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In case the hideous, leering monstrosity on the front cover didn’t give
it away, this month sees the release of the Chaos Daemons, the very
epitome of evil. However, we're not just releasing an army list and a
whole bunch of beautiful miniatures (though rest assured, we're
doing that too!) — the relaunch of the Daemons is a very special
event. For the first time in many years, we're launching an army for
Warhammer and Warhammer 40,000 at the same time. “But how can
that work?” | hear you cry. Turn to page 14, where the authors of both
new books will reveal the heretical machinations that have made this project the talk of

the Games Workshop Studio, leaving them broken and maddened.

This issue, we not only have a battle report featuring the Daemons in action against the
Dark Angels, but also a Warhammer campaign report featuring the Chaos-spawned devils
in action against a variety of foes (though, sadly, not the Dwarfs — what a glorious fight that

would have been!). Elsewhere, Mat Ward presents the second part of his tactica for The

Lord of the Rings strategy battle game, The Enemy of My Enemy, while Gav Thorpe talks
us through the process of collecting the perfect Vampire Counts army. Finally, we have
masterwork miniatures from Neil Green and Dave Thomas. Fare thee well!
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14 DESIGN NOTES: SCIONS OF THE DARK GODS

Andy Hall chats to those insane enough to unleash the
hellish servants of the Chaos Gods onto the world.

Se——

ALSO IN THIS ISSUE..

02 NEW RELEASES
The latest releases from the Citadel forges.

o A T e ,- S 10 NEWS

e ' . - - : Something big is coming...

32 GLORY AND GHAOS___ _ . 66 THE LORD OF THE RINGS: THE ENEMY OF MY ENEMY, PT 2
Mat Ward presents a mini-campaign following a This time we look at how Evil races work together.

Daemon force as it rampages across the Old World.

13 STANDARD BEARER

Jervis and his long-standing Space Marine army.

18 TOOLBOX
We put the new Hobby Drill through its paces.

19 PRINTING MASTERS: DAVE THOMAS

We talk to Dave about his world-class figures.

84 BORN INTO BLOOD

Gav Thorpe designs a characterful Undead army.

92 'EAUY METAL MASTERCLASS: COUNT MANNFRED

Neil Green paints up the befanged Count.

100 FRONTLINE
The latest events and activities near you!
46 BATTLE REPORT: LAST STAND AT LOCRUS 113 ORDERING DIRECT

Alessio Cavatore and Jervis Johnson duke it out across Fast, secure mail orders straight to your door,
the blasted wastes of Locrus.
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DAEMONS OF CHAOS

Beyond the boundaries of space and time, the Chaos

VAT JADLIA N Q*{E #l Gods watch the mortal world with ancient eyes.
il Most feared of the gods’ servants are the Daemons
DAEMONS Of CHAOS | of Chaos, warlike fragments of their divine will let

loose upon the world.

Warhammer Armies: Daemons of Chaos is the definitive guide to
collecting, painting and playing with an army of the unfathomable and
diabolic Daemons in Warhammer. This supplement contains all the
information you need to summon your own daemonic legion,

This 96-page Warhammer >>> TURN TO PAGE 14 T0

Armies Book contains all the

rules you need to field a FIND OUT MORE

DAEMONS OF CHAOS
Product code: 60030215001
Written by Mat Ward

LK £12 Euro  €22.50 .
Denmark 175dkr Norway 225nkr
Sweden 200sek

ON SALE MAY 10th

_ The Realm of Chaos lies beyond the planes of

A 25 = : dreams and nightmares, in a dimension that is
WARHAM MER incomprehensible to mortal minds. It is here that the

f30.000N Chaos Daemons dwell, ready to rip apart reality and

invade the galaxy in search of mortal souls.

S red, |

WARHAMMER

740,000

Codex: Chaos Daemons includes full background information and
detailed profiles on all the myriad daemonic troops used by the Chaos
Gods in the battles of the far future. The book contains hobby advice
and a brand new army list for fielding your daemonic force.

40,000 Codexcontains il e >>>TURN TO PAGE 14 T0

information you need to field a FIND OUT MORE

force of Chaos Daemons

CHAOS DAEMONS
Product code: 600030115001
Written by Alessio Cavatore and Gav Thorpe

UK £12 Euro €20
Denmark  140dkr  Norway  200nkr
Sweden  170sek

ON SALE MAY 10th

Daemons are unique in that they can be fielded in both Warhammer and Warhammer
40,000. The following pages show our new range of Daemon models on both round and
scjuare bases — this is because you get both types of base in the box sets, and it is entirely
up to you whether you base your models for Warhammer or Warhammer 40,000.

Picturas for ilustatve purposes only. Prodect comtents may vary. Products sold onpainted and unassembled, Certain Citadel products may be dangerous if wsed incorractly. Priges corroct af Hme of galmg to press, please comiact us for curent
availability and prices. Prices quated are for prodicts soid &y Games Workshap Nrough (s own stores, cafalopue or walisite, independent retailars are razponsibila for defermining their owir prices.



- NEWRBFENSES
BI.““"'.E"EHS nl: K““H“E These two new plastic Daemons box sets each

contain 10 complete miniatures for your Warhammer
or Warhammer 40,000 army. These finely detailed
plastic kits contain a host of extra parts and
accessories, enabling you to assemble your Daemons
in a massive variety of ways.

This muiti-part plastic
kit contains 10 Bloodietiers

of Khorne

BLOODLETTERS OF KHORNE
Froduct code: 99128915001
Sculpted by Brian Nelson

UK £12  Eurg €17.50
Crenmark  135dkr  Norway 175nkr
Sweden  160sek

ON SALE MAY 10th

Musician Standard Bearer Champion

DAEMONETTES OF SLAANESH

>>> FOR MORE THINGS SLAANESH
TURN TO PAGE 28

This multi-part plastic
kit contains 10 Daecmoneties
of Slaanesh

DAEMOMNETTES OF SLAANESH
Product code; 997129915002
Sculpted by Alex Hedstrdm

LK £12 Euro €17.50
Denmark  135dkr  MNorway  175nkr
Sweden  160sek

ON SALE MAY 10th

Fichures for iustraliva purposes only, Pradict confants may vary. Products soltf unpainted and unassembled. Cerfain Citade! products may be dangerous if used incorrechy. Prices correct 3t fime of going to press, please confast us for corrent
aviailabiity and prices. Prices quoted are for products seld By Games Workshop through its own siores, calafogue or websife. Imdepandant refaiers are responside for defdrmiming ther vt prices.



—NEWRELEASES ——
FLESH HOUNDS OF KHORNE

L=

SEAEHL R
e

ihis box set contains 5 metal
Flesh Hounds of Khorne

UK £18 Euro €27.50
Denmark  200dkr  MNorway  250nkr
Sweden  250sek

FLESH HOUNDS OF KHORME
Product code;: 997119915035
Sculpted By Trish Marrison

ON SALE MAY 10th

25 % ¥ '--r’i
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This box set contains 3 metal Ghampion
Plaguebearers of Nurgle

PLAGUEBEARERS OF NURGLE

COMMAND
Produel code: 99119915033 The P b {
Sculpted by Aly Marrison € rlaguebearers o
Nurgle Command box
. set contains a brand
LK £12 Euro €20

new command group,
suitable for either
Warhammer or

ON SALE MAY 10th R E R e A SRR Warhammer 40,000.

Piclures for iustrative purposes anly. Froduct confents may vary. Products sold ungainted and unassembled. Cartain (itadsl products may be dangeraws if used incorrgctly Prices corract af time of going fo pross, plaasa contach us for clrrent
avallability and prices. Prices quoted are far products sold by Games Warkstiop through its own stores, catalogue or website. Independent retailers gre responsible for determining their awn prices.
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Renmark  140dkr  Norway 200nkr
Sweden 170sek
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BLOODCRUSHER OF KHORNE HERALD OF KHORNE
it | ON JUGGERNAUT

BLOODCRUSHER OF KHORNE The Herald of Khormneis a

Product code: 991199715028 complete metal kit
Sculpted by Jes Goodwin
& Michael Anderson

HERALD OF KHORNE
LK £17 'Eurn £20 Product code: 99119975040
Denmark  140dkr  Norway  200nkr Sculpted by Jes Goodwin
Sweden  170sek & Michael Anderson

ON SALE MAY 10th UK £12  Euro €20

Denmark  140dkr  Norway 200nkr
Sweden  170sek

.I:,.: . . _I

o

This fantastic new
Herald of Khorne is
available exclusively
via mail order. To get
your hands on it, pop
down to your store and
place an order, give
Direct a call, or log
onto: www.games-

- workshop.com

FIEND OF SLAANESH

Fiends of Slaanesh
are supplied in
blister packs, with
a random
combination of
heads and bodies.
For even more
options, go to
page 117 to see
how to order them
from Direct.

This hilister pack contains
1metal Beast of Nurgle

BEAST OF NURGLE
Product code: 990699715036
Seulpted by Aly Morrison

LIk £12 Euro €£17.50
Denmark  135dkr  Norway 175nkr
Sweden 160sek

ON SALE MAY 10th

This blister pack contains

Denmark 135dkr MNorway 175nkr
Sweden  160sek

FIEND OF SLAANESH

Product code: 99069915037

Sculpted by Trish Morrison ON SALE MAY 10th

Pictures for lustrative purposes only. Product contents may vary. Products sold unpainted and vnassembled. Cerlain Citade! products may be dangerous if used fncorreclly. Prices correct at Nme of going fo press, please contact us for current
avaifability and prices. Prices quated arg for products sold by Gamas Workshog Mraugh s owar storas, catalonue or website, ingdgpendent refallers are rasponsible for detarmining thelr own prices,



_ NEWHELERASES

The new Daemons special characters are powerful additions to your force, serving as Heralds and exalted servants of
the Ruinous Powers. All of these characters may be used in both Warhammer and Warhammer 40,000.

FPII’EMIII& THE TALLYMAN OF NURGLE THE MASOUE,

ETERNAL DANGER
OF SLAANESH

e

WARHAMMER
HIRLN BT

This blister pack contains

This hox set contains a metal a metal Masgque model
Epidemius miniature
THE MASQUE
EPIDEMILIS Product code: 99069915032
Product code: 99119915029 Sculpted by fuan Diaz
Sculpted by Aly Morrison
UK t7 Euro €11.50
UK £20 FEuro £10) Denmark  85dkr MNorway 100nkr
Denmark 225dkr  Norway 270nkr Sweden  100sek

Sweden 270sek

ON SALE MAY 10th

SKULLTAKER, KARANAK, HOUND OF VENGEANGE
CHAMPION OF KHORNE

This blister pack contains

a metal Karanak miniature

This blister pack contains

a metal Skulitaker model KARANAK

Product code: 99069915034
Sculpted by Trish Merrison

SKULLTAKER

Product cade; 99069915041

Sculpted by Mark Harrison Uk £10 Euro €15
Denmark  115dkr  MNorway 150nkr
Sweden  140sek

LK £10  Euro €15

Denmark.  115dkr Norway 150nkr
Sweden 140sek

ON SALE MAY 10th

ON SALE MAY 10th

Pictures for Mustrative purposas only. Product contents may vane Products sold unpaimted and unassemblad, Carain Citadel products may be dangerous if used tngarrectly. Prices corvect al lime of going lo pross, please contact us far curre!
avaitability and prices. Prices quoted are for products sold by Games Waorkskap Whrough ifs ower stores, catalogue or website, independent retailers are responsibie for delermiming their ount prices.




________________—EAFIERES
WMMMER

/40,000,

i

N e 8 NN WD N

SOUL GRINIER
ERUNEUR DAMER.
_ TRITURADCR B ALMAS
PEFFLENTERMALMER
STRAZIL ANTME

TR

SOUL GRINDER

Unlike all the other
Daemon miniatures
released this month, the
Soul Grinder is unique
to Warhammer 40,000.

-
y - sl -
. s e, et T
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This multi-part plastic

This massive plastic kit contains
all the parts you need to make
a Soul Grinder Daemon Engine,
armed with either a massive

blade (right) or a chitinous claw IS by ek Fareinies
(above). & Tim Adcock
UK £35  Euro €50

kit contains 1Soul Grinder

SOUL GRINDER
Product code: 991207115001

Denmark  350dkr  Norway 400nkr
Sweden 400sek

ON SALE MAY 10th

>>> SEE THE SOUL GRINDER IN ACTION ON PAGE 46

Pictores for Mustrative purposes only. Prodect contents may vary. Froducts sold unpainted and umassembled. Cerfain Citade! products may be dangarous if tsed incorrechly. Prices correst &t ime of going (o prass, please contact s for curen!
avaitability and prices. Prices quoted are for products soid by Games Workshop Broieh its own stores, calalopue or websile. Independent retailers are responsibie for determining their own prices.



_ NEVW RELEASES

BLACK LIBRARY

T _ — i
o

' 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
h certain countries. However, if you are finding it difficult to get hold of

|| books may be purchased directly.

i WWW. lllacl(lllll‘aﬂl com

any of these publications then go to the Black Library website, where

BROTHERS OF THE SNAKE

WAHH&M MER

JA0000 .,

BROTHERS OF
THE SNAKE

e nnekes spar s Fi.com

I(NIEHT EIIIHINT

For Bretonnia! For honour!

Rnight Errant

Anthony Reynolds

The blistering Space
Marine novel by Horus
Rising author Dan Abnett
Is now available in
paperback! Follow the
exploits of Brother Priad
and Damocles Squad as
they battle the myriad
enemies of mankind —
from rogue Dark Eldar, to
Chaos cultists, up to a full-
scale Ork invasion!

BROTHERS OF THE SNAKE

by Dan Abnett

ISBN: 978-1-84416-547-6
£6.99, €9, 70dkr, 80sek, 85nkr

ON SALE MAY 3rd

The noble knights of
Bretonnia are bound by
duty and honour to fight
for their king, and defend
their lands from invaders.
As a horde of Goblins
swarms out of the forests,
the knights gather their
forces to repel the foul
beasts, little suspecting
that the true enemy has
vet to reveal itself.

KMNIGHT ERRANT
by Anthony Reynolds

ISBN: 978-1-84416-551-3
£6.099, €9, Tidkr, B0sek, BSnkr

ON SALE MAY 3rd

STORM OF IRON

WARHAMMER'
ADD0D,,

STURM OF IRUN

Thié i u*'h‘bid [:h 'u.'lﬂ oy r lrlhm ‘LIIIr 1lnirfrlr ‘11I||I|'I|r

GRAAMMCNELL

t|arrl el fratio

Hnthom) Rcynolbs

When a massive force of
Iron Warriors invades the
planet Hydra Cordatus and
lays siege to the Imperial
citacel, how long can the
defenders possibly hold
out? Don’t miss this new
edition of the much-loved
classic Chaos Space
Marine novel, starring the
fearsome lron Warriors.

STORM OF IRON
by Groham McNeill

ISBN: 978-1-84416-571-1
£6.99, €9, 70dkr, 80sek, 85nks

ON SALE MAY 3rd

The start of a major new
series to tie in with the
Warhammer Online: Age
of Reckoning game.

Two unlikely companions
fight their way towards
Black Fire Pass, but when
the Pass is attacked by the
hordes of Chaos, they must
fight alongside the Imperial
army or the whole Empire
will be doomed...

EMPIRE IN CHAOS
by Anthony Reynolds

ISBM: 978-1-84416-527-8
£6.99, €9, TOdkr, 80sek, Sanks

ON SALE MAY 3rd

Pictores for ifustrative purposes omly. Product corlents may vane. Products soid snpainted ahd vrassembled. Cartain Citade! preducts rmay be dangerows if used incorrectly. Fricas correct 21 Nme of qoimg 10 Dress, please cortlact us fav cufrent
availabiiity and prices. Prices quoled are for produsts sold by Garnes Werkshop tropgh ifs own stores, catafogue or website, Indepamdant refailers arg respansible for determining IRelr own prices.




LS50 AVAILABLE

FORGE WORLD

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.

This resin conversion kit
allows vou to transform

vour plastic Baneblade into

a Stormblade armed with a Wl =i =4 AN
huge plasma weapoi. a ANRNEUI R
threat to both enemy T ] i d P A
vehicles and large groups APOCALYPSE

of infantry.

Conversion kit designed by
Daren Parrwood.

NEW BEULES PORARHANER 40,0
AND WARHAMMER 0,000 APDCALYFSE

Armed with a massive

cannon, the Stormsword This rules guide contains 60
is a super-heavy tank new datasheets for legendary
rightly teared throughout units in Warhammer 40,000:

the galaxy. This resin
conversion kit allows vou
to transform vour plastic

Apocalypse, from massive
Imperial Guard tanks like the

Banehlade into a Shadowsword, Macharius and
Stormsword, Malcador, to the awesome
power of the Chaos Warhound
Conversion kit designed by Titan and the mighty Daemon-
Daren Parrwood, Lords, as well as gargantuan

Tyranid creatures like the
Scythed Hierodule and Trygon.
There are also 26 new

battle formations covering all
the races, from the Space
Marine Drop Pod Assault Force,
Ork Tanka Mobs, Eldar Serpent
Rider Hosts, Winged Tyranid
Swarms and Tau Pathfinder

Aeronautica This brand new Search and Destroy Cadre, to
Imperialis is a expansion the Necron Undying Legion and
tabletop wargame for Aeronautica Chaos Daemon Engine Coven.
for two or more e Imperialis contains Just some of the legendary
players where you w i additional rules for e inclided:

: : units included:
command the M ground installations
aircraft of the : and new aircraft, as + Shadowswaord
:'mpr_!na_l NJTH}-" or : well as weapon fits + Stormblade
one of its many and upgrades for S d
alien enemies. All existing aircraft. It + tormﬁwr:rr |
the rules and card also details a + Macharius “Vanquisher”
sheets needed to campaign between + Siege Dreadnought
play are in this fau and Imperial + Thunderhawk Transporter

Pl avish 176 page forces on the world v

hardback book. of Typha IV, + Valkyrie

Fictures for dlusirative purposes only. Product contents may vary. Prodicts sold unpainted and unassembled. Certaln Citadel products may be dangerans if used incorrectly, Frices correct at tima ol going lo prags, please sovdact us for currant
availabitity and prices. Prives quoled are for products sold by Games Workshop through its own stores, Satalogue or website, independant ralailers ane responsible for determining thair own prices.
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THERE IS NO TIME FOR PEACE.
NO RESPITE.
NO FORGIVENESS.
THERE IS ONLY WAR

" . "n:l-
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HALF TERM IN-STORE

This Half term, battie against the horrors of the Warp in-store!

Prepare vourself to visit distant alien

worlds, fight off hordes of hideous

Daemons, and protect Mankind from
utter destruction in the name of the
Emperor himself!

That's right, all of our Hobby Centres
are preparing a wide range of fun, inspiring’
and exciting activities to keep you
entertained and thrilled this May Half term.

Our enthusiastic staff are ready to cater
to vour every need, whether it be
collecting, painting or gaming with our
amazing miniatures, you will not be
disappointed.

So if you fancy joining the Daemonic
horde, defending Mankind or just want to
watch and see what happens, come along
and visit us!

Games Workshop needs you! Are you
up to the challenge?

Contact you local store to find out how
you can take part.

BLACGK LIBRARY
IN-STORE DRY

In Stores 17th May 2008

“ N

NATIONAL PRINTIN
COMPETITION

Begins 24th May 2008

il

Do you think you’ve got what it takes to paint with the Ever wondered what it would be like to recreate an epic
best of them? Want to improve your painting skills? battle from one of the Black Library’s novels? How about
Well, now is your chance as each of our Hobby modelling and painting one of your favourite characters,
Centres begins its quest to find the best painters and or even a diorama of a legendary battle scene?
modellers in their city or town. Well this is your chance as our stores’ staff |et their
['hat's right, this month we launch our first National imaginations run riot on the Black Library Day.
Painting Competition! On May 17th our Hobby Centres will be dedicating the
This great event begins on May 24th and will run for whole day to celebrate the fantastic worlds and characters
several weeks until we judge the best miniatures in our portrayed in our magnificent novels. Come along and join
Hobby Centres. in the action... you can’t afford to miss this one!
This is also the perfect opportunity to hone your skills Ask staff for details...

ready for the big one... Golden Demon!
Ask staff for details...
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ABOVE AND BEYOND

It's not often you get a letter from the government
thanking you for your efforts, but our staff at the
Plaza store on Oxford Street, London got just that!

Led by Zack Gucklehorn (right, in the black
sweater), these intrepid guys received a letter from
Karen Buck MP applauding them for ‘going that extra
mile” with gamers who have disabilities. As a way of
thanks, the staff received a bottle of champagne and
cake baked by the parents of the gamers they had
gone out of their way to help and support.

From all of us here at White Dwarf, Games
Workshop and the wider gaming community, well
done guys!

Tlﬂ' “ tn nagﬂ 1“6 ln 'i“d “n“r Iocal From left to right: ."gue! F-::nmwat, Andy 5-:'rfm5ham
SInre or i““ﬂ"ﬂ“ﬂﬂ“‘ SIu[:kiSt Zack Gucklehorn and Andy Perry — the illustrious team of GW Plaza,
|

LEARN FROM THE BEST

Are you eager to learn, passionate, enthusiastic, positive
and outgoing? Would you like to start your career in
Games Workshop Retail Management in an exciting and
unique way?

We are offering a once in a lifetime opportunity to
learn the management skills you would need to run one of
the top 5 Games Workshop hobby centres in the world.,
The aims are to fully develop you to give you all the
relevant skills to run a large store by yourself in the future.

The manager of our Stockholm store, one of our biggest
stores in the world, is looking to recruit an assistant who
would like to take on this challenge.

Previous retail experience is not required but could be
advantageous. You will be expected to learn some basic
Swedish.

If this sounds like you, please forward your CV and a
covering letter (in English) to:

French developers Cyanide are
currently working on a video
Games Workshop, HR Operations, game adaptation of Blood Bowl.
Willow Road, Lenton, Nottingham, NG7 2WS, UK The game should be out later this
vear and features a turn-based
version of the classic board game,
If vou would like more information about the role or the fast paced frenzy that is real-
please call Baz Morrison on (0046) 8 213840 or visit him time mode — both fully
in the Stockholm store. compatible for online play.

- Check out the website
BHISIII!I Date: 313': Mﬂll 20“8 www.bloodbowl-game.com for
the latest news and sneak peaks.

Live demos of the game will
be held at this
month’s Blood
Bow!| Grand
Tournament so, if
you're lucky enough to have a
ticket, make sure you don’t miss out!

“Touchdown!”

or e-mail it to: HR.recruitment@games-workshop.co.uk

.
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¢ . When the material

i world and the Realm

i~ of Chaos collide,

" fragments of a Chaos

 God’s dark will are

- let loose to wreak

havoc and utter

destruction — they are
the scions of Chaos,

known to others

'-.,k . simply as Daemons.

. White Dwarf sent

.~ Andy Hall out to

;ﬁ converse with the

7 Ruinous Powers and

"~ their diabolical

e servants, namely Alan
it Merrett, Mat Ward
a7 and Alessio Cavatore.
i
<
1 Realm of Chaos
; : Realm of Chaos was
i ': published as two massive
g AL seminal tomes — Slaves to
7 Darkness and the Lost
g and the Damned. Even
g ‘today, 20 years after first
) being published, they are
' highly sought after. These
. books were the first to
‘- define the Chaos Gods in
all their glory and have
formed the template for
all our Chaos projects
ever since.
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quite special. The reason for this is

very simple; it's the first time in over
20 years that we've done a simultaneous
Warhammer and Warhammer 40,000 army
release. To find out why we’'ve decided to
do this | had a chat with Alan Merrett, who
was behind the whole idea. Alan holds the
rather grandiose title of Group Intellectual
Property Manager, which means that he is
responsible for overseeing the way that the
background and imagery of our game
worlds is developed and presented.

