-5, meaning that the Mek large Goif Slugga mob and managed to
teleported himself into combat rather than take down an Ork, crucially reducing the
the demented Snotlings! The active Evil mob to half strength.
Sunz Trukk fired its rokkits at the Then it was straight into the only active
Vindicator. The tank took a penetrating hit combat, between Tactical Squad 3 and the
and lost the demolisher cannon. Golffs. By this time, both sides seemed to

The assaults were fast and deadly for be suffering from prolonged exertion as the
both sides. The bewildered Mek fared Orks and Space Marines failed to hit their
badly against the Scouts, who took the foes. The combat ended in a stalemate,
surprise appearance of an Ork Mek in and both sides readied their weapons for
good stead and promptly wounded him. the next turn of fighting.

Turn 4
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Annofafions

A

The Evil Sunz
Warboss and the
Tankbusta Boyz
fled from the field
of battle.

The Grots aimed
their blastas and
fired on Tactical
Squad 2,
surprising
everybody by
killing two Space
Marines, leaving
the Deff Dread
with even fewer
targets to crunch.

Once again the
Scout Snipers took
careful aim at the
approaching Deff
Dread. They failed
to find a weak
point, and the Ork
walker continued
its inexorable
advance.

e
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Orks are da Best

ALAAAAAAAAAAAAAAAAAAAAAAAALAAAAAMAAALAAAAAAAAAAALAAAMAAA,

As the game entered the final third, it
was clear that the superior numbers of
the greenskin horde had prevailed.

Wreching Ball

Great for cracking
enemy armour,
wrecking balls are a
Trukk upgrade, which
deliver a Strength 9 hit
on a roll of 4+ on an
enemy unit within 2" of
the wreckin” ball.

E WHITE DWARF  BATTLE REPORT

s the battle drew towards the
A conclusion, the embattled Space

Marines fought on, although all
Ultramarines still alive knew that none
would survive the day. The Goff Slugga
Boyz moved up the hill to assault the
Scouts. The Evil Sunz mob and Gretchin
advanced as far forward as possible, Even
the Killa Kans finally moved around the
barricades and into walking distance of the
enemy deployment zone.

The Deff Dread advanced towards the
last Rhino, its claws chopping in
anticipation of cutting through the vehicle’s
armour. The Lootas fired upon the Scouts
and killed four, leaving just one to face the
enraged Goffs charging up the hill! In the
Ork Assault phase the Kanz and Evil Sunz
mob piled into Tactical Squad 3. The
Dread assaulted the Rhino and ripped it
apart, while the Goffs made short work of
the lone Scout. The Evil Sunz Trukk used its
wrecking ball against the side armour of

Turns 5 & 6

the Vindicator. The tank’s thick ablative
armour held and so the wrecking ball
failed to damage it.

Despite the Orks flooding the area, the
Space Marines of Squad 3 were far from
finished, slaying the Goff Nob — the last ot
the Shoota Boyz mob. Still, with the Kanz
and the Evil Sunz joining the fray, even the
Ultramarines struggled against the
overwhelming numbers and lost four Space
Marines, leaving just the Sergeant. Matt,
though, refused to be beaten and rolled a
double-1 for the Morale check!

Space Marine Turn 5 leapt straight into
the Assault phase, and the Sergeant
despatched another Ork and braved the
odds once more to survive the turn!

In Ork turn 6 all attention was focussed
on the lone Space Marine Sergeant. Could
he survive the final round of combat?
Unfortunately not — a Killa Kan
unceremoniously brought him down,
securing victory for the greenskins!




Turn 5
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Broad side of a barn
takes a direct hit!

1 just loved the look on
Matt’s face when two
rokkit launcha-toting
Orks in the big Slugga
Boyz mob got a pair of
direct hits on the
Predator Destructor,
turning it into scrap
before it had a chance
to fire. A couple more
Tankbustas in the
warband from now on,
1 would think!

Indirect influence
Though it runs against
Matt’s playing style, |
think I would have
played super-
defensive, holding my
Assault Squads back
and using them to
counter-attack.
Instead, their advance
triggered an early
Waaagh! and robbed
Matt of a turn of
shooting. Also some
indirect fire from a
Whirlwind or two
could have really
punished the Orks,
especially the Lootas
and their Mek buddy,
causing havoc from
the back.

WAAAGH! Orks

\AAAAAAAAAAAAMAAAAAAAMAAAMAAMAAMAAAAMAMAALMAMAALALMAAAALMAAALAMAMAA

Phil: Alright! That was all kinds of fun. The
Boyz got stuck in nice and early due to the
Waaagh! on the second turn, which robbed
most of Matt’s army of a whole turn of
shooting. | was very lucky with those
Meganobz — they managed to Kareen! their
Trukk towards Matt’s lines and pass their
Pinning check, allowing them to plough
into Matt's line before being seen off by
Tigurius {(damn that Veil of Time!).

The performance of the Boyz was
about right — one unit absolutely mullered
its Assault Marine opponents and cut down
the Chaplain leading them in a single
round, the others became chainsword
fodder. Overall | can’t fault the lads really.
They took out a couple of tanks with lucky
rokkit shots before the Tankbustas got into

full swing, and with the benefit of their
Furious Charge they bashed up Space
Marine squads and special characters alike.
The Warbasses, on the other hand, were a
bit of an embarrassment; despite causing
plenty of wounds, those were all saved by
Matt's power armour saving throws. The
Speed Freeks had a dodgy start, but really
took their toll in the latter half of the game,
with the Warbikes riding out everything
that the Space Marines could throw at
them and still breaking power armour with
the Nob's power klaw.

Overall a darn good fight - Matt's
mighty counterattack nearly swung the
game back his way, but in the end the day
was green, and one of the Warbosses even
lived to fight another day. Waaagh!

& § The performance of the Boyz was about right —
one unit absolutely mullered its Assault Marine
opponents and cut down the Chaplain leading
them in a single round, the others became
chainsword fodder! @€

Da best of da Orks

The Big Mek excelled himself. Sure, he

did accidentally fire himself across the
table into combat with the Scouts, but
before his little mishap he killed more
Space Marines than both the
Warbosses put together. Go the warp-
crazed Snotlings!

WHITE DWARF  BATTLE REPORT

“But ", ventured the Evil Sunz Nob to
Gitkilla, the Warboss, "Da Goffs arc
sayin' yoo ran from da oomies and they
ain't gonna follow ya now'ere”. The
Warboss looked at the Nob, as if
thoughtfully contemplating what he had
just said, before briskly raising his
choppa and decapitating the Nob in one
fell swing. Gitkilla spun round to face
the other Nobz who were trying to
ignore the previous speaker's body as it
jerked this way and that, spurting green
blood, before crumpling to the ground.
“Right! I want yoo's all ta listen and
listen good,” announced Gitkilla to the
gathered Evil Sunz. "I dont care what da
stinkin’ Goffs said, T didn't run from no
stoopid oomics. It was a trick of da
light or dat psyky Tigga bloke that
made ya fink yoo siw it. But I didn't

run like some pansy Grot, I bashed ‘em
good.” Gitkilla looked around, waiting
for an Ork stupid enough to voice an
objection - there was silence. "Now, I'm
. takin' charge of the whole shebang.
| anyonc fink they know betta?”
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Tigurius Lost

Matt: Well that game swung all over the
nlace! My counter attack in Turn 3 nearly
won it for me. Nearly.

Having weathered two waves of Orks |
ust didn’t have the numbers left to take on
i third. Losing the Predator Destructor
carly on was a big blow (It was just the
tvpe of jammy luck | expect from Phil).
Overall, though, there were two things that
lost it for me.

Firstly, | let the Assault Squads get
charged. For me, this a cardinal sin. | just
wasn't prepared for the Orks’ new Waaagh!
rule — a mistake | won't make again. |
should have hung back with them, but I'm
just too used to playing Black Templars.

And curse that Shokk Attack Gun! |
need to do my research a bit more next

time. This gun is awesome at killing Space
Marines and should be dealt with at the
earliest opportunity. A Devastator squad
armed with some heavy bolters or even a
deep striking unit of Terminators could
have dealt with him. Another mistake |
won't be making again.

Overall it was a fun game that swung at
least three times. With one Warboss dead
and the other one fleeing like a Gretchin
off the board (I'm sure a Nob from his
warband will be eyeing up his position)
another Ork Waaagh! from the Charadon
empire has been delayed; meaning that, in
a tenuous way, it’s a victory to the
Ultramarines (ahem). | look forward to my
next game against Phil, but | think Il field
my red Space Marines next time...

6 6 Vith one Warboss dead and the other one flecing
like a Gretchin off the board, another Ork
Waaagh! from the Charadon empire has been
delayed; meaning that, in a tenuous way, it’s a
victory fo the Ultramarines (ahem)! 9@

WHITE DWARF SAYS...

Christian Byrne, White Dwarf’s
resident “beardy” tournament
player, offers some words of advice:

Phil’s approach to the game was a
textbook use of the Orks —
overwhelming numbers of infantry
spearheaded by fast moving assault
units. The overall effect of such a
tactic against small, elite armies like
Space Marines is to grind their
numbers down and eventually
overwhelm them. Smaller armies can
deal with this, however, if they use
cover effectively (so they always
strike first) and hold valuable assault
troops and independent characters
back to launch the inevitable
counter-assault.

Another tactic that is not so common — yet devilishly effective - is using transport vehicles to block areas of the
battlefield hopefully buying time on one flank, while you deal with what’s approaching on the other. The key is to

HERO OF THE IMPERIUM
Tigurius was immense.
He killed all the Mega-
armoured Orks in one
turn of combat,
keeping the
Ultramarines in the
fight on the right flank.
If only he’d had an
Invulnerable save, he
could have fought to
the very end.
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remember the “one-inch rule”. This means (unsurprisingly) that enemy models cannot pass within 1" of an opposing
model unless they intend to assault it. Used wisely, three Rhinos can effectively barricade a section of the battlefield
for at least a turn (as an aside, if this is done with a skimmer any troops deployed can fire past the skimmer but
cannot be directly assaulted). If Matt had done something similar on his right flank, he could have brought the full
force of his army down upon the advancing Evil Sunz, hopefully wiping them out before returning to await the
advancing Goff horde.

www.games-workshop.co.uk/orks
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2007 in Review...

Here’s just a handful of some of the great
miniatures released over the last year:

High EIf Mage.

Boromir.

he last year was an incredibly busy

one here in the Games Workshop

Design Studio, with absolutely tons
of great releases hitting the shelves of our
hobby centres. It was a year in which old
favourites returned in new incarnations,
while new innovations stole the show.

Around these pages you can see a
sample of the great releases from last year,
from the Empire army for Warhammer last
January, to the more recent High Elves and
Apocalypse releases. Of course, these
flashbacks don't tell the full story.

For example, it was an amazing year
for hobby accessories. In April 2007 the
Foundation Paints were released, which
revolutionised the crafl side of the hobby
for many painters. Most recently, the
revamped Citadel Tools have provided
hobbyists with custom-designed modelling
implements for virtually every need.

August: The Return of the King

60 WHITE DWARF DESIGN STUDIO

Kurt Helborg.

Master of the
Ravenwing.

Gafavhar,

In a similar vein, Citadel scenery,
Apocalypse templates, Moonscape and
Vortex Grenade template, not to mention
the Apocalypse backpack and custom army
cases, have all contributed to making the
Games Workshop hobby that bit more
involving, fun and, well, cool!

It was also a year for activity and
participation. In addition to the amazing
Games Days all around the world (where
the show was stolen in almost every
instance by Baneblades and Apocalypse
mega-battles), we had the Nemesis Crown
campaign, supported by new models for
Empire, Orcs & Goblins, and Dwarfs, and
of course it was the year of White Dwarf's
30th hirthday, providing a great excuse for
a global party! You'd think that 2007
would be too hard to beat, but you'd be
wrong — just take a look at the next few
pages and see for yourself...



all nostalgic and takes

hite Dwarf team gets .
ea“t’vye:ar 2007 was. But of course, the Design

people rest on their laurels! On the ‘following
at the wonders that 2008 will bring!

As a new year begins, th
a look back at what a gre
Studio is not a place where
pages we'll also look ahead

Scenery

Not to be overlooked, the Citadel scenery
range, released in June 2007, revolutionized
Warhammer tabletops across the world. Now
gamers can populate their tables with buildings,
ruins, hills and forests, which look fantastic and
require minimum modelling effort!

Avgust: Gondor in Flames

CHADS SPAC

Citadel Trees. k‘

Mighty Empires 4
The return of Mighty Empires last \
July was welcomed by many 3
veterans, while newcomers to the
hobby were introduced to the
joys of Warhammer campaigns.

September:
Chaos Space Marines

“WARHAMMER

40,000,

November; High Flves

What a corker of a
year !h?t was! Turn
over to find out what
the future holds...a

The Baneblade, Quite simply the biggest
plastic kit we've ever produced, and the
star of the Apocalvpse refeases,
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WHAT THE FUTURE HOLDS
CITADEL DESIGN TEAM

The talented sculptors and CAD operators pulled out all
the stops in 2007, and look set to do it again this year! The
new technology devised while producing kits like the
Baneblade will really help push the bar for future projects.
Take a look at this incredibly detailed plastic Corpse Cart,
and wait until you see what’s coming up later in the year!
| Suffice to say that the skill of the designers, coupled with

| investments in cutting edge technology, have opened the
iloodgates - the potential is frightening!

Corpse Cart

Colin Gravson hegins the painstaking
process of desiening the 30 Corpse Cart.

DID YOU KNOW?

Sliding Core Technology

First used on the Baneblade to produce one-piece weapons with
pre-drilled barrels, sliding core technology is a highly advanced
form of plastic moulding. No manufacturer has ever used it on a
wargames model before, as it's expensive and difficult to engineer,
making the process a considerable investment in

the future of Citadel Miniatures.

The process uses a 4-stage mould -
two mould sides close together as
normal, then the “sliding core”
components move in from the
sides. Plastic is then pumped into
the mould. It flows around the
pins, creating the hollow barrels.
The mould then slides apart to give
you a new,
high-tech frame.

Mark Harrison sculpts the new Viad von
Carstein miniature, using the more
traditional methocd.

Like something
from the set of a
sci-fi movie,
technological
advancements
like this mean
that our plastic
kits can get
bigger and ever
maore detailed!

Viad von Carstein.
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'EAVY METAL

Bolstered by the arrival of Joe Tomaszewski last year, the 'Eavy
Metal team has increased its output, whilst maintaining its
impeccably high standards. They’re currently putting the
finishing touches on the last few Vampires, as well as starting
work on Daemons of Chaos and providing the ever-popular
step-by-step masterclasses for White Dwarf each month.

Joe paints the torthcoming
plastic Isengard Troll, Yes,
that's a mudti-part plastic Teoll!

Keith Robertson paints the Viad miniature
that vou saw earlier. His current project, |
however, is still top secret. Viad von Carstein.

HOBBY TEAM

All of the amazing modelling projects you see each month in White Dwarf,
along with the splendid scenery featured in every Games Workshop book
and battle report, are the results of hard work put in by several talented
individuals. The prime culprits are usually Studio Modellers Dave Andrews
and Mark Jones, top hobbyist Chad Mierzwa, and Studio lllustrator Neil
Hodgson. Together, these guys create the setlings and advanced projects to
complement everything the Studio produces.

Mark Jones hard at work on
some Harad buildings (B).

Dave Andrews puts the finishing
touches to his awesome Vampire
Counts manor (Al

www.games-workshop.co.uk




The think-tank of the Design Studio, the Games Developers
are housed in one of our most secretive chambers. These
talented chaps are responsible for writing all of our
rulebooks, Codexes, Army Books and supplements, as well
as articles for White Dwarf (especially rules-based ones like
last year’s Blood Angels Codex). Right now, they’re plunged
into Daemons and Mordor, and beyond that even we
cannot glean further information!

GAMES DEVELOPMENT

Alessio works oul the intricacies of the new
Daemons. We stole this sneak peek while he
wasn't looking!

© 30 POINTS
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NEW DEVELOPMENTS...

This somewhat untidy area is the home of resident mad
scientist, Dave Cross. Dave’s job is to come up with all
manner of cool, innovative hobby products to make things
easier, more convenient, or just cooler for you, the
customer. Dave’s lab is the birthplace of Foundation Paints,
Citadel Trees and Gaming Hills, Apocalypse templates and
the awesome backpack, figure cases and the new Hobby
Tools. His plans for 2008 are mind-blowing, and if you look
closely at these pictures you might even catch a glimpse of
some of them!

What's this? Well we don’t
know, but we're told it may
revolutionize the way vou

paint Citadel miniatures,

Dave at work in the hobby
lab, surrounded by
blueprints and experimental
product samples!

Products that make the cut
go on display in the far
right cabinet. The rest are
doomed to an eternity in
Dave's hobby archive.
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ART AND GRAPHICS |

Under the guidance of the legendary John Blanche, the
artists and designers in the Studio team are constantly busy
producing beautifully rendered paintings, technical
drawings, maps and icons, or laying out all of the Studio’s
books. Their boundless enthusiasm and mountains of talent
helps in no small way to bring the worlds of our games
systems to life. The sketches here are among their current
projects. Can you tell what they are yet?

Paul Dainton works up a sketch for the Vampire
Counts book. Games Workshop has o proud
history of using traditional art mediums in its
imagery, and the talented Studlio artists strive to
enrich our gaming worlds.

Here, Alex Bovd works on another black and white
piece for the Vampire Counts book. The new arm
book is one of the most atmospheric ever, thanks in
no small part to the art department,

These sketches are far from finished, hut give a
glimpse of the amazing work being produced
for the Daemaons project.

www.games-workshop.co.uk




Journey Books

These expansions allow
you to recreate the events
of the books and films in a
quite literal manner. Each
journey recreates part of
The Lord of the Rings story
through a campaign, with
plenty of associated hobby
projects to keep you busy!

One of the big draws to The Lord of the Rings strategy battle
game is the rich imagery and heroic battles from the books
and films. Here, Mark Latham takes a look at some inspiring
scenes to recreate in miniature!

hen most of us first began playing
WThe Lord of the Rings strategy

battle game, it was either
because we finally had the chance to
game with the beloved characters from
our favourite books, or because we had
just witnessed an awe-inspiring action
scene on the big screen and were inspired
to recreate it on the tabletop.
Whichever your approach, what holds
true is that gaming in Tolkien's world is
“reating a piece of cinematic or
» magic in miniature; it's about
a tale of heroism, adventure and
o! Throughout this article, you'll
be able to see what some notable Design

66 WHITE DWARF THE LORD OF THE RINGS

personages think of as their
te, most inspirational movie
moments, and why
This article e at getting back to
dramatic
of the Ring \
You might want to play small scenarios
based on vour favourite , create
1 particular area of
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tly like an army
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MOVIE MOMENTS

Scenarios

Scenarios are a fantastic way of recrealing
a “movie moment” quite faithfully.
Whether you want to re-enact the breaking
of The Fellowship at Amon Hen (see
below), or to fight an all-out siege at
Helm's Deep, a special scenario game is
the way to do it. While all of the scenarios
in the main rules manual are designed to
provide a balanced gaming experience, it's
the ones that you'll find in the Journey
books and Sourcebooks that are
specifically intended to be narrative-driven.
We've provided the Amon Sal scenario at
the end of this article to show you exactly
what we mean.

Scenery Projects

Many key events from the books and films
take place in a distinctive or unusual
setting, and the films in particular provide
us with a clear picture of what those
settings look like. Many hobbyists love to
recreate the unique features of Middle-
earth on their battlefields. Again, the
Journey books are a greal source of hobby
tips for this kind of battlefield scenery — all
kinds of step-by-step projects can be found
within, from building Weathertop and
Balin's Tomb, to constructing the walls of
Minas Tirith! >> continued on page 69

Amon Hen

Mat Ward: | like my films (and books, and comics...) to film moves into slow motion. Aragorn turns to meet the
have heroes that you can cheer for as they courageously oncoming horde. Not only does he not look intimidated
battle against insane odds. That being the case, | have to by the dozens of brutish Uruk-hai bearing down on him,
choose the fight on Amon Hen as my favourite The Lord he actually salutes them before wading in. For several
of the Rings moment. People always talk about the seconds we're treated to the sight of Lurtz’'s entire
Boromir bit, but | prefer Aragorn’s one-man charge hunting party being completely outfought by a single
against the Uruk-hai - it's just great. Frodo flees and the man. Now that’s worth cheering!
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The Cave Trolf prepares another hammer
blow as Aragorn dives for cover!

68 WHITE DWARF

The Mines of Moria

Gav Thorpe: The section of The Lord of the Rings that |
enjoy the most every time | read the book is the journey
through Moria. A great tension builds, starting from the
moment the Watcher in the Water blocks the gate
behind The Fellowship. As The Fellowship journeys
eastward alone in the darkness, the suspense grows,
culminating in the reading of the Dwarf tome in the
chamber of Mazarbul. After that, it's a battle with the

THE LORD OF THE RINGS

Moria Goblins and the hectic flight to the bridge of
Khazad-dam, before Gandalf’s climactic duel with the
mighty Balrog. What more could you want for a series of
adventures? You get to pitch the might of The
Fellowship against the Watcher in the Water, hordes of
Moria Goblins, a Cave Troll and a Balrog, all the while
followed by the elusive Gollum.They are coming...

we cannot get out!




~~< MOVIE MOMENTS

Ride of the Rohirrim

Alessio Cavatore: My favourite moment from The Lord
of the Rings movies - one that always brings tears to
my eyes - is definitely when the Rohirrim arrive on the
fields of the Pelennor to find Minas Tirith under siege.
Théoden's speech, his riding up and down the line
hitting the spears of his men, their war cry, the horns

and the great music set the scene for what is, without
the shadow of a doubt, the most amazing cavalry
charge in the history of cinema! If you look carefully,
you can even see Snowmane outrunning every other
horse - the King is the first rider to crash into the
enemy ranks. Heroic stuff!

> continued from page 67

Army selection

As mentioned earlier, another great way to
re-enact a particular event from the films or
books is for you and your opponent to
choose forces that are based closely on
those from the scene in question. For
example, if you wanted to base your force
on the Uruk-hai who captured Merry and
Pippin, then most of the troops would be
Uruk-hai Scouts, others would be Mordor
Orcs, and the Heroes in the force would be
Lurtz, Uglik and Grishnakh. On the other
hand, if yvou wanted to recreate the battles
of The Fellowship of The Ring, then you'd
only need the nine companions for those
particular scenarios.

Structuring your army in such a way
extends beyond the models in your
collection — even a well thought-out paint
job can add to the atmosphere and
coherency of the force. For example, to
represent the Orcs that work in Saruman’s
forges — and who fight against the Ents in
The Two Towers — you might just use
Mordor Orc models, but paint white hands
on their shields and banners. On the other
hand, some hobbyists are meticulous about
details when it comes to painting
prominent characters from the films, even
going so far as to match the markings on
their horses!

Legions of
Middle-earth

This invaluable
expansion for The Lord
of the Rings strategy
battle game contains
every army list and troop
type available, If you
want to recreate a force
from a movie scene, then
you'll find the means to
do it in this tome.

[ORD:RINGS

LEGIONS OF
MIDDLE-EARTH

¢ www.games-workshop.co.uk/thelordoftherings
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The Hunt
of the Nazgdl

Phil Kelly: | have always been a
fan of the bad guys, and they
don’t come much badder than
the Witch-king and his evil
compatriots. | just love the
suspense and menace that
bleeds out from every second
of their screen time, especially
during the scenes when they
are hunting the Hobbits
around Bree, and the chase
scene where they pursue
Arwen to the Baranduin river.
When the Nazgdl are on the
prowl it never fails to give me a
lump in the throat - even if
they are driven off a little too
easily for my liking!

Fall of the Witch-king

Mark Latham: There are so many
moments of one-on-one combat
and abject heroism in The Lord
of the Rings story that it's hard
to pick just one. However, for me
any scene involving the Witch-
king of Angmar wins out,
because he is the "big bad”! My
pick, therefore, will be the
moment when he gets his
comeuppance. Having terrified
most of the heroes of the tale,
and even bested Gandalf, it is
Eowyn of Rohan and a mere
Hobbit who spell his doom -
there are few stories of bravery
in the face of almost certain
death that can beat that!
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Helm’s Deep

Andy Hall: | love situations
where the heroes are in a
seemingly impossible scenario,
facing a countless horde with
only a small but loyal force of
their own to fight back.The
siege of Helm's Deep is just

| such an occurrence. It's non-

stop action, from the explosion
of the Deeping Wall to Aragorn
and Gimli’s clearing of the

| bastion gate.And how can you

not be moved when Aragorn
and Théoden ride out of the
keep to do battle, before the

{ Orcs are scattered thanks to
{ Gandalf and the Rohirrim’s
| timely intervention.

THE LORD OF THE RINGS
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' MOVIE MOMENTS

SCENARIO: AMON SUL

Aragorn has led the Hobbits to Amon Sal — lately the site of
a great battle between Gandalf and the Ringwraiths. Whilst
Aragorn leaves to spy out the land and find food, the
Hobbits are left alone in the ruined grandeur of the old
outpost, the graven faces of kings long dead staring down
at them from the walls. It is in the still watches of the night
that their situation takes a turn for the worst, for the five
Nazgil who did not follow the Grey Wizard spy their prey
atop the crumbling edifice and, shortly thereafter, attack
out of the shadows. Against the terror and fury of the five
Ringwraiths the Hobbits cannot possibly hope to prevail,
vet Frodo’s companions rush to his defence in the hope
that Aragorn will return before all is lost.

Participants

Good

Frodo Baggins Evil

Samwise Gamgee The Witch-king of Angmar
Peregrin Took 4 Ringwraiths

Meriadoc Brandybuck

Aragorn

Note that the Ringwraiths have the minimum amount of
Might, Will and Fate described in the main rules manual
(ie, 0/7/0 for the Ringwraiths and 0/10/0 for the Witch-king
of Angmar). This represents the fact that Sauron’s power is
still building and even his most deadly servants are not yet
at full strength,

Layout

This scenario is played within the ruin of Amon Sl itself —
a circle 12"/28cm in diameter. See The Fellowship of The
Ring Journey book for the modelling project. The boundary
of the playing area should be crumbling walls that can be
climbed by a man-sized figure (ie, between 1"/2cm and
2"/4cm tall). In addition, the entire playing area counts as
difficult ground.

Starting Positions

The Good player deploys the Hobbits within 3"/8cm of the
centre of the board. The Evil player then deploys the
Ringwraiths touching the edge of the playing area. Aragorn
is not deployed at the start of the game, but will be
available as the game goes on.

Special Rules

Flaming Brands: All of the Hobbits are clutching flaming
brands as well as the swords they have taken from the
barrows near the Old Forest. If they win a combat, any
surviving opponent must immediately retreat D6"/2D6cm.

Seat of Power: The aura of nobility that surrounds the ruins
of what was once a great fortress is a major deterrent to the
Evil forces. Any Ringwraith (including the Witch-king) in
the playing area at the start of its move must test its
Courage in the same way as if its force was broken.

Aragorn: Aragorn is not present at the start of the game and
is instead out in the wilds foraging for food, unaware that
the wraiths are so close. From the second turn onwards,
the Good player may roll a D6 at the end of his Movement
phase. On the roll of a 4+, Aragorn will move onto the
playing area from any point on the circumference of the
circle. Aragorn may not charge on the turn he arrives, but
may otherwise act normally.

The Cry of the Nazgil: Once per game, in the Priority
phase (but before any dice have been rolled), the Evil
player may choose to unleash the piercing wail of the
Nazgal. This terrible cry freezes the hearts of all who hear
it. Accordingly, for the duration of the turn, all models on
the Good side have their Courage reduced by 3 points.
However, such a fearful noise will also have the effect
of drawing more attention to the Nazgdl — in the turn that
this ability is used, Aragorn will arrive on the roll of a 24,
rather than a 4+ as described in the Aragorn special rule.

Objectives

The Evil side wins
automatically if Frodo
is slain - The Ring is
recaptured and the
fate of the world is
forever altered. The
Good side wins if all of
the Ringwraiths are
slain or driven off.

In any other result, or if
both players meet their
victory conditions in
the same turn, the
game is a draw.
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STRATEGY BATTLE GAME

_HJ_:) OF

AN INTRODUCTION TO STRATEGY

Recreate The Fellowship of The Ring’s journey through
Moria with this fantastic boxed set. Bursting with hobby
materials, it includes all you need to get playing The Lord
of the Rings strategy battle game immediately.
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BOX CONTENTS

34 Plastic Miniatures . Balin’s Tomb Plastic scenery

Many of these models are only available Recreate the Chamber of Mazarbul on the
in this boxed set! : tabletop!

= Frodo * Merry & Pippin = Legolas » Four pillars « Well

* Sam * Boromir * Gimli = Doorway = Balin’s Tomb

 Gandalf = Aragorn * 24 Goblins , o trapdoors siDead! Dwarves
= Cave Troll (with two weapon options) « The Book of Mazarbul

Gaming Essentials

Full version of The Lord of
the Rings strategy battle
game rules!

= Small format 112-page

rules manual
» Fantastic introductory booklet
= Four dice » Two Rulers

The Mines of Moria set is available from Games Workshop Retail Stores,
Independent Stockists, Games Workshop Mail Order and Games Workshop Online!




THE GITADEL RANGE

This month, the
Citadel Miniatures
range’is undergoing a
bit of a facelift and
reorganisation. Rick
Priestley is on hand
to shed some light on
the matter.

about the new Citadel 2008 Mail Order

Catalogue. Obviously I said no.
Unfortunately our esteemed editor has
discovered my weak spot — namely strong
beer - so here we are with a brief
introduction, impending deadline, and
nagging hangover. | alone have to suffer
the last two of these, while you only have
to put up with the first. Consider
yourselves lucky.

As most readers will undoubtedly be
aware, your average Games Workshop
store carries only a fraction of the huge
Citadel Miniatures range “on the shelf”.
Mind you, that's still just under a thousand
different boxes, blister packs, paint pots,
etc, which is a lot of stock to juggle you
have to agree. Not that our gallant store
staff would be so cavalier. As to the rest -
many, many thousands of items — these can

I ‘ve been asked to write a few words

be ordered either in your local store and
picked up a few days later, or they can be
purchased from our web-store or via
telephone for home delivery. And that's
where our new catalogue comes in.

The new catalogue contains our entire
reorganised and updated ranges for
Warhammer, Warhammer 40,000 and The
Lord of the Rings. When | say reorganised,
| mean that many items that were
previously available only as part of larger
sets or random selections have been
organised into either individual models or
smaller selections. Particular attention has
been paid to ensure that models are
available to fit all the various army lists.
We've even brought some classic models
back into production to fill gaps in the
existing range.

The most striking thing about our new
catalogue is that it's full of pictures of




sloriously painted Citadel miniatures. What
will be less apparent is that this is our first
ever world-wide catalogue — making the
whole range available to all our customers,
wherever they happen to live. No doubt
we will all come to appreciate the even
speedier and more efficient service that
having a single world-wide range
facilitates. Meanwhile, everyone can enjoy
page-after-page of eve-watering miniatures
painted by the 'Eavy Metal team, lavishly
presented in full-colour throughout, and
actual size wherever possible.

Before we get carried away looking at
all the pictures, it's well worth bearing in
mind that the catalogue is designed to
work with our new web-store. Watch this
space for further developments! A printed
catalogue can be updated every year — and
we fully intend to do so — but the web-
store is being updated daily with all the
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new models as they appear, Inevitably, the A
ultimate reference for the Citadel P
Miniatures range of the future will therefore informar
be the web-store in conjunction with the
latest printed catalogue. For this reason
we've decided not to double the size of the
catalogue by including the whole range for
Mordheim, Battlefleet Gothic, Warmaster
and other Specialist Games. All these
models are still available and we've put the
entire ranges for all the Specialist Games
onto the web-store, where they can be
viewed in full. The same goes for our
rearganised Bitz Packs range for converters
and modellers, and our forthcoming
Collectors’ range which will include the
very best of our archives as well as existing
new models — although we managed to
:_;neak a selection of both these new ranges This fantastic Empire Hero is one
into the catalogue. of the many macels that will form
Rick Priestley the new Collectors’ range.

www.games-workshop.co.uk
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THE GATALOGUE

Cataloguing the entire Citadel Miniatures range was a massive undertaking, which
followed months of hard work to organise the range in the first place! The result is
a 416-page, full-colour catalogue to inform and inspire your miniatures collection.
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CATALOGUE 2008
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WARHAMMER 40,000

76 WHITE DWARF

CITADEL MINIATURES RANGE

most user-friendly and attractive catalogue to

date. Gone are the pages and pages of grey,
unpainted metal figures. Now, beautifully painted
Citadel miniatures adorn every page, and every
model from the current range of Warhammer,
Warhammer 40,000 and The Lord of the Rings
strategy battle game are accounted for, along with
our Citadel hobby products.

But glorious technicolour is not the only
innovation to grace the catalogue pages. The
organisation of this weighty tome has been very
carefully thought out to make it much simpler to
navigate. For example, a Space Marines player,
looking for a Devastator Squad for his army would
first turn to the clearly marked Warhammer 40,000
section. From there, he would find the Space
Marines section. In the old days, he would have had
to rifle through the pages until he reached the
Devastators entry. Now, however, he need only turn
to the Heavy Support section, where the Devastators
will be displayed in the same place as they are in
the Space Marine Codex.

This systematic approach has been applied
throughout the catalogue to make it simple for a
newcomer to the hobby to use, whilst being
convenient and attractive to veteran gamers. Of
course, the clear layout and concise information on
each page will also encourage casual browsing —
after all, we all love looking at pictures of well-
painted miniatures!

The 2008 Citadel Catalogue is the clearest,

[ Core Units

WARHAMMER




— Army Section

As you'd expect, the catalogue
entries are organised by army.

Each miniatures entry is organised
in the same way as your army list!

— Force Organisation — It’s All in the Detail

Where possible, miniatures
are shown in close-up.

- SPACE MARINES

TN

Space Manine Command Sguad

WARHAMMER
€199,

— Plastic Kits

Those kits with lots of handy,
interchangeable components are
clearly marked.

— Game System

The range is divided
by games system.

— Product Information

Obviously, the product name and
code are essential for ordering.

Descriptions —

Exactly what you get
in each set.

— Life Size
Where possible, models are
photographed at 100%.

www.games-workshop.co.uk
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MAIL ORDER-ONLY OFFERS

While the main part of the range covered in the catalogue is available in Games
Workshop Hobby Centres, some products and special offers are only available via
mail order. That’s where Games Workshop Direct comes in.

entire Citadel Miniatures range, including those

models that are unavailable in-store. In addition, the
guys at Games Workshop Mail Order work tirelessly to
bring you great deals, Bitz Packs for conversions and
exciting Collectors’ range miniatures.

Products that are only available via our Mail Order
service will be clearly marked in each month’s in White
Dwarf. The Games Workshop online store is the most
convenient way to get hold of these products, offering fast,
secure ordering via credit card, with a variety of postage
options.

Previously, some countries have been unable to carry
the entire Citadel range online. With the launch of the
new catalogue and reorganised range, however, that has
hecome a thing of the past. Now, every model, book and
hobby accessory in the current range is available at the
click of a mouse or a simple phone call.

The Games Workshop mail order service carries the

WARHAMMER THELORD OF  SPECIMIST

UK OMLINE STORE WAHHAMMER

10,000

Rivance Diders. Hew feleasos

THE RINGS. GAMES.

Terris ansd Comifions

Your Cart

e Vi€

nn- Q

Part Code

Upsiale Qusrnies Ermpty Batket

Citadel Paints

QLMES WORTSHOP

Chmchont

The Warhammer Gamers’ Edition
contained a hardback rule book, small
format rule book, dice pouch, plastic
gaming and spell effect counters,
special edition Warhammer templates
and dice, and an exclusive shoulder
bag with embroidered logo!

The Apocalvpse Gamers” Edition contained the Apocalvpse

hook, Big Gun dice, Apocalypse Templates and Backpack,

The Warhammer Gamer’s Edition and Apocalypse Backpack are great
examples of past Mail Order-only offers. Of course, there’ll be lots more to
come in the future, so keep an eye out online and in White Dwarf for details.
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GCOLLEGTORS' RANGE

he new Citadel Collectors’ range is a

very exciting prospect for many

hobbyists, offering some exceptional
and unusual models exclusively through
mail order.

Models in this range are a bit special.
They may be supplemental to the main
range of miniatures, dioramas or vignettes,
a model from the archives, or perhaps a
special product that wouldn't be viable to
produce on a massive scale. The
Collectors” range allows us to produce
speciality miniatures that perhaps wouldnt
ordinarily see the light of day, such as the
Goblin Warboss on Gigantic Spider and
High EIf Noble seen here.

“No Man Can Kill Me":
The Fate of the Witch-king

BITZ PACKS

n the past there were so many

individual product codes and

components available for sale that
our Trolls became very confused. So
confused, in fact, that they very nearly
ate our Troll-herders in protest!

To make life easier for Trolls, herders
and customers alike, we've combined
the most commonly requested
components into special Bitz Packs — an
example of which can be found here.
We'll keep producing these packs as
time goes on, so keep your eyes peeled
for more!

The Gothic Scenery Bitz Pack has been
put together with the imminent release
of the Vampire Counts in mind...

Goblin Warboss

an Gigantic Spider.

Space Marine in Mk IV
Maximus Armour,

High EIf Noble.

GOTHIC SCENERY BITZ PACK

o
e

Ordering Direct

Don't forget that you can
call Games Workshop
Direct to order Bitz
Packs, Collectors’ range
models, or any other part
of the Citadel range. In
fact, you can even call
them for gaming or
hobby tips, or advice on
your next purchase.
Remember, anything at
all, give us a call!

Phone:
+44 (0) 115 91 40000

Alternatively, you can
order online by visiting:

WWW.games-workshop.co.uk/store

www.games-workshop.co.uk




Roused from an
eternal slumber, the
Hobby behemoth
whose real name
has long since been
forgotten — but who
we know as Jervis
Johnson — turns his
ancient mind to the
diversity of our
hobby, and why it’s
a Good Thing.

ne of the things I've noticed about

hobbyists is that they can be very

partisan. You know the kind of
thing, someone will say “I think
Warhammer is a great game because...”,
but then someone else will chip in with
“No, no, no, Warhammer 40,000 is the
best game because...”, then someone else
is bound to say “You're both wrong, The
Lord of the Rings is the best”, and
someone might even say “Well I think
Warmaster is the best game Games
Workshop has ever made because...”

Before you know it, everybody and

their dog is arguing away about what
makes their own personal favourite the best
of the lot, and why all of the others are
total rubbish. The truth is that none of
these games is really better or worse than
the others, they're just different. In fact,
we've deliberately designed them to be
that way - after all, the hobby wouldn’t be
nearly as interesting or diverse if all of our
sames were hasically the same. So instead
we've tried to make sure that each of them
explores a different facet of the hobby.
Warhammer is all about large, set-piece
battles, for example, while Warhammer
40,000 focuses on furious short-range
firefights, and The Lord of the Rings

\ DL T
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concentrates mainly on battles with a
strong narrative theme that are based on
scenes from The Lord of the Rings movies
and books. We've done the same kind of
thing with the different miniature ranges for
the games, so that they each have their
own particular style of design. This is why
a Mordor Orc looks very different to a
Warhammer Orc, and both are different
again to a Warhammer 40,000 Ork.

Depending on your own tastes and
preferences you will almost certainly be
drawn to one or the other of our games
and Citadel Miniatures ranges, and to start
off with at least, you’ll probably
concentrate mainly on that one. Many
players stick with one game forever, which
is fine as long as it doesn't blind you to the
things you can learn from the other games.
You see, although we've designed all of
our games to be different, they all include
things that can easily be crossed over from
one to the other,

Let's take The Lord of the Rings strategy
battle game as an example. Now, although
vou can't use the miniatures from The Lord
of the Rings in either Warhammer or
Warhammer 40,000, the way that this
system deals with scenarios can easily be
“borrowed” and used in other games. As

The Lord of the Rings strategy battle game focusses
on battles of varying sizes that all have a strong
narrative link to scenes from the films and books,
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I've already mentioned, the vast bulk of the
scenarios in The Lord of the Rings are
based on scenes from the movie and
Tolkien’s books. This gives the scenarios a
very strong narrative theme, and this means
that they have really interesting victory
conditions and exciting special rules. Quite
often a The Lord of the Rings scenario will
include a special piece of terrain, like a
fort, or a lake inhabited by a monstrous
creature, and if this is the case then the
scenario will be accompanied by a set of
instructions explaining how to make the
terrain required for the game. These ideas
can cheerfully be stolen and used to create
interesting scenarios and exciting terrain
features for Warhammer or Warhammer
40,000 too. And exactly the same kind of
thing applies to all of our other games;
each has things to offer that will be of
interest to any hobbyist, whichever game
system or miniatures they |}r'L'!fe:'.

By now some of you will be thinking
“Well, that's all very well and good,
Johnson, but | have my hands full just
collecting and painting an army for one
game, let alone three or more!” This is
entirely true, but fortunately there are a

“ The scenarios have a very
strong narrative, and this
means that they have really
interesting victory conditions. ,,
couple of things you can do so that you
don’t have to collect an entire army just to
find out about a game.

The first thing you can do is just to pop
into your nearest Games Workshop store,

The Bucklebury Ferry is a great
narrative scenario, following
the plight of the Hobbits as
they flee from the evil Nazgal.
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and ask if vou can have a demo of a game
you don’t usually play. The staff will be
happy to help out with this, and should
also be able to let vou know about larger
game sessions you may be interested in
coming along to watch.

“ My hobby is my peace of
mind. It keeps me happy in

the face of a hard day at work.,,

Write to Jervis at:

Jervis Johnson

c/o White Dwarf
Design Studio

Games Workshop
Willow Road
Nottingham NG7 2WS
United Kingdom

Even better than this, the next time vou
find vourself being drawn into a heated
debate about which game is best, take a
deep breath, hold your fire and, rather than
arguing back, instead ask if you can have a
game. So when vou hear someone saying
“1 think Warhammer (or 40K, or The Lord
of the Rings) is best because...”, reply “Any
chance we could play a game?”. Most
hobbyists will be delighted to help and will
have enough models to field two armies in
a small game, giving you a great chance to
try the game out and find out what all the
fuss is about. And then you can offer your
opponent a chance to try out your own
|Jr_'rsuna| favourite game, just to return the
favour as it were, You never know, you
may find a new regular opponent!
Whatever the result, it's bound to be more
fun than arguing about which game has the
best combat system.