“The idea of the four great Chaos
Powers and their daemonic followers,
Daemaons that share their patron god’s
characteristics, came about almost at the
same time as the original Warhammer
manuscript,” begins Alan. “So the four
Chaos Gods and their attendant Daemons
have nearly always been an impartant part
of Warhammer, even though we didn’t
publish material about them until a few
years after Warhammer's debut. We had a
manuscript and we kept planning to
release it, but for a multitude of reasons |
can barely remember it would slip further
ana further back along the schedule. This
also had the effect that every time someone
took a look at the Chaos manuscript they
would add a little bit more, and so it grew
in size and ambition.”

Eventually, what had become the
Design Studio finally cleared enough time
in the schedule to publish “Realm of
Chaos”. By that time Warhammer 40,000
was available in its first incarnation as
Rogue Trader, and that effectively doubled
the size of the supplement so that Realm of
Chaos was released in two seminal
volumes — “Slaves to Darkness” and “The
Lost and the Damned”.

“What these two classic books did was
introduce Chaos in all its manifest glory to
the world and explain how it worked
within both the Warhammer and
Warhammer 40,000 settings. The exact
reasons why the Chaos pantheon appeared
in the Warhammer 40,000 universe as well
as in the Warhammer world are lost in the
mists of time. It just seemed like the right
thing to do and to be honest we've never
looked back on it,” explains Alan.

And so the Chaos Gods, and their
daemonic minions in particular, enjoyed a
high status, being well represented in both
Warhammer and Warhammer 40,000.
People collected Warbands of Chaos,
armies of Daemons, and battles were
fought both throughout the galaxy and
upon the Warhammer world ably
supported by the Citadel forges that
produced an extensive range of Daemaon
models. Time, like Chaos itself, is a fickle
thing and both game systems moved on
and evolved into different editions that
eventually outdated the rules in the Realm
of Chaos volumes.

T his Chaos Daemons release is really

WHITE DWARF  DAEMONS DESIGN NOTES

The Masque,
Eternal Dancer of Slaanesh

Karanak,
Hound of Vengeance

“Over the following years and
subsequent editions of the game systems
the Chaos codexes and army books
featured the Daemons, but they tended to
get less and less coverage and attention. In
Warhammer, the Chaos Warriors took
centre stage, whilst in Warhammer 40,000
the Chaos Space Marines did instead. The
Realm of Chaos books had done a fine job
of defining the forces of Chaos and
illuminating all of the Daemons but over
time we were slowly but surely losing
something. We are very proud of our
Chaos mythos, with its rich detail and
awesome character. Inspired by this each
time we have come to work on a Chaos
book we have always been compelled to
add yet more detail and wanted to create
more and more troops and characters.
Eventually something had to give as we



The new special characters have added even
more layers to the rich history of the Realm of
the Chaos. From the mighty Heralds of the
Ruinous Powers to the likes of Karanak, a

malevolent Flesh Hound that will hunt its chosen
prey to the edge of the galaxy and beyond, these
characters not only look great but also add some

unique special rules to your games.

Epidemius, The Tallyman of Nurgle

simply couldn’t keep adding all of the
exciting new things we wanted to do for
each army and at the same time treat the
Daemons with the dignity and attention
they deserve. So unwittingly over the years
they've gradually fallen away from the
spotlight as we make room for all of the
other new Chaos entities. Which isn’t at all
right when you consider that of all a Chaos
God’s multifarious minions he has to hand,
it is the Daemons that are his closest, most
willing and powerful servants, being
embodiments of his will.”

Still, when you happen to be Alan
Merrett, such an injustice is easy to set
right. “Well, | simply asked the Studio to
do two books to justly put the Chaos
Daemons back in the frame as a viable
force for both game systems, and that's
what they’ve done. The Daemons are in a

-
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DAEMONS; '

STION NOISAA .

unique position in that the fantastic models
the sculptors are making for the new range
and the existing Citadel models can be
used in both games — this was quite a
challenge for the sculptors. It made perfect
sense to release both the codex and the

€ € We've given players of both
games the ability to use the full

-
=

gamut of the Daemonic pantheon. 9 ¢ '
army book at the same time and gift 4 “%
players of both Warhammer and Wi
Warhammer 40,000 with the ability to it
once more use the full gamut of the 0,
daemonic pantheon.” | "‘itﬂx‘:ﬁ'
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. ThE RUINOUS POWERS

The Realm of Chaos is ruled over by the four most powerful gods of Chaos.
Each has mastery over his own domain and has populated it with his daemonic
servants, who in turn mirror their master’s desires, traits and characteristics.

KHORNE

Khorne is the Blood God, the Lord of Skulls and Murder. He is perceived as an angry,
raging god of bestial strength and matchless battle prowess. Within the Realm of Chaos
Khorne is said to sit atop a mighty brass throne at the summit of a mountain of skulls.

Khorne’s Daemons: Bloodthirsters, Bloodletters, Bloodcrushers and Flesh Houndls.

£ " ’”
Blood for the Blood God!
p
> NURGLE
:.x_f— ' Nurgle is the Lord of Decay. It is he who unleashes famine and pestilence upon the
mortal worlds. To his followers Nurgle appears as a massively bloated creature,
55 festering with boils and poxes, and surrounded by a cloud of putrid black flies.
1 ]
:; . Nurgle’s Daemons: Great Unclean Ones, Plaguebearers, Beasts of Nurgle, and Nurglings.
YEN
A i )
25 Come to Plaguefather Nurgle;
- < . rr
8 let him embrace you.
SLAANESH
Slaanesh is the master of cruel passions and hidden vices, and of terrible temptations.
* Of all the Dark Gods, Slaanesh alone stands perfect — long-limbed and elegant with a
() haunting androgynous beauty that no being, mortal or otherwise, could resist.
1
Ry bk
3 Slaanesh’s Daemons: Keepers of Secrets, Daemonettes, Fiends and Seekers.
: -- q- | .J'l.f'l N ¥
7 Join our pageant, little one, and

dance for pleasure and the joy of pain.”

" TZEENTCH

Tzeentch is the Changer of Ways, and change is the essence of Chaos itself. He is the Great
Schemer, his plans are insanely convoluted and vast, whether he is plotting against his fellow
‘Chaos Gods, or playing games with the lives of mortals.

| Tzeenrf:h ‘s Daemons: Lords of Change, Pink Horrors, Flamers and Screamers.

"’"Behold the Great Mutator and
- the gifts he will bestow upon you.”

2 I.I'.' "
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Nurgle, Tzeentch and Khorne Daemons
join forces to ravage an Imperial city.

S .l i
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Bretonnia is attacked by a fearsome
Daemon host led by a Lord of Change.

www.games-workshop.com




(et DAEMONS OF
y KHORNE

The new Bloaodletter
frame contains many
useful components,
including two different
Champion heads.

Flesh Hounds of Khorne ks

In the Book:

Warhammer Armies;
Daemons of Chaos
confains:

* A massive background
section chronicling the
daemonic incursions
that have ravaged the
Warhammer world.

* A comprehensive
bestiary that details
every type of Daemon.

* Hobby advice for
collecting and painting
the multifarious
Daemon hordes.

¢ A brand new army list.

I -.

at Ward is known as the Studio’s

evil genius, so who better then to

author a book about creatures
that are the epitome of evil? Mat admirably
rose to the challenge, as a veteran
Warhammer writer with the Wood Elves
and Orcs & Goblins books under his belt.

“This project was very different,” says
Mat. “With Alessio and Gav writing the
Codex at exactly the same time, we
worked closely together. Obviously the
rules differ greatly between the two games,
but a Bloodletter is a Bloodletter no matter
if it is fighting in the Great Forest of the
Old World or on some half-baked planet in
the Eastern Fringes.”

Ever since Daemons appeared on the
ever-changing Studio schedule, Mat has
been champing at the bit to get started on
the project. “The Daemons are some of the
coolest things we've ever invented, but

) W HITE BWARF DAEMONS DESIGN NOTES
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Herald of
Khorne on
Juggernaut
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Bloodcrusher
of Khorne

we've always let the Chaos Warriors hog
the limelight and added the Daemons on
to that list. So | was keen to set that straight
and let the Daemons take the centre stage.
With 96 pages all to themselves | was able
to go into great detail about each
daemonic type, and include all the many
Lesser Daemons — that, | think, is a first
since the Realm of Chaos books. The page
space, especially in the background
section, also allowed us to explore the
Chaos Gods and the Realm of Chaos in
greater detail than before. You'll learn far
more about the Chaos Gods — for instance,
did you know that Nurgle is a creator as
well as a destroyer?”

Of course, it's much easier to say “let’s
make an all-Daemon army” than it is to
actually design a valid, balanced army list
that can be a force in its own right. So how
did he go about this? “The way Daemons



@ DAEMONS:

Beasts of Nurgle

STION NDISAd

Beasts of Nurgle are hideous,
slug-like creatures that leave a
trail of slime in their wake.

The Citadel designers have
been very busy, not just

Plaguebearers and Nurglings rally to
the Daemaon Prince of Nurgle.

producing the plastic kits
(such as the Bloodletters,
left, or the Daemonettes),
but also some splendid
new metal models like the
gruesome Beasts of
Nurgle, Plaguebearer
command group,
Bloodcrushers and Flesh
Hounds. These are among
the heaviest hitters in the
Daemon list — see them in
action later in this issue.

work in the game hasn't changed that
much — there’s just more of them now. So,
they still all cause Fear, are Immune to
Psychology, have a 5+ ward save, magical
attacks and have to take a Daemonic
Instability test if they lose a round of
combat — one small tweak is that daemonic
Leadership can now be modified as normal
from Break tests. The difference is thal
before you had one Daemon unit in your
force, or maybe two at the most; now
vou’ll have a whole army of Fear-causing
troops with ward saves!”

The secret, however, to using the
Daemons is not with the daemonic special
rules. “Your choice of god or gods is
crucial to the success of your Daemon
horde,” continues Mat. “You have to pick
wisely, and factors such as your opponent’s
force and what you need the army to do
will have an impact. Khorne units will hit

hard, Nurgle Daemons are tough and
difficult to get rid of, Tzeentch have a
plethora of ranged attacks and magic,
while Slaanesh will hit you with a bucket
load of attacks. A good Daemon general
will be able to mix and match these
different types of units to give him a highly
flexible force or even an army tailor-made
to get the best advantage depending on
what he will be facing.”

Players with more narrative leanings
may wish to field a daemonic army of just
one power, is that possible? “It is
something | was aware of when designing
the list and although it is viable, | wouldn't
recommend playing with one in a
tournament. Single-power Daemon armies
are extremely specialised — a Slaanesh
army will be super-fast with a ridiculous
number of attacks, for example — but bear
in mind they are extremely inflexible.”

Hordes of
Chaos

The advent of Daemons
of Chaos changes the
way Chaos forces play in
Warhammer. This means
the Hordes of Chaos
army book can no longer
be used. But don’t worry,
your Chaos Warriors will
still be able to take to
the battlefield as we'll
have an official “get-you-
by” Chaos Warrior army
list in next month’s issue
of White Dwarf! And
fear not — a brand new
Chaos Warrior army
book will be released
very soon!

www.games-workshop.com 2'1"_
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;f A Daemon army, then, works best
Ry when using Daemons from two or more of
?L o the Chaos Powers. Mat is quick to pre-

P iie empt the follow-on question about a

broader Chaos force consisting of other
elements such as Chaos Warriors and
Beastmen. “Unlike the Hordes of Chaos
book, there is no integrated system for
using allies,” he states. “You can't
substitute part of your Core allowance to

| €€ It'seasy to think of Daemons
G, , as faceless Warp-nasties, but
that’s far from the truth. 99

] get some Chaos Warriors instead. The book

R has one self-contained army list, as will all

{3 other army books going forward. It keeps
the system clean and simple. That's not to
say that creating a full-on Chaos host, the
kind Archaon invaded the Old World with,

is not possible. Of course it is — you can

; play in a big multiplayer battle with
numerous armies per side, or use the rules
Jervis wrote in the Legendary Battles
Expansion (published in last month’s White

3 Dwarf — Grombrindal) which ably cover

(o this situation.”
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B, A daemonic host battles with a Vampire Count

Back to the army list itself and, as |
scour the pages, | notice the Heralds listed
in the Heroes section. “They're new,” says
Mat. “Heralds are Hero-level characters. It
wasn’t going to be practical to just have
Greater Daemons as your only character
choices. The Heralds can also be upgraded
to carry an icon and become the force’s
Battle Standard Bearer. We've also
included four named Heralds as special
characters in the list.”

Talk of daemonic special characters
certainly got my attention. “There are nine
of them in total,” says Mat with a
triumphant twirl of his moustache. “It's
easy to think of Daemons as faceless Warp-
nasties, but that's far from the truth. Al
Daemons, possibly with the exception of
Nurglings, are intelligent beings with their
own consciousness and personalities, and
this book has really let us delve into that
uncharted area. So you have Skarbrand,
the Bloodthirster who tried to usurp
Khorne, or the Fateweaver, a Lord of
Change who can see the past and the
future but is blind to the present. All the
characters mentioned in the book have a
timeless mythos attached to them as befits
creatures created by a Chaos God. It's also
why they are equally at home in the grim
darkness of the far future.”
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and her Undead horde near an ancient shrine.
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some great new illustrations. | asked

resiclent artist, Paul Dainton, about
the work he and Alex Boyd did on the
Daemons. “It was different drawing the
same creatures in both a Warhammer and
Warhammer 40,000 context,” says Paul.
“While the look of the Daemons stayed the
same, in 40K we'd have them ripping up
tanks and slaying Space Marines, while in
Warhammer they're bashing Orcs and
tearing apart Dwarfs.”

Despite the two game systems there
was one consistency running through all
the art. “We wanted lots of energy and
violence,” states Paul. “'Visceral’ and
‘exuberant’ were words used a lot when
we first started planning the art for the
books.” There's a lot of it too! While it
would have been easy to use one piece of
art in the bestiary and forces section of

B oth the new bhooks are awash with

both books, each entry has a separate
piece of art.

“lconography was important,” adds
Paul. “We included the runic emblems in
ways that were less obvious than just a
banner in the background, we tried to be
more subtle than that. So you have scars in
the shape of the icons or small bits of
jewellery — it was a good way of breaking
up the skin.”

| then asked Paul which Chaos power
he most likes to depict, thinking it would
be a difficult question, but he immediately
grins and answers without hesitation.
“Definitely Nurgle,” he says. “Both me and
Alex really enjoy drawing Nurgle's
Daemons. There's an element of fun and
mischief the other gods don't quite have. |
also really like drawing Slaanesh stuff
because of the fine line you have to tread —
but | don’t think | should dwell on that!”

Art key:

1. This piece, by Alex
Boyd, is of a Keeper of
Secrets and its attendant
Daemonettes
slaughtering their way
through a High EIf line.

2. A Lord of Change’s
sorcerous attack against
the Imperial Guard, also
painted by Alex.

3. Paul Dainton’s
painting shows a host of
Daemons emerging from
a defiled Lustrian temple,
intent on destroying the
Lizardman inhabitants,
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Daemonette
Musician

DAEMONS OF
SLAANESH

-

In the Book

Inside Codex: Chaos
Daemons you will find:

]

A comprehensive
background section
covering Warp space
and the four Ruinous
Powers.

Complete guide to
each character, troop
type and vehicle.

Full-colour hobby
section with painting
tips that will help
make your daemonic
force truly unique.

Brand new army list.

Daemonette
Champion

Daemanette
lcon Bearer

The new plastic Daemonettes
have been a long time
coming, and allow Daemons
players to field large units
with as much personalisation
as they like. Also on these
pages are several examples of
Fiends of Slaanesh and
Tzeentch Daemons painted in
a variety of ways — Slaanesh
and Tzeentch models in
particular are great for
showing off your painting
skills and experimenting with
outlandish colour schemes.

hile Mat was busy writing

Warhammer Armies: Daemons

of Chaos, Alessio and Gav, who
had worked together on Codex: Chaos
Space Marines, were tasked with making
the Daemon forces work in Warhammer
40,000. We caught up with Alessio, who
took the lead on this project.

“The important thing to remember,”
begins Alessio, “is that it is the same army,
using the same range of figures, that
straddles two systems.” As you'll see there
is one exception to this — we do have one
kit that can only be used in Warhammer
40,000, but more on that later,

The book itself starts with a large
background section detailing the Realm of
Chaos, how daemonic incursions work and
the relationship between Mankind and
Chaos. “This section was largely written by
Gav, but it was very interesting working on

the background at the same time as Mat
was working on the Warhammer
counterpart, especially when you have
special characters that appear in both
books. If you put the two books together
you'll find that these strange mythic
characters appear in both, but one is
looking through a Warhammer mirror,
while the other is from the mirror of the
40K galaxy. Make no mistake though, these
are the same Daemons — Skulltaker,
Khorne's greatest champion, is the same
being no matter what planet or battlefield
he strides across.”

While the Daemons are the same in
both games, how they actually work within
the respective systems is quite different. In
fact, a daemonic force in Warhammer
40,000 plays in a very unique way. “Well,
all Daemons are Fearless so they won't run
away. They're Invulnerable, so can still

P ————
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walk around with big holes in their bodies.
But what really makes the Daemons
different is the Daemonic Assault rules.
Quite simply, Daemon armies do not
deploy. When you start a game with a
Daemon force, no units from the Daemon
army will be on the table. What this
represents is the Daemons tearing apart
reality, breaking through the barrier
between the real world and the Warp.
Fighting Daemons is not a hormal
engagement; the planet is undergoing a
Chaos assault, reality is warping and
twisting,” says Alessio.

This immediately begs the question of
when the Daemons actually appear on the
hattlefield, and how? “The Daemons start
to appear from Turn 1.” Alessio reveals.
"Half your daemonic force will arrive on
the first turn using the Deep Strike rules.
The remainder of your force is held back

=,

3@@@ DAEMONS 2

[DAEMONS OF

TZEENTCH

and Deep Strikes onto the table later using

the normal Reserves rules.”

This is potentially very powerful,
allowing your Elite units to take objectives
or engage with the enemy’s key units

extremely early in the game. Conversely, if

€ € Skulltaker is the same being
no matter what planet or battlefield

he stridesacross. 9 ¥

the fates (no doubt manipulated by
Tzeentch) are against you, then your force
could appear in dribs and drabs to be
taken out by the concentrated fire of the
enemy. “It does have to be used carefully,”
agrees Alessio. “Appearing in a long battle
line in front of the opposing army will not

. ""‘I'Lf&*‘ & I
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A pairof Soul Grinders scour the
W andscape in search of pitiful prey.

TS always be the best plan. However, Deep he mentioned that mixing Daemons from
N Striking in and around the enemy at key the different powers was the best idea. Is
objectives may well give you a powerful that the case in Warhammer 40,000 as
v advantage early on.” well? “Absolutely,” says Alessio. “The
“' Of course, this system means that if the Daemons share the same broad
opposing force goes first, then there will be characteristics as in Warhammer. Khorne
, no Daemons on the table to react to or squads have Furious Charge as standard so
{ fight against. How does that work? “If the will hurt in assault, Tzeentch Lesser
= game is objective driven then you'll get a Daemons are the only squad-level troops
e free turn running around and claiming the with ranged attacks in the army, Nurgle
St '.': objectives. Otherwise, you form a squads have a high Toughness and Feel No
N ADDCHI}?}JSE defensive perimeter or position yourself for Pain, while Slaaneshi Daemons have |ots
e Chaos Daemons is a self- the best fields of fire as you try and predict and lots of Rending attacks. A good
% contained army list used where and when the Daemons will appear. Daemon force will have a mixture of these
417 to create a wholly When this situation cropped up in squads. A one-power force is possible and
= daemonic force, so there laytesting the non-Daemon players always  could even do well, but it is a one-trick
G is no option of adding prepiesing: | P | 4 ay ; ! P
> the: diskalical Chaos found it quite tense and nervy as they tried pony, so you [ havfa to be careful.
s Traitor Legions in the to position their force, but then if | was _[he other surprise is the Heau_fy Support
- I, Daemon list. However, facing Warp-born creatures of Chaos I'd be section that features just two choices — a
{ ’ should you wish to play extremely tense as well!” Daemon Prince and something called the
in a battle that features On to the army list itself, and the first Soul Grinder. “The Daemon Prince is there
! all the damned forces thing | notice is just how packed the HQ for two reasons. First, the HQ section was
'- Chaos has at its disposal, section is. “It is a large section,” agrees packed as it was. Secondly, his options and
then all you need do is Alessio. “You have the Greater Daemons, characteristics make him a true
Ji8 play a game of : the majority of the special characters and heavyweight, capable of ripping tanks to
it Apocalypse with armies it : B
/! AL egeaa the Heralds living in there. However, a shreds, so it was a natural home. However,
T NiaronsantiChans single HQ slot can include up to two it is the Soul Grinder I'm most excited
1 Space Marine Codexes. Heralds, which takes the pressure off. So in about. This is a Daemon Engine, unique to
e | Don't forget that you can a typical 1500-point game, you could take Warhammer 40,000 for obvious reasons. |
! | also add datasheets from four Heralds, or a Greater Daemon and love this model and think Mark Harrison
- | last month’s Liber two Heralds, or even two Greater has done a fantastic job. It really is a thing
i Apocalyptica into your Daemons, but don't expect to have many of beauty, so | made sure the rules lived up
force as well! troops in that force!” to the great kit,” gushes Alessio. Daemon
Back in our Warhammer chat with Mat, players will surely agree.
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SHLON NOISAA

The Soul Grinder is a Daemon Engine and
follows all the usual Daemon rules. It is
immune to the effects of Shaken and
Stunned damage results.

Mawcannon: Soul Grinders can unleash
lethal Warp energies from their mouth.

-
i~

Range Strength AP Type
Vomit  Template 6 4 Assault 1
Tongue 24" 10 1 Assault 1
Phlegm 24" 7 3 Ordnance 1,
Large Blast

Harvester: Soul Grinders are also gifted
with the harvester of souls, a deadly
secondary weapon.

Range Strength AP Type

Harvester: 24" it 5 Assault 6

Forge of Souls

Hidden deep within the
Realm of Chaos is the
Forge of Souls, where the
ever-mutating daemonic
craftsmen eternally
hammer at their
creations in cyclopean
smithies. The Soul
Grinders are the creation
of these daemonic
artificers. They are
terrifying creatures that
are the fusion of the
most powerful daemonic
entities with machines
that originate outside the
Immaterium, but have
felt the touch of Chaos.
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' The Daemonette’s skin was given a A small amount of Skull White was The next highlight laver was A final highlight of pure Skull
~ 3:1 basecoat mix of Hormagaunt added to the basecoat mix and created by adding even more Skull White was applied to the maost
Purple and Dheneb Stone, applied over all the raised areas. White to the mix. prominent raised areas.

g ;
=i ;E'::I"Thé‘daws were basecoated with a A mid-tone was mixed by adding a More Bleached Bone was added to
. 4:4:1 mix of Hormagaunt Purple, spot of Bleached Bone to the the mix and applied to the most
. Liche Purple and Chaos Black. basecoat mix. prominent ridges.
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This Daemonette has very
pale skin with a pinkish hue
that contrasts sharply with
her black feather basque. The
patterning on the skin and
clothing was painted on by
hand, adding to the intricate
look of the model,

Pink and red are the
prominent celours used here.
The skin has been glazed to
give it a warm hue, while
still maintaining the
characteristic pallid tone. A
steady hand is required for
the intticate patterns on the
clothing and skin.

This Bloodletier has been
painted using a very dark
palette, The sword, on the
other hand, has been
deliberately painted much
brighter to contrast with the
dark flesh tones of the
Daemon. The tongue and
horns add a further contrast,

John Blanche has painted this
Daemon in molten colours to
give the impression that the
Bloodletter has emerged from
a hellish inferno. Even the
Hellblade has been painted
in this style to suggest it is
part of the creature, and not a
separate entity.
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Bloodletter Skin

Mechrite Red was used as the

hasecoat, painted evenly all over Ink all over. A second wash of

The skin was given a wash of Red

An initial highlight of Blood Red
was applied to the raised parts of

The next highlight was a 1:1 mix of

{-.-_‘__ -

Blood Red and Blazing Orange,
followed by a 1:1 mix of Blazing
Orange and Fiery Orange.

the Bloodletter’s flesh. Brown Ink was then applied to the

the skin, making sure to avoid the
scales and deepest recesses.

recessed areas,

Bloodletter Sword

The Hellblade was first painted
with Scab Red, straight over the
Chaos Black undercoat.

A 1:1 mix of Scab Red and Blood
Red was applied to the tip and
raised areas of the blade.

Finally, Blazing Orange was added
to the previous mix and painted on
as-a highlight,
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'IN-STORE THIS MONTH §

ubbing his hands against the cold and hugging his sides, the lookout atop the
walls stared out across the frozen fog-shrouded landscape, his breath
clouding as he breathed into his cupped, gloved hands. Ghostly fingers of
rimed trees reached out of the gloom as dawn came; just a brightening of
the gloom and a watery light to thicken the mist.

Jacob suddenly looked up; a dim glow was growing in the North.
Hefting his weapon he peered into the haze, noticing a cloud rising above
the hoary fog and the ruddy light.

Out of the murk terrible shapes took form. Some diseased and pustulent,
some lascivious and perverse and at the forefront, frenzied creatures
with molten skin and brazen collars. All poured forth in a gibbering
malevolent herd. Raging and leaping forward, the frost at their feel
flashing to steam with the heat of their unnatural flesh, the Daemon
host ran at the walls, hurling themselves at the defences.

Jacob recovered from his stunned immobility. There was to \j
be no hope of mercy, there was nowhere to flee. It only '
remained to fight and to sell his life as dearly as he might.
Unslinging his weapon he summoned his comrades to the defences; T

“To the walls! To the walls! Daemons are upon us! DAEMONS!” & 4%

Bring your Daemon forces into the store to fight and ravage the
worlds of mortals!

On the weekend of 31st May all Games Workshop stores will
be running modelling, painting and army building workshops,
where you can get your new Daemon armies battle-ready, as
well as all kinds of exciting Warhammer and Warhammer
40,000 games for you to join in!

Get down to your local store and ask about the exciting
Daemon-themed events and activities in your local store.
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RING YOUR LOCALSTORE FOR DETAILS, OR LOG ONTO: Ji8
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ER CAMPAIGN

GLORY anD

W the depths of a dimension formed of purest entropy, a tiny but repugnant Daemon crawled
cautiously towards its master’s living throne. A frown of concentration twisted the occupant’s revolting
features as his quill scratched away, recording every permutation of every disease that had ever been

unleashed upon the world of mortals. It was a thankless task and even the most dim-witted Daemon knew
that the Tallyman of Plagues did not appreciate being interrupted. The diminutive Nurgling crawled the
last few yards on its distended belly and gulped nervously before clearing its throat with a grotesque rattle.

“WHAT do you want this time?” roared Epidemius, infected spittle flying in all directions.

“Er... most foul Tallyman of Plagues...” squeaked the Nurgling, “Lord Bileflood is trapped by the rat-kin.

Bled away for their brews, I swears it!”

“Is that so?" said Epidemius, pensively. Laying down his quill, he craned his rubbery neck and cast an

appraising glance toward the molten volcanos glowering on the horizon, where the footsoldiers of the Blood

God waged their eternal wars. “Then I think we had better muster our forces, little one. It is time for old
" debts to be honoured, and mortal blood to be spilt.”
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In the far north of the Empire, the fabric of reality begins to

split as a Daemon horde prepares to spew forth into the

mortal realm. Mat Ward presents a brand new Warhammer
campaign to chart their path to glory...

T he launch of the new Daemons of
Chaos book and miniatures range
for Warhammer has generated so
much excitement here in the Studio that
I’'ve half expected to see Pink Horrors
erupting from within the rest of the games
developers. You see, Daemons are
somewhat different to other armies in the
way they look and play, and so getting to
grips with an army of them is as
challenging as it is fun.

To my mind, the best way to test the
mettle of any new army is to send it on a
campaign! Warhammer campaigns are the
ideal way to see how an army behaves
against a variety of foes in a range of
different-sized games and in unique
scenarios. Of course, saying things like this
in the Studio is quite dangerous, as it
inevitably leads to White Dwarf editors
sneaking up on you and saying “Great
idea, Mat, why not write that up for us?¢”

So, having talked my way into more
work, | set about looking at a Daemon
campaign and what that would entail. The
first thing | needed was a story — although
map campaigns and “Swiss tournament”
style leagues are great fun, | wanted
something a bit more story driven for the
Ruinous Powers. Once that was sorted, the
scenarios and opponents fell into place. All
that remained was to find some able
victims (or volunteers, whichever) to play
through the campaign. Enter fellow writers
Phil Kelly and Robin Cruddace, ever
willing to play games of Warhammer for
the greater good. It's a hard life.

The Tale of Bileflood

Qur tale begins not with Daemons, but
with the Skaven, in a subterranean lair
deep below the Empire province of
Middenland. Hungry for power, the half-
crazed and unspeakably evil Plague Priests
of Clan Pestilens have made a
breakthrough in their quest for glory. Their
research into foul diseases and plagues has
drawn the attention of Nurgle, and the
Plague Priests have managed to summon a
Great Unclean One, Bileflood, into their
noisome realm. However, the Greater
Daemon got more than it bargained for,
because the Skaven of Clan Pestilens were
not interested in working with the powerful
servant of Nurgle — instead they used their
rituals to imprison the Daemon, binding it
for all eternity in chains of warpstone and
meteoric iron. Their perfidious aim is to
drain the Greater Daemon of its essence,

The powers of Chaos have not taken
kindly to this assault on one of their most
powerful servants and, even as the Plague
Priests celebrate their finest hour, fate
conspires to open a gateway into the
physical realm. The Daemons are about to
make their way violently into the world,
and they'll tear apart everything in their
path until they reach Bileflood and his
Skaven captors!

The Campaign

This campaign will be played by two
players — one will take the Daemons, while
the other will control a variety of forces.
This represents the Daemons materialising
opportunistically some distance from their
quarry, and having to fight their way
through all-comers to reach Biletlood.

The campaign comprises three
scenarios, increasing in size as they go.
Winning a scenario may grant a player
additional bonuses in the following game.
For the sake of the narrative, everything
hinges on the final showdown, so the
plaver who wins the final scenario will win
the whole campaign. Obviously, winning
the previous games will give a player a
huge advantage in the finale.

What follows is the series of scenarios,
along with the narrative that we developed
alongside them. Finally, we present a series
of mini battle reports to illustrate how the
players got on. Can Phil’s horde of Chaos
wreak havoc across the Old World? Or will
Robin’s multifarious forces stop him in his
tracks? Read on to find out.

Cruelly cheated of his
destiny as a Time Lord, the
Machiavellian Mat still
manages to work at twice
the speed of a normal
human due to an elaborate
cloning technique.

The entity “Phil” is actually
a betentacled gribbly from
space, who is learning
about earthling defences
by writing wargames rules.
He's actually rather
enjoving himself.

Robin has recently handed
in his lab coat and
abandoned the path of
science fact for science
fiction. He is Games
Development’s latest
recruit — and head tea-boy.

Bileflood has been imprisoned

NOIVAINYD.

. fuelling their search for the ultimate disease
. lo unleash upon the surface world.

|

by Clan Pestilens, and his energy
harnessed by the Plague Monks.
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The Daemons must try to
break through the Hrgh Elf

et . line. The Daemon player
K- wins if he can move three

Y or more scoring units (of

s unit strength 5 or more)

- off the High EIf

' deployment edge before
the end of the game. If he
fails to do this, the High
& Elf player wins.

STEM THE TIDE

Scenario 1

On a remote coast of Nordland, a violent and unnatural storm
erupts. The heavens shake, and all who bear witness swear
that the gods themselves are angered. How right they are.

series of Elven waystones. Like silent

sentries, they have stood along a
magical fault line for many centuries,
channelling magical energies into less
harmful forms, preventing the influence of
Chaos from tainting these lands. The men
of the Empire shy away from this place,
believing it to be cursed. This suits the
High Elves well, for they have a colony
here, entrusted to watch over the
waystones lest Chaos find entry into the
mortal world.

As the winds blew stronger, however,
and lightning scorched the earth, one of
these ancient monaliths was toppled, and
the gibbering entities lurking within the
Realm of Chaos spied their opportunity.
Even as the garrison of Elven warriors was
roused, the first Daemons ripped their way
through the weakened magical barrier and
took physical form. As the High Elf
spearhead arrived at the site of the
incursion, their stomachs knotted with fear
and revulsion at the sight of the foul host
that gathered before them. The Elves would
have a fight on their hands this night.

T his stretch of coastland is the site of a

Scenario

The battle is a standard Warhammer
pitched battle. See the Warhammer
rulebook, page 2.

Terralin

The battle takes place along a rocky stretch
of coastline. Any cliff-type hills or piles of

rocks will be suitable. In the centre of the
board is the toppled Elf waystone. Other,
intact waystones may be placed as shown.

Forces

Armies are chosen from the Daemons of
Chaos and High EIf army books, to a value
of 1000 points.

Special Rules

The toppled waystone is now a magical
conduit, radiating arcane energy. Any
model casting a spell within 12" of the
waystone must roll an extra power dice.
They receive this for free each time they
attempt to cast a spell, even if this extra
dice takes them above the usual dice
restriction for their magic level. Players
have no choice in the matter!

Campaign Notes

Any Daemon units (but not named
characters) that escape the board may be
used by the Daemon player for free in the
next game, as if they cost no points. If the
High Elves win this battle, however, then
the Daemons” advance will lose vital
momentum - the Daemon army will have
250 points less in the next battle.

{)O Da:mnn Dcpluyment Zone

/- -—~=—'¢ _________________________

| : Ruined EIf
IS Waystone

1
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LAIR OF THE PLAGUE LORDS  scenarios §

Having finally broken into the Skaven Under-Empire, the
Daemon host summons its strength and prepares to crush the
upstart ratmen who have dared to imprison Bileflood.

The Greater Daemon of Nurgle, Bileflood,
has been imprisoned by the foul Skaven
and even now is trapped within a magical
circle, his essence heing leeched away by
the second. The Plague Monks of Clan
Pestilens are using all of their powers to
complete the ritual of Pestilent Distillation,
but know their time is short. Even now,
cacophonous echoes of rage can be heard
from the distant tunnels. The Daemons
have broken into the Under-Empire, and
unless the Skaven can finish their work
swiftly, the retribution carried out by the
unholy warriors from the Realm of Chaos
will be swift and violent indeed...

Scenario

The battle is a standard Warhammer
pitched battle. See the Warhammer
rulebook, page 2.

Terrain

This battle takes place in a vast Skaven
cavern. A grey board with plenty of rocks
will suffice. In addition, there should be
some kind of summoning circle in the
centre of the board, about 6" in diameter.
The summoning circle counts as
impassable terrain.

Forces

Armies are chosen from the Daemons of
Chaos and Skaven army books, to a value
of 2000 points. The Skaven army must be
led by a Plague Lord from the Skaven army
book appendix (page 78). In addition, the
Skaven player may include a free Plague

Priest in his army, which does not count
towards his maximum character allowance.

Special Rules

Bileflood: This Greater Daemon of Nurgle
is enchained and takes no active part in the
battle. He is placed in the centre of the
summoning circle. At the start of each
Skaven turn, Bileflood loses one wound if
the Skaven player can roll a 4+ on 1D6, as
his plague powers are drained. In addition,
any Plague Lord or Plague Priest within 6"
of the circle can attempt to speed up the
process by casting the Charm of Pestilent
Distillation bound spell (power level 3).
Each successful casting causes an
additional wound on Bileflood.

Daemonic Hunt: Those Daemon units that
escaped the board in the last scenario are

present in this one, and may deploy up to

18" onto the board instead of 12".

Campaign Notes

Regardless of whether the Daemons win or
lose, Bileflood, a Great Unclean One, may
be included for free in the next game, as if
he costs no points. The pestilential
experiments have taken their toll, however,
and Bileflood starts the next game with the
same number of Wounds as he had
remaining at the end of this game. If
Bileflood was reduced to 0 Wounds, he
begins the next game with a single Wound.
If Bileflood survived this game, he may
also take up to 100 points of Daemonic
Gifts for free.
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HOW

o WIN

The winner is determined
using the Victory Points
system. The Skaven player
receives an additional 200
VPs if Bileflood has 5
Wounds or less remaining
at the end of the game, or
an additional 400 VPs is
Bileflood is slain.
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THE DOOM OF ELSTERWELD Scenario 3 '

HOW

7/ With Bileflood freed and his Skaven foes scattered, the
o WIN Daemons emerge fl‘ﬂl‘l’! the Under-Empire to rampage
by 1 through a nearby Empire town.

4 The winner is determined

.:;r_' “5’?5 th%:""‘:l;“r'f Fomts The Middenland town of Elsterweld had army also includes Bileflood, a Great
Ly system. The Daemons gain Sl S : . :

e amextza 200 VPs i they enjoyed a near-unprecedented period of Unclean One, for no points cost, as

described in the Campaign Notes for
scenario 2. If he survived the last scenario,

peace over recent years — a peace that was

manage to occupy the :
5 PY about to be unceremoniously shattered.

Temple of Shallya at the

:‘:}_’*-_h'_' end of the battle: Just a few days ago, refugees from outlying he may also take up to 100 points of
1S villages and messengers from border Daemonic Gifts.
; 3 garissons had begun to trickle into the The Empire force is chosen from the

Empire army book, to a value of 2500
points. As the town of Elsterweld is
devoted to Shallya, the army may not
include an Arch Lector of Sigmar, nor the
Grand Theogonist Volkmar the Grim.

In addition, the Empire player may
choose 750 points” worth of Ogre
Kingdoms models as mercenary allies. The
Ogre contingent must nominate its own
General, and cannol use the Empire
General’s Leadership nor Battle Standard
during the game.

town, petitioning the Burgomeisters to save
them from a horde of monsters, which
even now marched on Elsterweld. Word
was sent to every nearby fort and town,
and the call to arms was answered. Even as
the sky darkened and the unholy throng
appeared on the horizon, state troops from
a dozen regiments and battle-hardened
mercenaries arrived in the town. This rag-
tag force would have to stand in the face of
the nightmare legions of Chaos.

Scenario

The battle is fought down the length of the
table, from short edge to short edge, but is
otherwise treated as a standard
Warhammer pitched battle. See the
Warhammer rulebook, page 2.

Terrain

This battle takes place in an Empire town,
and so most of the terrain pieces used
should be Empire buildings. There should
be a Temple of Shallya in the Empire
player’s half of the board (though not
inside the Empire deployment zone).

Forces

The Daemons force is chosen from the

Special Rules

Empire Stronghold: The town is well
defended by Empire troops. The Empire
player may place a single unit within each
building if he wishes, instead of deploying
them normally. The Empire player may
deploy his artillery atop any of the
buildings (so long as the models will fit!})

Temple of Shallya: Any Empire units
occupying this building receive a 5+ ward
save to represent the healing powers of
Shallya. Any Daemons may attack units
occupying the temple, not just infantry.
This represents the fervour of the daemonic
assault on Elsterweld and the desire of the
Daemons to defile the mortal temple.

army book to a value of 3000 points. The

home, you may want to join forces with a
few friends or members of your gaming
group, either taking it in turns to fight the
scenarios or combining your armies for a
0 (1 larger game (see the Legendary Battles
M expansion in the last issue of White Dwarf
Y for one way of doing this). You can use
Ay whatever armies you have available, with
[ = only a little tweaking of the narrative.

| & .| Imagine what would happen if the Orcs &
| | Goblins captured Bileflood, or if the wrath b
W | of the Daemons fell on a Dwarf hold. "
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UNLEASHING HELL

Phil: I've always loved playing the bad guy, and they don’t
come much badder than the new Daemons. Just a brief
read through the new army book and my eyes came out on
stalks (too much Tzeentch, perhaps). My mission was to
rescue Bileflood from the Skaven of Clan Pestilens, then
cause as much havoc in the Empire as | could before
heading back to the Realm of Chaos for tea and medals.
First of all, though, my daemonic forces had to cut their
way into the mortal world through a garrison of High Elves.
Well, when it's direct tactics you're after, the first port of
call has to be good old Khorne. | decided to restrict myself

——
e —
: T —— .

-

_—

CHAOS SHALL NOT PrREVAIL

Robin: My task is simple; stop a horde of Daemons from
rampaging across the Old World. OK then, no pressure.
Playing narrative campaigns like this is one of my favourite
parts of the hobby. For the first instalment | was going to
have to prevent Phil breaking through the lines of the brave
forces of the High Elves. The plan was simple; march right
up to the fallen waystone and use a Mage (with an extra
power dice) to blast any of Phil’s fast moving units, whilst
my Spearmen and Swordsmen hold up his main force long
enough for my cavalry to smash them asunder. The Archers
and Tiranoc Chariot should hopefully be enough to see off
any units that slip through.

For the second game my focus will be on the bloated
captive, Bileflood. I'm not expecting many of the Skaven to
survive, and, just like any good Skaven general, | don't
care. As long as | can drain enough of Bileflood’s power,
the main objective will be complete. I've chosen large
units of Plague Monks and more Plague Priests than you
can shake a censer at. The idea will be to head straight
towards the Daemon and drain its essence at every
opportunity. The Skaven Clan Rats and Rat Ogres will have
the unenviable task of slowing the enemy down, holding
the Daemons up for another turn or so whilst large units of
Plague Censer Bearers and Plague Rats counter attack.

The final game is going to be great. Led by a General of
the Empire and backed up by a Wizard Lord, I’'m going to
show these Daemons that the Old World’s no pushover. A
large unit of Greatswords with the Battle Standard Bearer

to Khornate units, headed up by decapitator extraordinaire
Skulltaker. With their in-built magic resistance, two units of
Bloodletters should prove sufficient to turn those nice
white elfling robes red in short order — especially when
backed up by Flesh Hounds and a devastatingly hard

Bloodcrusher unit.
The second game will see my

joined by the mastermind behind the daemonic rescue
attempt, Epidemius. The Maggot King was escorted to
battle by a pair of Beasts of Nurgle (mmm, tentacly), some
scouting Nurglings and a unit of Plaguebearers with the
lcon of Eternal Virulence. This banner allows any kills
scored from poisoned attacks to count double for combat
resolution, especially effective when Epidemius’ special
ability kicks in later in the game. | am also keen on taking
some Daemonettes — their high Movement and Attacks will
help them close down any Skaven trickery nice and early

on in the game.

My plan for the grand finale is simple — take as many
weird and wonderful units as | can and throw them into

combat with the Empire troops as

shock troops, the Bloodcrushers and Flesh Hounds, will be
bolstered by Fiends of Slaanesh and a mighty Bloodthirster
known only as Gorebastard. If anyone can take the
heavily-defended Temple of Shallya it's these guys.
Meanwhile the rest of my daemonic footsoldiers will
engage the cowardly menfolk hiding within Elsterweld'’s
buildings. Ready or not, here we come!

and a Warrior Priest will guard the Temple of Shallya. I’ll
have lots of artillery deployed in the ramparts where the
Great Cannons can draw line of sight to the foul Daemons.
Missile troops will deploy in buildings where possible and
I'll have a lot of infantry units to plug gaps as they appear.
For my mercenary allies I've opted for a large unit of Ogre

Bulls with ironfists, A Bruiser with

able to deal with pretty much anything short of a
Bloodthirster. A Butcher will help me get those important
Gut Magic spells in play. I’ll only have one unit of Ogres,

but they’ll pack a hell of a punch.

Khornate vanguard
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quickly as possible. My

a great weapon will be
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Grombrindal Says:
Playing a campaign calls
for a different set of
tactics to a standalone
battle (and I should know
— I've taken part in more
than my fair share!), Both
players will have to look
at the bigger picture, as
victory or defeat in one
game can have a knock-
on effect on the next.
Victory for the Daemons
in the early part of the
campaign means they'll
get more troops for the
later games. Conversely,
early defeats for the
Daemons means they’ll
start the later battles with
fewer points and already
wounded characters.
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Crush! Maim! Killl

- pushed through.

¥, looking at him.

hil’s army selection for this opening
P game threw everyone, not least his

opponent. In a bold gamble, he
chose only Daemons of Khorne, led by the
mighty Skulltaker. Both forces looked
woefully compact on the tabletop, but the
unit of Bloodcrushers emanated menace.
Phil’s idea was that the vanguard of the
Chaos force would comprise its strongest
warriors, all keen to get to grips with the
enemy and spill some EIf blood.

The High Elves won the first turn, and
raced forwards to confront the foe. The
Silver Helms showed their speed,
threatening the flank of Skulltaker’s
Bloodletters right from the start. With the

The Swordmasters struck the Bloodcrushers, causing a single
wounding hit, which bounced off the daemonic aura of the metal
monster. In return, the Bloodcrushers caused ten wounds, breaking
the Swordmasters in a single round of combat, and then chased them

down as they fled. A grim turn indeed for Ulthuan'’s finest.

Y he wind screamed and scarlet lightning flickered across the waystones arrayed.
ahead of Lord Sirion’s proud garrison force. Suddenly, with a sound like the =
! shrieking of a thousand banshees, a jagged line of crimson ripped across the
plain and a horde of red-skinned Daemons clawed and clambered through the
wound in reality. The lesion widened further as more and more daemonic invaders

With a terrible shock, Lord Sirion realised that every single one of them was

W 4 T

Archers and Wizard out of range, play
passed to the Daemon force. Fortunately
for Robin, there was very little the
emissaries of Khorne could do in the first
turn, so the High Elves would have the
chance to strike the first blow.

However, the fickle finger of fate had
other ideas! Failing two Fear tests, Robin's
chariot and Swordmasters were unable to
charge the Daemons, leaving them horribly
exposed. The Magic phase was no better,
as Phil dispelled both the Curse of Arrow
Attraction and Flames of the Phoenix in
short order. Finally, clutching at straws,
Robin targeted the Flesh Hounds with his
Archers, but caused only a single wound.

The Daemons’ second turn began with
the Bloodcrushers charging the
Swordmasters, who failed their second Fear
test in a row! As the elite High Elves
outnumbered their foe, they held fast
regardless — however, striking first isn't
quite so effective when you need 6s to hit.
In the centre of the battlefield, Skulltaker’s
regiment proved to be out of range of the
Silver Helms, much to Robin’s relief. In the
remaining Movement phase, the Flesh
Hounds coninued to advance round the
flank of the High Elf force. After that, with
no magic or shooting, it was straight into
combat (see box, left).