A reader writes

I normally end Standard Bearer by asking
you to write in if you've any comments
about what you've read or about the
Games Workshop hobby in general. This
time round, however, | thought | would
print an extract from one of the letters I've
received from Jeff Preston of Mount Horeb,
Wisconsin, which really made an impact
on me when | read it:

“My hobby is an important part of my
lite. | have my work (illustrator by trade)
and my family life. | have my health and
my hobby. | think of life in terms of a table
with four legs: you have to support all of
them, or else the table falls down.

“My hobby is my peace of mind. It
keeps me happy in the face of a hard day
at work, horrific news stories and a never-
ending pile of bills | have to pay. When |
get done with all of those, | rely on my
hobby to let me relax and get away from it
all for a while... [ think if more people
could have a hobby they enjoyed, and
dedicated a small portion of their day to it,
there would be far less stress (and stress-
related accidents).”

Wise words indeed, and ones that
prompt me to encourage you to write in
not just about what you've read, but also to
let me know the things vou've learnt about
the hobby and what it means to yvou. I'd
love to read what vou think. Perhaps your
own words of wisdom could end up in a
future Standard Bearer article...

oDeclalist Uames .

In this article, Jervis mentions a game called Warmaster.
This is one of a range of games we call Specialist Games.
Each game in the Specialist range explores a different
facet of the Games Workshop hobby, and is supported by
a range of unique Citadel miniatures. The rules for all of
these games are available for free from the Games
Workshop website, and the miniatures needed to play
them are available from our online store.

Battlefleet Gothic Imperial Escorts

Orlock Heavy from
Necromunda,

Bretonnian character pieces
from Warmaster,

A Possesserd Magister from the
skirmish game, Mordheim.

Find out more about the Specialist Games range at:

www.Specialist-Games.com
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INVALUABLE ACCESSORIES
FOR YOUR HOBBY

Our range of invaluable hobby
tools has been specifically
designed to provide you with
everything you need to
assemble, model and convert
your Citadel miniatures.

CPTTNTD
-

HOBBY KNIFE RAZOR SAW
The Hobby Knife is designed for cutting Great for cutting metal components
and cleaning components. and large plastic pieces.

HOBBY VICE .
For holding miniatures safely and
securely when using a drill or saw.

£8, €12.50, 100dkr, 115sek, 125nk

£12, €20, 140dkr, 170sek, 200nk

£8, €12.50, 100dkr, 115sek, 125nk

HOBBY DRILL
Use for pinning metal models
and drilling out gun barrels.

MODELLING FILES
Great for cleaning up mould
lines and flash.

PLASTIC CUTTERS
For clipping plastic
components from their frames.

SCULPTING TOOL
Use for modelling with
Citadel Green Stuff.

£8, €12.50, 100dkr, 115sek, 125nk £7, €11.50, 85dkr, 100sek, 115 £8, €12.50, 100dkr, 115sek, 125nki £4, €6.25, 45dkr, 50sek, 55nk

TOOL SET

The Tool Set contains one
of every loal, two “hitz
tubs” and a special figure
case with a custom-cut
foam layer.
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In Warhammer, there are many monstrous beasts that can
soar across the battlefield, forming a vital part of any battle
plan. Gav Thorpe looks at some ways to use these monsters.

outmanoeuvres his opponents will gain

the upper hand. Getting to charge your
foes and dictate who fights against who is
an important part of Warhammer tactics,
and in this respect flying monsters can
prove very useful. Some monsters allow
you to restrict the enemy’s movement or
stymie their plans, while others are highly
destructive units that can break an enemy
unit on their own.

A well-timed attack by a flying monster
can turn the enemy’s plans inside-out,
launch a counter-attack against a daring
enemy move or simply sweep away your
opponent’s army.

The potency of flyers is reliant upon
their mobility, Being able to move 20" in
any turn, over terrain and even intervening
troops, makes it very hard for your
opponent to counter. A well-executed
move can place a flyer on the flank or
against the rear of the opposing army and
cause your foe a tremendous tactical
headache. This disruption is often enough
to gain the upper hand before the flyer has
even killed any enemies!

When selecting your army and during
deployment, you should have a definite

l t is often the case that the general who

role for each of your flyers. In this article,
I'll be looking at some broad tactics that
employ flying monsters, and also look at
which flyers are most suitable for using
them. The important thing to remember
with flying monsters is their speed and,
therefore, their flexibility. If Plan A is not
going to work or becomes unnecessary, it's
always useful to have a secondary role, a
Plan B, ready. For example, you might
have a hero on a Pegasus tasked to take
out enemy war machines, but after both
armies deploy you find that your opponent
has none. In this situation, assess the
battlefield and enemy deployment to
identify another role that your Pegasus-
riding hero can fulfil; such as warding
away a skirmish screen or perhaps
countering some fast cavalry on a flank.

Generally, the following roles require
increasingly more powerful flyers to
execute, However, even the mightiest
Dragon can sometimes be best employed
stopping the enemy marching or taking out
a pesky war machine. Always spend a little
time at the start of each turn to ask yourself
how your flyers will best aid your overall
battle plan — don’t get locked into one way
of using them.

Roles of Flying Monsters

Bewilder and Befuddle

Flyers can use their mobility to interfere
with the enemy’s movement, preventing
the foe from marching and getting in the
way of charges.

The Lone Hunter

A flying monster with a hero on its back
can take on enemy fast cavalry and
skirmishers, or outflank the foe and attack
their war machines.

Fire From the Sky
Magic users are important additions to an
army, and a wizard mounted on a flying

monster not only becomes tougher to kill,
but can bring his powers to bear where
they are most needed.

Meteor of Destruction

Some flying monsters and their riders are
powerful enough to simply smash into
the enemy and tear them apart in lethal
close combat!

Dragons

Dragons are the largest and deadliest of
all flying monsters, and when used well
their presence can dictate the outcome of
the entire battle.




Bewilder and Befuddle

Your flying monster does not have to slaughter a
swathe of enemy troops to prove its value. Careful
positioning of flyers can ruin an enemy’s battle plan.

here is a simple rule that flyers can
T really take advantage of — units that

start their movement within 8" of an
enemy cannot march. Often this won't
slow down the enemy until they are at
close quarters, but with flyers you can
make sure the enemy advance grinds to a
halt from the first or second turn.

It's simplicity itself to park a flying
monster within 8" of an enemy unit; the
real trick is choosing which unit(s) to slow
down, and how to do this while
minimising the risk to your flyer. Although
you can stop an enemy marching for a
single turn, it is usually better if you can
slow them down for two or three turns, and
this means protecting your flyer against
charges and missile fire.

For these reasons, flying monsters that
have the Large Target special rule often
find it difficult to get into the enemy army
without being seen by every enemy war

1. The Savage Orcs have no choice but to
declare a charge against the Great Eagle.

2. The Great Eagle elects to flee safely away
leaving the Savage Orcs stranded.

. 3. The Tiranoc Chariots charge into the

exposed flank of the Savage Orcs.

machine and missile unit on the battlefield.
Smaller flyers, such as the Pegasus and the
Great Eagle, can find their way into gaps in
the enemy army whilst remaining hidden.
Woods are good for hiding behind (or in) if
vou land first and move inside on foot. Of
course, it's usually impossible to hide from
war machines on a hill, in which case use
the proximity of enemy troops to protect
you — your opponent will think twice about
launching a rock or firing a cannonball at
your flyer if there’s a good chance he'll kill
some of his own warriors.

As for the units you want to delay, there
are few hard and fast rules. If your army is
relying predominantly on missile fire, then
the fastest-moving, hardest-hitting enemy
such as heavy cavalry are your best target.
If you are going to duff over the enemy in
close combat, then slowing down fast
cavalry or other flanking units allows you
to advance with more confidence.

Redirect for Victory!

Though moderate in its killing power, the Great Eagle is allow them to counter-charge. If done properly, the
perhaps one of the best flying monsters in the game. enemy unit must either remain where it is and be shot
Wood Elves and High Elves players can use Great Eagles or charged by your units, or it must declare a charge
to devastating effect to interfere with the enemy.The towards the Great Eagle, which then flees out of range
classic tactic is the “charge redirect’] which places the and leaves the enemy vulnerable to being attacked
Great Eagle in front of and to one side of an enemy that anyway. In ideal circumstances this will even expose the
can charge next turn. flank of the enemy unit to your army. This works

By careful placement, the Great Eagle screens the exceptionally well against units with Frenzy, as they
unit behind it, but is close enough to friendly units to must charge the Great Eagle if it is in range.
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-The Lone Hunter

They may not be able to deal with ranked units, but
most flying monsters are more than capable of taking
on war machines, skirmishers and fast cavalry.

long with march blocking and
A charge redirecting, this is the most

common use of flying monsters. Any
Hero-level character on a flying monster
mount can fulfil this role, although the top
five are listed below.

The lone hunter excels by picking on
units that cannot defend themselves! These
are enemy units not usually committed to
the frontline, such as missile,
skirmishing, war machine or fast
cavalry units. Basically, any unit that
has few combat resolution bonuses —
no extra ranks, no standard, or small in
number makes an ideal target. Also,
beware units with multiple Attacks, such as

Top Five

Lone'Hunters

High Elf Noble
with Dragon Armour,
Enchanted Shield, Reaver
Bow, lance and riding a
Great Eagle.

195 points

Dark Elf Noble
with heavy armour,

Wood EIf Wardancers or Skaven Gutter
Runners. It can be something as small as
suffering a single wound that swings the
balance of these close combats against
vour flyer.

It's important for your hunting monster
to do its job as quickly as possible — it’s not
just about scoring Victory Points. There's
much more benefit in taking out a war
machine before it has blasted your army to
pieces than after! With this in mind, when
deploying your lone hunter try to make
sure that it can get to its target safely in two
turns. If possible, use terrain to shield your
flying monster from enemy shooting, but
make sure that you can charge vour target.

shield, Sea Dragon cloak,

lance, Web of Shadows,

Seal of Ghrond and

riding a Dark Pegasus.
191 points

Wood EIf Noble

with light armour, shield,

spear, Hail of Doom

Arrow, Helm of the Hunt

and riding a Great Eagle.
181 points

Bretonnian Paladin
with heavy armour,
lance, shield, Grail Vow,
Virtue of Noble Disdain,
Gromril Great Helm and
riding a Pegasus.

187 points

Empire Captain
with full plate armour,
shield, pistol, Shroud of
Magnus and riding a
Pegasus.

166 points

The Daemon Prince has landed behind the Handgunners,
preventing them from firing on it. The Rocket Battery is too close to
target the monster, while the Great Cannon cannot get line of sight.

Cannon Bane
When attacking a war machine, you can
be sure that your opponent is going to
realise what you are up to, and might
turn his war machine on your monster in
a pre-emptive strike. To minimise the
risk, there are two ways to approach a
war engine.The first is to place your
monster amongst enemy units, as with
the march blocking tactic earlier. This is
useful against war machines on hills, as
even a monster that is not Large can
charge over intervening units.

The other option is to get as close as
possible to the target before charging.
Stone throwers and similar engines of
destruction have a minimum range, and
may not be able to target you at all.
Other war machines, like cannons, add a

random amount to the distance they
fire,and so if you get close there’s a
chance the shot will go past your
monster before it can do any damage.
Beware of grapeshot from cannons, so
don’t get too close! Also remember that
this won't work against bolt throwers,
Helblaster Volley guns and other
devious war machines that can target
you at close range.

Against batteries of engines, try to
attack from one side rather than head-
on. For a start, the closest war engine
will block the line of sight of others, and
secondly when your victorious monster
overruns or pursues, the creature’s
movement will take it directly into a
fresh victim.
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Meteor of Destruction

Sometimes you just need to kill lots of enemy troops! By
mounting your general on a gigantic flying beast, you may
have just the weapon for the job.

he “meteor of destruction” requires

your monster and its rider to deal out

as much damage as possible in close
combat. This type of flyer can be used on
its own against weak to average opposing
units, and in conjunction with friendly
units to overwhelm tougher or larger
enemy regiments. The prime requisite for
any meteor of destruction is to get as many
Attacks as possible, against the highest
Strength possible. The examples included
on this page show just a couple of the
many ways this can be achieved.

Despite the ferocious amount of death
and injury you can cause with a Dark EIf
Beastmaster on a Manticore or an Orc
Warboss on a Wyvern, “frontline” infantry
units usually come with combat resolution
bonuses for three extra ranks, at least one
standard and they will outnumber. In order
to win the combat your rampaging mass of
clawed and fanged death is going to have
to cause at least 6 unsaved Wounds and
suffer none in return. No small feat, even
for the biggest creature! You should usually
err on the side of caution when working
out how many enemies your flyer and rider
can kill — you never know when a couple

)

King Louen Leoncoeur of

% Bretonnia is a irue meteor of
destruction, capable of causing
devastation o enemy units. P

of fluffed To Hit rolls can turn a “sure
thing” result into an embarrassing Break
test and rapid retreat!

All of this gets a little easier when you
use the mount's mobility to charge the
enemy in the flank or rear. Proper meteors
of destruction should have a unit strength
of 5 or more — that's to say the mount has
at least 4 wounds on its profile, plus an
extra point of unit strength for the
rider. By having such a monstrous
beast crashing into them, the enemy
are disrupted and will lose their
bonus for extra ranks — that's three
less wounds you need to inflict in
order to win.

These monsters also tend to be
Large and so can charge over your
units and those of the enemy to get
into the flank or rear of their target. A
canny opponent will look out for these
potential swooping charges and bunch his
units together to deny your monster space.,
That's fine, because this will make them
more vulnerable to scattering war machine
shots, spells with templates, and they’l|
have to take Panic tests when their friends
are broken in combat.

Meteors of

Destruction

Chaos Lord
with Mark of Slaanesh,
Blade of Blood, Pendant
of Slaanesh, Armour of
1 : Damnation, Enchanted
Shield and riding a
Chaos Dragon.

690 points

Bretonnian Lord
with Grail Vow, Virtue ot
the Ideal, Silver Lance of
the Blessed, Shield and
riding a Hippogryph.

441 points

Black Orc Warboss
with Porka's Pigstikka,
Spiteful Shield, Warboss
Imbad'’s [ron Gnashas and
riding a Wyvern.

440 points

Blood Dragon Vampire

Lord (Level 3 Wizard)

with lance, shield and

full plate armour, Red

Fury, Strength of Steel,

Honour or Death and the

Talon of Death, riding a |

Zombie Dragon. |
739 points
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Fire From the Sky

Wizards are pivotal to the battle plans of many generals, but
sometimes it seems as if you need them everywhere at once.
This problem is solved with relatively cheap flying mounts.

izards are tricky characters to
use sometimes. Often they need
to be within a unit for extra

protection, but then become a liability if
that unit gets into combat. Many of their
spells require line of sight or have
relatively short ranges, and so it is tempting
to allow your wizards to roam on their
own, but this leaves them vulnerable to
being shot, or attacked by enemy
skirmishers or flyers.

With the addition of a flying monster
mount, your wizard can not only move
rapidly to where he will be most effective,
but also gains a measure of extra
protection against shooting and magic
missiles. Of course, the best defence is to
be in the right place and not vulnerable,
and that's the greatest asset of a flying
mount. Pretty much any wizard will benefit
from the kind of mohility this brings, but
some monsters — the more expensive ones
such as Wyverns and Winged Nightmares -

Disc of Tzeentch

Exalted Champion of Chaos
with Mark of Tzeentch, additional hand
weapon, riding a Disc of Tzeentch.

219 points

This chap is a bit of a bare bones
character, but an effective one
nonetheless. With a total of six
Strength 5 Attacks (five for the rider,
one for the disc) the Tzeentch Disc
Rider can quickly clobber enemy fast
cavalry and most skirmishing units -
although he'd best avoid Wood EIf
Wardancers - and makes for a handy
combined charge against a ranked up
unit. In fact, this warrior can even
challenge small units of heavy cavalry
- provided they don’t have a 1+
armour save, that is. The Tzeentch Disc
Rider’s real advantage, though, lies in
his magical abilities. As a level 2 wizard
he can be killing the enemy right from
turn 1 - no waiting to get in a charge.
The best result is a combination of the
Yellow and Orange fires, granting a
bucket of re-rolls and a 5+ Ward save.
Failing that, it's always worth
swapping one spell for Red Fire - it’s
cheap, cheerful and kills small units
from 30" away. Not a bad spell for
moments when the Disc Rider finds
himself unengaged.

are usually best reserved for Lord-level
spellcasters, Also, Chaos players should
remember that this includes Daemon
Princes and the Lord of Change.

As with any wizard, having the right
spell is important, so an item that allows
vour wizard to choose his spells or
generate additional ones help to make sure
that vou get the right enchantment for the
job. Spells that have a short range often get
overlooked, but can be amongst some of
the most powerful in Warhammer,
especially when you have a big winged
beast to carry you into range earlier than
yvour opponent expected! A selection of my
favourite nasty but short-ranged spells
include: Dazzling Brightness and Cleansing
Flare from the Lore of Light, Crown of
Taidron from the Lore of Shadow, Mistress
of the Marsh and Master of the Wood from
the Lore of Life, Drain Life from the Lore of
Death, and Soul Stealer and Dominion
from the Lore of Dark Magic.
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Dragons

Arguably the most powerful of all the flying monsters are the
Dragons. These creatures are rarely seen in the skies, but
when they are summoned they’ll have a decisive role to play.

he ultimate flying monster is the
T Dragon. Whether it is a Zombie

Dragon, Black Dragon, Imperial
Dragon, Moon Dragon, or any other kind
of Dragon, this beast is big enough and
strong enough to take on all-comers and
win. It has the distinct advantage of having
enough Wounds to negate ranks and gain
combat resolution bonuses for flank or rear
charges, even if the rider is killed. All
Dragons are large monsters that can charge
over intervening obstacles. They also have

=T
- b... 4
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a breath weapon, so when used to block
enemy marches or after recovering from a
pursuit, the Dragon can still deal damage
to the enemy.

Most armies have access to one kind of
Dragon or another, but the High Elves are
the undisputed kings of this, famed for their
Dragonriders, so I'll finish off by
highlighting just a few of my favourite rider
and Dragon combinations.

Happy gaming (and death from above)!

Gav Thorpe

Mobile
Firepower

Elf Prince
with Dragon Armour,
lance, Bow of the
Seafarer, Guardian
Phoenix, Enchanted
Shield and riding a Star
Dragon.

630 points

This model costs a lot
of points and so must
be used very carefully
for it to return on the
investment; if used at
its full potential it's a
definite battle-winner.
This Elf Lord does not
have any preferred
opponents, as his main
mission is to fly around
the battlefield
shooting his magic
bow. In the process of
doing so, you should
position the
Dragonrider so that he
gets a flank or rear
charge to support your
other units, thus
collapsing the enemy
line and bringing
victory to the warriors
of Ulthuan!

Knight Slayer

Elf Prince

with Star Lance, Guardian Phoenix,

Dragon Armour and Helm of Fortune,

or Armour of Caledor*, and riding a

Star Dragon.

619 /610 points (depending on armour).

*This depends whether you prefer o solid 24 grmour save or o 3+ re-roflable save.

This is the ultimate High Elf fighting unit
on the charge, but even so it's probably
best to attack ranked units with high
combat resolution in the flank or rear.
The preferred targets for this
Dragonlord are all kinds of heavy
cavalry, though a full Bretonnian lance
with a battle standard bearer and a
fighting general could be a serious

obstacle. Other targets are units of
monsters such as Ogres, Minotaurs and
Trolls - but Dragon Ogres should only
be engaged from the flank since a unit
of three has more Wounds than this Lord
has Attacks, and they can hit back with
the best of them!

Also all other monsters, monstrous
characters and monstrous mounts are
fair game, though one should approach
Chaos Lords on Dragons with great care,
and also be more circumspect around
Ogre Tyrants. The latter can kill your
Dragon outright, resulting in your Lord
being outnumbered by a fear-causing
enemy. The moral is: know thy
limitations, and this guy will slay!

Hunter

Elf Prince
with halberd, The Amulet
of Light, Armour of
Caledor, Vambraces of
Defence and riding a
Star Dragon.

621 points

This setup is similar to
the Knight Slayer,
shown left, and can
perform most of the
same tasks. However,
the Hunter is
optimised for hunting
down Daemons, Forest
Spirits, Ethereal
creatures and their ilk.
The Amulet of Light
will allow all attacks
against such creatures
to count as magical,
while the Vambraces of
Defence will protect
the Prince with a 4+
Ward save.
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For this month’s
"Eavy Metal
Masterclass, Anja
Wettergren tackles
one of the most
fondly remembered
Citadel miniatures:
Eltharion the Grim,
Warden of

Tor Yvresse.

EITHARION THE GRIM

he Warden of Tor Yvresse is one of
Tthe greatest EIf Lords to have lived.

Known as Eltharion the Grim due to
his extremely dour personality, he was no
less loved by the people of Tor Yvresse as
he successfully defended them from the
fearsome invading greenskin horde of
Grom the Paunch.

It's hard to believe that Jes Goodwin's
brilliant miniature of Eltharion on his noble
Griffon, Stormwing, is over 15 years old.
Yet even now, against the fantastic sculpts
of today, the model stands out as a classic
and a great figure to have for a centrepiece
in any High EIf force.