In the third High EIf turn, the Silver
Helms found their courage and charged
Skulltaker’s Bloodletters. The remainder of
the Elven host stood firm. Robin then
targeted the other Bloodletter unit with a
Flames of the Phoenix spell, killing five of
the crimson Daemons with magical fire.
The Archers took aim against the Flesh
Hounds — vet again their luck was
abysmal, but they managed to cause
another wound, sending one of the Hounds
back through the veil.

In combat, Skulltaker issued a
challenge. The High EIf Noble accepted,
honour-bound to fight the Herald of
Khorne. Unfortunately, the Noble proved
unequal to the task, failing to wound the
daemonic hero. Skulltaker, on the other
hand, scored two Killing Blow hits
(needing only a 5+ rather than the usual 6),



Not only quick and tough, but also
resistant to magic, the Flesh Hounds
proved more than a match for both the
High EIf missile fire and spellcasting.
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Daemon Army High EIf Army

Skulltaker | Noble on Elven Steed!
Herald of Khorne ] Mage

on Juggernaut SN 10 Archers

9 Bloodletters of Khorne 14 Spearmen

10 Bloodletters of Khorne 15 Sword Masters of Hoeth
5 Flesh Hounds of Kharne 5 Silver Helms

2 Bloodcrushers of Khorne Tiranoc Chariot

and lopped the Elf's head clean from his
shoulders. The rest of the Silver Helms
slew three Bloodletters, leaving only a
single Daemon to fight back — and fight
back it did! With another Killing Blow, the
Bloodletter assured
victory for its regiment,
and the Silver Helms
were forced to flee.

In Daemons Turn 3,
Skulltaker’s regiment
charged the fleeing
Silver Helms, who fled
again, allowing the Bloodletters to redirect
into the chariot. The Flesh Hounds charged
the High Elf Archers, but found the fleeing
Silver Helms in their path, causing the Elf
knights to flee yet again. Elsewhere, the
other unit of Bloodletters charged the High
Elf Spearmen, only covering the distance

thanks to their lcon of Endless War, which

allows them to add +D6" to their first
charge move of the game.

In the ensuing fights, the chariot was
pulled to pieces by the baying Daemons,
while the Flesh Hounds broke and caught

¢ € With another Killing
Blow, the Bloodletter assured
victory foritsregiment. 9 9

the Archers, causing the Silver Helms to
flee for the third time that turn. Finally, the
Bloodletters narrowly lost the fight against
the High Elf Spearmen thanks to the Elves’
musician. However, the Daemons did
manage to slay the EIf Mage with a Killing
Blow, dispelling Flames of the Phoenix in

‘the process.

Move  Charge  Flee

BATTLE
RESULTS

With so much bloodshed
already, the fourth turn
proved to be the last of
the game. The Silver

Helms fled the battle and,

although the Spearmen
managed to wipe out the
Bloodletters facing them,
they were destroyed in
turn by the Khorne
Bloodcrushers. The Elves
had been wiped out in an

rgy of bloodshed, and
the mortal world began
to quake in fear...
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The Plague Lord

The General of the
Skaven army in this
scenario is a Plague Lord
of Clan Pestilens, armed
with a plague censer.
This powerful
character is a
frenzied killing
machine, with a
Toughness of 5
and a mighty

5 Attacks.
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his time the Chaos force contained a

mix of Daemons, and looked

incredibly strong right from the start.
The extra models in Phil’s force from the
previous scenario would make it difficult
for the Skaven to hold back the Daemons’
advance. Still, the Skaven horde was not
without its own strengths — numbers being
foremost amongst them!

In the first turn, both armies surged
forwards. The Daemons’ flanks were
particularly strong and swift, with two units
of Flesh Hounds on one side and two units
of Bloodcrushers on the other. The Skaven
opened the scoring straight away, as
Bileflood took a wound at the start of their
turn. The Warlock Engineer wounded a
Flesh Hound with Warp Lightning and the
Plague Priests and Plague Lord inflicted
two wounds on Bileflood with their bound
spells. Then the Poison Wind Globadiers
on the east flank killed a Flesh Hound.

Enraged by the ratmen’s assault on the
Great Unclean One, the Chaos army threw
caution to the wind and charged into
combat wherever possible, much to
Robin’s dismay. The Close Combat phase
opened with the Bloodcrushers tearing into
the Plague Rats. The vermin were crushed
beneath the brass hooves of the
Juggernauts, and the Bloodcrushers overran
into the nearby unit of Clanrats.

Elsewhere, Karanak and the Flesh
Hounds inflicted heavy casualties upon the
Plague Monks. At the start of the battle,
Phil had nominated the Skaven Plague
Lord as Karanak’s target — this meant that
Karanak would have to challenge that
character in combat, and would get to
reroll missed hits and failed wounds
against him. Robin was quick to answer
Karanak’s challenge with a Plague Monk
champion to protect his lord. At the end of
the fight, one Hound had fallen compared
to seven Skaven, but the Plague Monks
held fast. The second unit of Flesh Hounds
fared equally well, narrowly defeating the
unit of Rat Ogres on the east flank, though
again the Skaven held.

The Beasts of Nurgle, despite rolling an
impressive 11 attacks, lost to the massed
ranks of a Clanrat unit, while the
Daemonetlles were also defeated by Plague
Monks. The Daemaonettes put up a very
good fight, but their charge had
accidentally brought them into contact
with the Plague Censer Bearers too, making
the fight an uphill struggle.,

In the second Skaven turn, Robin failed
lo score any wounds on Bileflood, while a
disastrous Magic phase left the ratmen
uncharacteristically relying on combat to
salvage the situation, with the Plague
Censer Bearers even charging the Herald of

Skulltaker
Epiclemius

Chad Mierzwa made
us the rather cool
Summaoning Circle for
this game, which
would drain
Bileflood's pestilent
essence by means of

Karan
warpstone charms. aranak

Daemon Army

Herald of Slaanesh

20 Plaguebearers of Nurgle
20 Bloodletters of Khorne
20 Bloodletters of Khorne
13 Daemonettes of Slaanesh
5 Flesh Hounds of Khorne

5 Flesh Hounds of Khorne

4 Nurgling bases
2 Bloodcrushers of Khorne
2 Bloodcrushers of Khorne
Herald of Khorne

Skaven Army

Plague Lord

2 Plague Priests
Warlock Engineer
Chieftain

20 Clan Rats

26 Clan Rats

4 Plague Rat Swarms
30 Plague Monks

30 Plague Monks

5 Poisoned Wind Globadiers
3 Rat Ogre Packs

10 Plague Censer Bearers
5 Plague Censer Bearers

2 Beasts of Nurgle




Nurgle’s Tallyman

close combat.

Epidemius keeps a pestilential tally during battle, counting up the number of
wounds caused by poisoned attacks and Nurgle spells. As the number of wounds
increases, so too do Epidemius’ powers. In this turn, Epidemius received a bonus that
improved his poisoned attacks to a 5+ roll rather than the standard 6+. As a result, he
cleaved through the Plague Monks in Turn 3, killing six of them in a single round of
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Khorne and the Bloodcrushers. In the
ensuing Close Combat phase, this turned
out to be an unwise move, as the
Bloodcrushers shrugged off most of the
Skaven attacks, and replied by ripping
apart seven ratmen, causing them to flee.
The Rat Ogres fared no better, as they were
broken and caught by the Flesh Hounds.
The Beasts of Nurgle then rolled 19 Attacks
at the Clanrats, which was enough to break
the Skaven. The Beasts ran (slithered?)

them down in short order. The Skaven
fightback began when Karanak finally got
to grips with his Plague Lord target, but
failed to wound the Skaven General, and
his Flesh Hounds were narrowly defeated.
Finally, the
Daemonettes
struggled against the
Plague Monks and
Censer Bearers,
losing all but the
Herald of Slaanesh to
combat resolution.

In the third turn, Epidemius and his
Plaguebearers charged the Plague Monks
in order to assist Sslithy Tongueslice, while
the unengaged Flesh Hounds charged the
Censer Bearers. Despite the influence of
the Nurgle warriors, the Plague Monks
refused to flee.

In the Skaven turn, Bileflood received
another wound, while Robin’s Plague Priest
was forced to charge the nearby
Bloodletters due to being in a Frenzied unit
of Censer Bearers, meaning that he

Distillation. However, the Warlock
Engineer did manage to target the
Bloodletters with Warp Lightning, casting
it with Irresistible Force and frying six
Daemons. In combat, Skulltaker fell to the
Plague Priest’s frantic attacks, as the Skaven
narrowly defeated the Bloodletters. The
Plague Monks weren’t so lucky, as
Epidemius broke their morale and sent the
Herald of Slaanesh to run them down as
they fled.

In the fourth Chaos turn, every
daemonic unit able to charge did so, with
the Flesh Hounds seeing off the Poison
Wind Globadiers, and the Beasts of Nurgle
crushing the second unit of Plague Monks.

€ € The Skaven fightback

began when Karanak failed to
wound the Skaven General. 9 9

The last surviving Skaven unit on the board
was the Plague Priest’'s Censer Bearers,
who now found themselves assaulted on
all sides. They promptly fled from battle,
squirting the musk of fear, and Sslithy
Tongueslice ran them down. With just the
Warlock Engineer remaining, atop a rock
pillar, all that remained was to roll to see if
Bileflood was wounded before Robin
conceded the game. The roll was
successful — the Great Unclean One was
reduced to 5 Wounds, which was some

The Herald

of Slaanesh

Sslithy Tongueslice, Phil’s
Slaaneshi Herald, was
one of the real stars of
this game. Considering
that she was Phil’s only
spellcaster, she hardly
got the chance to use her
magic as she spent most
of the battle in combat.
When her Daemonettes
were killed in Turn 2, she
survived on a single
Wound and went on to
run down both the
Censer Bearers Ell'ld
Plague Monks that had,
well, plagued her for the
entire game (Groan! -
Grombrindal).

NOIVAINYD

BATTLE

RESULTS

Although the Skaven
managed fo reduce
Bileflood to 5 Wounds,
they did little else. At
the end of the game
the Skaven had a
single model
remaining on the
board and there were
plenty of Daemons still
rampaging about the
Under-Empire, so
Robin and Phil didn't
even bother to count
up the Victory Points.
It was clear that it was
a solid victory for the
daemonic force!
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couldn’t cast the Charm of Pestilent small consolation for Robin.
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Daemon Army
IL E F L O o D S E \f E N G E Bileflood, Great Unclean One |
Bloadthirster of Khorne :
Skulltaker

Epiclemius
Herald of Slaanesh

TREE T, T -3 AB=r ‘EW ":Hl':w_ : 20 Pl';rguebea;ers

20 Bloodletters of Khorne
he daemonic horde had destroyed all in its path . 3 Jusmpniciog ol Fcans
leaving only death and disease in its wake. Pietr T & Flash b osids of Kr e

asked himself how many more villages, how many Karanak
. more dead? The general knew that if the Daemons were M s
._ﬂﬂt stopped the entirety of Middenland might fall. 2 Bloodcrushers of Khorne
 The defences at Elsterweld had been prepared as best 2 Beasts of Nurgle
they could. The men of Middenland would fight to <RISodESE i
protect their homes, their families and the Empire
itself, but would the mercenaries? The Ogres had all but
emptied the town's coffers and gorged themselves on the
already dwindling food supplies. If the brutes could fight
haff as well as they ate, there was still hope.
Pietr’s resolve strengthened, the cost of failure was too
. high. The lma must be draum herg TTus fm} no ﬁlrthé—'n |
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The Story So Far

Going into the final
battle, things looked grim
for the forces arrayed
against the Daemon
hordes. The Daemons
had broken through the
line of waystones and
into the lands of Men,
raided the Skaven Under-
Empire and released
Bileflood from its prison.
Now they stand ready to
lay waste to the lands of
the Empire...

Annotations

The Bloodthirster
= rampages about s the third game began, the Nurgle’s blessing kept Bileflood safe from
AR behind the Empire A Daemons had two solid wins harm. The Helstorm fired at the
Par i im?s, seeing off a big under their belt, but could the Plaguebearers, killing four of them along
?: cham unit of Flagellants, might of the Empire prevent them from with two nearby Pink Horrors.
) Halberdiers and the M 1 ; : .
N s otaieeal achieving total victory? With 3000 points The second Daemon turn didn’t last
e artillery pieces. of Daemons to choose, Phil was able to go long, as all the daemonic spellcasting was
ey wild, fielding a veritable horde of unnatural dispelled and the 22 shots fired by the
%“i 7 (©) On the right flank, foes to face Robin’s Empire, setup in the Flamers at the Handgunners all missed!
Nt o Bileflood, I{aranak buildings and within the town. Empire Turn 2 was more eventful, with the
and the Flesh Phil won the first turn and the Daemon Reiksguard Knights charging the
Hounds charge into horde surged forwards towards the meagre Bloodcrushers (ignoring Fear due to the
the meatgrinder that defenders surrounding the town. The lcon of Magnus carried by Empire General,
ﬁezngfrihi”;!:nm newly-freed Great Unclean One, Bileflood, Pietr von Elsterweld) and the Ogre Bulls
5 ; immediately made his presence felt on the attempting to charge the Flesh Hounds (but
The Reiksguard Handgunners garrisoning the gatehouse, falling short). The second fusillade from the
charge the casting both Pit of Slime (preventing them artillery inflicted another two wounds on
Bloodcrushers but, from moving or shooting) and Rancid Bileflood, as well as a wound on both the
failing to destroy Visitation (killing seven of the hapless Fiends and the Flesh Hounds. The
them, are counter troops) on them. In return, the Empire Reiksguard charge was dulled slightly by
charged in the flank. artillery let loose, two cannonballs striking the low wall the Bloodcrushers were
the Greater Daemon in the face! But behind, losing them the benefit of the
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Empire Army : O
CGeneral of the Empire 1 Mortar B . D}
Wizard Lord 2 Great Cannons A
Warrior Priest 5 Outriders !
Captain of the Empire 10 Inner Circle Knights

20 Swordsmen Helblaster Volley Gun

10 Crossbowimen Helfstorm Rocket Battery '-U
20 Halberdiers 20 Flagellants

10 Handgunners Bruiser >>
20 Spearmen Butcher —
15 Greatswords & Care Bulls Q

Bileflood Unleashed

After being rescued from the clutches of the Skaven,
Bileflood was in the mood to take his anger out on
mortals. As Great Unclean Ones are powerful Wizards in
their own right, Bileflood unleashed the pestilent magic of
Nurgle on the Handgunners garrisoned in the gatehouse,
killing half of them and leaving the rest unable to move or
shoot! This allowed the Daemons to advance into the
town unmolested by gunfire.

Blood & Bones
A unit of Bloodletters is a
nasty thing on their own,
but when led by
Skulltaker they climb to
a whole different level of
nightmarish, admirably

charge (and their lances!). Both sides only comparison to the five wounds dealt in shown here by the

managed to inflict a wound apiece and return. Although the Flesh Hounds passed sheer number of

remained locked in combat. their Instability test, Bileflood failed and Empire troops they

Daemon Turn 3 began with a counter vanished in a splash of pus! manage to wade

charge by the Flamers and the Nurglings The Empire turn began with the brave, their way through.

into the flank of the Reiksguard, the Fiends if foolhardy, Halberdiers passing their

and the Bloodthirster charging the Terror test and charging the Bloodthirster.

Flagellants, and the Flesh Hounds and The Light Wizard channelled the Wind of

Bileflood charging the Ogres. The Hysh into a Cleansing Flare, particularly

Daemons killed three knights, but despite deadly to Daemons, inflicting 13 wounds

this the knights managed to win the on the Nurglings, the Beasts of Nurgle and

combat and both the Flamers and the the Bloodthirster, but almost all were saved

Nurglings lost wounds to Instability. The by Phill Another blast from the artillery

Rloodthirster ploughed its way through the took its toll on the Nurgle Daemons, whilst

ranks of the Flagellants, but the the Outriders killed four of the

Unbreakable zealots stood firm. Karanak Daemonettes. In combat the Flesh Hounds

challenged the Ogre Bruiser, inflicting two dragged an Ogre down in their fanged

wounds on him, but the Bruiser hit back maws, but the Ogres slayed two and yet

harder and killed Khorne's Hound. The more succumbed to Instability. The

remainder of the Daemons inflicted a mere Bloodcrushers only rolled 1s to hit, it

two wounds on the Ogres, paling in falling to the lowly Nurglings to kill a
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Blood for the Blood God!

On Daemon Turn 6 the Bloodthirster
charged the Greatswords defending
the Temple of Shallya (although
normally not allowed, we decided it
would make for a more exciting
objective if the Greater Daemons
could charge the temple). The
Greatswords were Unbreakable,
thanks to the Warrior Priest’s
Unbending Righteousness prayer, so
stood firm in the face of the
Daemon. The Bloodthirster
challenged the Warrior Priest,
lopping the head from his shoulders
in a single blow. The Greatswords
continued to hold firm, however,
and the Empire’s final turn saw the
Battle Standard Bearer stepping up
to take on the Greater Daemon of
Khorne, summoning all of Sigmar’s
strength to wound it. Although two
of the Greatswords died beneath
the Bloodthirster’s blade, Robin
rolled a double 1 on his Break test
and the valiant troops held firm,
denying the temple to the enemy...

N BATTLE

RESULTS

The final victory point
&) tally was close after a
" bloody battle, but the
oy Y Daemons managed to

2 score a minor victory.

g Final VPs:
j : _;,1-'?’_- Empire 2238
. . | Daemons 2943
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knight. The Reiksguard lost the combat and
only the presence of von Elsterweld kept
them from fleeing. Although the plucky
Halberdiers managed to wound the
Bloodthirster, the Greater Daemon killed
the remaining Flagellants before sending
the Halberdiers fleeing! They may have
been brave, but they weren't stupid!

¢ € Skulltakerissued a challenge
- totheReiksguard, hoping to claim
. theskull of von Elsterweld. 9 9

At the start of the fourth turn both
Epidemius and Skulltaker led the Daemons
in charges across the battlefront. Skulltaker
issued a challenge to the knights, hoping to
claim the skull of von Elsterweld, but
instead had to contend with the skull of the
champion. The Reiksguard turned tail and
fled, despite the presence of the General
and the nearby Battle Standard Bearer, and
the Beasts of Nurgle lurking behind them
sobbled them up. The Daemonette
champion challenged the Bruiser but
quickly followed Karanak back to the
Realm of Chaos. In the Empire turn the
crack-shot Crosshowmen in the tower took
aim at the Bloodthirster, wounding it three
times! The Daemonettes were finished off
by the Ogres, whose battle hunger showed
no signs of abating any time soon!

The Bloodcrushers, Nurglings and
Beasts of Nurgle all charged the Spearmen,

WHITE DWARF  DAEMONS CAMPAIGN

but their rank bonus was enough to win
the combat for the Empire, the remaining
Nurgle Daemons dying to Instability. The
Bloodletters charged the Handgunners in
the gatehouse, Skulltaker killing them all.
In Empire Turn 5 the Ogres left their
barricade in search of new opponents,
charging the Horrors, whilst the
Swordsmen charged the Bloodletters
lurking in the gatehouse. The Helstorm
misfired, its rockets hitting not only its own
crew, but also the Bloodthirster lurking
nearby! The Spearmen continued to fight
back against the Bloodcrusher, and despite
failing to wound it held fast as the Brass
Knight succumbed to Instability. The
impact of the Ogre charge killed three
Horrors, followed by five more from the
Bruiser and the Bulls, and the remaining
Horrors disappeared in a puff of pink fire.
The Swordsman champion was cut down
by Skulltaker’s Killing Blow, but a lucky
streak of saving throws by Robin meant
that they stayed put!

In the closing stages of the game, the
Plaguebearers charged the Ogres, the
Fiends charged the Spearmen and the
Bloodthirster charged the Greatswords in
the temple. The Fiends sliced up four of the
Spearmen, killing the rest as they fled. The
Plaguebearers’ attacks, along with the Icon
of Eternal Virulence (which doubles any
wounds caused by poisoned attacks for the
purposes of combat resolution), finally sent
the Ogres packing. Skulltaker and the
Bloodletters killed seven Swordsmen and
sent them fleeing back into the town.



COUNTING THE COST

Better The Devil You Know
Phil: Woohoo! After
that hugely
enjoyable campaign
I've become a born-
again Daemon
player. The army is
full of glorious
weirdness and it’s
hard as nails.

The Skaven game was a lot of fun, but
despite a valiant defence from Doc Robin |
had a healthy points advantage from the
start. My Nurgle troops were dependable
and deadly, and | rescued Bileflood — even
if he did later take a cannonball (or two)
right in the face.

The third game taught me never to
charge a tooled-up unit of Ogres behind a
defended obstacle. Those monsters
munched through my Flesh Hounds, my
Daemonettes, my Horrors, two special
characters and a Greater Daemon of
Nurgle, Still, the Daemons carried the day.
In all three games the stars were the
Khorne Daemons, with the Bloodcrushers
slaughtering everything they touched and
Skulltaker lopping off more heads than |
could count. I'm off to buy me some
Mechrite Red...

@O DAEMONS

The Best Laid Plans...

Robin: Well, |
certainly
that easy for myself.
Having gotten well
and truly stomped in
the first game (|
blame the accursed
Fear tests) it was an
uphill struggle
throughout the remainder of the campaign.
The second game was a close call and |
only just managed to drain half of
Bileflood’s Wounds. The Skaven “speed
bumps” died a bit too quickly and | was
forced to use my Plague Priests and Plague
Lord to fight instead of draining the
Daemon’s essence. | did manage a few
moral victories on the way, with both
Skulltaker and Karanak falling to the
Skaven. The final battle was unforgettable,
filled with outrageous luck (on both sides)

and containing several cinematic moments.

The unit of Ogres was rock hard and
racked up an awesome tally of kills,
including Bileflood and two special
characters. Whilst | singularly failed to
prevent Phil in his unholy quest | can
honestly say it was great fun trying. And of
course there’s always next time!

didn’t make

Grombrindal Says:

Those Daemons are very
tough, and though Robin
managed to pull back
some respect in the final
battle, he never quite
recovered from those
early drubbings. He was
desperately unlucky in
the first battle, but in the
second he really should
have taken some more
firepower! Skaven
weaponry may not be as
reliable as Dwarf guns,
but enough Jezzails and
Warpiire Throwers would
have stilted the Daemon
advance. Robin is but a
Beardling, of course; he’ll
soon learn, I'm sure!

could they possibly stand against that?

far Fﬁesr;.s example.
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he temple walls shook, timbers and masonry from the ceiling
ﬁzﬂing to the floor with a resounding thud. There was no

‘ light in the small temple other than a few guttering candles.
: A dark shadow had fallen over the town of Elsterweld. It was as if
* the sun itself had chosen to run and hide.

©  Outside, a winged Daemon loomed over the temple roof,

o bellowing in rage and striking its axe against the stone walls.