With the recent re-release of Eltharion
in his classic form, we thought it was a
great opportunity for 'Eavy Metal to give
this model the masterclass treatment.

Preparing the model

Anja Wettergren was tasked with
assembling and painting this model. Her
first job was to clean up all the
components. Using a Hobby Knife and
Modelling Files, Anja carefully went over
every metal component, removing flash
and filing away the mould lines that are an
inevitable part of the metal casting process.

Once the separate components were
reacly, Anja set about assembling the
model. Anja divided the model into three
distinct sub-assemblies: Stormwing, the
legs and saddle, and Eltharion’s torso.

Anja prefers to isolate areas of her
models when painting, completing a
section such as the Griffon’s wings, before
moving onto the beak, for example. You'll
see this approach on the following pages.
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ELTHARION

STORMWING




Constructing the Griffon

Before Anja could begin painting, she needed to clean up the components and assemble Stormwing, the Griffon. She
stuck the body, tail and claw parts together with superglue and, when dry, blended the joints and filled in the gaps with
Green Stuff. The wings were then added, being pinned into place with the aid of paperclip wire and a hobby drill.

Blending the Joins

When you have assembled Stormwing, there
may be gaps where the large metal
components join together - this is due to the 4
metal cooling as it leaves the mould. These :
small joins can easily be covered with Green
Stuff. Once you've mixed the blue and
yellow parts of the putty together, roll it out
into a thin sausage. Carefully drape the putty
over the gaps and then, using a Sculpting
Tool, gently smooth the Green Stuff into the
gap. Keep working the putty until the join is
disguised. Keep the ends of the Sculpting

Tool wet to prevent it sticking to the putty.

Anja painted Eltharion in three G-

different parts and only

assembled the model when all ol ~
the painting was completed. 3

1) Stormwing

2) Eltharion’s totso

3 Legs and saddle.

Pinning the Griffon

It is best to pin both the wings
and the talon to the Griffon’s
body. Using the Hobby Drill,
bore holes in both the wing
connecting tabs and the
sockets on the Griffon’s back.
It's important that the holes
match up when the wings are
in place. Cut some paperclip
wire to about 10mm in length
and glue this into the hole in
the socket. Now stick the wing
onto the Griffon, using the
wire to join them.

Green Stuff

Green Stuff is a two-part
epoxy putty that the
Citadel designers use the
majority of the time to
sculpt their models.

As illustrated on this
page it is also perfect for
filling gaps, and to use for
sculpting work for your
own conversions.

You can find blisters
of Green Stuff in our
Hobby Centres and
through GW Mail Order.
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Feathers on models have a raised texture that takes paint very well and so can be less challenging to paint than other
areas of a model like skin or clothing. For Stormwing’s feathers, Anja used a basecoat then a shade, and then highlighted
the feathers with drybrushed layers until she was happy with the finish.

To get a strong contrast on the
wings and upper body, Anja
used two colour schemes: dark
brown and off-white.

Painting the Feathers

Light Basecoat
1:1 mix of Khemri
Brown and

Bleached Bone.

/ . Dark Basecoat

Scorched Brown.

Basecoat, The feathers are painted in alternate
stripes. Paint the light areas first, as the
Foundation colour provides a strong base,

Light Highlight
1:1 mix of
Bleached Bone

and Skull White,

Graveyard Earth.

2nd Highlight. Successive highlight layers
require a lighter drybrush — wipe off even more
of the paint before applying the technigue.

Dark Highlight
1:2 mix of Scorched
Brown and

Light Shade
Flesh Wash.

Dark Shade
Black Ink.

Shade. Black Ink was used for shading the dark
feathers while Flesh Wash was applied
sparingly ta the base and stem of each feather.

Light Highlight
Skull White.

Dark Highlight
Graveyared
Earth.

Final Highlight. The light feathers have a final
dryvbrush of Skull White. The dark feathers had
a drvbrush of pure Graveyard Earth

Light Highlight
Bleached Bone.

| Dark Highlight
1:2 mix of
Scorched Brown

and Graveyard
Earth.

1st Highlight. Using a Small Drvbrush, apply
the first highlights as a heavy drvbirush - or
overbrushed - layer.
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Griffon - Painting the Fur

The hindquarters of a griffon resemble those of a large cat, and Stormwing in particular is part leopard. When painting

animal fur it’s good to use real life reference material, so Anja used the infinite resources of the Internet to get some
leopard photos before she tackled this part of the model.

Other types of Griffon

By Joe Tomaszewski

0

A Leopard’s spats are not

actuallv “spots” but are Lion. Lion fur uses Snow Leopard. This

mare of 4 “U" shape, lighter, more muted dramatic colouration
browns, such as uses a pale grey base,
Snakebite Leather. highlighted up to pure
Ohbvipusly there are white betore adding
no spots! the markings.

Tiger. The contrast White Lion. This
between the light and Chracian Griffon is
dark parts of the fur painted in the same
are more pronounced, way as a regufar lion,
but the hasic paletie is but with a much paler
the same. colour palette.

Light Shade

Light Highlight
Scorched Brown.

Light Basecoat
1:1 mix of Khemri Khemri Brown.
Brown and Calthan

Brown.

Orange Basecoat
1:1 mix of Fiery
Orange and

Scorched Brown,

Orange Shade

Orange Highlight
Scorched Brown.

2:1 mix of Fiery
Orange and
Scorched Brown,

Basecoat. The underside was given a basecoat of  Shade. Scorched Brown was applied as a
Khemri Brown and Calthan Brown. The haunch, shading wash on both the underside and the
back and tail was painted with the orange mix. orange areas of the fur,

Light Highlight
1:1 mix of Khemri

1st Highlight. For the first highlight laver, Anja
added more Fiery Orange to the base mix. The
light fur received a Khemri Brown highlight.

~ Light Highlight
’ 1:1 mix of
* Bleached Bone

and Skull White

Orange Highlight
1:1 mix of Fiery
Orange and

Elr Flesh.

Light Wash
Snakebite wash,
Brown and
Bleached Bane,

Orange
Highlight
3:1 mix of Fiery

Orange and
Scorched Brown.

Orange Highlight
Fiery Orange,

Orange Glaze
Dark Flesh

2nd Highlight. Try applying several thin layers of  3rd Highlight. The wash over the light areas, Final Highlight. After the final highlights are
each stage instead of one thick layer, to achieve and the glaze aver the orange areas were
a natwral, blended effect.

applied to both parts of the fur it's time to paint
applied to mute the tones. on the spots - see above for details.
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Painting the Talons

Basecoat

1:1:1 mix of
Codex Grev,
Chaos Black and
Graveyard Earth.

Basecoal. For the first stage Anja painted the
claws with a basecoat of the above mix.

Highlight
1:1:1:1 mix of
Codex Grey,
Chaos Black,
Graveyard Earth
and Bleached
Bane.

1st Highlight. The first highlight laver was

applied in rough stripes.
Highlight
1:1 mix of
Codex Grey and

Graveyard Earth.

2nd Highlight. The stripes were defined,

getting lighter towards the points,
Highlight
Bleached Bone.

Highlight
Skull White,

Final Highlights. The claws were given a final
highlight of Bleached Bone and then thin lines
of Skull White were carefully added.

Griffon — Painting the Beak and Claws

After the griffon’s body was complete, Anja started work on the beak, tongue
and claws respectively. Again, Anja worked on each area separately, only
moving on to the talons once the beak and tongue had been completed.

Painting the Beak

Beak Basecoat
Bronzed Flesh,

Tongue Basecoat
1:1 mix of Tanned
Flesh and Liche
Purple.

Basecoat. The beak’s basecoat was built up
with several lavers of Bronzed Flesh.
2nd Beak Shade
Scorched Brown
and Chaos Black.

2nd Tongue
Highlight

1:1 mix of Tanned
Flesh and
Bleached Bone.

2nd Shade. A Scorched Brown/Black mix was
then applied towards the tip of the beak.

2nd Beak
Basecoat
Golden Yelfow.

Tongue Shade
1:1 mix of
Regal Blue and
Liche Purple.

2nd Basecoat. The Bronzed Flesh provides a
strong base for the thinner vellow pigment.

Beak Highlight
1:1 mix of
Golden Yellow

and Skull White.

- -
= ""', O 3rd Tongue
\ Highlight

Bleached Bone.

Highlight. The first highlight was applied to
the top and edges of the beak.

Beak Shade
1:1 mix of
Ciolden Yellow
and Scorched
Brown,

. Tongue
Highlight

Tanned Flesh.

Shade. The shading is applied in thin lavers,
Wended towards the beak's point.

Final Beak
Highlight
Skull White,

Final Tongue
Highlight
Skull White.

Final Highlight. Skull White was added to the
very edges of the beak.

94 WHITE DWARF

'EAVY METAL: ELTHARION




Eltharion - Painting Metallics

When it came to Eltharion himself, Anja started work by first picking out the
metallic parts of the model and working them up in lots of stages to get a
highly polished sheen, worthy of a High EIf hero of Eltharion’s stature.

*ainting the metal areas first
means there's less danger of
catching the tace, chest plate or
helmet feathers with metallic
paints and their related washes.

Ithilmar Weapons

Basecoat
Boligun Metal,

Basecoal. Anja used Boltgun Metal to provide
a solid, rlat basecoal.

2nd Basecoat
Chainmail,

Don't forget to paint the
greaves, saddle edge, sword
hilt and spear decoration in
gold as well.

2nd Basecoat A second basecoat of Chainmail
was added to brighten the metal areas.

Wash
Blue Ink

Wash
1:1 wash of Blue
and Black Ink.

Wash. Two washes were then applied to
provide a bluish, polished effect.

Highlight
Mithril Silver.

Highlight. When dry, a thin coat of Mithril
Silver was added for the highlight.

Basecoat

1:1 mix of
Scorched brown
and Shining Gold.

Basecoat. Adding Scorched Brown to the gold
paint makes the colour look less artificial.

Highlight
Burnished Gold.

Highlight. The tirst highlight Anja applied was
of pure Burnished Gold.

2nd Basecoat
Shining Gold.

Wash
Brown Ink

Wash

1:7 wash or
Scorched
Brown and
Liche Purple.

2nd Basecoat. Pure Shining Gold was then
applied over the top of the first basecoat.

Highlight
1:1 mix of
Burnished Gold

and Mithril Silver.

Wash. The brown wash provides shading,
while the purpie enriches the colour.

Highlight
Mithril Silver.

2nd Highlight. Adding Mithril Silver to gold is

Final Highlight. Pure Mithril Silver was
a great way to get a polished effect.

added as a fine edging highlight.

www.games-workshop.co.uk/highelves
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Eltharion - Painting the White and Blue

Painting white, especially on something as elegant as this model, can be tricky. Anja’s advice is to use a light basecoat,
and build up lots of thinned down layers of Skull White. Even when you think you have applied the final coat, look again
when the model is completely dry and don’t be scared to add a few more thin layers to get an even crisper finish.

White and Blue

Blue Basecoat
Regal Blue.

White Basecoat
Astronomican
Grey.

Basecoat. The blue areas were given a
basecoat of Regal Blue while Astronomican
Crey was used tor the white basecoat,

Blue Highlight
1:1 mix of
Regal Blue and
Enchanted Blue.

White Shade
Shadow Grey.

1st Highlight. The blue areas had a highlight.
using a 1:1 mix of Regal Blue and Enchanted
Blue. The white parts were shaded grev.

Blue Highlight

Blue, Enchanted
Blue and Space
Waolves Grey.

White Highlight
Skull White.

2nd Highlight. At this stage, start to build up
the thin lavers of Skull white and add the
penultimate highlight laver to the blue areas.

Blue Highlight
Space Wolves
Grey

White Highlight
Skull Whita,

very fine edging highlight to the blue areas.
Continue to build up the white layers.

1:1:1 mix of Regal

Final Highlight. Apply Space Wolves Grey as a

Painting Gemstones

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 here. The darkest
portions should be at the top of the
gem, while the highlights fall
towards the bottom. Finally, a small
dot of Skull White in the top corner
represents reflected light.

Red Gore,

A steady hand is needed to et The quiver has been painted using
to the feathers of the helmet the same techniques as the rest of
wings behind Eltharion’s the blue and white elements.

autstretched right arm.

y —

Blood Red. Blazing Orange. Fiery Orange. Skull White.
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Eltharion — Painting the Face and Saddle Back

Anja tends to paint faces last, so as to match the
contrast with the rest of the model. If you paint the
face first, you might make it too dark, which will look
out of place on a model as light as this one.

Painting the Face

Basecoat
Vermin
Brown,

Basecoat. Aim to get a tlat, even
coat of Vermin Brown, leaving the
eves and mouth black,

Highlight 1
Dwarf Flesh.

Highlight. Start to block in
all of the raised areas with the
highlight mix.

Highlight 3
Bleached
Bone

3rd Highlight. Apply the fine
highlights on the most prominent
parts of the face using a fine brush.

Final
Highlight
3:1 mix of
Bleached
Bone and
Skull White,

Final Highlight. Again, reset the iinal
highlights. All that's left now are the
eyves and teeth.

Shade

1:1:7 mix of
Scorched
Brown, Liche
Purple and
Chaos Black.

Shade. The shade is applied as
a wash, and sets the tone for
the subsequent highlight layers.

Highlight 2
1:1:07 mix of
Dwarf Flesh,
Bronzed Flesh
and Bleached
Bone,

2nd Highlight. Continue to build
up the highlights, concentrating
on the raised areas.

Glaze

1:1 mix or
Purple Ink
and Scorched
Brown,

Glaze. Re-establish the tey,
Elven skin tone with a very thin
purplish glaze,

Basecoat
2:2:1 mix of
Mechrite Red,
Scab Red and
Liche Purple.

Basecoal. Start with a deep red
basecoat mixed from the above
colours.

Highlight 2
1:1:1 mix of
Scab Red,
Blood Red
and Blazing
Orange,

2nd Highlight. Start to pick out the
creases and edges of the panels,

Shade

1:1 mix of

Scab Red and

Chaos Black.
Shade. Add definition to the

creases in the saddle back with
a dark shading wash.

Highlight 3
Blazing
Orange.

3rd Highlight. As the highlight
lavers get lighter, they should
also get finer and maore precise.

Highlight 1
1:1 mix o
Scab Red and
Blood Red.

Highlight. Highlight the panels
with a bold, deep red,

Final
Highlight
1:1 mix o
Blazing
orange and
Elf Flesh.

Final Highlight. Only the sharpest
edges should be highlighted with
this very pale mix.
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Eltharion -

Finishing Touches

A character model painted to this high standard will make a fantastic centrepiece for any High Elf army. Even with the
great new Dragon and High Elf character models in the same force, Jes Goodwin’s classic Eltharion sculpt has stood the
test of time, and should take pride of place in any budding High EIf Noble’s force.

Hair, The hair was first given a
Bronzed Flesh basecoat,
followed by a Bestial brown
wash. It was then highlighted,
first with a 1:1 mix of Bronzed
Flesh and Bleached Bone, then

pure Bleached Bone, and finally

Skull White.

98 WHITE DWARF

'EAVY METAL: ELTHARION

Face details. The eves and teeth
were painted with very thin
bands of Skull White, Finally,
Anja added tiny dots of Chaos
Black for the pupils.

Gloves and sword detail. The
black gloves were highlighted up
from Chaos Black by adding
increasing amounts of Space
Wolves Grey. The sword grip
was painted in the same way as
the saddle back. Finally, the
zemstone was painted as
described an page 96,




CITADEL.....
TOOLBOX

- In this month’s Toolbox, we take a look at one of the most
indispensable hobby tools — the Plastic Cutters. These are so
useful that no hobbyist should be without a pair!

Using Plastic Cutters

Plastic Cutters are primarily used for clipping plastic components from frames. They
are a versatile tool that can be used for a whole range of hobby-related tasks. We
asked some of the Design Studio modellers for their hints and tips.

Clipping Frame Components

Safety First

Plastic Cutters work by
applying pressure to the
sharp blades, which
means that small
components and pieces
can have a tendency to fly
off in a random direction.
This is a particular
problem if you use the
tool for cutting metal
components. Angle the
cutters downwards, so

. o that the piece you're
COHVE"tmg Miniatures cutting lands on your desk

0 ":j and not in your eye!

When snipping components from their frames, don’t cut too close. It's best to leave a bit of the frame attached
to the component and then clean it up with a Hobby Knife afterwards.

Faithful Companions

The Hobby Knife and
modelling files are great
tools for cleaning up
models once you've freed
them from the confines of

If you're cutting an arm, head or other appendage off a model then use the flat side of the cutter blades against he plastic f
the part you wish to keep. This will ensure that vou get a clean cut on the correct side of the component. the plastic frame.

Removing Detail

Cutters are great for weathering plastic components and removing raised detail. Rather than using a saw or
knife to try to cut away a difticult-to-remove part of a model, such as a book being held in a miniature’s hands,
or the surface detail from a City Ruin, the Plastic Cutters can be used to ¢ lip away the majority of the detail,

betore tidying the model up with the knife and files. ‘
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nuch food and many presents! Perhaps you're
F‘ng tﬁ‘is now‘--‘bm :you’ve received White Dwarf in your stocking. Maybe you’ve

never played a wargame before. If so, we'd like to take this opportunity to welcome you to
the amazing world of the Games Workshop Hobby.

ARE YOU NEW T0 THE HOBBY?
DO YOU WANT T0 KNOW MORE?

All through the cold winter months our warm and
welcoming stores are running great introductory and
tutorial events for anyone new to the Games Workshop
Hobby. These tutorials can help you get to grips with
collecting, painting & modelling, and playing all of our
games. Our expert staff can introduce you to new aspects
of the Hobby, or help you to develop your skills and hene
your generalship.

And you don't need to worry if you are completely new to
all the dizzying variety of the Hobby. Our staff can help
and advise from your very first steps along the path to
getting the army you want onto the table ready to crush all
opposition!

The sessions will be running throughout January, and each
store will have a full timetable for which you will need to
get signed up as spaces will get filled quickly!

All you need to do to get involved is to get in touch with
your local store and our friendly staff will be able to book
you into the session which best suits your needs.

So, get along to your local Games
Workshop store and get booked into a
Beginners Course!

RING YOUR LOGAL STORE FOR DETAILS!

You can't fight a battle without troops, which, in our case, are represented by maodels
about an inch (30mm) high. Model armies, just like real armies, contain different kinds
of troops and are co fed by valiant g Is. By adding regiments, as well as war
machines, heroes, monsters and other special models your army will soon grow.

Painting Citadel miniatures is one of the most satisfying parts of the hobby — there'’s
nothing quite like looking at a massive army you have painted yourself. Although it
takes time to become as good as the ‘Eavy Metal team, who paint most of the models in
our books, it doesn't take much practice to be able to create an eye-catching army.

www.games-workshop.co.uk/storefinder



I 1 ] I 1 )'4 Everything you need to get involved in the
| | Games Workshop hobby community!

FRONTLINE

— 102-105 »

Campaign Weekends

Campaign Weekends are one or two day events that concentrate on telling specific
stories and this month we talk about some of the changes that will be happening
to them.

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.

106-113 »

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.

113-119 »

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

Waaagh! Orks
Check out the Orks available from Mail Order including some Mail Order—only
miniatures and packs.

Advance Order — Harad

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

W/

Are you a Hobby Centre, Independent Stockist, or part of EVENTS DIARY ABBREVIATION GUIDE

the C](ITN fm.d |'L}nnipp, an e}f@m? If 50, alnd you want to WH Warhammer

advertise it for free in this fine publication simply drop us

an e-mail at: A0K sonsmsmmanniasmn Warhammer 40,000
, whitedwarf@games-workshop.co.uk T Blood Bowl
The closing dates for receiving details for publication in .

Th[_.\ ](][l[)“-inu‘ issues are: WAB .................. Wal‘hammel‘ AF‘ICIent Ba[tles

. WPS oo Warhammer Players’ Society

® st January WD340 (Apr) : =

o Ist February  WD341 (May) WECW............ Warhammer English Civil War
SR W i A . .

SR e EPIC i camsasmvnmunsssins: Epic Armageddon

Please note all dates and details are correct at the time of LOTR: ..o cnivinummunsiminins The Lord of The Rings

going to print but are subject to change. Games Workshop GW oo esso s ssssssssaid Games WOTkShOp

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

not organised by Games Workshop PLC. G cocnmnsmmsmmmmsmmonainasences Grand Tournament

102 WHITE DWARF FRONTLINE Event information correct at time of goeng fo pross, Cames Whrkshop is not responsible for events not run by Games Workshop



Event Profile: Campaion Weekends

Campaign weekends are one or two day events that concentrate on

telling specific stories unique to the worlds of Warhammer and

Warhammer 40,000.

e have some great news for our
gamers! Warhammer World will
be hosting not two campaign

weekends next year but three, organised
and run by passionate groups of gamers
within the Gaming Club Network (GCN).

As part of our annual review of our
events schedule, we observed that the
GCN, and in particular the Tempus
Fugitives, had been delivering some
fantastic campaign events. With the
introduction of Warhammer 40,000
Battlefields and The Lord of the Rings
Doubles events, we had to take a very long
hard look at what we could physically
deliver to our customers.