~  Captain Luitger swallowed hard, his throat dry as he replayed the
 last few seconds in his mind. Valdemar, a devout Priest of Sigmar,
. had marched out to meet the beast in single combat, a defiant oath
~ on his lips. He had been hewn in two with one stroke of the
Daemon'’s giant brass axe. Luitger had known the old priest for
years, had seen him best a dozen Beastmen, single handed, but the
blood-red Daemon cut him down without breaking stride. How

Luitger glanced to his left and looked at the soldiers beside him.
The men guarding the temple stood ready, their zweihanders held
high, their faces determined. They all knew the evil that faced them;
they had seen it when Valdemar died. The old man had shown these
men he was not afraid. He had shown them what it was to have
courage and to meet death with Sigmar's name on their lips.

Luitger raised his own sword and prepared to follow the Warrior
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Other Ways to Play

A narrafive
approach is just one
way to play a
campaign, and for
this two-player
series it proved
ideal. However,
there are other
ways you can play
the campaign,
especially if you
want to tweak the

forces or include more players.

One of the easiest ways to include
more players is to play a map campaign.
Of course, Mighty Empires makes this
pretty easy, and contains all the
information you need to make the
campaign work. To keep a narrative
thread, you could set players their own
objectives and decide in advance where
they are placed on the map. For example,
the Skaven player could start in the centre
of the map, and must hold onto as much of
his territory as possible to gain bonus
points, while the Daemons player would
have to take the Skaven capital to win.
With a little imagination there’s no end to
what you could come up with.
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In this month’s
battle report, a
Dark Angels strike
4= force followsa .
" _' distress call to the
: world of Locrus,
but upon arrival #11F
find it abandoned.
Something sinister *
lurks in the s
shadows; can the
Unforgiven stand %
firm or will the '
Daemons prevail?
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he border world of Locrus lies on

the edge of the area of space known

as the Perfidian Gap, where the
Warp bleeds into reality. It is a foreboding
sector where no sensible man would
venture, for the creatures that lurk there
defy reason or logic.

Locrus was inhabited long ago, but
each attempt to colonise it since has ended
in madness and death, something in its
rocks driving the colonists insane. The
Inquisition have declared it Quarantinus
Extremis, and have tasked the ever-vigilant
Dark Angels with guarding its borders.

When Commander Azrael received a
distress call from an Explorator team
excavating ancient ruins on the surface, he
responded with deadly force. But the
encampment was abandoned, with no sign
of the Explorators remaining. The Dark
Angels set to securing the site and
recovering the Explorators’ finds, but even
as they did so their auspexes began to
chime. They were not as alone as they had
first thought. Far from it...

So the scene was set for a bloody
encounter between the Chaos Daemons
and the Dark Angels, and who better than
to command the forces but their respective
designers, Alessio Cavatore and Jervis
Johnson! We set the table up to represent
the abandoned colony and the mysterious
ruins. The mission would be an Alpha-level
Secure and Control mission, with victory
decided solely on who controlled the most
loot counters at the end of the game,
representing the artefacts uncovered by the
Explorator team.

19OdTd TTLIVE .

qqqq
'

Where’d the Daemons Go?

The Dark Angels deployed as normal
for the Secure and Control mission,
setting up 12" onto the board and
occupying the ruined settlement. The
Daemons, however, didn’t deploy at
all! Read on and find out why.
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Alessio: 2250 points? Great! Such a high
points limit gave me so much freedom

two Soul Grinders (they are by far my
favourite models!), and put one in each

’; Z - when it came to picking the army that | felt cohort, then | did the same with monstrous
-, really spoilt for choice. | decided to go for creatures, including Mutatismutandis the
N a well-rounded force, a balanced army that Lord of Change in one cohort and
1yl would allow me maximum flexibility. The Aradvrak the Daemon Prince in the other.

Daemons are a bit like the Eldar — they
have very highly specialised units, so |
think it is vital to have a good mix of units
in order to always have the right tools for
the job at hand. Because at deployment

As my second HQ choice | went for the
Masque and Skulltaker — new and exciting
Herald-level special characters. | gave
them each a bodyguard of ten Daemons of
the same divinity and put them in different

cohorts, so that each group contained
some close combat specialists.
| then added another unit of Lesser

'_;.:.,-" i you have to split a Daemon army into two
' ' halves (which | like to refer to as

[Fds Alessio Cavatore is the
' “cohorts”), and you don’t know for sure

designer responsible for

v letting the Daemons out which cohort the whimsical Chaos Gods Daemons to each cohort — resilient

Yo of the Warp. He can be will grant you, | picked the army with an Plaguebearers to complement the fragile

1< .| counted on to turn every eye to this unigue deployment and made Daemonettes and “shooty” Pink Horrors
i B il rule to his advantage, sure that the two cohorts were quite with the “fighty” Bloodletters. Following

~ | doubly so when they're

rules he’s written! the same principle, | split my

Bloodcrushers from my Flamers and
allocated one of these terrifying Elite units

similar. | am not a gambling man and so |
ensured that | would be prepared even if
the gods ruled against my choice. | picked

- WHITE DWARF  CHAOS DAEMONS BATTLE REPORT
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to both cohorts. As | was beginning to run
out of points, | added a single unit of fast
and hard-hitting daemonic beasts to both
halves of my army: Flesh Hounds in one,
Fiends of Slaanesh in the other. The last
pair of choices were the Nurglings and the
Screamers, once again separated and
assigned to each cohort.

The Fiendish Plan

| was fully aware that, in a long-range
firefight, | stood no chance against the
Dark Angels, but that if my Daemons
(particularly the Soul Grinders and the
Khorne units) made it into the thick of the
action, the only models in Jervis’ army that
stood half a chance were Azrael and the
Interrogator Chaplain with his Deathwing
Terminators bodyguard.

| plan to observe Jervis’ deployment and
then pick a flank for my units to
concentrate on, trying to force the Space
Marines on the far side to redeploy and
therefore reduce their firepower.

Whenever |'ve applied this tactic, I've
found that it is important to sacrifice a few
units, like the expendable Nurglings and
the fast-moving Screamers, on the flank
you are not going for. Such decoys have
the unenviable role of distracting the
opponent, making him waste a few
precious turns to kill them — turns that
would be better employed countering the
main push on the opposite flank.

Of course, because I'm not sure which
of my two cohorts I'll start the game with,
my plans might change slightly once the
game gets underway. But by balancing the

HQ
The Masque

100 pls
Skulltaker

140 pts
Mutatismutandis,
Lord of Change
Master of Sorcery,
Boon of Mutation,
We are Legion.

330 pts

ELITE

2 Fiends of Slaanesh
60 pts

3 Flamers of Tzeentch
105 pts

2 Bloodcrushers

Fury of Khorne.
90 pts

TROOPS
10 Bloodletters
Fury of Khorne,
Chaos Icon,
Instrument of Chaos.
200 pts
10 Plaguebearers
Noxious Touch,
Chaos lcon,
Instrument of Chaos.
190 pls
10 Pink Horrors
Bolt of Tzeentch.
180 pts
10 Daemonettes
Transfixing Gaze,
Chaos Icon,
Instrument of Chaos
175 pts
3 Nurgling bases
39 pts

FAST ATTACK
& Flesh Hounds
Fury of Khorne.

100 pts

4 Screamers
Unholy Might.

69 pls

HEAVY SUPPORT
Soul Grinder

Phlegm:.

160 pts
Soul Grinder
Tongue.

160 pts

Aradvrak the Faithful,
Daemon Prince
Unholy Might,
Daemonic Gaze,
Iron Hide.

150 pts

DAEMONS S~

TNOdId 7111 VY

| will rely on the one tactic that the two forces, |'ve taken every step to stop

Total: 2248 points

Daemon army excels at — the refused flank. this being a problem. | g
| R g
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- o Jervis: In Standard Bearer this month | talk

about my Space Marine army, which I've
used with almost every Space Marine army
list we've published. Most recently I've
fought battles using Codex: Dark Angels, so
for this battle report | decided to use my
own army list as a starting point. This
meant that | knew the strengths and
weaknesses of my units, and | knew what
they could do without having to think too
hard! It takes practice to learn how to use
an army, and | knew that I'd do better if |
had some experience already. Luckily for
me, my regular roster closely matched the
Studio army, with only a few cosmetic
changes, but | was sad to lose the extra
armour and dozer blade on my Rhino, and
my Terminator’s assault cannon.

There are a few new things that I've
been thinking of adding to my army, and
this battle would give me the chance to try

fervis fohnson is the
Venerable Dreadnought
of the Design Studio,
having fought in more
battle reports than we
can remember! Now
and again he actually
wins one...

them out. | normally use a Company
Master and a Chaplain, but for this game |
wanted to try Azrael and an Interrogator-
Chaplain in Terminator armour. My
Company Master usually fights at the head
of my Command Squad, but | had the
feeling that Grandmaster Azrael, with his 5
Strength 6 power weapon attacks and the
presence of the Chapter Banner, would be
nigh unstoppable.

| also wanted to have a go with the
Vindicator and Land Raider Crusader. |'ve
been very taken with the new Vindicator
model| ever since it came out and it would
be nice to give it a try and see if it matches
up to my expectations. I'd also heard good
things about the Land Raider Crusader, and
wanted to try using it to transport my
Deathwing Terminators rather than having
them Deep Strike. All | needed to do now
was to come up with a plan...

-
o
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Daemon armies fight differently to any
other army, and can prove to be a real
handful — they scared the hell out of me
the first time | fought them! The main
danger with a Daemon army comes early
in the game, especially if you allow them
to isolate part of your force and crush it
before you can react.

Your opponent will be able to see your
deployment before he has to place any
units of his own, so you should try to set
up so that no part of your army can be
overwhelmed by the first wave of
Daemons. Mutual support is the key here
— Daemons need to appear near your army
to assault it, so if you can bring a lot of
firepower to bear on them when they do,
you can seriously damage them before they
can lay a claw, talon or tentacle on you.

Deploying in a compact formation in a
corner of the battlefield is a very attractive

e
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option, but you can’t always do this as you
often need to capture objectives or, as is
the case in this battle, loot. Fortunately for
me, two of the loot counters are right by
my deployment zone, but I'm going to
have to try and capture one of the other
two objectives in order to guarantee a win.
One of these objectives is off to my left,
and the other off to my right, so | decided
to adopt a “bull’s head” formation. The
thick-skulled head of my bull will be my
infantry, and the horns will be my powerful
assault units (the Terminators in the Land
Raider Crusader on my left, and Azrael and
his Command Squad in the Rhino on the
right). It will be the job of the horns to try
and capture the two farthest objectives,
while the head holds onto the two
objectives closest to my starting positions.
‘Well, that's the plan anyway. It's time to
find out what these Daemons are made of!

i
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HQ
Azrael
225 pts

Command Squad
Apothecary, standard
bearer with chapter
banner, meltagun,

2 power weapons,
meltabombs.

215 pts
Rhino Transport
35 pls
Interrogator-Chaplain
Terminator armour.

145 pls

L4Odad A1LLYY,

ELITE
Terminator Squad
1 heavy flamer.

220 pts

Scouts
Sergeant with
meltabombs,

1 heavy bolter.

100 pts
Venerable
Dreadnought
Assault cannon and
powerfist.

145 pts

TROOPS
Tactical Squad
1 missile launcher, 1
flamer. Vet Sgt with
powerfist.

205 pts
Tactical Squad
1 missile launcher, 1
meltagun. Vet Sgt with
plasma pistol and
powerfist.

225 pls

FAST ATTACK
Land Speeder Tornado
Heavy bolter & assault

cannon.
100 pts
() Land Speeder
Typhoon
75 pls

HEAVY SUPPORT
@ Land Raider Crusader
Extra armour.
265 pis
(9 Vindicator
Dozer blade, pintle-
mounted storm bolter.

135 pts .

(& Devastator Squad 0
1 plasma cannon, 1 S 18
heavy bolter, 1 missile B
launcher. Vet Sgt with 2 A
meltabombs. Lol fJ_;“
155 pts .N{2Eﬁ
-..'E_-.‘:f'
i ."'-fﬁ’

Total: 2245 points (B @;
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" The Dark Angels are caught off guard as the Daemons appear all
. around them, tearing their way through the Immaterium.

'y o
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Annotations
> Both the Soul Grinder
1 and the Lord of
o Change nearly scatter
off the table as they
arrive, finding
themselves on the
2 very fringes of the
=il battlefield.

T |

\
: }.‘ Most of the Daemon
B ot | host materialises on
£ the west flank, right
T 4 in the Vindicator’s
{ sights...
The Vindicator fires at
the Plaguebearers, o7 e | £ PR )
hitting all 10 and R e e e il e
killing nine — all but |
\ : the Icon Bearer!
y A Grandfather Nurgle is
‘i.t ; [ not amused.
The Screamers appear
3 ; in the east, creating a he Dark Angels had not long arrived still lurking in the Warp or out of range.
A% | diversion... or at least at the excavation site when reality The only shooting was from the Lord of
itV E a juicy target. began to boil away, shadowy shapes Change who unleashed a Bolt of Tzeentch
: : B q materialising out of thin air amidst the at the Vindicator, but the eldritch blast
=y Inj %ﬂ?i?t;u‘qﬂ"? rocky escarpment in the west. Alessio merely scorched the ceramite armour.
R open'fire:with rolled to see whether his first choice of In Jervis” turn, the Space Marines
7 everything they've got Daemons appeared, or whether his second advanced into the colony, desperately
S at the Screamers, choice appeared instead — the Chaos Gods trying to position themselves to defend
DAL scoring six hits but smiled upon him and his first choice against this new foe. The Land Raider
only two wounds, materialised. Almost half of the Daemon Crusader and the Land Speeder Typhoon
both of which Alessio army appeared on the Dark Angel’s flank, zoomed across the open ground between
IR fails to save! only the small unit of Screamers appearing the colony and the ruins, their guns
R , in front of the ruins to the east. The Soul tracking the distant Flamers.
o = Grinder and the Greater Daemon of In the Shooting phase, the Venerable
F: Crusader and the T h h | : ff J s i i q
. Land Speeder zeentch were the only units to scatter o Drea nought and the I_:?lﬂ Speeder
{ : Typhoon ignore the target (such is the fickle nature of the Tornado filled the air with bullets from
N e nearby Screamers in Changer of Ways!); all the lesser Daemons their assault cannons and heavy bolter, |
o1 e favour of the Flamers appeared right where Alessio intended. hitting the Daemonettes 11 times and |
SR A but fail to hit Although at its deadliest up close and wounding eight... but the Daemonettes are
anything at all! personal, the Daemons do have some not made of flesh and blood, and only
powerful ranged units, but they were all three were torn apart by the hail of gunfire.
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Key
ﬁ Charge Deep Strike : LO DT COUNTERS

Daemonic Deployment

Deployment is for puny mortals!
Unlike other races, Daemons don't
deploy at the start of the game,
Instead they all appear during the
game, much like Deep Striking
troops. Half of the Daemon army
materialises on Turn 1, whilst the
other half arrives as reserves. If the
fickle forces of Chaos are against

you, it might not be the half you
wanted... This time, Alessio was lucky
and started the game with his
preferred cohort.

1J4Odad I1LLV
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The Vindicator was more successful,
scoring a direct hit on the Plaguebearers
that had appeared right in front of it, killing
all but the lcon Bearer.

Elsewhere, Jervis was starting to get
worried by the units of Flamers and
Screamers that had materialised to the il
south and the east — both can be lethal if Chaos Daemons
allowed to get too close to infantry and

. GBIECTIVES

: : 'lm' The Masque (®) Daemonettes of Slaanesh @Hmﬂdcrumm of Khorne
tanks, respectively. The Devastators and @ skulltaker O Nurglings &) soui Grinder
Tactical Marines opened fire with (® cord of Change @ Flamers of Tzeentch @ soui Grinder
everything they had, killing half of the @ Bloodietters of Khome g iz ol Slaaneds @ DsemonPrince
Screamers. Rather than finish them off, @ Plaguebearers of Nurgle o i::j’:if:;?i::ie '
Jervis opted to take aim at the Flamers with Qi biammsotizepaich
the f;rusad_er and the Typ!u::nn, but despite Dark Angels
mUItIpIE hItS, the Daemons ward saves €y Azrael @ Venerable Dreadnought (3) Devastator Squad
kEpt them from h'a_rm* @ Command Squad @) Tactical Squad | Ahino

At the end of Turn 1 the Dark Angels @ ierrogator Chaplain @ Tactical Squad 2 &
were in a g{:}Dd pDEitiDn, thdlng both loot @) Deathwing Terminator Squad u Land Speeder Tornads Vinaicator

£ Scouts

counters in the centre. However, there E Land Speeder Typhioon :.m.d Ralder Crusader

were a lot of Daemons on the table...
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The Daemon horde threatens
~  to overwhelm the Dark
.~ Angels’ line, and Azrael leads
an impressive fightback.

W hilst the first wave of Daemons
o always appears in Turn 1, the
AR rest of the army is held in
+ reserve. Alessio rolled well for his reserves
i) in Turn 2 and almost all of them appeared,
g*- leaving only the Daemon Prince and the
g Fiends of Slaanesh still to arrive. The

., Daemons Deep Striked onto the battlefield
%l. s again, but instead of rolling for scatter they
T homed in on the lone Plaguebearer’s icon,
ﬁ]‘ - appearing right on top of the Dark Angels’
T frontline! The sole disappointment were
g the Nurglings who, in an attempt to appear
A behind the Dark Angels, scattered off the
Ko, board: clearly Nurgle had other battles to
; fight this day, as his sole remaining

representative was the Plaguebearer!
| As one, the Daemons surged forward
Sy towards the Space Marines, the Screamers
ot -y swooping towards the Land Raider whilst
. the Daemonettes leapt and danced towards
i Azrael’s personal Rhino.
' The Shooting phase opened with the
s whip-like tongue from the Soulgrinder’s
mawcannon lashing out at the Vindicator,
" wrecking the vehicle. The Lord of Change
unleashed his psychic powers, missing
Azrael’s Rhino once again. Unlike last turn
it had more than one trick up its sleeve,
using We Are Legion to unveil a hundred
baleful eyes and fire its Daemonic Gaze at
a different target, stunning the Land
. Speeder Tornado. The Pink Horrors
o . mustered 30 Warpfire shots between them,
| unleashing a devastating torrent of purple
i fire at the Scouts and leaving four dead.
oy " Both the Daemonettes and the Flesh
I & | Hounds ran forwards, using Fleet of Foot to
‘; ' . close with the Dark Angels. The rabble of

) ———
!
=%

" Daemonettes assaulted the Rhino, their
., rending claws slicing through its hull and
4 immobilising it. As the transport screeched
E* - to a halt, Azrael and his Command Squad
PR - were forced to disembark, two of the

.\ Veterans dying in the process. The two
Ak « remaining Screamers reached the Land

N 1 Raider Crusader, chewing through the

? H ceramite hull with razor-sharp jaws,

{f causing it to explode, taking one of the
!7’ Daemons with it. The Deathwing

e 4 Terminators remained uninjured by the

e ~explosion, but found themselves entangled
. inthe wreckage and unable to act.
|

b

" The Daemons had taken a heavy toll
il ' on the Dark Angels — fully 25% of Jervis’
- army had been killed by the hordes of

RN L CI?%}EI As the majority of the Space
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Chaos Daemons

@' The Masgue
ﬁ Skulltaker

@ Lard of Change

(3 Bloodletters of Khorne
(2 FPlaguebearers of Nurgle
B} Horrors of Tzeentch

(3 Daemonettes of Slaanesh
@ Nurglings

ﬂ Flamers of Tzeentch

@ Fiends of Slaanesh

B Screamers of Teeentch
@ Flesh Hounds of Kiorne

@ Bloodcrushers of Khorne
@ Souwl Grinder with phlegm
@ Soul Grinder with tongue
@ Ciaemon Prince

Dark Angels
@ Azrael

@ Commond Squad

0 interragator Chaplain

@D Deathwing Terminator Squad
8 Scouts

@ Venerable Dreadnought
&) Toctical Squed 1
#) Toctical Squad 2

“ Land Speeder Tornado

E Land Speeder Typhoon

(® Devastator Squad

H Rhino
E Vindicalor

LC Land Raider Crusader
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Marines picked their way slowly through
the ruins of the colony, frantically trying to
bring as many bolters as they could to
bear, Azrael and his squad strode headlong
into the oncoming horde.

The Shooting phase was off to a good
start when the flamer in Tactical Squad 2
hit the tightly-packed Daemonettes, killing
five of them and leaving only one left. The
Devastators finished off the last of the
Screamers, but their demise was hardly a
consolation next to the still-smoking
remains of the Land Raider.

With a surfeit of targets to choose from,
the remainder of the Dark Angels poured
fire on the Lord of Change. The lone Scout,
both Tactical Squads, the Venerable
Dreadnought and Azrael’s Command
Squad all opened fire, striking the Greater
Daemon with a hail of shots. The Lord of
Change barely survived, with a single
wound remaining.

Jervis then launched a risky multiple
assault against three different opponents —
Azrael assaulted the Lord of Change, whilst
his Command Squad assaulted the Pink
Horrors and the Flesh Hounds, narrowly
defeating them. The Chapter Master and
the Greater Daemon both struck at the
same time. Despite making 7 attacks,
Azrael only inflicted a single wound, but
Alessio failed his save and the Lord of
Change was slain. Even as it was sent
howling back to the Warp by the Sword of
Secrets, Mutatismutandis used its Soul
Devourer ability to try to take the Dark
Angel with it — luckily Jervis made his
invulnerable save and Azrael consolidated
further into combat with the horde. The
multiple assault had paid off; not only were
the Dark Angels on the offensive but the
Lesser Daemons in combat with Azrael
prevented the nearby Daemons of Khorne
from charging him!
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Keeper of the Truth

Things were looking fairly

bleak for Azrael at the start
of Space Marine Turn 2, with

his Rhino immobilised and
his Command Squad
surrounded on all sides by
the daemonic hordes. A
lesser man might have
faltered in such a
predicament, but Azrael is
the Dark Angels’ greatest
warrior and plunged into
the very heart of the
Daemon host, assaulting
(and slaying) the Lord of

Change whilst his Command

Squad assaulted not only
the Pink Horrors, but also
the Flesh Hounds.

=
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Flying Meltabom bs!
Affectionately referred to as “flying
meltabombs” by Alessio, Jervis was right
to be worried by the unit of Screamers
swooping towards his Land Raider.
Screamers move like a jetbike and count
: as being equipped with meltabombs, so
: when they assaulted the Land Raider it \
was no surprise that they tore it apart so .
= | quickly, leaving the Terminators
entangled and away from the action.

Annotations

The surviving
Plaguebearer more
than proves his worth
as the majority of the
reserves appear right
next to him, homing
in on his icon to
appear right on target
without needing to
roll for scatter.

@ The Soul Grinder
lashes out at the
Vindicator with its
daemonic tongue — a
Strength 10, AP 1
weapon with a range
of 18"! Alessio scores
a penetrating hit,
wrecking the
Vindicator,

(® The Screamers assault
the Land Raider
Crusader, scoring a
penetrating hit and
causing it to explode!
One of the Screamers
dies in the assault but
the Deathwing
Terminators emerge
entirely unscathed!

@ The Pink Horrors
unleash a wave of
Warpfire at the
Scouts, getting 30
shots and killing all
but the Scout with a
heavy bolter!

F) The unit of
Daemonettes leap
into combat with
Azrael’s Rhino, but
only one penetrates —
enough to immobilise
the transport and
force the Command
Squad to perform an
emergency
disembarkation.