We were faced with a decision; should
we keep our campaigns for another year,
or support the GCN in delivering their
events during the coming year?

After some thought, conversations and

FOR MORE INFORMATION

cups of tea, we decided to assist the
Community with hosting some top notch
campaigns in the hall, which would allow
us to focus on some new formats to further
enhance the event calendar

We would like to take this opportunity
to thank the Tempus Fugitives and the
GCN for their support and wish them well
with their events in 2008.

For more details about these and other forthcoming events, please check out our blog

at: http://warhammerworld.typepad.com/

Or the GCN at: www.gcnm.org.uk

The Tempus Fugitives at: www.tempusfugitives.co.uk/
Or contact us direct at: whworldevents@games-workshop.co.uk

RUNILINE

What is the
Gaming Club
Network?

The Gaming Club
Network (GCN) is a
volunteer organisation,
founded in 1999 to
bring together like
minded clubs for lots
of gaming fun!

Games Workshop
does not run the GCN,
rather we support its
efforts and welcome
GCN clubs to events;
for instance the GCN
clubs ran many games
at this year’s Games Day.

The GCN strives to
create and support
excellent gaming clubs

in a safe enviroment,
whilst also helping to
grow the community at
a national level,

For more
information on the
GCN including
requirements for
prospective clubs

| please go the website

below.

www.gcnm.org.uk

Event information coreect at ime of going (o press. Games Waorkshop is not responsible for events nof r

iy by Games Workshops,

www.games-workshop.co.uk/events
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What’s on, when and where:
All the events for the next
few months are listed here,

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.

Throughout January, 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.

FRONTLINE

Date: 12th-13th |anuary, 2008 i :
Venue: Warhammer World, Nottingham, England
Age Limit: 12+

Details: Compete in a fun tournament with a
triend as an ally. You will need a fully painted
500pts 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
includes: tea and coffee at the start of both
days, with doughnuts to get you started on
Saturdayv morning, vouchers towards lunch
on both days, and an evening meal on the
Saturday night.

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

Yorkshire Open
Tournament -

Warhammer 40,000

Date: Sunday 27th January 2008

Venue: Games Workshop Wakefield

Details: The Yorkshire Open tournaments are

now in their eighth year. Competition is fierce

but if yvou think vou have what it takes to be

the best contact us now as tickets will sell

quickly. You will need a 1500pt standard

mission force to take part in this tournament.

Tickets: £10

Contact details: Games Workshop Wakefield
Tel: 01924 369431.

Have you got what it takes?
Registration begins after Christmas.

Event information «

arrect al time of going to press. Games Waorkshop is nor responsible for eve
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Date: 9th February, 2008 .
Venue: Warhammer World, '\'[Jtlidﬁ’,i]l:lllﬂll
Age Limit: 16+
Details: Dig out your small soldiers and get to
Warhammer World for a fun day playing
Warmaster. You'll need a fully painted 2,000
point Warmaster army to take part, Play
three games over the course of the day and
compete for the Winter Warmer
White Elephant!

Entry is free but places are limited
tand you'll need to provide your own lunch!)
Contact: warmasterwinterwarmer@yahoo.co.uk
Website: http://games.groups.vahoo.com/
group/gw-warmaster/

Date: 10th February, 2008

Venue: Leopoldsburg, Belgium

Details: Full Tilt is an annual wargames
tournament organised by the White Knights
gaming club from Leopoldshurg in Belgium
and will take place for the sixth time. There
will be tournaments for three systems:
Warhammer Fantasy, Warhammer 40,000
and The Lord of the Rings. So if you're in the
mood for a day of wargaming in a great
atmosphere, then check out the website
below for more information.

Website: http:/www.de-witte-ridder.be

23rd Bloodbowl;
" The Chaos Cup

Date: Saturday 23rd February 2008
Venue: Games Workshop, Bromley
Details: The London Bloodbow! Tournament

season kicks off with this one-day tournament

The Chaos Cup. You will need your team,
templates and dice. Only 24 tickets available.
Look oul for the Spikey cup, Summerbowl
and Bloodbow! completing the season later
on this year.
Tickets: £15 — on sale now!
Contact: Games Workshop Bromley on

D208 466 D678

24th Yorkshire

Open Tournament —
Warhammer

Event Date: Sunday 24th February 2008

Venue: Games Workshop Waketield

Event Details: The Yorkshire Open

tournaments are now in their eighth yvear.

Competition is fierce but if you think you

have what it takes to be the best contact us

now as tickets will go quickly. You will need

a 2000pt Warhammer army to take part in

this tournament.

Tickets: £10

Contact details: Games Workshop Wakefield
lel: 01924 369431

Halloween Party..

Date: Saturday 8th March 2008, 6.30pm
Venue: Games Workshop Bromley

Details: Halloween comes early in 2008 as
the Vampire Counts are unleashed across the
Old World. Take part in lots of activities
including a mega graveyard battle (201t long
hoard) Join the Witch Hunt to root out the

Vampires from the Empire. Power-up your - *‘{“S o - !
Vampire by drinking “blood” from the vile Vol A TR ‘j:r S f :
chalice. Battle commences in the eerie dark hae d % g
gothic atmosphere lit by “candle light”.
Contact: Games Workshop Bromley
Tel: 0208 466 0678
Event information correct at time ar gomg to press, Games Wiorkshop s not responsible far events ol run by Games Warkshop

The Games
Workshop
website
contains more
information
about the
events scene
than we could
ever list here.
Not only can
you find out
about
forthcoming
events and
activities it
also contains
tournament
reviews and
Games Day
reports (which
also includes
the Golden
Demon
winners).

For those
interested in

_tournaments,
you can find

rules packs
and details for
all of our
Grand
Tournaments

in the 2007-

2008 season.
You can also
find reviews
for previous
tournaments if
you are still in
need of
convincing,
Those of
you who are
regulars at
your local

. club, the

website has
guides and
advice for
running events
as well as
details about
joining the
Gaming Club
Network (as a
member we
can add your
details to the
club finder in
the pages of
this White
Dwarf
magazine).

Finally, it's
all free!

www.games-workshop.co.uk/events
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STORE FINDER

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

cAMES WORESHOP Hobhy Centres

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

OPENING TIMES

106 WHITE DWARF

the store listings.

Mon-Fri: 10am — 6pm
SOl s s Full range of products Free painting & modelling advice
Sunday: 11am - 5pm - . i ] & e

All our centres stock a full range of No matter what your level of painting or

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

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 Mail Order 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.

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 yvou 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!




IN YOUR LOCAL AREA

With over 500 locations across Europe 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 vou're

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

I TR v P AN PR

GAMES WORYSHOP Independent Stockists

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

Games Workshop products are sold by a large number of
shops in many different countries across the world.

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

AROUND THE WORLD
It you're unsure where vour nearest stockist is located, anywhere
in the world, call Mail Order on: +44 (0) 115 91 40000
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GW HIGH WYCOMBE:
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Tel; 1144 1

GW MILTON KEYNES:
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Tol, 41490 1Y 147
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GW ALTRINCHAM:
Uinit 1, 19 Graftan Street, WA14 1001
Tel: 0161 42 B0

= GW CHESTER:

Tel: 0124 441 1467

* GW MACCLESFIELD:

Unit 4, Chestergate Mall, Geasvenar Centre
AKTT BAR
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AR

GW STOCKPORT:

52 Mersey Siquarr, SKI 1RA

Feli 0192 565 1904
ALTRINCHAM, The Gaming Crypt:
Tolintig 22 1t
BIR“ENHF»\D Kit §
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CHEADLE, Fantasia:
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GW TRURO:
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BODMIN, Bricknells:

BUDE, Mare Yalue:

CALLINGTON, GMS Cames

STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE

*0 Anificates Gaming Reom faciliiv.

HOBBY STOCKIST

Offers 2 hobby gaming and paiating service.

FALMOUTH, Kernow Toymaster:
HAYLE, Blewetts of Hayle:
LISKEARD, Hrirknr'lln.

LISK.EAIID, 'lrago Mills:

Toki GR5TH 4 6 MNE ELITE STORE
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IST AUSTELL, Adeha Toys: NE PARTNER STORE
Stncks must of e Games Waekshap range

ST ALUSTELL, Mad for Miniatures:
=ik = | INDEPENDENT STOCKIST
Tt af tia Viprks

ST IVES, Dragon's Hoard:
NEW STORE OPENING

TRURD, Toymaster:
f Vireligates new stores anid stnckists.

WADEBRIDGE, Bricknells:

COUNTY DURHAM

= GW DURHAM:
B4 North Koad, DH] 450
Tel: 01191 373 1063

oW )AI!LI‘\('TU\

E\\d()l 1H G.uurmlll Muodels:

GL\‘ COLCHESTER:

HO!%WE}RlHY Huniton Toy Shop:

H(‘NIIO\I Hd.ra.\r

BARN ND (_r\th.LT 5h
il Yo hwusumbm The Trading Post:

BISH()P o\IJ( KLAND, Windsook Models:

NEW ] UN ABHOT Austins:

SAFFRDN WALDEN Game On:

1it High Steeed, Tel 11799 306 071
l]‘\SII.DDI\ thlhrrlll
ol

F(:I'\l\l ‘Il Lw!ip.lrl

bla\!‘M“ (.. mes of War:

510(_0(10\ % TEES, Stackinn Modeller; ﬁRF'\] \\'UUD B&EM Cycles:

* GW CARLISLE:

Lane, CA1 1D

TURIIII\(..IUN Toyzone: El.“ TI(J'I\ CI\ 5EJ| Claclon Art & Craif Cendre:

HARLOV Muqurl Muodels:
Illl]ISﬂ'

L W BOURNEMOUTH:
R

EA, Caliver Books:

BAI!RUW I\I FLHNF‘B% Heaths:
Th

M.’\I DOI\ Cnlln Bliss Models:

BOWNESS-OMN-WINDERMERE, -'
e Centre, HMTT 1R fb\TlﬂCH meTud‘

GLOUCESTERSHIRE

GwW LHELTE\HA“

BUL R EMULI I H, Hobbverait:

IHIIIJI'(JRI I'm:ls Toymaster:

‘”"T”' "'"F‘ 5 Cyles: uunutEsTtR Dorchester Toys:

\-‘\’l(..TUI\ Iark-.nns. Diecast Models:

i B()URN[. The Cormer House:
W(JRKINC IO\I TayTown:
ol

BOURTON ON THE WATER,

SHERBOURNE, The Toy Barn:
Bourlon Model Railway:

Tel: 01935 815 a0

IIEIIIIYSHIHE WEYMOUTH, Kessock Models:
s

Teli 11
WEYMOUTH, Razzamatar;
i Tidl A0S TR G0 LOUCEQTER Hllhht[r.ll!

vl NEaRL 424 9t
ESSEI NH{UUD, Anllcﬁ
W C HEli\-ﬁFDRD
M

[ hows Cenbre, UM GFLL
Teh K34 540 (I

Lumbards Toys:

'Iern s Choice:

QTRDUD Gamies:

Kmmin Toys and Models
LHI STERFIF[D fl|l~1ll|‘|l|ﬂ Depariment Sore:

CLI)S Ol" “wml Services:

TO YOUR
LOCAL

|l(>\mn Co-op:

“J\T I.U(_ K, ﬁha wes:

* GW EXETER:
1

P N

GW PLYMOUTH:

HOBBY
i o ! STOCKIST
;.:‘L’tl'”TDRQLIAI B . .. O = " i FOR ALI—

12 Markel Street, Tigt (40}

Fel n1a0 320 1076

1!»\RP\STAPI.E The Batllezane:
(10} 1=

!!IDE}'URD The Tarka Train

[ ump ar

I)a\IIT UUTI—I WG Pillar & Co:

SHOPPING

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



TEVWKESELIRY, Toy Zone:

BASINGSTOKE:
Walk, RGEI 76

GW PORTS\'IOUTH

GW SOUTHAMPTON:
asf Streed, 3074 THG

W WINCHESTER:

15 Jewry Sheet, SOL1 HRY

Ted) 11196 28 0199

—\LDER‘%HOI’ The Game Shop:
25T T

:\LTON. Alton Model Centre:

1ol N1 G40 544

ANDOVER, Huhgnsanmi Toymaster:

Tl 01264 152 25

BD‘II.EY ust !\dﬂ Imagination:

\N-'II.FU'iGI) U‘- SEJ\. \illmnl Models and Hobhies:

NEW MII.ICN Tovs of New Milton:

PFIERSFIELD, Fnlly Muodels:

PDRTCHERTER Wicor Maodels:

RN(.:WOOD rli)! of Ringwood:

AT 4

R U \15( Y. R uumlnbuut

SOUTHHAMF‘ION. Rock Bottom Toystore:

Tel: 02180 L33 947
SOUTHSEA, Southsea Models:
uli

\W\IERI.UUWI.II Forever Toys Lid:

WJ\TERI.UUVII.I.E Paul's Hobby Shop:

BARNET, Toys Toys Toys:

HEREFORD, Herclord Model Shops

vl 43

L[L)MINSTER Martin's Models & Craits:

ROSS DN \#‘-E Hevolutions:

IIEIITFIIIIIISHIIIE

GW HEMEL HEMPSTEAD:
Vi Brklge Street, HIF TEF
Tol: 0144 2
(4\‘\" ST r\l.Bl‘\NS
ALT JER

EISHDP 5 STDRTI'DRD Boardmans:
Cr)l'KF()aTEIGS Murray & Hrand:
H:\RI I:NLJ[I\. Felicitations:
I'IIERIFORD Marqluo Maodels:

‘\-1aml\ Models;

L FICHWORI H Model Images:

ﬁTE\«'E NAGE th hyCrait:

S1F VE Nr\GE KS Models:
ol

\-\‘I‘L\‘\-\’N GJ\RDE\I CITY, Tows Toys Toys:

\-\'J\YFOIID Hol:ll'rl:mﬂ
13

ISLE OF MAN

IJOUGI.M [ugnusur

ISlE I]F WIGHT

COWES, Chivertons Newsapents:
SEWPORT, Tov & Models:

RYDE, The Sports & Model Shop:

RYDE, Fun, Facl and Faniasy:

IEHT

GW’ BLUEWATER:

(..\-\' CANTERBURY:

Unit 5, trion Bar Lane, CT1 2HN

Tel: 01X 4
C.W MAIDSTONE

GW TUNBRIDGE WELLS:

A4 L am vl TNT 2P

Tolz 184 252 a1

ASHFORD, GZ Computers Ltd:

Tels (250 BT,

WHITE DWARF

BEXLEY HEATH, Kit Krazy:

BIF()I»\\IDSITAIRS Time & Space:

ICHAI.TIH.I'\M, Maynes:

El‘lA\‘F(.;RIlI) II-:'::hhyfmfl

Ll(.)\l'EliI III.I:'ﬂ:.I"S Models:
10304 203 71 |

FJ\\'ERSHJ\M, .-\l:.!t.us Toys:

uRA\'{SEM) 5Iu| s Callectables and Models:

ol 0ES74 604 405
GRA\"ESEND. H\l‘ Stamp Centre:
HERNE BM’, Spi.-armhs.

UELET 4T

HYIHE Apple fax

M-r\ I DSTON E Huhbyc rait:

ORP GTCN JH Lorimer:

SEV ENUA)(S IH Lorimer:

Wt s

SEVEN U.r‘\!(b Manldm\ LH

(AT

SIIIINGBOURNE Al Blundell & Son:

ol I7IE 434

LANCASHIRE

GW BLACKFOOL:
# Rirley Street, FY1 ADL

Fel: 0125 375 2056
GW BOLTON:
Unit 27, 36 Acresfinld Mall, BLT TEA

Tel: 0120 436 2111
GW PRESTON:
15 Miller Arcade, PR1 204
Tel: 177 202 1855

ASHTON UNLIE.IE LYME, Rouncabout Toys:

Tl bk g 4
IN.r‘\CKI]UI!N B.llmu
1ol 45

RLACK“UI{N Mrn.t.r & Sons:

Hl:\CkFD()i Wha

IIHllI.IIG\I, Hlulhhy(_ral’t
;II:JII{II\-I.H é‘;-lnppnthum
;II.IJ;RI! Ennml.

5 Tovmaster:

CHORLEY, Ilampium Toys & Nursery World:

LI.ITH[ICUE an,llls of Clitheroe Lid:

k] RK H AM, RK Boyes:

I.J\N(a\lﬁ TER, Micro Markets:
|I.EI|IGIH. :r""lfm!".'r.‘
Ih-l;)“l'lIEC“QIA“BIEII
:.)IRMIEMRK. Inyluls

Micro Markets:

l!OSS E h (4] ‘\ L I' Kossendale Models:

PREWON thhv(r.\ll

STAl. BRI D l' E, Hardcastles:

Wi |g.an Model Centre:

I.EIGESTEIISHIIIE

GW LEICESTER:

Lini Slhver Stront, LEY SET
Tele i1k 255 0510

GW LOUGHBOROUGH:
23 Wigin Streed, LETT IVA

Tel: (4150 %27 AIAT

:“HB\‘ DE LJ\lebCH Steve's Models:

CO-\L\«'ILIE 'uﬂ‘ Toymash

lIIIGllI.NSIIIIIE AREA

GW GRIMSBY:

1 Wesl 51 Mary's Gale, N1 108
Tel: 047 234 77
GW LINCOL
Sallerpate. (imibshln of Watorside

B0
HOSTON, Models and Computers:
Tkt 04205 165 |10

GRANTHAM, Portprince Models and

Hohbies L[:I

MAEBLETHORPE, Belas Toymaster:

5(.' '\ITHCII!I'[— Shermans Model Shop:

SKEGNESE Thu Model Shop:

SI'J\I.I)II\I‘.. Mamu s Models:

llllll:ll]ll

GW BRENT CROSS:

P4, Mall Hreal Cross Shogpemng Centre, NWA 16

FRONTLINE

T}IUK\IU\-LLH ELH‘ Tay save Callectables:

= GW BROMLEY:

The Mall, Bromiey, BRT 174
\ 36 TIGTH

(..\v\ COVENT GARDEN:

et, WETE HRF

GW CROYDON:
5, Timamenund Centre. Keeley Hoad, CRO 11T
Tel: G200 RHD 26410

ancer Square, Kensingtin Chiech
W JF H

Tel: 112 7011

l.l\ hINGhIO'\I ON THAMES :
nad, KT1 157

GW L(JNDU\I |Oxford Sti:

10, The Mara Shapping Centre, 191
16120 Oxfurd Street, WIN S0P
436 DHAT

s K ok, TWS 2ZNTH

GW ROMFORD:
12 Cuadrant Arcade, RM1 3ED
Tel: IM70E 742 150

el: U178 446 B
SUTTOMN:

s Square Shpplng Critre, SM1 11
08 770 P54

= GW UXBRIDGE:

Linit 32, Chequers Mall, The Payilions
Shapping Centre, LD TLN

Tel: 0109 525 2RO

GW WATFORD:

1%a Qirerm Risacl, Harlequin Cenbre, WD 2TH
Tek: 01921 245308

F (_HLEY lmsuw Games:

CRE!:\FURD HohbyCraft:
I 4 T30

H AMI’SI I.AD. H appy Returns:

HEII\IE I1II.LI Illsl Williams:
Vel QLS T

HUISLI]’ Iuhn b. ders:

WI “RLE I.J{] \l Ehs

HIHBHESTEII ARER

GW MANCHESTER {Central):

Uit B35, Matstlen Wy South, Anudabe Centee, M3 3AT
Tel: U161 134 6UT1

FW TII.-\FFDRD CENTRE:

s T o Centre, MIT BEN

|.-|: rm 733 15

ALTRINCHAM, The Gaming Crypt:

E(_(_ LES Amnmn Miniatures:

'\IORIHEI\DE\I Stelorac:
T\'LDES'LE\" ]PL Muodels

MERSEYSIDE RREA

Raneleigh, £1 10T

QW SOUTHI'UR'I'
Lini K2, Marbile vIJ. © Shopping Centye, PRIS TOF

170 450
S'I HEI.E'\N ID Caming:

WAI.L.%SE\ ernl Maodel Shop

MIDDLESEX

EAST SHEEN, Play Inside Cut:

Tel: 0pan 5

EJ\SI IJEREHJ\M Starlings Tovermaster:
I:Ml DEIt&H-‘N Youngsters World:
f-’\KENHa\“ I.ml Lows Tovs and Gifts:
HOI.I bl.\rlln:l,s Toymaster:

HUNSIA'\] UN Hunstanton Models:

HU"ISIA\TUN Pavilion Toymaster:

\I!’JIIWICH BnliIL-m-l

'NIUIIWICH,

\I!’JIIW H an,lm 55

\IUII\‘\"ICH S P Models:
3HERII\GHAM, Starlings Toymaster:

TAVERHAM, Norvic Models Lid:

\‘\’ICUNH-!“ Pﬂlnl House Toyshop:

NIIIl'I'lIﬁMFTO!ISIIIIIE

. GW NORTHAMPTON:

e, NN JAA

een Angel Cards & Games:
NOH'I Ha MPTOMN, HobbyCraft:
beHDE\ Oshorne sports & Toys:

WELLI I\ G BOROUGH, Software Seller:

HI]IITIIIIHIIEII[IHII

a\SHEh(..TD\ Blue Box Models:
HEKHJ\\-! Ruhhu
el t

\mRPnH TG Allan:

HIITTIIIEHIIIIISHIHE

GW NOTTINGHAM (Central):

34a Friar Lane, NG T BDE)

Tol: 0115 240 11651

GW WARHAMMER WORLD:

Willuw Boad, Leman. 56T 2WS

Tel- 0115 i

MﬁNﬁFIELD Thl Games Emporium:
"

\IEW\ﬁ Access Models:
lmny
\lO"I'\L. .-\\'1. HuobbyCrait:

EUTIUN IN MHFIEI.D Bastion Gaming:

SUTIDI\ I -\EHF[EI.D, Big Boys Toys:
Fel DAY

WES!’ BRIDGFURD Inspirations
CEUIER

\-\‘OIC KSOF, M udl] Bases

OKFORDSHIRE

GW OXFORD:

1A Bushy House, New fnn, Hall Street, ©X1 20H
Tel: BRS 242 132

Wr\lI.INGFI‘JIlD Pettits of Wallingiord:

WIThE'I' anknsh

HA\ERFORDWEST Emry’s:

Ill.i'l'llllﬂ

OAKHAM, f:lrk in the Box Toys:
Tel:ias2 7

SHROPSHIRE

* GW SHREWSBURY:

b Marke? Street, SY1 1LE

Fel: 1174 336 2007

TELFORD, Sanda Games:

Tel: 11952 b7 722
BRIDGENORTH, Hobby Horse:
Telz 17 e i A

05w ESTRY Funl’a, res

TEI.FOIID Qm'ﬂlm, Knight Games:

SOMERSET
= GW BATH:
1l Westgate Huik
Tel: (114 531 3044

BURNHAM ON SEA, GW Hurley:

5. Avan Strect, BAT 1LN

Tel: 273 70 2
CLEVEDON, Just For Fun:
Tel: 07475 34T MY

FllO“{ Ihl. ['Ilcnhnh Press:

e Model Centre:

GLASTONEURY, Pedalers Toymaster:
14l 45800044 54
GLASTONBURY, PC's PC's:

Tel: 01458 B33900

MINEHEAD, .“Inch:‘rld Tows & Models:
(AT

TAU\ITOI\ l.nckm

TRUN'ION Hat:h:r&Soru
Tel: D123 272

WELLS, Wells Mudels;

Vel 740 073

\'\EHG\I SUI‘EII MARE, | Toys:

\"EQ\'IL 'rmwi cﬂllmun Centre:

\EOVIL Wllth Engine:

STIFFIIRI]SIIIIIE

* GW BURTON ON TRENT:

Unilt 8, Unbin Coird, Usibon Street, DETS LAA

mn me:u 1

TR TR 8

LICHFIEI.D, 1)igilai Dragons:
\[W(J\SH{' I\IND[II LYME, Sundwwner Models:

D bl [J Models:

D ‘i!.iﬂlllll Gamus:
ST\FFORD 'Imr Fal Gobling:

§TOKl: ON- ”IE'\IT Battlezone
Games & Cuilnrlnblm

TA\‘IW(.)RTH l.'-enil s Toys:

TA \1\-\"ORTH th!:y( rail:

SIIH’BUI

= UW IPSWICH:

63 Westgale Street, IF1 1D
Tel: 01473 200 031
IIEC(LEG Tuy l!fu

FELIXSTO WE, erauh Wulk-.hup
“M‘.E‘S\‘\DRIH Haleswaorth Toy Shop:
IF§WI(H Galn‘l Madels & Hobibies Lid:
IPSWICH Tuywulld Ipswich:

NFW“ARK EL _Mnum Toyland:

bTUWMAIIKET D | Collectables:

S'I{}WMJ\IIKET Simpson & Sons:
Ted: 01449 12 14

SUDBURY, FT Games:

Tedi 1707 !

WOODBRIDGE, Toylown:

SURREY

GW EPSOM

i High Street, KT19 BAD

Teb: 11172 731801

GW GUILDFORD:

Uit 1, /12 Tunsgate, GUL 1QT
Tedr 0140 345 1793

GW WOKING:

Unit 3 Cleary Court, CU21 &H)]
Tel: 11148 377 1675
CAMBERLEY, Morning Star:
Tel: 01276 6B5160

CA?EIIH.-\\" Modeller’s Loft:
A1 011

EN, Taylors Toys and Sports:

FAR I-iAI\-I Darlﬁlar
Wielee

PURI.E\‘ |H Lurum't Led:

RGDHII.I.. Gamers Guild:
g b

REIGATE, The Toy Shop:
Ted: QU707 245 00

GW BRIGHTON:

Umit 7, Nife Paviliorn, BN 1HW
Tek: 0027 320 3733
GW CRAWLEY:

11 Hrawddway, KHID 10X

Tek: 12w 353 2072

GW EASTBOURNE:

13 Terminis Road, BNZT 3G1

Tel: 0132 364 1423

BOGNOR REGIS,

Trains Models and Hobhies:

Teli 10240 Dind =2

BUR(]ESE Hll.l.. Kidl's Stuit;
1

C H ICHESI E R Ch(c hester Toys:

C RA\‘\"I.EY. HDbth raft:

I:Ab'( BUUII N E. Phantasia:

EAH GIIII\STEJ\D Martells of Sutton
E_-\_ﬂl GRINSIEAD Ready To Run Models
waam 5 HEATH Clarkes:
HB)!SHAM 0It1ls|‘rs

HDVE Kn:k Dreams

SEAFDRD Blg Klds Tow Shop:

5'{ LEDNARDS ON SEA, Silverhill
\.i.ui:.ls anid luh
Teb 1424441 13

l CHIEI.I) Iild s Stuff:
\'\-()RTH G, K(_ s Games Shop:

TYNEAND WEAR AREA

= GW NEWCASTLE (Central):
Newgate Shjriny Centre, NET 581
1 20 241k

W METRO (Metro Centre):

Linit 2, First Floar, The Arcade (near the
Mediferranean Villager NE11 YL

Telt D191 461 195D

Gr\TkSHE AD: H ubbyCrait

\ORTH QHII'I IJ\ SR Gladston & Son
SUI\IIFRIANI) loplins:




SUNDERLAND, Toy and Computer Store:
Tul s

WHITLEY BA®

WARWICKSHIRE

GW COVENTRY:

Uit 39, Upsper Level, Cathedral Lanes
Shopping Ceatre, €41 111

Tek: 0247 622 7111

GW LEAMINGTON SPA:

12 Hegen Streed, CVI2 5EG

Ted: 01426 4757

Alan's Model Shop:

BID\‘\UHH ﬂallu» & Madellers junction:

Tek 0247h 116
CGVE"IW\‘. thhwrrnil
|

147

RUGn R:n ways & Models:

S'l RATFORthU PCIN J\VDN.

WILTSIIIBE

GW SALISBURY:

VB Winclester Streer, SP11HD

Tel: 0172 233 0955

GW SWINDON:

I Bl Flaza, SNITLF

Tel: 0174 343 6036

DEVIZES, Huggusau rus Toymaster:
Tels fin 723 14

MAI.MESBUIIY SPS Malmeshury:

sm 'Dm SP"a Lid:
'IIIOWBIHDGF The Toy Shop:

WES'WUR\" ‘n\e Gas Cuphoard:
Tel: 01373 25 825

WORCESTERSHIRE

* GW WORCESTER:

24 Lychyate Mall, Cathedral Plaza, Wit| 205
Tel: 0 wr

DROITWICH Hubbvtmﬂ

attle Honours UK:

REDDE‘JTH Huhgusaums Toymaster:

smunmm r:-' SEVERN, 17 Activiy Toys:

YIIIIIISIIIIIE

GW BRADFORD:

4 Piccadilly, #radiond, #D7 3LW
Tel: U127 474 9430

GW DONCASTER:

24 High Street, Dancaster, BN1 JEG
Tol: 0130 292 0535

( \-\" H AIIROGJ\IE

30 Pasag UL IND
Ted: i1 44

151 6L
Tel: (1113 242 (0
GW SHEFFIELD (Central):
16 Fitewilliam Gate, 51 4jH
Teb: 0114 75 0114

GW SHEFFIELD (Meadowhall Centre):

Uinil W18, Hijgh 5
entrance near e
Tel 0114 256 616

* GW WAKEFIELD:

G Kirkpate, the Ridiigs Centre, WFI TTR
Tel: 1192 436 9411

GW YORK:

T3A Lendal, YO 8A0)

Teli 0150 462 8114

Inm:n Towws:

el Uppier Ml iest b
.59 1EN

el bz
surmmc.mu Croppers:

BIHDIJN'GTON ley Tea Lid:
Teh 01625 403 159
H,‘\LIFJW Cnnh.lvs Toymaster:

Hr\LIFJ\.'( H.\Il!.n Maodellers World:

HUDDmSHELD, Samething Wicked:

i( IG LE!' Eunu.n\ Toymaster

NDRTHJ\LI.FRION T & FM Grover Lid:

QTLE\ ('unhaVs Toymaster:

Fel: U0 10 1y

PI-CICER G, Puﬂcrs of Pickering:
e .
P{)(KL!I\ TDI\ Chylds Play:

bCARBUEUUGH Games Centre 2:

S(..!IIBUROIJGH Space, Myth and Magic:

Tk ORATH 441 1
SELBY, A1 Gp«ﬂn and Toys:
ATE

5 H EFFI EL D Wdlﬁil'ﬂl.! Emparium:

§H+ F H £L l) Wargzmns Emporium
Gnmi ke

M-AKFFIELD 'Hndd and Crait Centre;

WHITI!Y Iuhn a\ndulsun Toymaster:

YDRK h.nmr.k-i

1

41t =11
KENILHUI"H .-\i\acf.\f‘t Arts & Pictures:
[

berite Ltd T/A Tovworld:

WALES

oW CJ\II DIFF:

. : W NEWPORT:
Streel, NP IHB

2
CW SWANSE
1 wary, SAT SO
- v
CARDIGAN, Helm's Deep:

Tel: 01230 h2V 621
\usura\\

-\E E R\ ‘iTW ! H Alhatross:

1970 W17 Bk

B-WL.OR »\crnt Games:

UHE(UN. IC|i!fl= Toys & Gifts:
IIRITJGI:ND qusl for Fun:

Good News:
T 17 5
CARM\RIHEN, Hardings:

CHEPSTOW -\rlld; Corner:

Lcu\.\ \‘l\ EAY Hlppu Toys:

(_0 \WAY

DOlGElLAU. Mars Vs Venus:

LLA\IDRINDDD WELLS, Corven Arts:
ol [T

tol- WTRAT TTT S
I.L—\NTWIT M-\JDE. Rainbow Plaza:
NEWPUI". Huhbytraﬂ
PEMBRDKE l:_lmgun Alley:

Tel: 111546 721

PON'I\‘PCIDI. Per\ygutg Post Ohfice:

F‘ONT\‘PRIDD Sugar and Spice:
PORTHC.-\WL det Ie:
Poll'l M. DDC, Alma Figures:

PO\v\'\‘b TFu.- Tuv Box:

RHVL llp,hl :il Models:
SWANSEA l’m::u Shoppe:

\‘\‘REKHAM I]ﬂ!L- Ideas Tovmaster:

SI!I]TI.IIIEI

* GW ABERDEEN:

Unli 1, 12-14 Uipper Kirkgate, ABTU TBA
Tel: 0122 464 97
GW BRAEHEAD:

115 Sracheal Shopping Cemre, Kings Inch
Road, G571 36N

Telp 1147 U85 9340

GW DUNDEE:

110 Commercial Street, DU 2A)

Tebt 0070 220 21382

GwW FI')INIIURGH

GW fAl.K!RK

12 Lot Wiand, Fkl 1]
Tel: 0133 462 435
= W CLRS(OW
1 Linion Street, 61 105
Tel: 0141 221 1671
ﬁ\'\' LI\"H\CSTON

CRIEFF Happy Crait Company:

DING\c\AI.I., Sporls and Model Shep:

DUNFEI!\'\L f Abbey Models:

DUNFBIMIJNE Fife Council Libraries:

Tel: 01303 602 208

EAST l(!I.BFII[}E. D15 Models:
EDI BURGH M.munu[lu Models:

Tl 0011
EI.GH\ |||nnn-r s Toymaster:
1

FUR FJ\ R Haqs

FDRT \'\-iiII-M'\. The Granite House:

LLA_‘-(..D\'\, h:n'm.
T41 342 4100

GLASGOW Stnlu Games:

vl nla

HADDU\(’TON Model Mania:
021

IN VEII \ESE Iunn ers Toymaster:

I‘LF OI' lE\‘\'Ib \ 0 MacDonald and Son:
1

KILMAR '\IOCI( Scotch Corner:

KINR 5 Thl- Hope Chest:
KI!IhO\I.IJY. Hu Hope Chest;

NORTH A\'ISHIRE. Bus Stop Toy Shop Ltd:

Tel: 01475 phsEn
uonm BEnwn:x Laws Cycles:

. Rlclurds of Abergavenny:

il runnan Toymaster:

PERTH, |||ars Maodels:

el 17 ) Bn 181
I TERHEAD George Daonald Lid:
Fel: 1=
SHETLAND, h‘.llns Dept Store:
Tel: 134

THURSO, L)uu.'ms

|'usu¢|rf £ Rat and Son;
“Hn[HlLLb Kran Kabin:

NORTHERN IRELAND

GW BELFAST:

HTY 10D fluwards the back
il the centre 0131604
BALLYMENA, Camerons:

i1 Indicates Gaming Roam facilities,

HOBBY STOCKIST
Oiffers a hubby gaming and painling service,

NE ELITE STORE

WE PARTNER STORE

Stncke met of the Games Warhshop range.

INDEPENDENT STOCKIST

NEW STORE OPENING

Indhicates mew stures and slackin,

thes A e whdt vian wanf in siock

Sty the complete Ganres Warkshop range and offers infraductury gaming aid gasning lessuns,

Warkshing produts,*

e el calling the st et

up lay Games:

(OIFR-\I\I I'uyma:lul Coleraine:
E\M‘ikllli + Mudellers Corner:

1.|‘|8LIR \\urld of Wonder:

I'UR E-!DD\'\-N Toymaster Portadown:

INTERNATIONAL
ACCOUNTS

LISTED ALPHABETICALLY
BELGIUM

BRUGGE, Fair Play

Teb: @310 206 51 143

AARSCHOT, Conect'r

Tel: 6T 36 04 30

ANTWERPEN, Celtic Crass

Tk 03 208 K1 &5

DIENDEIIME}NDE . Tip Top Moens
Tel: 052 211

GENT, Lood & Spelen

Tel: 002 24 47

HASSELT, Olsernnn

el 011 351 358

LEQPOLDSBURG, NV Moestermans
Tel: 01139 36 44

LEUVEN, The Dicepool

Tel: 015 29 4% 54

MECHELEN, De Spelianaat

Tel: W15 34 5% 07
DOFI'ENDE King Arthur
Tel. 034 51 57 56
RDESEL;RRE lack Border

Ted: 051 20 B2 50
AALST, Hermelijn

Tl 03141 410

ANTWERPEN, Red Dragon Games
i TR

ASTENE, Miniatuurauto’s Eeckhout
ol 12 W

BLANKENBERGE, De Speelhoek
(TETETEL

BRUGLE. Modelbouwcenter
Wist- \"|.!.'l ndl'n'n

BRUSSEL lnu-rum. Anderlecht
snussa I

tertoys Laken

D[L'IH\E. The Gamestore
C.[I\'J n!wlu\u\ Genl
HALI.E Wshra s Plavground
HALI.EITnp 1 Toys
HASSE[T D §|K

lKEI.LES lnrt'ﬂO“ Inelles
el o, 14

KGII'IRI]K B;\ha Yaga

I(CII"RHK De Concorde
xonfuux Albion

I\EE Pm, ‘t Spt'll snhuis

TOURN.-\I Il!h.rluu Tournai
Tl o 21

BULGARIA

‘iOFl f\ Maglt \‘\nu rlds

SOHA M
Tl 1 2

CHINR

SHANGHAL Zark
Tl Iy 201 5

CROATIA

GSIIEK Land ul mg::

Oﬁllf I..Iml ul Magic

ﬂ r| E Ki\, Caml. Mnslcr

l.lntl nF Ma},n:

\w\lM?I)IN l.lnd of Magic

?-'\GHEI] L.znd of Magic

ZAGRER, Land of Magic
Tl PHS 1321

CYPRUS

\I(OSM ANT CI!I'DILS
T

MCOSIJ\ 'b\l. gaiand

F-'\E'HUS Cy s Cmsadc

CIECH- IIH'llBI.Il}

HOLTE I.egelmshulilshn
Tl

H{JRSENS Lugels.udcn Horsens
1ol 75 bl i

atl
HB}“HOLM GAD Hursholm
HUMLEBEK Rodes

Kt\LU'\IUIlOICG Koch's Boger & Papir

Tel: 55 51 00 53

Feels o 11 15 266
KOBEN \"NX Fantask

Al

/ 1frmlls

G\‘\‘ KOBENHAVN

xade SKL, 1360

Teb: 3112 0317

AALBORG, Dragons Lair
Tl st 12 76 |8
AARHUS C, Dragons Lair
Fel: 86 1% W b
HILLER®D, Hobby & Fritid
Tel: 48 25 26 16

KOBENHAVN K, Faraos Cigarer
Tel: 33 32 22 11

KOBENHAVN NV,

Arena Kehenhavn

Tel: 38 33 57 00

N}ESTVED, Ar\eﬂa Nastved

Tel: 55 54 &

ODENSE C Dragnns Lair

Tel &5 91 97

RBI}CI\«'RE MII Games

Telt3h 72 02 55

ROSKILDE, Fanatic Roskilde

Tel: 36 h 15 44

LYNGRBY, Faros Cigarer

Tol: 32 10 2324

HELSINGER, Hobby og Fritid
Tol: 4% 171 45 42

HERNING, Farges Kalder

Tel: 35 10 18 97

VORDINGBORG, Legekeden Vordingborg
Tel: 55 33 04 31

MBENR I.ugek.eden Aabenri
Tl

.-\ALBDRG, Aalborg Hobby Service
1ot 12110

MLBDRG, Eng & idé Aalborg

AﬂLBURG sv B.O. Boger Aalborg

ESB]ERG Eunl:en-n

.ESBI.ERrIr J\_:iu'lllun Corner
Eslallerinlz,l 5.0. Boger Esbjery
ESPERG&RDE B.0. Boger Espergerde
FR‘EDER!C!{\. Bog & Ide Fredericia

FEEDER SHERG, Legekoeden hedmkshuq;

rOIILEV S|I|'Iltlln1|.

fRENA_ lh:g & ddé Grend
C;;iEVE. I;O Boger Hundige
HI:i.S!N(.. B 0. Boger Hclsmge

Hll I.[IIOD I.t‘LLk.v.'dl'n Hillerod
Wl fel

Hl@ul&rwc Hiurring Habhy
HOLB/EK, Storkielt Bog & idé

NYI(BIIINI.’- M Morsa Boghandel
T107

GDDER I.egek;edrn Odder

Tel HG 54 4

ODENSE Sﬂ B.O Buger Rusengardscentret
el

ERS Ran:lrrs Hobby Import
Tol i 43 19 2
RINGKﬂﬁING Buddy Legetoj
RINGSTED Bm.; & Ide Ringsted

IHI\ TED Hudlh' Legetoj
Tel 37 47 14

R@DO\-‘RE 8 0. Boger Rodovre

RBI\ Durlhc s Hobbystue

HDSKILDE Bn;kElt‘g

skm:e[_l; RBORG Schmidt Bog & ideé
SIKII;'"
SlIACELSE, Uldiatten
Ib‘l’l I-I|“i|£l.|:‘.l.ilhl.‘.£ Haobbystalden

s\rENnmnc. Farve & Hobhy Hjornet
EVE‘\IDEGRG B.O, Boger Svendborg
IasrRLIP Genbmgshugtr

IHISTED Eudd} Legetnj

vms B 0. Boger Vejle

. Battle Bunker

ol
EIRE
GW BLANCHARDSTOWN

Unit 24% Manchandstuwn Shopping Centre,
Dublin. Tel: 031 B12 3861

GW DUBLIN

it 3, Lower Lifivy Streed.

Tel: 131 872 570

Bﬁl IINA \'\urld of Wonder Balina

EI.AC PUUI “urld of Wonder Blackpoul
HL:\CKR(}CK, Art and Hobby Blackrock
CL{}NMEI.