G Azrael and the
Command Squad pour
fire onto the Lord of
Change, leaving him
on 1 wound. Azrael
then assaults him,
inflicting a single
wound, which Alessio
fails to save!
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¥ ENGINE OF CHAJS
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s The Soul Grinder gets to grips with the f*f
* Dark Angels up close, whilst Azrael stands i

firm in the face of overwhelming odds.
*a-n —

w‘_-

Hot Stuff

Alessio had been biding
his time with the
Flamers, waiting for the
right moment to strike.
Turn 3 offered the
opportunity he had been
waiting for — a tightly
packed unit of Tactical
Marines hiding in the
ruins. Breath of Chaos is
a template weapon that
wounds on a 4+ with no
dMOLUr or Cover saves
allowed! Needless to say,
the Space Marines didn't
fare too well.

lessio still had a couple of units left

in reserve, but only the Fiends

appeared at the start of the turn,
materialising next to the immobilised
Rhino. The Daemon Prince elected not to
appear, awaiting the time when the battle
most favoured his presence. Those
Daemons not engaged in combat with
Azrael continued to thunder forwards
towards the diminishing Dark Angel
defences, Skulltaker bellowing in
frustration at the Daemons who blocked
his path to the Chapter Master.

The Flamers pounced on the unit of
Tactical Marines sheltering in the ruins of
the colony, roasting the entire combat
squad where they stood! The Flamer’s
Breath of Chaos represented the high point
of the Daemon Shooting phase, as the
Masque missed with all three shots and the
Soul Grinder hit the only remaining

Daemonette with the phlegm attack from
its mawcannon, killing her!

The Assault phase was another matter
entirely. Skulltaker and his Bloodletters
assaulted both the Land Speeder Tornado
and the immobilised Rhino, but despite 12
attacks on the Land Speeder they only
managed to shake the crew. The

ir_}Dd]EttEIb Hellblades tore through the
Rhino’s hull like a knife through butter,
wrecking the already badly damaged
vehicle. Azrael ¢ nntlnued to hold back the
Daemon horde almost single-handedly,
and although his squad only killed a single
Flesh Hound and the Daemons managed to
overwhelm one of the Veterans, they
remained locked in combat.

The Soul Grinder that had materialised
so close to the Dark Angels last turn, had
scuttled within range to assault the Tactical
Marines positioned on the upper floor of
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Skulls for the Skull Thronel!

Favoured warrior and chosen
executioner of Khorne, the

Bloodletter Skulltaker is a formidable
opponent, even for a Venerable
Dreadnought. Against lesser foes,
even Space Marines, Skulltaker can
deal out a horrendous amount of
damage - his 4 Attacks rend on a 4+
when fighting infantry, automatically
wounding and ignoring any armour
saves they might have! Against a
vehicle he doesn’t deal quite as much
damage, but he did manage to hold
up the Dark Angels advance all on his
own, preventing a counter-attack in
the centre of the battlefield.

THOdTY ATLLVI

Chaos Daemons

@ The Masque
) skulitatker

@ Lord of Change

(3 Bloodietters of Khorne
2 Flaguebearers of Nurgle
(D) Horrors of Tzeenich

[D MLrglings

@ Flamers of Treentch

@D Fiends of Slaanesh

E‘! Screamers af Teeentch
@ Flesh Hounds of Khorne

I_-!J Dgemanettes of Slaanesh

@ Bloodcrushers of Khorne
@ Soul Grinder with phiegm
@ Soul Grinder with tongue
@ Laemon Frince

Dark Angels
g Arrael

® Command Squad

ﬂ interragator Chaplain

6 Deathwing Terminator Squad
& Scouts

@ Venerable Dreadnought
&) Toctical Squad 1
#) Toctical Squad 2

H Lond Speeder Tornado
E Land Speeder Typhoan

{¥) Devastator Squad

Lard Raider Crusader

the ruined building. Such mortal obstacles
worried it not, and the Soul Grinder
clambered up the side of the building.
Most of the Tactical Marines could not
harm the Soul Grinder, but as it was
assaulting into cover, the Soul Grinder
struck last — at the same time as the
Veteran Sergeant sporting a Power Fist! The
Soul Grinder hit five times, killing four of
the Dark Angels. The Sergeant struck back,
hitting twice and wrecking the Soul
Grinder! The Daemon Engine toppled from
the building, the ruined bodies of the dead
Marines still clutched in its claws.

In the Dark Angels” turn, the Deathwing
finally managed to cut their way clear of
the wreckage, striding with grim purpose
towards the Flamers. The Tornado’s
Ravenwing pilot pulled up to escape the
Bloodletters below, fleeing into cover until
the gunner had recovered his wits, whilst
the Venerable Dreadnought stepped
forward, beckoning to Kharne's
executioner with his power fist.

The Devastators took aim at the
Flamers, the Daemons’ fiery forms glowing
bright in their autosenses. All but one
heavy bolter shot hit and the Flamers were
banished back to the Warp in a blaze of
plasma and las. Tactical Squad 1 let rip
with its flamer again, this time engulfing
the Bloodletters, causing 11 wounds. The
Venerable Dreadnought opened fire, too,
adding four more wounds to the tally —

even the Daemons’ invulnerable save
could not help them, and Skulltaker was
left with just the one bodyguard remaining. =
Finally Tactical Squad 1 launched a missile”
at the Masque, hitting her square on with a
krak missile. She failed her invulnerable
save but the missile — normally powerful
enough to instantly kill a mortal — merely
inflicted one wound, as Daemaons are
immune to Instant Death.

In the Assault phase the Venerable
Dreadnought assaulted Skulltaker, the
Bloodletter bellowing in joy and swinging
his Hellblade in a wide arc in anticipation
at cutting his way through to the ancient
skull of the Marine entombed within. The &
two foes circled each other warily, waiting =
for an opening to strike; the Dreadnought
missed with all its attacks, and although
Skulltaker struck the thick armour, his
blade barely scratched the surface.

Azrael found himself fighting on his
own, as the Chapter Standard Bearer was =~
brought low by the pack of gibbering -_.f
Horrors. Azrael was not cowed, however, 8
coolly dispatching two more Flesh Hounds
with his mighty blade. |

2 ® 1
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“' The Bloodcrushers of Khorne and the Fiends of Slaanesh rampage through the Dark
gt Angels, whilst Skulltaker and the Venerable Dreadnought face off.
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inally, after waiting patiently in the
Warp, the Daemon Prince Aradvrak
3 the Faithful decided that the battle
warranted his personal attention. Aradvrak
manifested behind the Rhino, careful to
keep out of the way of the Land Speeders
buzzing about overhead, The insect-like
Fiends of Slaanesh skittered through the
ruins of the colony, moving quickly
through the rubble towards the Tactical
- Marines sheltering there.
| As the Masque neared the Dark Angel
. defenders, her eternal dance began to
" addle their minds. Unable to control
* themselves, the stony-faced Space Marines
found themselves dancing to the daemonic
rhapsody. The Tactical Squad positioned at
the top of the colony were entirely
overcome, Alessio moving them 5"
wherever he chose — out of their high
- vantage point of course!
. The Bloodcrushers leapt from the still-
%ﬁj _ smouldering remains of the Soul Grinder
' ‘onto the building, avoiding the blows from
_ the Veteran Sergeant and running him

]

| through with their Hellblades, barely

oL T

- il

missing a stride as they did so. The
adjacent Scout gulped and hoisted his
heavy bolter, bracing for impact. The
Fiends of Slaanesh assaulted the Tactical
Marines on the floor below, cutting down
two of the Dark Angels and closing with
the remaining three with unholy menace in
their multi-faceted eyes.

Elsewhere on the battlefield, Azrael
continued to cut down the Daemons,
slicing down the last Flesh Hound. Despite
their somewhat mediocre Weapon Skill,
the Pink Horrors kept on hitting Azrael,
though Protector saved him from their
claw-tipped, gangly arms. Skulltaker and
the Venerable Dreadnought continued to
trade blows, but such was the skill of these
mighty warriors that neither showed any
weakness in their defence.

On the outskirts of the colony, the
Deathwing continued their advance, finally
getting in range with their storm bolters.
The Tornado, its crew recovered from the
Daemon attack, swooped forwards,
supported by the Typhoon, lining the

Annotations

Y The Daemon Prince
finally appears,
emerging behind the
cover provided by the
wrecked Rhino.

The Masque enchants
the Tactical Marines
with the Pavane of
Slaanesh, making
them dance to the
tune of Chaos! The
normally stoic Dark
Angels leave the
building, abandoning
their vantage point.

The Bloodcrushers
assault the Veteran
Sergeant, who fails to
kill them as they
charge. In return they
deal out 8 attacks
back, inflicting 7 hits
with power
weapons... the
Veteran tumbled to
the ground in
separate pieces.

(B) The Fiends of
Slaanesh skitter into
combat with the
Tactical Squad,
rending two of them
taking one wound in
return. The Dark
Angels stand firm,

Daemon Prince up in their sights.



Annotations

Having recovered
their wits, the Dark
Angels clamber back
up into the tower.

The last Scout fires
desperately at the
advancing
Bloodcrushers, but to
his horror all his
bullets bounce off
their brass hide. The
Deathwing’s storm
bolters prove more
effective, however,
slaying one of the
mighty beasts.

The Land Speeder
Typhoon manages to
get a lock on the
newly-appeared
Daemon Prince,
launching a burst of
missiles at it and
inflicting a wound.

The Fiends win the
combat and force the
Tactical Squad to fall
back, catching them
as they withdraw
from combat, and
cutting down another
Space Marine.

daemonic aura. Skulltaker and
the Venerable Dreadnought
continued to trade blows, the
Dreadnought unable to
land a blow on the
champion of
Khorne, whilst
Skulltaker was
unable to
penetrate the
ancient’s thick
armour.

In the Shooting phase, the remaining
Scout fired at the Bloodcrushers bearing
down on him, but Alessio saved every one
of the wounds. The Terminators were far
more successful, their storm bolters
inflicting enough damage to bring one of
the brass knights tumbling from the edge of
the building. Both the Land Speeders
unleashed all of their weapons at Aradvrak,
but the daemonic aura around him
protected him from harm.

The Dark Angels were on the defensive,
everywhere fighting desperate hand-to-
hand combats against the encroaching
Daemons. The Fiends killed another
Tactical Marine, winning the combat and
forcing them to fall back. Pursued by the
lightning-fast Daemons of Slaanesh, the
Space Marines could not
escape and were
forced to
remain in
combat,
another Marine
getting cut down as
he wheeled around to face
the Daemons. Neither Azrael
nor the Horrors managed to
wound each other, for
every time the Sword of
Secrets hit one, its power
was diffused by the Horrors’
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The final third of the game sees a frantic scramble as both sides try to
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Prince of Chaos

j _ | Second only to the
AT Greater Daemons in

< ' might and prowess, the
# : : Daemon Princes are the
( ' - | lieutenants of the
|

.| Daemon horde. As

.~ | monstrous creatures,

L Daemon Princes pack a
mean punch in melee,
especially against
vehicles. Whereas

seize the loot counters, resulting in two bloody turns.

ﬂ i Skulltaker failed to injure
. ! the Dreadnought, the

' Daemon Prince cut it in
half with a single blow!
As you can see, they're
not to be trifled with, no
matter how venerable
you might be.
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on the Venerable Dreadnought,
lopping off an arm, but even as he

did so Prince Aradvrak bashed through the
ruins to slam into the Dreadnought’s side,
damaging it three times! The Daemon
Prince sliced another arm and a leg off
before plunging his blade deep into the
chest of the Dreadnought and destroying it,
earning nothing but a sneer of contempt
from Skulltaker. Up above, the
Bloodcrusher executed a diving charge
from the top of the building onto the Land
Speeder below, but missed it horribly.

By the beginning of Dark Angels Turn
5, there were no Space Marines left in the
ruins of the colony, the last of them having
been cut down by the Fiends and the
Masque. The Terminators killed the final
Bloodcrusher with their storm bolters,
whilst both Land Speeders attempted to
avenge their fallen brother by shooting the
Daemon Prince, though he saved all but
one wound. Azrael suffered his first wound
as a Horror managed to sneak under his
blade to strike at a weak point in his power
armour; in return Lord Azrael slew three of
the Horrors.

As the final turn of the game began,
both sides looked at the loot objectives

Skufltaker finally scored a glancing hit

.|'l ) i

with renewed interest... and then at the
rapidly diminishing number of scoring
units left. At the start of the turn both sides
controlled two loot counters apiece, but
this could easily change.

The Fiends galloped towards the Dark
Angels guarding the loot in the north and
the Daemon Prince secured the loot in the
colony, gloating over the junkyard of
wrecked vehicles. Skulltaker charged
towards the Tornado, whilst the Daemons
fired everything they could at the Typhoon,
Alessio desperately trying to destroy these
mobile scoring units. Skulltaker managed
to strike the engine of the Tornado,
immobilising it, but the Typhoon emerged
unscathed, free to contest an objective on
the final turn. The Fiends assaulted the
Dark Angels with a potential 10 rending
attacks, but only managed to kill a single
Space Marine!

Sure enough, Jervis began his last turn
by moving the Typhoon into position next
to the Soul Grinder, contesting its closely
guarded loot. Spying her out in the open,
the Devastators fired at the Masque, finally
killing her. In the final phase of the game,
the Fiends killed enough Space Marines to
reduce them to below half strength,
snatching the loot for the Daemon side!
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Bloody Stalemate

Possession of the loot counters e
switched hands rapidly over the final Ve
two turns, as the Soul Grinder and the el et |
Daemon Prince seized the objectives
before the remaining Land Speeder
swooped in to contest them on the
final turn. Only the daring, last- ==
minute assault by the Fiends drove e
the defending Tactical Marines from
their loot counter, ensuring that the o
game ended in a close-fought draw |
rather than a defeat for the Daemons.

LAOdTY JTLLYS ,

Chaos Daemons

m The Masgue (®) Daemeonettes of Slaanesh @ Blooderushers of Khorne
ﬁ Shutitater © Nurglings @ Soul Grinder with phlegm
@ Lord af Change @ Flamers of Tzeentch

Soul Grinder with tongue
@ Fiends of Slaanesh @ g

ﬁ Screamers of Tzeentch @ Dgemon Prince
ﬂl Flesh Hounds of Khorne

(@ Bloodletters of Khomne
{3 Flaguebedrers of Nurgle
) Horrors of Tzeentch

Dark Angels
E} Azrael @ Venerable Dreadnaught (¥} Devastator Squoed
@ Command Squad &) Tactical Squad 1 E g
N
ﬂ Interragator Chaplain &) Tactical Squad 2 e
ﬂ Deathwing Terminator Squad n Land Speeder Tornade n Windicator
& Scouts

E Land Speeder Typhoon

Land Raider Crusader
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Aspiring
Champion

For my pick of “best
Daemon”, | was
considering the Screamer
that blew up the Land
Raider (a 16-point model
killing a 265-point one!),
but it will only get
second prize, as | feel
that the Fiends of
Slaanesh deserve the
prize. They got rid of one
combat squad, and then
sprinted almost 24" to
charge the Space Marines
holding the objective. By
bringing them to below
half strength, the Fiends
had taken one objective
from Jervis and given one
to me, changing a 2:0
loss into a 1:1 draw!

[ HATE LAND SPEEDERS

Alessio: It's true. | hate Land Speeders and
their ability to zip around the table,
spraying you with anti-personnel fire,
dodging all incoming attacks and then
rushing onto the objectives in the last turn
of the game. | have to admit that | made a
critical mistake when | chose to go first at
the start of the game. | should have stopped
to think a bit longer, because the Dark
Angels going first would have meant they
spent the first turn with nothing to shoot at.
Not only that, but then | would have had
the last turn, allowing me to have a last go
at the thrice-
accursed
skimmers!

| was
pleasantly
surprised by the
performance of
the Screamers,
which instead of
just sacrificing
their lives in the name of distracting the
Space Marines’ left flank, managed to take
out the Land Raider Crusader! That was a
turning point of the game, as Jervis suffered
a terrible double whammy by losing the
tank’s considerable firepower and, even
more critically, by having his Terminators
and Chaplain entangled for a turn, and left
in a position where they were too far away
to make any considerable impact in the
huge fight in the centre of the colony.

One Soul Grinder started well, taking
out the Vindicator and crushing four Space
Marines, but | was very upset when the last
opponent left alive (the classic Veteran
Sergeant with power fist) managed to sneak
a dirty punch in, penetrate my Armour 13
daemonic hull and then destroy the poor
beast! It's just not fair!

| was looking forward to seeing a
Skulltaker-versus-Azrael duel, but sadly
Jervis engaged my Pink Horrors and Flesh
Hounds, so | could not get to Azrael
because too many of my own models were

in the way. If the other
Soul Grinder could have

‘ ‘ Werll be baCk; we laid his claws on the

haveall of eternity to
plot ourrevenge! 9 9

Chapter Master, it would
have made a right mess
of him...

This also meant that
the Daemons that had
the best chance to shoot
down the Land Speeders
with their ranged attacks were busy in a
long fight that they couldn’t hope to win
(hitting on a 5, wounding on a 5 and facing
a save of 2+!). At least their great saves
meant that it took Azrael the rest of the
game to cut through them.

In the end, Jervis picked his fights well
and managed to stop the rampaging
Daemons and bring the game to a draw. But
we'll be back; we have all of eternity to plot
our revenge!
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A REAL N AIL—BITER!

Jervis: Well that was a nail-biter and no
mistake! | must admit, after Alessio’s
second turn | was pretty glum — Almost all
of his army was in play, and he was all
over my right flank like a bad daemonic
rash. | expected this to happen, but the
ferocity of the attack had left me reeling
and very worried by the number of
daemonic units that were already in charge
range of my army. | admit that | wasn’t sure
how | was going to stop the onslaught.
One thing I've learned with my Space
Marine army is that it can be tough going
early in the battle, but if you hang in there
the Marines will often turn things around
later in the game. And the other thing I've
learned to respect is how much damage
Space Marine shooting can do, especially
once they manage to close and fire twice
with their bolters, and use their flamers and
meltaguns. This is exactly what happened,
and the Space Marine infantry in the
centre, supported by the two Land
Speeders, managed to cause terrible
damage to Alessio’s horde. Although the
Space Marines’ Toughness and firepower
didnt manage to completely stop the
Daemons, they slowed them down enough
to give me a draw, and very nearly a win.
They were aided in this by two strokes
of good fortune. The first of these was the
heroic charge of Azrael and his Command
Squad. Now, | wouldnt normally
recommend assaulting massed units of
Daemons, but Azrael’s Command Squad

was one of the tew units in my army that
stood a chance in such a fight. Fortunately
| had managed to inflict three wounds on
the Greater Daemon in my Shooting phase,
allowing Azrael to finish it off in the
Assault phase. The assault also tied up two
important units of Lesser Daemons for the
rest of the battle. And Azrael survived!

My other piece of luck was when my
Sergeant destroyed the Soul Grinder with
his power fist. The Soul Grinder had
managed to get past my Azrael-shaped
road-block, and would have been in a
perfect position to chew through the centre
of my army if my Sergeant hadn’t got in a
lucky hit to take him out.

These things did just enough to take the
momentum out of Alessio’s assault. If only
I'd been wise enough to shoot the Fiends
on the fifth turn, rather than getting
distracted by the scary-looking Daemon
Prince, then | might even have got a win.
And this, | think, goes to the heart of how
to fight a Daemon army. A Daemon horde
is scary and intimidating, and will almost
certainly have the upper hand in the early
stages of the battle. The trick is not to let
this distract you. Do your best to weather
the storm and utilise the natural strengths
of your own army to turn the tide.

Oh, | almost forgot to mention which
new unit is going to be added to my own
army. Well, it has to be a Vindicator. |
really like the new model, and it earned its
points back with just one shot!

DAEMONS

Hero of
the Hour

I was really stuck for
choice when it came to
picking the hero of the
battle, as everyone
performed very well. In
the end | decided to go
for the Combat Squad
led by the Veteran
Sergeant that dispatched
the Soul Grinder. Not
only did the Sergeant
perform heroically, but
earlier in the battle he
and the rest of the squad
inflicted a wound or two
on the Greater Daemon,
allowing Azrael to slay
the foul creature in the
ensuing Assault phase.

Critical Overview

something like this:

ORDO MALLEUS INQUISITOR (20 points)
-Scourging

-Unguents of Warding
-2 Mystics ...

-1 Hierophant.......ceeueene
TOTAL:

(Range: 18", Strength: 5, APS5, Assault: D6, no invulnerable SGves) ... veeeceeeernee

(the squad benefits from a 4+ save versus psychic POWELS) ..vevereresseeeeessesassenes
-3 Gun-servitors with heavy bolters ...,

BEFARRFFEAREERNA RN RN AR R R RSN RN R R R F R RO R

Thanks to the Mystics, this unit can fire everything it has at any Deep Striking
unit within 4D6 inches before it moves. The Hierophant adds +1 to the
Inquisitor’s Leadership and forces all Daemons wishing to assault the unit to
make a difficult terrain test in lieu of moving the normal assault range.

Christian Byrne: Having mapped and photographed the battle report to produce this article, | got to see what the
Daemons are capable of doing. They do rely a lot more on good deployment than other armies, but that can play in
your favour, particularly in escalation missions. As for the game itself | think Jervis made an error in not taking out
all the Screamers, opting instead to turn the Typhoon and the Crusader on the Flamers. | believe that if the Crusader
had survived it may have turned the tide of battle, bringing its weapons to bear on the Daemon packs. I'm no expert
on Daemons, but utilising cover when they arrive seems to be a good choice; Alessio didn’t always do this and left
some units (like the Plaguebearers) vulnerable to the Dark Angels’ firepower. If it had been me fighting Daemons
with an Imperial army, | would be tempted to include Daemonhunter allies, namely an Inquisitor and retinue, built

+20

+10
Rt 5
st 12
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Last month, Mat Ward unveiled some master strategies
available to the Forces of Good. Now, with crooked sneer
and ill-fitting pointy metal hat firmly in place, it’s time for
him to marshal some evil minions and even the score.

Mat: In part one 1 talked about three
categories of troops that any Good
alliance can call upon. Bulwarks are tough
and hardy, able to face down vast
numbers of foes and walk away laughing.
Sneaks slink around the sides of the
enemy army and make a nuisance of
themselves. Finally, the Brawlers are
superb killing machines, there to help
Good redress the balance of numbers a
little. | promised at the time that I’d
present the Evil equivalents, and now its
time to come good (pun intended).

First of all, let's look at what Evil
armies have in common. Broadly speaking,
they're split between cheap and cheerful
troops — Orcs, Goblins, Haradrim and the

Many serve in the cause of Evil, but
some serve better than others.

like — and warriors that can give Dwarves
and Elves a proper one-on-one fight. This
second category is by far the smaller of the
two. It's largely filled by different groups of
Uruk-hai, but also includes Easterlings,
Mah(d and Black NGmendreans (don't
worry, they're nearly here; watch this
space). Though Evil warriors never quite
reach the same lofty heights of
effectiveness staked out by the Elves, the
sheer scale of the choice — to say nothing
of the more flexible alliances Evil can draw
upon — presents plenty of options all by
itself. Nevertheless, there are a few other
tricks an Evil player would be well advised
to consider when selecting his army, so
let’s take a look at them now.




Trofls are Brutes, and we don't just
mean It in the general sense of the
word either,
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Evil players have access to a few big, scary monsters; for the

purpose of this article we’ll term them Brutes.

rutes are monsters — literally and
figuratively — with high Fight, Strength
and Attacks. A Brute’s whole purpose
is to wade across the battlefield, dishing
out one-way tickets to a World o Hurt™ to
anyone foolish enough to cross his path.
“Hang on a minute,” | hear you ask. “lsn’t
this just the same spiel as he gave us last
month for Brawlers? The name even begins
with the same letter — come on Ward! Try
harder!” While it is true that Brawlers and
Brutes have a lot of similarities — chief
amongst them the ability to shred pretty
much any warrior in the opposing army —
there are important differences. Whereas a
Brawler uses tricksy special rules like
“Mighty Hero” or wargear like “Aeglos”
win his battles, a Brute has no such finesse
— he's simply armed with a big sword or
hammer, and just enough hand/eye
coordination to land a whopping great
blow with it.

As you’ve probably guessed by now,
I'm mostly talking about Trolls, but there
are other Brutes in the Evil roster, such as
Warg Chieftains and named critters, such
as Galavhar and Shelob, who fill much the
same role. You might think that Brutes
compare poorly to Brawlers, but give it a
few moments thought. Brutes may
normally lack for special rules, Heroic stat
lines and personal hygiene, but they are
generally much cheaper than Brawlers.
Consider the case of Aragorn (Brawler) and
a Mordor Troll (Brute). The Mordor Troll
has a far better basic profile than Aragorn,
but lacks for the latter’s Might, Will, Fate
and Mighty Hero rule. However, the
Mordor Troll is still only 100 points to
Aragorn’s 175. By the time Aragorn has
picked up Anddril, and perhaps some
armour or a horse, he’ll cost the equivalent
of more than two Mordor Trolls. My
money’s on the Trolls.
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Most Brutal Brutes

Q,Mnrdur Trnl! 100 pnmts Each

 There’s no escaping it, the Mordor

- Troll is the Brute’s brute. The Troll’s
- Fight, Strength and Defence of 7 is

i . powerful enough, but combine
- them with 3 Attacks and you‘ve got
~a Brute that can cheerfully pound
Aragorn, Boromir and all their little
Hobbity friends into the mud
without slowing.

€) Warg Chieftain - 75 points each.

#)Isengard Troll - 105 points each.

Coming a close second, the Isengard Troll exchanges a point of
Fight and Strength for increases in Defence and Courage. Against
warriors, the Isengard Troll is probably a better choice of Brute -
it'll win just as many fights and kill just as many peons and be
less likely to suffer any wounds itself. That said, if your foe is
likely to bring along an EIf Hero or somesuch, you'll be better
served by a Mordor Troll.

Honourable Mention:

Half Trolls of Far Harad - 22 points each.

Notice the Troll theme here? Half Trolls are the best kind
of Brute, namely the kind you can take in large

A Brute for smaller scales, the Warg Chieftain’s Strength ~ numbers. Granted, they're not as big and tough as their
of 6 is made all the more fearsome when coupled with a full-blooded cousins, but they'll still batter anything
Move of 10"/28cm. - E3d - they take a dislike to.

WHITE DWARF THE ENEMY OF MY ENEMY: PART TWO
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%AGENTS OF DISMAY
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These foul beings emerge from the shadows to rob Good Heroes of their Courage
and Will - they are an Evil force’s prime character-killers.

here would an Evil army be ; 3
without a few malignant Essential Agents of Dismay
harbingers? Agents of Dismay are e s R R _

crucial to your success as an Evil general - LS e -
they are the tools by which the advantages gﬁ:‘g;{:t:sﬂmﬁ d60-paints each
Et?fse ;Ej ﬁ : th? hf;rﬁi Dg IG G:i ; r? the The original Agents of Dismay and still

PP Y- s\l P & * the best, Ringwraiths are mobile
most famous of all the Agents of Dismay,

: - batteries of black magic that can

are good examples. Not only do they sap I = h I il
the Courage of all who come near, thanks -cr.fpphey?ur il e Ease;.: Lsﬂnarmﬂ y
to their Harbingers of Evil rule, but they ﬁf:n:f‘;;?::gi:ﬁﬂz:su; t:::rtﬂ::rﬂ
have a battery of spells to cripple, kill, _ angw;'aith Becomestiie tars et nfivery
manipulate and paralyse the most powerful Good wartlor that canstring a bow, the

models in the opposing force. extra manoeuvrability and hitting
Most Evil generals can get their warty power is more than worth it.

little hands on a good selection of Agents
of Dismay. The aforementioned Nazg(l are
assassins without compare, although the
Barrow-wights of Angmar run a close
second. A quick Paralyse or Transfix can
leave the mightiest Hero ripe for a kicking.
On the other hand, Spectres are excellent
formation disruptors, whilst Shades are
enfeeblers that sap the will to fight. But,
whatever your goals, you can’t go wrong
with a Ringwraith.

Where a Good army’s Sneaks are used
to disrupt the foe from the safety of a flank
or rear, your Agents of Dismay should lurk
near to, and preferably behind, your
battleline. From there, they can bombard
the foe with their spells, abilities and
general bowel-loosening horror. With a
Shade anchored behind your line, even
lowly Goblins will have little trouble in

= .'-.r"""['*"h L sl

e S L

clobbering Elves. If there’s a Ringwraith #)Barrow-wight - 50 points each.  E€)Shade - 100 points each.
nearby, watch with glee as enemy Heroes Still one of my favourite additions A no-nonsense and inescapable
try to perform derring-do without quite ‘to an Evil army, a Barrow-wight trick brings the Shade in at third
coming into the range of its spells... can easily put the 'fluence on an place. Just plonk him behind your

: ; enemy Hero, leaving him helpless  line and waich as the Fight rolls of
FEElmg like death? on a battlefield fraught with peril. = Good models stop dominating and
By now, I'm sure it hasn’t escaped vour Be wary of leaving a Barrow- start plunging through the floor.
attention that Agents of Dismay share one ‘wight without protection for a Shades are an excellent offensive
marked trait — namely that they've shuffled minute, as even a Hobbit can tool, but watch out! Once your force
off the mortal coil, but kept on moving all prove to be a dangerous foe when is broken, the Shade isn’t going to
the same. They're undead, in other words. you're held together by only dust  stick around long - not with its
As with many undead beasties of myth and and malice. lowly Courage of 1...

legend, Agents of Dismay are depressingly
easy to banish if someone can just pluck
up the courage to take a sword to their
mouldering hide. It's an apt comparison,
because if an enemy Hero (or even a
warrior in some cases) manages to pass a
Courage test and charge one of your
Agents of Dismay, it's probably not going
to end well for your spectral servant. With
this in mind, take great care to keep your
Agents well clear of such dangers. You
should have plenty of expendable minions
to block the way, so get busy expending!

Honourable mention: Spectre — 15 points each.
I think the only reason that | don’t rate Spectres
higher is that, although their ability never
ceases to pay off, it’s never in as quite a
spectacular way as its fellow ghouls.
Nevertheless, a Spectre will always earn you its
points value back by the end of the game - just
don’t field too many. Spectres are a rare
exception to the rule that "everything is betterin
large numbers."” >
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By far the Iargest group at the Evil’s dispnsal are the minions that make up “the
Horde” — what they lack in their profile they more than make up for in numbers.

s is traditional, I've saved the best for
Aiast. Whilst Evil overlords may be
amongst the most skilled and
devious individuals known to tread the
world, the same cannot be said of their
minions, Take the humble Moria Goblin.
With Fight and Courage 2 and a move of
5"/12cm, he's not exactly going to set the
world aflame no matter how much burning
pitch and Greek fire you force into his
scrawny little hands. Perhaps | should
rephrase — he’s not going to set the world
aflame alone. Fortunately, such a stunted
combat profile means that a Moria Goblin
weighs in at 5 points with a piece of
wargear — half the cost of an Elf or Dwarf.
Across 700 points, that’s an awful lot of
Goblins. The same logic is true of many
Evil warriors. Haradrim, Orcs, Morannon
Orcs, Corsairs of Umbar — the list goes on.
All of these troop types trade one or more
pips of profile for either a points reduction
and/or a boost elsewhere. And where
there’s cheaper troops, there’s a Horde.

As you'll have gathered by now, a
Horde is founded simply by cramming as
many models into your army as physically
possible. This needn’t be vastly more
models than your opponent although this is
always a solid starting point — it can be
enough in one particular area so that you
can dominate. For example, Gondor and
Rohan armies pay in the region of 10
points for a warrior with Fight 4 — the bulk
of their armies are Fight 3. Turn up with
enough Corsairs of Umbar (8 points each
with a shield) and you're instantly going to
be at an advantage - providing you don’t
get shot to ribbons on the way in. That
said, you can’t go far wrong by fielding
more warriors than your enemy can
possibly do anything about.

If you go down this route, just
remember to focus your efforts. It may be
nice to take an even mix of bows, spear
and shields, but stay focused on how you
want to win. If you intend a face-to-face
war of attrition, lots of spears are the order
of the day. If you want your bows to do the
work, make sure you field the full 1/3 to
which you are entitled and spend the rest
on shields to keep your other minions alive
while the arrows fall. Yes, | said bows.
While it's true most Evil archers have a
poorer Shoot value and range than their
Good equivalent, a Horde of Evil archers
can still fire enough arrows to do a lot of
damage. Consider once more, if you will,
the Moria Goblin. Sure, he's only got a
Shoot value of 5+, but in 700 points it's

easy enough to field 20 or so archers just
like him. That’s a lot of shots. Also consider
volley fire for your archer Horde. While
I'm not a big fan of volley fire from Good
models, an Evil Horde with a Shoot value
of 5+ often has little to lose and everything
to gain.

Halting the Horde

If you're a Good player and have a Horde
bearing down on you, don’t panic. Sure,
the Evil player’s got more models than you.
He's going to roll more dice in combat and
fire more arrows, but not everything's going
to go his way. You see, space on a gaming
board is finite, and sometimes members of
a Horde are going to end up
getting in each other’s way —
particularly if there’s a few
Brawlers or Bulwarks locking
down certain areas of the
battlefield. There’s also
another advantage at hand:
Hordes take a long time to
move. While the Evil force
is advancing, model by
model, focus on using that
time to draw up your
counter-strategy.

WHITE DWARF  THE ENEMY OF MY ENEMY: PART TWO.




Horrendous Hordes

@) Haradrim Warrior - 6 points
each, with a bow or spear.
Definitely the golden boys of any
Evil Horde, the Haradrim excel
both at swamping the enemy with
spears and pincushioning them
full of arrows - poisoned arrows,
in fact. Haradrim are also cheap
as chips, costing a mere 6 points a
model, ensuring that your Horde
will be a good, solid size. Finally,
they come in both colours of Evil -
red and black. What more could
you ask for?

Haradrim Warriors are card-carrying
members of the Horde club. They're
cheap and have poisoned arrows,

) Moria Goblins - 5 points each,
with a shield, spear or Orc bow,

The Moria Goblins are pushed off the
top spot by their low move rate,
otherwise they'd reign supreme.
Goblins are so cheap that you can
have a sizeable Horde and still have

plenty of points left over for Agents of

Dismay and Brutes, should you be so
inclined. Goblins have more alliance
options, allowing them to function as
the snickering centrepiece of almost
any Evil army. Moria Goblins can also
be backed up with some natty little
tricks — Shamans and Moria Goblin
Drums - which really do help your
Horde along to victory.

€) Corsairs of Umbar - 8 points
each, with shield, spear or bow.
Though a little on the priceyend to
join a Horde, Corsairs of Umbar.
make the list because of their crucial
Fight 4. They're still cheap enough

to field plenty of, however, but
you’ve really got to make sure
Corsairs win fights, otherwise that
Defence of 3 will really start to

count against them. If nothing else,
I'd recommend that any Corsair
Horde includes at least one Bo'sun -
the combat re-rolls he bestows are
nothing short of crucial. ST

Honourable Mention: Khandish Mercenary
Horsemen - 9 points each.

Most Evil mounted troops are cheap enough to
outnumber their Good equivalent, but these fellows
are so inexpensive that you‘re all but guaranteed the
cavalry advantage. The Mercenaries’ Fight 4 is a huge
bonus, but it does come with the downside of
Courage 2, and a one in six chance of the Mercenary
notturning up to the battle at all.
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Now that Mat has looked at the strengths of Evil troops, it’s time to bring it all
together in an army that Sauron himself would be proud of.

ow for the moment of truth. Is it

possible to forge an effective, yet

narrative, Evil army that includes
Brutes, Agents of Dismay and a good old-
fashioned Horde? If anything, it's even
easier to do this for good than it is for Evil
— there’s so much choice available and so
many potential alliances that it's difficult to
know where to begin.

D Horde Part One, chosen from Moria:
315 points

In this army I'm going to aim for not one
Horde, but two. This first Horde is a
traditional one - it's here to give me lots of
numbers cheaply and quickly. Note the
presence of Durbiirz and the Shaman to
keep my Moria Goblins alive and fighting
no matter what happens.

(Horde Part Two, chosen from The
Corsair Fleets: 157 points

I've introduced Corsairs into the army for
three reasons. The first is that | love the
models. The second is that they're pirates.
The third, and more rational, reason is that
a little bit of Fight value 4 in the army will
help to compensate for the lower profiles
of the Moria Goblins. Combined, the
Horde gives me 56 rank-and-file to throw
at the enemy.

@Brutes, chosen from Moria: 170 points
For a pair of good, thumping Brutes, | don't
have to look further than Maria. Cave
Trolls are more than a match for Good
warriors, and can even give most Heroes a
run for their money — particularly if said
Hero has used all of his Might fighting off a
Horde. A pair of Cave Trolls is perhaps a
little extravagant, but | expect each to
clobber his own weight in enemies before
the game is done.

(® Agent of Dismay,

chosen from the Nazgil: 55 points

I've chosen a minor Ringwraith as my
Agent of Dismay. With two Hordes in the
army | don't really need to spend much on
disruption tactics, although the odd
Transfix will be rather useful in stomping
the heavy hitters in the Good force.

With a grand total of 697 points and 62
models, this is a force to be reckoned with.
The main thrust is to charge towards the
enemy as quickly as possible. The army’s
narrative is that it's really two forces that
have come together against a common foe
— perhaps on the coast of Gondor.
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Corsair Bo’sun

g

Ringwraith L
' 55 points

42 Moria

Goblin Warriors
14 with Orc bows,
14 with spears and
14 with shields.

210 points

14 Corsairsof Umbar =~ =~ %

7 with shields and 7 with. .

spears. - e
112 points -+

Cave Troll _

Troll chain. %,
85 points

Cave Troll

Troll chain.
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|ORD#RINGS
LEGIONS OF
MIDDLE-EARTH

Legions of Middle-earth
For the first time, more
than 40 army lists allow
vou to recreate armies from
the history of Middle-earth
or to design your own,

E12, €22.50, 175dkr, 200sck, 225nkr

Lop¢,
PJ NLL_

— e

THE I"L}LJF!INEJ
OF THE SHIRE

The Scouring of the Shire
The Hobbits return from
the battles against Sauron,
only to find that the Shire
has been averrun by evil
forces in their absence.

E10, €17.50, 135dkr, 16050k, 175nkr

The Fellowship of The Ring
Follow the journey of
Frodo and The Fellowship
from the Shire, through
Moria and Lothldrien, to
the banks of the Anduin.

E12, €22.50, 175dky, 200sck, 225nkr

JorDe }R{}Gg

JENECROMANCER

Fall of the Necromancer

A terrible shadow has
fallen over Mirkwood.
Sauron, the Necromancer,
has unleashed his evil from
the tower of Dol Guldur,

£8, €17.50, 135dkr, 160sek, 175nkr

THE LORD OF THE RINGS RULES MANUAL

The Lord of the Rings strategy battle game gives you and your
friends every opportunity to relive the excitement of the motion
picture and the trilogy of books.

This lavish 240-page full colour hardback rules manual features the full collated and updated
rules for our The Lord of the Rings game. With this rules manual you can fight battles with
Middle-earth’s entire cast of heroes and villains, from stalwart Hobbits to brutal Uruk-hai. The
hardback also contains an extensive hobby section and exhaustive list of profiles, updated and
arranged by race and region. No player can afford to be without this weighty tome!

www.games-workshop.com

The Two Towers

The journey continues as
The Fellowship is broken.
Frodo and Sam make their
way to Mordor, while
Aragorn heads for Rohan.

E12, €20.50, 175dkr, 200sek, 225nkr
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A ;HP.[JDW IM THE EAST

A Shadow in the East

The Easterlings march to
war in the name of Sauron.
These warriors of Evil are
led by Khamdl, one of the
ancient Nazgdl.

£8, £17.50, 135dkr, 160sek, 175nkr

The Return of The King
The final part of the
journey highlights events
from the book and movie,
as the War of The Ring
draws to an epic close!

E12, €22.50, 175dkr, 200sek, 225nkr

THE F’!HH CI'F HRH{L‘IF‘

The Ruin of Arnor

The shattered kingdom of
Arnor once rivalled Gondor
in majesty, but is now
home to evil spirits, and
creatures of darkness.

£10, €17.50, 135dkr, 160sek, 175nkr

Gondor in Flames

The ancient realm of
Gondor stands as bulwark
against the Free Peoples
and the forces of the

Dark Lord.

£10, €17.50, 135dke, 160sek, 175nke

Khazad-diim

Khazad-d(m was once the
greatest Dwarf hold in
Middle-earth, until the
coming of Durin’s Bane,
the Balrog of Morgoth.

£10, €£17.50, 135dkr, 160sck, 175nkr



Recoil in fear

foolish mortals!

If you still have an
ounce of sanity left,
quickly turn the
pages rather than
clap your eyes on
the bewildering
scribblings of the
great schemer,
Jervis Johnson.

It is all heresy,

| say, heresy!

JARLD B

everal years ago | happened to be
invited along to a couple of
tournaments, one for Warhammer
and one for Warhammer 40,000. At the
time 1 was slowly (very slowly!) building
up a Tomb Kings army, and so | decided
that this would be my Warhammer
tournament army. For the Warhammer
40,000 tournament | decided to start a
new army. After some dithering | went for
a Space Marine army. I'm jolly glad | did
too because | still use it, long after my
Tomb Kings have been retired to a dusty
shelf in my games room.

Part of the reason for choosing Space
Marines was that | already had some Space
Marine models painted by Owen Branham.
Now, Owen is one of those incredibly
talented (and therefore really irritating)
people that can paint to an incredibly high
standard if he's doing a display piece, but
can still turn out lovely looking armies very
guickly when he wants to. Fortunately for
me, the models | had were painted by
Owen using one of his trademarked “quick
‘n’" dirty” painting methods, which means |
can just about match his paint schemes,
even though it takes me ten times as long
to paint the models!

The resulting army was based on the
Revilers chapter, and is what I'd consider a
classic Space Marine army, consisting
mainly of infantry supported by a limited

AR R

complement of vehicles. Over the years
I"'ve continued to add bits and pieces to the
army, most recently a nice new Land
Speeder, which I've decorated with the
pennants borrowed from the new
Ravenwing upgrade sprue. My |atest
painting project is a new squad of
Terminators to replace the old Terminators |
currently use, and which are really starting
to look their age.

Right from the beginning there was
something about the army that | really
liked. For a start, | loved Owen's simple yet
effective paint scheme, and the rather
battle-worn look it gave the models in the
army. It looked like this was a force that
had been fighting in the field for some
time, not one that was fresh off the Strike
Cruiser. | also loved the composition of the
force: this was a proper all-purpose Space
Marine army, not a strange hybrid force
chosen for a specific mission. And last but
not least, | discovered after a few games
that | loved commanding a Space Marine
army. Of course I'd played games with
Space Marine armies before, but at that
time (back in the mid-nineties) | more often
commanded the opposition, usually some
form of xenos such as Eldar or Orks. It was
this army that really taught me to
appreciate the tenacity, toughness and
sheer doggedness of a well balanced Space
Marine army in Warhammer 40,000.

A happv-looking lervis proudly
displays his oft-used and ever-
refiable Space Marine force.
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Jeremy Vetock has spent the last twenty vears
collecting Orcs & Goblins. He'’s such a fan of
the greenskins that he doesn’t actually throw
any models away, he just keeps adding to his
collection to the point where he has over
12,000 points of Orcs & Goblins, a small
portion of which is shown here.

------

I"'ve been using the army for ages now.
It's been used with the last two versions of
the Warhammer 40,000 rulebook and has
been used to help playtest the next one
too! I've used it with every Space Marine
Codex we've brought out during that time
too, which has led to me calling the army
my Dark Grey Space Marines; they've been
Dark Grey “Codex” Space Marines, Dark
Grey Space Wolves, Dark Grey Dark
Angels and even Dark Grey Blood Angels!
They've always performed well, and | only
ever make very minor variations to the
roster that | use. In fact, just about the only
observation | could make is that the more
I've used my army, the better it has
performed as my command skills have
slowly improved.

And this, in my usual long-winded way,
finally brings me to the real point of this
month’s column. You see, one thing I've
noticed about using the army over all these
years is that it doesn’t perform all that
differently no matter which set of army lists
(or even which set of rules) | use. Not
really. You would have thought that
changing army lists or rulebooks would
have had a greater impact, especially
changing from Space Marines to Space
Wolves to Dark Angels! But | didn't find all
that much difference at all, and this makes
me rather sceptical when people say that
this unit or that unit has got better or worse
when a new army list comes out. You

One of ferv’s “Dark Grey Marines”.

This guy has been a Space Wolf, a know what | mean: “The changes mean
Codex Space Marine and even a that Scouts aren’t worth taking any more!”
Blood Angel in his time under or “Now that High Elves always strike first

Jervis® able command.

they can’t be beaten!!!” That kind of thing,
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It's also made me sceptical of advice
that runs along the lines of “You've got to
take this unit or that unit” if you want any
chance of winning. My own personal
experience with my Space Marine army
makes me doubt that this is nearly as much
a factor as people think. | think this is
mainly because an army is a personal
thing. When all is said and done, it's your
army, and your nature and temperament
will mean that some things work better for
you than others.

The Scouts in my Space Marine army
are a case in point. When | started using
the Dark Angels army list some people
tried to tell me that the Scouts I'd used for
years weren't worth taking anymore, but
that’s not what I've found at all. They're my
boys, and they've helped win plenty of
gsames for me over the years, whichever
army list I've used. The same with my
Termies, and my eclectically armed
Devastator Squad (some may think that a
Plasma Cannon, a Lascannon and two
Heavy Bolters is a strange mix of weapons,
but | happen to like it, okay!) Sure, some
units get a bit better in one army list while
others get a bit worse, but the changes
never seem to have nearly as much impact
as some people tell me they will. In fact, in
my experience, army composition makes
very little difference compared to learning
how to use the army you do have well,

Now, | know that some will find what
I've written hard to accept, and I've had
some really interesting discussions about
my theories with people that think that
army selections can give a player a really




important advantage. Being stubborn about
this kind of thing, and not being able to
prove my argument based solely on the
games |'ve played with my Space Marines,
I've been keeping a close eye on the lists
being used at the Grand Tournaments we
run, to see exactly how much of an edge
some of these ‘optimised” army list
selections actually give. | won't bore you
with the numbers, other than to say that
there were a lot of them — I've analysed the
results of literally thousands of battles! —
but what they show is that the advantage
given is tiny. In fact the best that any of the
“unbeatable” rosters | looked at could
muster was the probability that instead of
winning five games out of every ten you
play, you would win six out of ten. Hardly
a huge advantage, I'm sure you'll agree.
What’s more, only one of the killer lists
achieved those heady heights — the best
any of the others could do was to add one
extra win in every twenty games played!
This isn’t to say that | underestimate the
importance of these things for those that
like to wring every little bit of potential that
they can from an army list, or who relish
the chance to fine-tune their army until it
includes the ultimate game-winning
combination of units and unit upgrades.
There’s a lot of pleasure to be had in
developing the perfect army list. And
what's more there is nothing wrong with
doing this; after all, what right does anyone
have to begrudge another player a small
advantage from all of the hard work they
put into developing a powerful roster?
However, | do think it's important to keep

these things in perspective, and not be
swayed by people overstating the
importance of the really rather minor
improvements that are gained.