Tu)'maslt.-r Hogans
Realms

Woridlu[ Wonder
QOUf‘I.A Art and Hobhy Douglas

OROGH[UJ\ I-'\11 and Hobby Drogheds
I)lalil.IN \l! .\nd Haobhby Jervis Centre
DU!LI\ T\! Banha Dublin

|]l hi l-\ULH!IRI Tovemaster Banba Dun Listhaire
|}L N l-\UL_?H_N[ Art and Hobbs Dun Lioghaire
DL:ND‘\[.L-. Pick n Save

|1L'\.DHL‘\L Art and Hobby Dundrum

DUNGARVAN, Tovmaster Murphys

www.games-workshop.co.uk/storefinder 109
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110 WHITE DWARF

E5NIS Warld of Wonder Ennis
ENNISGE |:.-'-'.\ Tovmaster Play and Learn
LALWAY, Camers Realm

RILKENSY, Tovmaster Crotlys
RILKESSY, Art and Hobhby
LIMERICHK, I‘\rl and Hobby

LACHS, Grahams Toymaster

Art and Hobby

LIMERICK

‘\l-\(R(‘]OH Toymaster Marys
s 444

NAAS, Art .mii Hubby Naas

3-\\1’11\‘ !\r and Hobby Santry

5l it’O The l.|~| Hule

~I ﬂll‘rll\\LRlEN Art and Hubhy S4ephens Gaeen

leLLr)RG-\N Toymaster Nimble Fingers

TLI J\HORF Toymaster Robhins

\\-\TERF RD The Hobby Shop

ATERFORD Tall Tales Boakshop

\\ E‘FHRD Iunn.:-»]u Play and Learn
il

\Fl’)ﬂ'i) WOW New Ross

IOW, Toymaster Hopkins

\-\II IU'\- J\li and Hahh\ Wiltan
Tedi 027 434

ESTONIA

TALLIN, Procard Baltic
Fle 1M1 472 G3ama7 1
FALKLANDS

H I:\ AL E !’ la IJi land Collectiblis

FINIJUIII

GW HELSINK|

HF[‘}I N KI F.llllasl apelit Helsinki

3 3204
|0EN5UU F:mlasuapeln Joensuu
Telt 014 284 3

OULU F:mlaslapellt Oulu

I'.M\.;;‘Elt; "F.mlaﬂ.\pclll Tampere
F:lﬁlb‘sa\ Fun Stufi & Cards
H-i‘\lEI.\LIh.\A. Lelushappi
HEI\()I A, T.:I:mumuuw ia lelu

H\\l\

Haoval Toys

IIG\l'\c\I Tai

I\1J\IK\ hrr|.l -Lahja Alex Ky

r—\hUHBT \L'J IUH 4 Fun

MM&\ Jankl\u Saari

I\lt\ E\PA-\ Ml::n[s]ut:ml-tlllhl Taitaville
341

l\lll -\\u\ —\ni | l\\ ariaatti Kersa
1

KOT}.A E1 Card

1LI\-0 \, Mugviepox
Vi 1T

L \PPEFI\RM\]:\, Antik
1

LAPPEEI\RM\TA, Antikvariaatti Suma
il

“\ARIFHA“I\ Dillen

aatli Suma

Papato

\lIkKElI Mum:t'l.}
PORI Punn l'rllm

PORJ. Pmm Askartelu

HE lhm'htn Astartclu ia Paperi

RAUMJ\ \-htnh;m Rauman POP-peli

!\Tli NS, Action Huhhws

’\1 I1 ENS, an [asw
1

op: Peristeri

v bhup Halandri

ATHE\IS Filnh!ﬁ I"nhnp Kifisia
i qre

aTHE\!S, F.'mr.lﬁ\ - Shop: Peiraias

Shop: Exarcheia

a\Ti 1 E'\h, Km ssa Amarou siou

viadas

Halandriou
ATHENS, Kaissa Kallidromiou
Tuk: i il

Monokerns
in

;\H’LIO \'lrnmluru Shop
el b i 2

i‘MHA lem '\I::np Fatra

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:

\’ULUS F.!nl

HONG KONG, Fun Atelier

HUNGARY

BUDAPEST, MI\-Er[.\nd

ilmp

BuDA P[SL 'lru IIhnlInng

BU D;\PK‘I 'lm‘lh arlang Ruda

nlﬁh()n’ i)l. m
WA

EHE K\-'All, Legendak Csarnoka

SZ E(_u ED, Cslll nq\ en

ICELAND

REYK AVIK, Nexus
B 1

MK:\RIJ\ HJ\I!:\I Comics N Games

Ml.a TA'
Tel 117 ¢
SUR.-\EA\"\ Fm[au N Games

141t
“IR:\I!:\\

T

AI\ Fantasy N Games

LITHUANIA
\ |||n|u§ Dl.

Hlll\’ﬁll

KOTA KINABALU, Sabah, Just Wargame
ol B e RS TR0

KUALA LUMPUR, Comics Mart
ol 2HiT o

SHAII \LM‘ N[LA\E{]R Dakka Dakka Games

Jrllil\ﬂ Workd of Imagination

ihnmi

\M!.'U\ thldd e Power

MAI.TA K Huhhu". Lk

MEXICO

NM fr\]l"\'\l Quest Hobibies and Games

'\EU\’U !.EO\I Impl'nal Fleet

PUEI{L;\ L| Fnrnln:l

THE NETHERLANDS

GW AMSTERDAM
Rukin 36, 1012 KT,

Tel: 120 &22 3801
GW DEN H\\(.;

F(OI'FFHI)A“

ads 452, J014 AV, Tel:

RHNH&M S rlkw.lr!lu Arnhem
Ted: A2 170 3
DEN BUSICH, De Dobbelsteen
Ted 171 B14 5310
LEEU\‘\"ARDEN Spellekijn

Tl 450 213 1
LEIDEN, t‘r‘hnp

171 TE 2THY
MJ\!\STR!CHI Vieg-er-uil

Tekdid | 423 1651

WWww.games-workshop.co.uk/independentstockists

FRONTLINE

ZWOLLE, Games-n- -Stuff
Tedi W bt 42

ALKM.MR Bnnkm & Strippers
| 07 12

; 14T
AMERSFOORT, Spellenwinckel
Teht 033 470 0322

ASSEN, Plok

Tek: 054 2
BERGEN OP ZO()\‘\ Big Boys Toys
Tehi 0164 2
DEN HAAG, Spellenhuis
Teli 070 364 4

GRONINGE\I Krikke's Hobbyshop
Tel: 030 112 53¢

HAARLEM, Spel]ml:un

Tel: 023 53 11 180

MIDDELBURG, De Burchi

Tel: 011 4650041

NIMEGEN, Moenen & Mariken
Tel: 023 3234 b10%

UTRECHT, Whoaps

Tel: 030 230 4123

VENLCI Mude!hnuu Luthart

el: 077 3542

wlmmn\-'lsfp Mini-Wonders
Tel: 675 6l 1617

ZOETERMI:I:R RC-Pitstop
J\I

I\L:’}‘!E\_ :\-\\ DEN RIS Top 1 Tuvs Arie vd Panne
.:\i:rils'll'il\lFE\ Het Ganzenbord

.?\I : l;;‘)I(!JR.'\'. Vrcemde Zaak
-I\PELDOOR\ ‘Iu;l T Tays - D Kinderdrosm
.I’\[»I'[-III'JOI }H'\ Villa Wammus

Tel-

RFR{»IN\ \\uuim-. Technohohby

Lo, Sumhul. Modelbouw
)

BI \E'{IIU[ l}r Groad Toy Special Store

BI. -\R Il'L.l M, RC-Fun
Te g

BR E I')A Mndpl buouw Blick

RREQ!\ nk‘ [Jul:llrl&lun
BU“U'\'\ l!.lk\ Muodeltreinen
DEI.FT, Top 'I Tu!_\ Spelduorado

DI—'\ HCJSLH (_mrmll ce Den Bosch

D('\ I‘ Aa\(.. EIF Fantasy Shop

TER, Kmhhol Comics
nm DllffHI

Huhh\ Mardelbouw Dardrechl

El)l Tlnntn buld.\ﬂr
Teb Q1T 05 12

FI\IDHUV{'\I Gameforce Eindhoven

C()E‘i F:n s leaﬂ Store

f OR INCHE M MNetten Modelbouw

L.(JUL}A, Inltrlwﬁ v/fd Wal

L.(JUDQ, Ilu' “m-lr Store
T

CROM’\ICEI\ Wirwar

H\RDERH\H

HEERENVEEN, Tup 1 Tows Volgers Spel & Hubhy

I'up 1 Tos Vlgers Sped & Hubby

lup 1 Tovs Mickey van Wezel
HUUH-\ Hl.l (..I.lL Teken

Brattinga Speelgoed
IFH)IN llllliltnmn!ul

TR
L EL\‘bTAD, Irwncnhul'i

MA ASI RIEI IT Hounjet

ROERMOND, Elmlmlnm-lwl Hermien
vl 3]
RGDSE\IDAAL Top 1 Toys Jadin

wls 035

IIO'I'I'EII DA \4 Freetime Warrior
it

SC H IEDAM, BTS

R(HII\IIIEI 'Iup 1 Toys Annick

HIIIJ\FH.'I Ainm\l:
ol

SLU[S Tup I Tu\-.E wd Vijver

ﬁOFﬁT T|:|I 1 Toys Soest

11
ﬁl’lth ISSE Iunl of M,

BURHUISIER\‘[[N. Spiritvault
TIIZL (..Lrhlmca\:'

Ul}E '\ G uh I:n

L'TIIE{ HI ﬂuh(uhurm

I.JI'JIEEHI FIF Fantasy Shop
LTH[‘.HT \t‘n'r Never Land (Wieder & Kugant)

\"FLEFRERDH Mal Plastic Modelbouw

vwn,\v ||' Hoblyspeciaalzaak

h.-\R Tap 1 Toys kouwenhaven

Z (.JJ.LE Top 1 Toys — De Wil

IIIJBWH\'

GW O5L0

Mallergata 7, a17s,

Tel: 22 31 29 90

KRISTIANSAND, Hobby Huset

Tel: 38 02 03 10

BERGEN, Outland Bergen

Tel, 22 43 V4 iy

TRONDHEIM, Gotham

Tal: 73 [

AI.ESLIND hmnm\rhlml

Tel: 70 14 17

Mtl \JI} AL Nurll Arenasenter
1 543

BERGEI\ Ilmgn Lekeklossen

R]ﬂm\l -\ ('.1 4, FX Hobhby

BULJU Undwhnidnmpmugﬂl'h‘n

B.J'ERUM.S VERI\. Nuki Leker

Dﬂk kf\ leker Dokka

!)It.\MM E N, Kreativ

F \(. E R?\ES LEL(l-\on teret

F%L'S hE R i n;,u Smart

Bamsefar

FUR DE Ihngu Leikehuset

FRFﬂﬂih“.\l) Leketarvet

GIU\’PK Hrnl,u Leke-Olsen
160 1 W1 B2 16

HAMAR, I.dmhuw[ Maxi
Teli0d 34 4

H-QRSTAD, Sm.ill g Rt
HAUFE U\Iﬂ Norli Haugesund
HHRJ\. lh gl: Hitra

h(J\I(..SBERC Ringo Roli Liane AS
1T
K \IFS\-'I'\I(_.FR Hingo Gagala Leker

KRAL[R( 3 Erm Karis Hobby
13 1 e

K R I ra!’l r\ NESAND, Outland Kristiansand

kROl\ TJ\I)EL\-'-'\ Helmax Leker

D, Ringo Tarangers Efti Per

LANG Eﬁ U

Rm!'u Sokrates

MO lb\'\h\, Ringo Lekehjornet Mo
el

MOL DE Yz's vi leker Leke Jornet
Teb Tt

\1 [)S] (513 h th hysentret

\1{)53 Bnu I'rls('nﬁlldi
tel s

M\‘SEN Erm Saker og Ting

;\R\-Ih limgu Barnas Verden

\IE&HIIU, le,u Holmensentret
el iy 77 441D

USI.D. Brio CC Vest

UiI.D Brm \h:l'\hi-m Lambertseter

DSID Ouilmll Paleet
[

GJ\NDNFS (.) Sawland

&.\\D\ IKA, I-Iuhb_\. Larsen
e &

SKIEN, ‘_'-ukralis Hobby Garden
T
ﬁ()i A lhnru Sola Gaver og Liker

ﬁﬂ'\b!)-\] l(lngu Sopndal Glasmagasin

5URTLa\\ﬂ Ringn Bamse Leker
SPIKKESIAD Trollmannen Leker

ﬁT\\A'\C R, Outland Stavanger

~.T,\ 'wu:u Veslufrikh

MARKNES, Stokmarknes Aktivtrkien
1 7h | i

\\ kl(l \\&N eru,u Blindheim

T()\IbBE“G Clbdmhuw
‘J'Rl'}\'ﬁﬂ Irnlnm Bruktbokhandel
:IM(_)NDH[]M Cutland Trondheim
IRUNDI EEH\ Tronderfrim

T\"'\ Fl Rlng,u Tynset Hokhandel




PHILLIPINES

QUEZON Neuatral Grounds

BIALYSTOK, Department Gier

Vel Al 1524 4 b

BIELSKO BIAL ,\, Gnom

Teke i 4

B\‘DGGSZ Cvlddcla
BYDGG&Z{Z Emp:k DTC

BYDG OSZCZ, Elllpil\ Galeria

GIJ\‘NI'A Fnlumx

JELENIA, Emp
fel: 73 7 1

GDANSK, Rebel Centrum Gier
Tl AL T 147021

GLIWICE, Game Stnlmn

Tl I 304 275 194

KATOWICE Hard Centrum Gier

I.UDZ, Ak’ F ma I(slq,nlslu

ol DR 4

.K:“EI.EC Gama Surms

Tl IERR 1T ST
Cnmpnlori
!mp‘:rnlur FF
entrum Gier
Mega
PCIZNA'\I Dum Gier
POZNAN, Skep Wicrek
PRUSZCZ GDANSI(I Fenris

T Undd wod Wi

RZESZOW, £u||
Ted 00T WAl

Empik Copernicus
373 )

TORUN, Skll'p Papierniczy

WA, Empik Blue City
iy

Empik Galeria

B

wmmmm Ks.egamn Bellona - Matras
{0 by

\'\AEE?J\“ |’\. I’nndn Zahawki
2 il

'Ii‘\‘IIOCLA\ !sllsltp Prznmmn Fanlastyczna
ZABRZE, Empik M1

IZII[II.(jN;\ COR‘J\ Avalon DT Centrum
ZIIEI.ON»\ GOR-& I()n

PORTUGAL
LDI\lBIb\, Infurhullhu.-s LDA

lIS!JUA Huml:m A.{ul

LI\BO-\. tu|as Amﬂa
11355 B

l'UltT U Mundn Fanlasmn

SI\I:} Ga!: aJ!'I

ROMANIA

BUCHAREST, Hobby Games

RUSSIA

DAR, Alegris-Jug (South)
i

\’l()b[{]‘\-\. \ .
“OSCO\ . Al
MOSCOW, Urfin Juice
NDRLIISN :l-l ‘itylse Mirov
ricv(')'s:nlrltsx Icehummer
s:umlbv' 'Detskiy Mir

51 PuEusauuc Art-Miniatures

T!\MI!O abby and Igrushki

TS T

SEIIIIII-HIIIITEHEGIIII

BELGRADE EXIT thby store
Tel 10 17 W

BELGRADE, White Dragon
Tl i I 127

NOVE SAD Dragon

Tel: (M1 38T 11 630 24000
NOVI SAD, \"a"lrlla
Tedi M) 381 T1ARTEAT

PODGORICA N!nlmn Podgorica

1l 381 10da72
SINGAPORE
SINGAPORE, Comics Mart PTE Lid

el

SINGAPORE, Comics Mart PTE Ltd

Tel: 611 G0

ﬁ‘l\GJ\PDRE Cr\mlcs Mart PTE Lid

.APDRF Fnrgmnrks Hobhies
Tl 5 G T

SII\CJ\PO&IE Paradigm Infinitum Pte Ltd
Pl % o Ta-30in

SlllI'IKIl

BRATISLAVA, War Gaming
Tul g AT e

SLOVENIA

LIUBLIJANA, Crna Luknja
el i u

LIUBLIJANA, Pri Goblinu
VI; U380 AHI 320

SOUTH RFRICA

itEl.vII.lE TIu Bms .\mi Mens Holiy Shap

IGLOE“FONTEIN Thl: Games Dungeon
CM'ETO\»\N l’.::!lmus Retail

C!\PEIO\-\‘N 'r\- r.\nis Books and Games

DOR _GKLDOF Halﬂe Planet

JOH-\NI\ESBURG Oullr Limits Johanneshurg
1) ;
PGH-NNNESBUICG Clull'r Limits Pretoria
el 112

IOHMNESB Uli Nnrds Bouk and Games
JCIHA HURG, hml\is Huoks and Games

Ted = 11433 10

IOHANNESHURG youm Drragons Den
i

LUMLANGA, 'll-r Hnbb» Specialists
Teds dnnd 1 Siele AHIM,

GEOIJI. On Tuwn

GW GOTEBORG
Dirattninggaten 52, 411 07,

Tel: (31 133958

GW STOCKHOLM
Regeringsgatan 30, 111 53

Ted: 4 213 840

GAVLE, Hobbyshopen
Ted: 2616297

KARLSTAD, Spel uch Fantasi
Ted: 054 15 10 700
NORRKOPING, Lekhuset

Tel: 1128507

UMEA, Fantasia

Ted: 107 03810

KRISTIANSTAD, Spel pa Vallgatan
Tel: t44 1bIO%1

SKELLEFTEA, Lek & Hobby

Ted: 149 L 29m

STOCKHOLM, Dragons Lair

Ted: 08 634 w0 50

STOCKHOLM,

Science Fiction Bokhandeln

Tel: 8213052

SU\IDS\JAI.I. Orionspel och biicker
Tels 15

r\'\ClLHCIL'\\ Briv
J\lt\ Hlb\ I

,\uwm ﬂ\ .& FRITID
m Eﬂ.\ Vega Video

HOK ‘\S thln "
8?0\4‘\!;\ Bu:nk'

Bulllum Svanen

b I'.‘. Nallens Leksaker

ESKI LsT U NA, Barnens Hus

[SKILSTL I\A Lasses Leksaker

F.-\I.K EMIE R(.. Brin

I'AI.U Ty sptlsbursrn
FAHIESMDEN Leksaksmagasinet

G;\J LI\u\HE Brin

COTESOM’ Wizard Games
Glﬁl.r\\- ED Hirios
HAL'\v\bT.v\D Hrio
H-\FJ\HJ\'\II):\ Barnens Hus
HEI.S! Gl OIIG Spel P Kullagatan
I.i. Albins Leksaker

KAI. \1A Ii Cljlu)
1434012
KAIIL bHAMN Brin

KM!LS‘KOGA, Lekladan

KAII I_‘-KRO INA, Brio

KMILSKRO\A Fact & Fiction

KA‘IR L EHD].M Brin

I( U NC SBACKA, Brin

R FERT

I.AHOI.M, Hr'm

I.IDKDPING, Gnme Maniacs

Tel- 13721140
I.ULEA Bamuns Hus

I pa Clemenstargel

pa Djaknegatan

NACI(A Amnsar

NDRRKDP[NG Hobhbyhiaman
RUER

\IYKDP[NG Laka Tv-spel
il

ORE BRO Brm

OREBRO Mndellex AB

Tel: T
[s] '\ISK I.DS\"IK Lajbans
4

6‘ N, Brio

DSTE UND Habbyhoden
FI'IEIA IBaml'ns Hus

SIﬂIFI;‘II.IE,I élzlr;;cm Lek & Bositining
S-\ILA Elnns Leksaker

SKD\-’DE Parlal

STENUNGSU\ID. Brin

Ted T

S'ICICI( HGI. \4. Arcane

STCICII HO!. \4. Brin
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GAMES WORKSHOP HOBBY CENTRE

i%) Indicates Caming Room Bicilities.

HOBBY STOCKIST
Offers a holsby amiing and painfing sesvice.

NE ELITE STORE

NE PARTNER STORE

Stacks mast af the Games Warkshop range.

NUH'ENDE NT STOCKIST

nf Coaunies Wirkshaip

NEW STORE OPENING
ndicates niw sores and stochist

1A SIICK, VR P

St ks thi complete Cames Wirkshop ramge and offess introducton gaming and painting lesnns,

STO(LH()[M Happm Hammarby Sjstad
STOCKHOL“ Fidelur

51 R HGT\D K|e-i|‘ Lek & Hoblby
bTHOHST\D Leksakshutiken
EVEDM A, Bnu

‘[ABY H |Ih¥ & Prylar
ron I_I Allls Leksaker
TRULI.H:\ AN, Partaj
‘IUMII:\ Lek\akdtungon

TU‘\:\BA l(r.lm & Lek

Ly 'DDE\A L Lf\ Fartaj

UPPLAI\DE VASBY, Barnen Hus

\.' I.JI\GB\‘ Hohby fiir Alla
\«:.'\RBFRG. Narrgatans Spel
ASTERAS T\-' -5pelshorsen

V .TEIIA. ?Nler!nnds Erikslund

W\STER\-’IN 8r|o

TR»\ FHOL LINDA, Toys

\F'II.;\\I J\ Brin

\I\\MERB\ Hrio Vimmerby
\«i lh‘ Lekﬂu;‘m
\‘SIMJ Tv ‘i]:l‘lﬁhnrn.\n

TIII'JMI

'l—\IWAN lILIE, Gnmm R Us

'IH!I[IHII

BANGKOK, FantasiaiT5 Toys)

Tl1 il B 9726 1979

TURKEY ¢
BM(IR 0Y, 31\"

ISTIfI\NBI.rI. Cul!.lgv Linigue
Hal

ISTA\IBUL Gt‘rekh Seyler
IST.-\ '\I BUL l.lu‘lm

IZ \'llll Eml ur

www.games-workshop.co.uk/storefinder

ODESSJ\. Mutlrlﬁ

stmsmmt ‘._iLvmudtI
VINITSA, spellscape

Tede D) i) 4,54 400 2617

UNITED ARAB EMIRATES

DUBAI, Bishops Trading
Vel HBET 310 5N
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Club Directory

Gaming clubs are groups of fellow gamers and hobbyists who meet regularly to enjoy the hobhy_ together.

THE GAMES WORKSHOP CONNECTION
GCN registered clubs work closely with Games Workshop on

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 BRISTOL, Portbury Knights:

Contact: Adan Vowles

Eomiil; alamuwlustesnsin. conr

BERNSHIRE

GCN MAIDENHEAD, Bracknell Forest Gamers:

Confact: Dan Currey

Eomailt chairihigoidorg ok

GCN MAIDENHEAD, MAD Gamers:
Comadt: Francis fose

st lirmey. s L

DING, The Spiky Club:
Deawidl Cule

E-amsails sgriiy clubhetnail.co.uk

GCN DUDLEY, Dudley Darklords:
Cantart: Paul Sheldan
Fed: 11 3118 280 1t

GCN WOLVERHAMPTON, Da Boyz Club;

Cuntart: Darren Pugh

4 507 551

mail ey

BUCKINGHAMSHIRE

GCN HIGH W\"CDMHE. Armageddon Inc.:
Cantack: |ames 5
Tiel: o) 416 H&T 9

GCN IIIIELADE, Jersey Privateers Gaming Club:

1 st
E-mail: nackwarbosiitaul com

GCN CHESTEI! RO)‘.I' Guild of Minted Boards:

miallerd -umr-uh Atk

GCN MACCLESFIELD, Macowargames:

n Harratine

wyahoo ek

GEN MIDDUESEROUGH, Middlesbrough Gamers Club:

i Alhrton

ubsigniail.com

GCN REDCAR, Redear Ironbeards:
Contacl: lan Widdawson

Tel: 1642 503207

GOCN BUDE, Dice and Dagger:

Kt B

wlinfkernwinid

GCN WINDERMERE, North West Warriors:

Cunlart \.hmm Ulavinia Turner

th west_warrintsahitmadl com

GCN PLYMOUTH, Cross Swords Gaming Club:

art: Anthiny Cri

aibrmma-swnrds ce ik

GEN PLYMOUTH, Plymouth Assm:ullun of Wargamers:

Welmite s giby sl riemub

DORSET

GON POOLE, Battlescar:
i |

ratibecar o uk

GCN CHELMSFORD, Chelmsford Bunker:

Cumtart: Gareth Williame

Tek: 12
£-mail: colgarethitfimail.net
Welnite: www hankorasault. co.dk

GCN COLCHESTER, Colchester Games Club:
Countaes: Colin Wilkan
Femail: inindenke hestorgameschub nrg ek

GCN SOUTHEND, Southend Toy Soldiers Club:

Cominct: Pad Gayner
Tebt 71811 Gl bt
Fmail: dlabenguisieGhnltum com

112 WHITE DWARF  FRONTLINE

events like G

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 vou

and get involved!

VISIT THE GCN ONLINE AT WWW.GCNM.ORG.UK

GCN SOUTHEND, Warzone: Southend:
Cantarh Michaol Ryan

He45

E-mall; swampy R ihkipyondes cock

GCN THURROCK, Tempus Fugitives:
Mk

i

ww dempusiugitives couk

GLOUCESTERSHIRE

GOCN DURSLEY, Dursley Games Club:
Cuntact: Dan Wiskop
Trl: 01455 540 477

GCN BASINGSTOKE, Sad Muppels Sociely:
Cowlact: Tlavid Offen-faies
E-mail: dhavirdisaddmuppets.org

GON PORTSMOUTH, Hamemer N Ales:
Contact Buller

T Tt

E-mail: hamaes_n_akes. prerismouth i hotmaiton ok
GCN PORTSMOUTH, Shadowspawn:

Contact: Gary umalian
Mitlhs

GCM ASHFORD, Stanhope Gaming Group:
Cumiart: Siman Cannon

Tel: © A3 N4

£l s cannon o co.uk

GCN TUNBRIDGE WELLS, Tunbridge Wells
Wargame Society:

Contact: Colin Sone

1075 340 0218

E-mail: caliniicastone freeverve. ool

GCN LINCOLN, Gobstyks:
Camtact: Anna Deldafield

Tedr IN24 G40 1
Eanail: aclebafield Bhinpenwuddil

GEN CLAPHAM, Clapham Wargames Guild:

E-maalls infitclaghamwarganers. ok

GCN COVENT GARDEN, Cross Gaming Club:
Cantart: Karl McWilton

Eamaik: nadmackard 3791 ol .com

GCN WANSTEAD, Tanelarn Wargames Club:
Canbant; Martln Turmer
Cemail: muartin umerss hess.cam

GCN WATFORD, Watford Wargames Federation:

o Sl
el 07900 710 475
plamanlac 2041 hatmal Lom

MERSEYSIDE ARER

GCN LIVERPOOL, Liverpool Gaming Guild:

Cuntact: Leon Lynch

il chublean hatrmait.co ik
GCN RUNCDRN Halton Daemons:
Fleming
L}
E-miail: fanette flemmingEhalion ok

GCN NORTH WALSHAM, Blackfish:

i Hidks

2074

GCN NORWICH, Aitermath:

Lex Lumr

Ael: €

k oo attprmathil btinternet com
GEN NORWICH, Battlenet:
Contart: Richard Millar

GCN OLD BIJ(I[NHAM Old Buckenham Bone Crushers:

Cunlad | Faul ©
Wt bl

GCN WYMONDHAM, Wymondham
Wanderers:

larry MoCarthy

1945 T

Eamail: sandat@msn,com

NORTHAMPTONSHIRE

WATI e

GCN NORTHAMPTON, Nerthampton Warlords:

Cunlact; Mark Prat
Tel: 057 Qi 4t 5
Eamit: markysparky 405 hotmil.com

GCN RUSHDEN, Phoenix Gaming Club:
- Carl King

7 281150

carbking lbinternel o

NORTHUMBERLAND

GCN BLYTH, Northumbrian Adventurer’s Guild:

Contart Mark Anlerson Coalles
1

fomall: nagrmlinievhatmall ok

NOTTINGHAMSHIRE

GON KIRKBY IN ASHFIELD, K.LA:
Cutact: Che Wehitoy

Emabl: Markialenn bt

GCN NOTTINGHAM, Da Wolt Notts:
Cuntact: Scritt Miskin

Tel $9073

Fermail: seattmlskimalitugenarkl cmm

GON NOTTINGHAM, 15t Company Veterans:
Contact: Chees Taylor
Femail: eftayine ikdtyabusnel

GCN OXFORD, Oxford Gaming Club:
Crsntet: Mike Sharp

Teb: 07002 7R4147

Temail: mike, sharpd2 bivpenwned. com

GEN WALLINGFORD, South Oxfordshire Wargamers:

Comact: Darren Hassell
Teli (1IKT SD0 (40

GCN IRY, Gatekeepers W Club:

Contact: fames Sherry
Fomails infirgatekrrpens meatk

GCN TELFGRD S.TA.G.S Telford:

Contact:

E-nuall phoenixZaitbliseymdar.cnk

STAFFORDSHIRE
GCN CANNOCK, Games Club Cannock:
Cantart; Richard Srvce-Nye
Tel: 11154
E-mall oy

Blsirnye.menouk
GCN TRMWORTH TGC:

Cuntact: Phil ¢
Tol: A2 HH7445
Eomaif: phihannigan 200210 yahan,co.uk

GON WALSALL, Warlords of Walsall:
Cuntact: Martyn Furneval
Tol: 07717 473047

E-miakls muartyi

SUFFOLK

GON ASSINGT
Contact: ¥
Tul: 01430 703

GCN BECCLES, Cr
Conbact: Christing W
Teli U791 it 5

vl bdineynder ook

. Suffolk and Essex Gamers:

]rl

E-enall: perart

GCM IPSWICH, Swarmm Wargames Club:
Camact: Mali Haldun

GCN NEWMARKET, Newmarket Dwarf
‘Wargames Society:
Contart: Mark Haynes
Femall mark, baym

SURREY

GUN MITCHAM, Mitcham Marauders:
Cantact Jasin Tawler

Tel: H0asr2

Eemaaily mifchamenarauorss hatmail.eoak

GCN TOLWORTH, Tolwarth First Founding:
Cantact: Peier Carpe
Fel: B77HI 7901 3h

GCN WOKING

Ashley Hi
r-l 193 27H 7443

SUSSEX AREA

GCN BOGNOR REGIS, BREBA:
Cuntact: Frank Hill

Tol: 0F8% 319 HE3

F-ma

qpegemin o

rirankhilliyalions com

GCN BRIGHTON Brighton Warlords:
Cuntare: Peler
Tel: 0797 41

E-mail: eter

GCN BRIGHTON, Gambil Games LK:
€

risth Wynn

= gareth, wynaB i satworkd.com

GCN CHORLEY, Coppull & Chorley Knights:
Crantact: punatlsan Taylor-Yoek

Website: wiww.car k- wirgamesclulorg ok

GON (R-I\WLE\‘, Cr.m-ley Magic and Tabletop Games:
Contact: Mark La

vl e S gl gl

GEN HASSOCKS, Clayton Warlords:

Crmtacd: Boger Smith

Enall; mll-rrrumun,mm yahis ek

GON NUNEATON, Nuneaton Model and Games Club:
Canlact; Hirian MiCarmack
Tel: 76k 707 127

WILTSHIRE

GCN SWIN DON SWAT:

GON SWINDON, Swindon and District Wargamers:
Cuntart: Paul Neftle

Tel: 01 TinshEY

E-mall: niettle tribestimlvurld com

YORKSHIRE

GCN HUDDERSFIELD, Cellar Dwellars:
Richard Anshipr
411 3874
pwrsipuac iy ahan. o uk
GOCN LEEDS, Night Owls:
Contact: Steve Nalan
Tel: o123 235 (di ]
GCN SHEFFIELD, Dysartes:
Cuntact: Nick Jahasan
4 1 aanmni
s wehimasterdhsartes com
GCN YORK, \‘ork Garrison:
Contact: Rl
Tek: 07
Fmail: garel

GCN BRIDGEND, Bridgend YMCA Gamers Club:

Frams

v wargamingfyahoo.com

Eomuail: bilfibragond Siriscali cok

SCOTLAND

GCN EDINBURGH, Edinburgh League of Gamers:
Comtari: Andy Merchan

Fotraail! bnaguedgames-ownee i yahing o ook

GEN GLASGOW, 51 Aidens Warriors Club:
Cantact: Alan Hobb
Eensall; o lanslid s
GON GLASGOW, WPAS:
C
Tel: 141 116 2
E-fraalls aibiimy

aleraall-cum

Jagsda freeseree couk

GCN INVERNESS, Da Klub:
Contact: Steghen Miller

GCN KIRRIEMUIR, Kirriemuir Wargames Club:
Cantact: David Tulluch

Eeumails dondil bl b et et

GON RENFREW, WPAS:

Cantact: Andy Thampson

Tel: D140 8BB4 2404

Email: sthumron@jag2e freeservco.uk
GCN STIRLING, Stirling Wargamers:
Contact; Paui Branks

Tel: 01780 450 062

Eemail: aatittrevaniilial plus com

GCN membership guarantees the
highest standard of customer
service and safety. As part of our
angoing commitment to our

customers, we do not promole any
club outside of the Gaming
Club Netwark,




THE ARMY
WARGAMER'S
ASSOCIATION

he Army Wargamer’s Association

(AWA) was first set up in 1995 and

within a few months the Association
had two dozen members. Today there are
over 100 registered members, worldwide.

Prior lo its creation many other gaming
sroups and associations existed, mainly
based in specific areas like Germany.
These days its members are spread across
the globe; there are, of course, members in
the UK as well as Germany, Canada, USA,
Holland, Cyprus, and the Former Republic
of Yugoslavia, to name a few. Membership
of the AWA is free and not only exclusive
to serving members of the Army. The
Association also welcomes members of the
Civil Service working with the Ministry of
Defence.
The aims of the Army Wargamer's

Association have always been primarily, to
give Army gamers a way of contacting

Games Workshop has always
had a strong association with
Britain’s Armed Forces. To help
the gamers among them to meet
up (it can be difficult when
you're scattered around the
globe) a number of groups have
been set up. One of these is the
The Army Wargamer’s
Association (AWA).

each other wherever they are located. ' Tt
Secondly, to raise awareness of wargaming
amongst the British Army.

The AWA is present at most orgainsed
Forces wargaming events. There is also a
dedicated Army Wargamer's Association
Website as well as its own Yahoo! Group
which only members are allowed to
access. The AWA regularly sends a
newsletter to all its members to keep them
up to date with news and information.

Army Wargamers play all Games
Workshop's games old and new as well as
a wide variety of other historical and
fantasy games, If you are a member of the
British Army, or a Civil Servant, then
contact the AWA Membership Secretary,
Tim Lewcock for more details vou can also
download a membership application form

from the Association Website.

' MORE INFORMATION

Membership Secretary

Tim Lewcock, Email: membership@theAWA.org

Website:
‘ http//www.theAWA org

Yahoo Group:
http://groups.yahoo.com/group/theawa

Next Event: Action 2008 — Rheindahlen, Germany
Date: March 2008

Contact: Charles Gray, Tel: 0049 2161 472 2983
Email: charles.gray743@mod.uk




! ) I Fast, P straight to your door! Games Workshop Mail Order offers a
i ‘ ] | I l I 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 i
comfort of your home. In-store =

Order from any Games Workshop Hobby Centre at the in-store order point.

Visit our secure Online Store at: www.games-workshop.co.uk/store

e We aim to despatch all orders in

three days, straight to your door. By phone P =IEas

Youvean order any Cames Call the Hobby Specialists on +44 (0) 115 91 40000.
Workshop product. 2

: . ) Opening hours: Monday-Saturday: 10am-6pm (Tuesday 11am-6pm),
Our Advance Order service lets vou E

) ) ) .z & Sunday: 1T1am-5pm GMT.

order models and products before
they are released, guaranteeing _ =
vou'll get them on the day of —o
release. Fax your order on +44 (0) 115 916 8002.
Also available is a range of models
that are only available through Mail

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.
S H O P PI N G A v [rm— —— The Games

e Workshop

- o e S G Online Store is
o e e o o e o open 24 hours
. e 2 oy Seven
s days a week.
i foworm 55w~ | - Get exactly
@ Eﬁ ' what you
Wl ] .

want, when

r/ —.\ .-.-.“..-. o | : % .
Fn EEP 0 ST s rr— | YOU Wantit.

e Huge range
WALORDERFREEPOST y ol vensigh
All orders of £50 or more that are placed
through the Online Store or Mail Order will L] EﬂSy tO use Secured
be sent to you postage free®. ° Open 24 hours
IN-STORE FREEPOST
This offer gets even better when you place Once you have placed your order check the number of items to
vour order from your local Hobby Centre, make sure all is correct and then click proceed. Enter all
using their in-store order point. When you information requested and you will receive your order number at
0l an order for ANYTHING, it will be the end.

despatched to the store for you to collect,

poskiitee: Methods of payment

WARHAMMER WORLD You can only pay for orders through the Online Store by credit and
If vou're in the area, why not call into debit card. We accept the following cards: Visa, MasterCard,
Warhammer World where you can place Maestro (formerly Switch).

vour order with the guys in the store, and

have it picked and handed to you while VISA g
iy Electron B 0 B |

you wait!

k‘. IK aifdresses pnly ) 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



AL ORDER

V(‘qg‘i'fﬂ"“ o DG %ﬂm

AT STRATEG Y BATTLE GAME & Gohlin Warhoss on _
“No Man Can Kill Me”: Gigantic Spider «
The Fate of the Witch-king

-m

THE FATE OF THE WITCH-KING

ag11149a907 2

GW Mail Order is the place to go for all your Orky needs. Not only do we
have Mail Order exclusives like the Ork Nob with Waaagh! Banner and
Bomb Squigs, but you can also get some awesome classic figures like
Warlord Ghazghkull Thraka, Mad Dok Grotsnik and the Deth Kopta. On
the following pages you’ll find just a small selection of the extended Ork
range — go online or give us a call for more!

GOBLIN WARBOSS ON GIGANTIC SPIDER

S1102091 67

ORK WARLORD
GHAZGHKULL THRAKA

ORK BIG MEK ORK WARBOSS (1 RANDOM MODEL)

GUOLOTOI01 SUDe01 03079

¥ Pr Cor,
Games Wark

www.games-workshop.co.uk/store 115
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ORK KOMMANDO WITH BIG SHOOTA (1 FIGL &
SUHD60TO03T04

ORK KOMMANDOS
(5 FIGURES)
Q9110103100

ORK KOMMANDO WITH BURNA (1 FIGURE)
QU603 102
dky N)s

ORK MAD DOK GROTSNIK ORK NOB IN "EAVY ARMOUR
YA0RDT 03097 (1 RANDOM MODEL)
. I YUne0] 03087

. Prices correct af hime of gaing |

1 l 6 WHITE DWARF MAIL (__)R D[ R e Games Workshop through (15 ov




MAIL ORDER

DEFFKOPTA ORK WARTRAKK

YO0GE0404023 9972010300

ORK WARTRAKK SKORCHA

ORK DEFF DREAD ORK KILLA KAN

99110103077

Products sold unps ducts may

www.games-workshop.co.uk/store 117
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Ork Stikkbomberz Bitz Pack”

“This pack is an upgrade tor the plastic
Ok Bove box set.

ORK STIKKBOMBERZ BITZ PACK
QO0LOTO3T125

30, 100dks

Ork Stormhoyz Bitz Pack”

"This pack is an upgrade for the plastic
Ork Boyz box set.

ORK STORMBOYZ BITZ PACK
991103716

GROT OILER
99060103123
i)

£3, €4.00, 40dkr

3w

YV UMOLA

5

ORK NOB WITH WAAAGH! BANNER
HYDEN 04127

Pictures tor Wusiralive purposes only:
wnearractly Pr

118 WHITE DWARF  MAIL ORDER

Ork Glyphs Bitz Pack

990601031722

€4.00, 40dkr, 50sek, S0nk:

yOnky

ORK BOMB SQUIGS (4 MODELS)
99060103124

Product contents may vary. Praducts soid ¢
arrect at ime of gong fo press, please contact us for current
Games Workshop through fs own storas, calalogue or website

1 Lnassemiie
ani Games Workshop pric
retallers are 1

cas quoled are for products sofd by
hle for datermiming their own prices
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Advance Orders

Get hold of forthcoming Citadel miniatures, hobby materials and rules
supplements on the day of release with our advance order service!

Can't wait to get the latest releases?
¢ Get the latest products delivered to
_ your door on the day of release!

\ iy e Postage for Advance Orders is only

P .
LI LY £2*

The Lord of the Rings
29th December (released 9th February)

o Harad oooovvvveviiiiiiinnnnn.9/2/08
e Corsairs of Umbar............9/2/08
e Haradrim Raiders ............9/2/08

e Dalamyr,
Fleetmaster of Umbar ...... 9/2/08
e Corsair Bo'sun

and Captain ........ceienn9/2/08
e Corsair Arbalesters ..........9/2/08
s \Watchers of Karma ..........9/2/08
» Mahid king ....................9/2/08
e Mah(d Raiders ................9/2/08
e Mahd Warriors ..............9/2/08
e Mahid Warriors

with blowpipes ................9/2/08
o Half Trolls ..oocoeveeennnnnnn. . 9/2/08

*£2 postage only applies to Advance
Order products being delivered to
adedresses in the UK or Ireland. Orders
including Advance Order products will
be held until the last available product

Harad is released.

RELEASED 9/2/08

Corsairs of Umbar Haradrim Raiders
RELEASED 9/2/08 RELEASED 9/2/08

www.games-workshop.co.uk/store 119



SUBSCRIPTIONSE

Subsc'riptions 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 * Visit your nearest Games Workshop store

X Rl ES ST X * Complete the form below and return to:

+44 (0) 115 918 4040 (Northern Europe)
GW MAIL ORDER, WILLOW ROAD,

* Logonto
www.games-workshop.co. uk/store/whrredwarf quE(?; CZ’\::S NOTTINGHAM, ENGLAND,

1 YEAR 12 £3 ), 540dkr, 625sek, 750nkr
2 YEARS ! b, € 1000dkr, 12( sk, 1300nkr

MY DET

'
L
GET WHITE DWARF FROM YOUR NEWSAGENT
Did you know that newsagents can hold, make sure you get your beloved White
order and, in some cases, even deliver your Dwarf magazine. ‘
favourite magazines for you? Jusk Ask!
allows you to take advantage of these So next time you visit your newsagent Just

services. Where you see the Just Ask! logo  Ask! about obtaining copies of your
you'll be able to hand in the form below to  favourite magazines.

on a regular basis,



3
IR AN
2 QFF THE

|
jl S .}\ “JJ A ‘-"-i:u ) In thrall to the Dark Lord, the forces of Harad, along
= e ~ with the Corsairs of Umbar and Mahiid warriors, make
war on all nations yet to fall under Sauron’s sway.

CONQUEST OF EMI’IIIES IIIII( SIIIII(I( ATI'AGI( GUN

Learn how to pamt thls fantastic model

Check out the De5|gn Studlo s very




THE S
STRATEGY BATTLE GAME

“The C (WJ’il‘f are upon us!
It is the last stroke of doom e

Next Month
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