Speaking personally, though, while |
could change my Space Marine army every
time a new army list comes out in order to
add a few percentage points to my chances
of winning, | don’t think | will be doing so.

This picture shows a Blood Angels
force created way back during the
second version of the game.
Although some of the models are
showing their age, it's still a
perfectly viable force that could be
used with the latest rules with a
minimum of fuss,

‘ ‘ Winning one more game in every
ten or twenty that I play really
doesn’t matter all that much. ,,

Winning one more game in every ten or
twenty that | play really doesn’t matter all
that much to me, not compared to having
an army | really like using and am
comfortable with. No, any changes | make
to my army will be because | want to add
some new models to my collection, or
because | see a chance to improve on the
tried and trusted tactics |'ve developed for
it over the years. | also have a funny
feeling that sticking with what | know and
love has a much better chance of
improving my win/loss ratio than any other
changes | could make would ever do.

And that's the end of another Standard
Bearer. As ever, please feel free to write to
me at the usual address. I'd love to hear
from you.

Write to Jervis at:

Jervis Johnson

c/o White Dwarf
Design Studio

Games Workshop
Willow Road
Nottingham NG7 2WS
United Kingdom

W n.-u-t.w.gamci-!.«fnrksl'n op.com
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Gun Barrels

One common use for the
Hobby Drill is boring out
the gun barrels on your
miniatures’ weapons. The
Tmm bits supplied with
the Hobby Drill are
perfect for drilling out a

.. -1| bolter barrel, for example.

You can make the hole
even bigger with the aid
of a round file from the
Citadel Files set - great
for heavy weapons.

» "
-

Pinning is a simple technique used to join
metal components when superglue alone
may not be strong enough. Typical
instances when a pin is needed include
joining together two large metal
components — wings are a good example
of this — or when the surface areas of the
parts that need joining are so small that
not enough glue can be applied. Pinning
is for joining metal-to-metal or metal-to-

C[,.[,ADE- i Hobby Drill
TOOLBOX

The Hobby Drill is a useful addition to any hobbyist’s toolbox.
The drill is, unsurprisingly, used for drilling holes into your
models. Here we demonstrate the two main reasons for doing
this: pinning metal models and drilling out gun barrels.

plastic components. You'll rarely, if ever,
have to pin plastic-to-plastic.

How to pin

You'll need a piece of wire for this job.
Paperclips are ideal for this — they are not
only readily available, but the drill bit
supplied with the Hobby Drill is the exact
width needed to fit a standard paperclip
snugly into a hole.

Drill a hofe in one part of the
maodel and glue the wire inta it

First cut the wire to the right Apply a generous blob of paint Drill a hole in the second

length, This will depend on the onto the end of the wire and component in the spot marked by
size of components vou are carefully bring the parts together so  the paint. Trim the wire if needed
pinning, but vou'll rarely need that the wet paint leaves a mark on  so that the two parts can meel,
mare than a centimetre in length. the other component. then glue the components together.

Holding the Hobby Drill

The Hobby Drill has been
specifically designed for drilling
holes in Citadel miniatures. As
such it is a very easy and
comfortable tool to use. Place the
drill in yvour hand as shown and
rotate the rubberised collar with
your thumb and forefinger. Apply
a small amount of pressure, but
don’t overdo it. Take your time
and let the drill do the work.

na
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inting Masters
owcases the
llections of some
ithe world’s best
iniatures painters.
Is month we talk
\Dave Thomas.

Dave Thomas has produced some truly
fantastic models in recent years. We have
Dave to thank for the Ork Weirdboy, Kurt
Helborg, and more Space Marines than you
can shake a stick at! Unsurprisingly, Dave is

\%#'  also a world-class painter too...

painters and sculptors who have

earned their spurs in the Studio over
the last few years, Dave’s first encounter
with the hobby was through MB’s
Heroquest game. “I got it for Christmas.
The Citadel miniatures that came with it
were the first fantasy models | had
encountered,” explains Dave.

The painted models illustrated on the
Heroquest box made Dave realise that the
figures were more than just playing pieces
so he set to work painting them. “I'd never
painted any miniatures before, so wasn’t
too sure how to do it. There were a couple
of hints — one mentioned undercoating, so
| dutifully undercoated the models in matt
white emulsion!”

After Dave's attempts to paint his first
maodels with wall paint, it was a couple of
vears before his next encounter with
anything Games Workshop related.
Towards the end of his school life he came
into possession of some Space Marines and
painted them up. However, it was at
college that Dave's love of fantasy
miniatures really took off. “Quite by
chance | became good friends with Wayne
England’s nephew. He was a great hobbyist
with a big collection so we
started playing lots of

I ike many of the current generation of

guys like Martin [Footitt — featured in
Painting Masters in WD339] in the
running, so it was going to be really hard
to get a place. | decided to go out on a
limb - leave my comfort zone - and so |
left Games Workshop and moved
elsewhere in the industry to train to
become a sculptor.”

It was a risky move, but one that
seemed to pay off. “I learnt many things
during that time — as well as the basics of
sculpting | learned how body shapes work
in miniature scale, something that has
stood me in good stead to this day,” says
Dave. After nine months away, Dave
decided that Citadel was his true home and
so returned to the Studio, this time as a
figure sculptor rather than a figure painter.

Whilst Dave now designs Space
Marines for a living, he still likes to put
brush to model. How would Dave describe
his style? “My painting heroes are Mike
McVey and Torben Schnoor, so there is a
certain amount of their styles in there. It is
very old school,” says Dave. “| don't use
light sourcing, non-metallic metal or
anything like that. In fact I'm so old
fashioned | use a white undercoat
wherever possible. My figures are very

games.” Wayne England, of “ My StYlE 1S very old SChOOl;

course, is a renowned artist,
who was working at Games
Workshop at the time. Dave,
Wayne’s nephew, and a few
other like-minded friends had
soon set up regular gaming
and painting sessions. It was the painting
that Dave was drawn to and began to show
a natural talent for. “We would do projects
together, such as a Bretonnian army.
Wayne happened to be visiting one time
and thought | could be good enough for
'Eavy Metal. He got me an interview with
the Studio manager and a few months later
| had moved down to Nottingham and
joined the 'Eavy Metal team.”

Dave spent four years as an 'Eavy Metal
painter, constantly refining his skills and
producing some truly fantastic-looking
models. After four years though, Dave was
keen to move on and not just paint figures,
but design them too. “I really had a strong
urge to become a sculptor,” continues
Dave. “At that time, however, competition
was fierce for the few Citadel trainee
sculptor positions on offer. There were also

I don't use light sourcing
or non-metal metal. ,’

bright, especially the faces as they are what
draws people’s eyes to the model.”

In an era where everybody likes to
spray their figures Chaos Black, it’s
interesting that Dave still prefers to keep
his undercoat white — we hope he's still not
using that matt emulsion! “It’s just my
personal choice. A black undercoat will
give everything a very dark look. White
blends things brighter, which fits my style
far more.”

It's not just white that Dave likes as a
colour, he also has an affinity for green. “It
was only after I'd selected the models to
photograph for this issue that | realised the
vast majority of my collection is either
humans or greenskins! | don’t know why,
but | just like painting green, | find it quite
relaxing. Even with Orc skin | aim for very
bright colours,” adds Dave.
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Commissar Yarrick

One of Dave’s favourite models is Commissar Yarrick. The power claw has been painted with a beaten brass technique,
which Dave learnt from fellow designer, Martin Footitt. The claw was painted a deep gold and then brushed with a
Chestnut and Brown Ink wash. He then re-applied the gold in patches using the tip of a drybrush. This process was
repeated to create a shimmering effect, and after four or five stages resulted in a rich, battle-worn look.

Hugo le Petit and Gui le Gros

Dave has always liked these cheeky Bretonnian outlaws. He’s actually had to paint Gui five times throughout his 'Eavy
Metal career, and is still not tired of him! Here he has positioned both miniatures on a small scenic base. As ever, Dave
has used a very light colour palette, the wooden shafts of the weapons and cask painted to look like they are made from
beech wood, rather than the usually deeper oak colours.

WHITE DWARF  PAINTING MASTERS: DAVE THOMAS



Kislev Musician

This was one of the first Citadel miniatures Dave sculpted, and the first one of his own models he painted. He opted for
a rich palette of blues and greens, using red as a deliberate contrast. Dave kept the face as the focal point, with the

ruddy skin and blond beard. Dave went to the trouble of painting lots of delicate freehand patterns along the cut of the
tunic to suggest opulence, showing that this Kislevite is a man of means. To finish the figure off, the base was given a

light sprinkling of snow scatter to set the piece in the frozen lands of Kislev.

The Ogre is the only real monster in Dave’s private collection. He’s added a

bit of narrative to the model by painting the trousers to look like they’re made
from a Bretonnian horse’s caparison on one leg and horse hide on the other!

The Night Goblin is a
bit of a departure for
Dave, as the model is
mostly black. Other
than the clean, bright
bones and mushrooms,
the Shaman uses a
muted, dark palette.
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Necron Warrior

This was a test piece for Dave’s Necron army which is still in progress. The model was basecoated in a light grey.
The warrior’s face was painted with a mix of Graveyard Earth and Bleached Bone, and the same mix was then used as a
highlight for the rest of the body. The gun was painted red as a contrast to the rest of the model.

Orc Warrior

This Orc has been painted in a “retro” 'Eavy Metal style. The skin is a very
bright green, and there’s the traditional white and black check on the armour
and shield. The scale armour was painted with Shining Gold and highlighted

with Mithril Silver. Note the fantastic, hand-painted Evil Sun shield.

Goblin Grail Pilgrim
Dave painted this classic Forest Goblin for his then- Another one of Dave’s own figures, this Pilgrim has
girlfriend. The gift must have worked, as she is now his scraps of Grail Knight heraldry and warhorse barding
wife — proof that there is no limit to the power of a stuck to his shield. Dave wanted to get across that
well-painted Citadel miniature! these fanatical souls are utterly devoted to the knights

that they follow — the ultimate fan-boys!
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Ursarkar Creed

This is one of Dave’s recent projects. He started him many years ago, but has only just got round to finishing him.
Dave has added a few extra bits of detail to the original model, such as the cyber-skulls from the Devastator frame,

chains hanging from the pistol grips, and the purity seals. Creed has been painted in Dave’s usual style, using a lighter-
than-average palette, hence the white overcoat and brighter uniform.

Freelance Knight

This Mordheim Freelance Knight has been Dave’s only entry into the Golden Demon Open category so far, just losing
out to Mark Bedford in 2000. Dave wanted to give the model a look of a travelling scrounger, which is why some of his
armour doesn’t match or is missing, and why his clothes look a little torn in places.

Dave’s Tip — Colour Harmon

Colour harmony is the technique of using a particular
colour across the entire model, and will often be mixed
into the other colours on the model too. On some
miniatures the technique is obvious, while on others it
will be far subtler. What colour harmony does is tie the
parts of a model together to get a very satisfying overall

look. It is a technique used all the time by artists who
paint on large canvasses, but it works equally well on
miniatures. In the example here, Dave has used the
colour harmony technique on his Imperial Guardsman
by adding grey to every area except the skin. Even the
browns are highlighted by adding grey to the mix.
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B fere are many different ways to go
r gout collecting an army. Some

| 'yers like to pick up the models on

e and then build a strategy around

sey’ve collected. Other players

rto dlllgently f:-::aml:r through the army

ere are calleatmrs who want a fDrL'E
presents a particular army from the

iting a miniature host representative of
Becific character or region. Most of us
probably fall somewhere in between these
firee options.

Whlch miniatures individual players
like the most is a very personal choice, so
"thefre’s not a lot to be said except, go ﬁ:mr it!
Similarly, there are many different ways the
Vampire Counts can be fielded as a gaming
force, and much of this is covered in the
Tactica articles on our website. For this
reason, I'm going to concentrate on the

' §=-: vampiric rule1s of Sylvania, the

| von Carsteins. This family-in-

' darkness provides a rich tapestry
. of characters and events that can
. inspire an army, and their
- history incorporates

' everything from the

' army list. Some are great
b wielders of magic, others
L were awe-inspiring

| leaders or gifted warriors.
(' The choice is yours! Of course, a
| big advantage of fielding the von
4 Etarsteinﬁ is the opportunity to
‘use special characters such as

| @d and Mannfred.
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Vilad blends Necromantic ability with

an awewme fighting prowess.
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h.!stary of the Vampire Counts is rich with inspiration for
f' rent types of armres In thrs article, Gav Thorpe shows

third option — that of putting together a
Vampire Counts force inspired by a
particular piece of background.

There are plenty of battles described in
the Vampire Counts army book, as well as
the armies of Vampire Lords (and Ladies!)
across the length and breadth of the Old
World. Any and all of these can serve as a
catalyst for an army, a hook upon which
yvou might hang your choices of miniatures
and paint scheme. The best way to find out
what appeals to you is to read the
background and see what piques your
interest. It might be a whole period of
history, or a box of text, or even a single
line of action or dialogue. I've known
hobbyists who have taken the smallest
seeds of an idea and grown them into
spectacular armies. If you can summarise
the army concept you want to create in
one or two lines, that can really help to
focus what you pick = you can expand the
details of the army’s story later on.

Mannfred von Carstein is weﬂ J-!:-

versed in the powers -:;af da 1# 55
sl Bl el i




The focus of an army is usually most apparent with your
choice of characters. With so many different Vampiric
Powers, a Vampire Counts player can really go to town.

to lead it and in the case of the

Vampire Counts this is, unsurprisingly,
a Vampire! The way that the Vampiric |
Powers have been divided up shows some
of the ways that your choices can be used
to add personality to your general, and
therefore your force. For example, the
Courtly abilities are a great way to
represent the dark nobility of the von
Carsteins, while the Arkayne and the
Master powers deal with the arts of
Necromancy and so are very appropriate
for the decrepit but highly magical
Necrarchs. The knightly Undead warriors
of Blood Keep are easily represented by
skills from the Martialle section — Dread
Knight seems an obvious choice in this
regard! The tale of the fall of the city of
Strigos and the wretched Vampires who
fled from there might inspire you, in which
case the abilities under the Bestialle might
be the best way to go.

Of course, you are free to mix and
match from any of the categories, so there’s
no need to restrict yourself to powers and
Vampires from just one category. If you
want a Nightmare-riding knight of death
who commands a legion of Skeletons, then
simply combine Dread Knight and Lord of
the Dead. Conversely, a withered, ancient
creature that has dwelt in crypts and
towers for thousands of years might be
better represented with Supernatural Horror
and Hunter in the Dark.

It's not all about Vampires though,
because your characters can also include
Necromancers and Wight Kings. Whether
or not you include any of these at all will
give your force a different flavour. A
Vampire who is a loner, surrounded only
by Wight lieutenants bound to his will,
would be a nice theme too.

Don't forget the mounts either! A
terrifying Lord of the Undead on a Zombie
Dragon says something very different about
your army than one fighting on foot. There
are a good variety of Undead creatures on
which to mount your characters, so that
you might have all of your Vampires on
Nightmares, for example. Alternatively,
vour general might be mounted on an
Abyssal Terror while his subordinates all
ride to battle upon winged Hellsteeds!

The Abyssal Terror is worth more than a
passing mention, because it is a
nightmarish beast that can come in a
variety of guises, allowing keen modellers
to really let rip with their imaginations. A
Vampire inclined to Necromancy could

E very Undead army requires a general

ride out upon an Abyssal Terror made of
the zombified remains of-lots of different
creatures, in keeping with his shambolic

“horde. A von Carstein Lord, in contrast,

might prefer some form of Undead Griffon,
in a macabre parody of the Elector Counts
of the Emperor. At the Siege of Altdorf,
some of Vlad’s Vampires flew to battle atop
the animated remains of Wyverns. Why not
have a look through the huge number of
monstrous, winged creatures available
throughout the Citadel range and see if one
inspires you to come up with a story for
your army?

When working on the army book, |
particularly enjoyed expanding the story of
Konrad von Carstein, so | am going to
choose a force that centres on his bloody
campaign into Averland. Since Konrad was
not keen to share power with his Vampire
kin, and had no Necromantic ability of his
own, a pair of Necromancers will serve as
his thralls. | think a Wight King bearing a
battle standard would also be in keeping
with this image, as Konrad wants everyone
to know how important he is.
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A scion of lost Strigos, the
Black Prince rules over
one of the realms of the
Border Princes, attended
by his court of fellow
Vampires and Crypt

Gashnag’s army with
Vampires using the
Severed and Arkayne
powers, leading an army
with Crypt Ghouls and
Dire Wolves as its Core
choices. You could also
include a Necromancer to
represent one of the
mysterious Strigany
descended from Gashnag’s
original subjects in Strigos.

Ghouls. You could field " 7

N7 ACTA e

As befits a former noblewoman
of the Empire, this Vampire
Countess surrounds herself
with powerful servants to do
her dirty work for her!
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Silver Pinnacle %
Y

In the Worlds Edge

Mountains stands the

ancient tower of Silver

Pinnacle. Now it is a lair
| of the Undead, ruled over

<% by the Undying Queen of

= | Lahmia, Neferata. Neferata
¢ | would find Crypt Ghouls

and Zombies noxious and

undignified, and would

= | prefer to draw upon

;| Skeletons and Grave

<] Guard. In the same vein,

..+.| she is more likely to be

.. .| accompanied by Vampires
| and Wight Kings than

w0 % scabrous Necromancers.

CORE UNITS

Skeletons, Zombies and Crypt Ghouls can all be used to fulfil :
the mimimum number of Core choices you must include in |
your army — but which to choose?

any Vampire Counts armies will
contain a mix of all three, but
there’s no reason why you can't
concentrate on just one or two of these
units to add a certain dynamic to your
force. For example, having four or five
units of Zombies would be entirely in
keeping with the shambling hordes of
Vampires such as Melkhior or Zacharias
the Everliving. Conversely, the Red Duke of
Bretonnia might be accompanied by rank
upon rank of Skeleton Warriors — regiments
of his dead men-at-arms.

The other Core choices can also be
used to add a particular flavour or build
upon a theme already established with
vour characters. Packs of ravening Dire
Wolves always look good in a von Carstein
army, while Bat Swarms would be fitting
for a Vampire who has made its lair in an
abandoned tower or castle.

The Corpse Cart is a strange and
disturbing apparition, seen mostly in the
wilds of Sylvania, but also encountered as
far afield as Mousillon in Bretonnia and
across the wider Empire. Its powers work
well on any nearby Undead, but Corpse
Carts look great when part of a massive
horde of Zombies! The sight of scores of

wsthwarzhelms==8
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This bestial Vampire is surrounded by creatures that share
his twilight unfife in an abandoned cemetery somewhere
in the Old World. Crypt Ghouls, Dire Wolves and Fell

Bats are ready to serve at his command.

Zombies trailed by these macabre wagons
is a fantastic image, and one well worth
considering for your battlefield. You can
even use Corpse Carts as mounts for your
Necromancers should you wish, adding
even more to the story of your army.

Don't forget that some of the Vampiric
Powers — those under The Master — directly
increase how well your Vampire can
summon some of these Core units, so make
sure that these complement one another. If
you can repair greater numbers of Skeleton
Warriors, for instance, then why not
include two or three units rather than just
one? Conversely, if you envisage your army
hailing from the wilderness, it might be
worth investing in Summon Creatures of
the Night to bolster your units of Bat
Swarms and Dire Wolves.

For Konrad’s army, I'm going to take a
fairly mixed selection of Core units.
Without much Necromancy in the army,
there’s probably not going to be too many
new units raised, so a good number of
Zombies to provide weight of numbers
from the start will prove useful. Other than
this, I've concentrated on Skeletons to
reflect the more martial nature of Konrad'’s
unliving host.
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As well as your
choice of troops, the
way you paint your
army can say a lot
about where it
comes from. In fact,
you might just need
a distinctive colour
scheme to tell the
whole story. Here
are just a few ways
that your colour

palette and bases Some of the dead are truly 5

ancient, having been slain in
battles that raged before the
Empire was founded. Raised by e

the power of necromancy, these e
primeval warriors might have
heavily corroded armour and

archaic wargear as shown here,

This Skeleton Warrior was
inspired by the story of the Corpse
Run, a river tainted with
warpstone that reanimates the
dead. The walerfogged base and
rust streaks on the shield show
how a skeleton might look as it
marches from the dreaded waters,

It is said that on the borders of the
can show the origins Chaos Wastes where Dark Magic

R gathers, the dead do not rest
¥i of your Undead. easily and fallen sofdiers return to

attack their former comrades. This
. Skeleton could be just such a

e revenant, with its unearthly

o colours and snow-covered base.

SPECIAL UNITS

As Special units are more limited and often cost more points
than your Core choices, you might only have two or three in

your army, so picking them is an important decision.

you to build on your strengths or to

introduce units that counter possible
deficiencies in your Core regiments. The
same could be said for your army
composition with regard to style, flavour
and theme.

By this | mean that the Special units in
your army allow you to really build on a
theme that you've already established with
yvour other choices, but also allow vou to
introduce a different element into your
army dynamic. Units of Grave Guard and
Black Knights suggest an organised,
disciplined force, such as the type of army
that might be led by a more militaristic
Vampire. Having two or three units of
these will give your army a very imposing
appearance. On the other hand, a single
unit of Grave Guard really stands out
amidst a sea of filthy Zombies, Corpse
Carts and decaying beasts, and makes an
impressive bodyguard for your general.

Spirit Hosts are more wild and spooky,
and suggest an army drawn from the
ancient barrows and cairns of the
mountains. Combine these with
Necromancers and Crypt Ghouls and you
have a force that encapsulates cemeteries
so well that you can practically smell the
grave dust!

If you've got plenty of Dire Wolves and
Bat Swarms in your Core units, then you
may feel inclined to add some Fell Bats to
continue the theme. This might be the

rl-q.aq:til::all'}.r speaking, Special units allow

army of a Vampire hiding out in the dark
places of the world, unleashing his rotting
creations upon unwary travellers from the
shadow-filled grottos of the deep forests or
spider-haunted caves in the Grey
Mountains. Alternatively, a single unit of
Fell Bats in an army otherwise made up of
Skeletons and Grave Guard might be the
bloodthirsty pets of the Vampire general,
brought to battle to feed upon his foes...

In the history of the Vampire Counts,
much is made of the Drakenhof Guard,
and Konrad never marched from Sylvania
without them. In this army I'm going to
field these as Grave Guard armed with
great weapons; a deathly mockery of the
elite Greatsword who attend living Elector
Counts of the Empire. Konrad is lord of
Sylvania and when he marches forth, the
beasts of his benighted land follow in his
step — in this case, a unit of Fell Bats that
swoop ahead of Konrad's army, seeking out
his prey.

i
The Red Duke

When the Duke of
Aquitaine returned
mortally wounded from
Araby, none could have
known that he had
brought with him the
curse of Undeath. Soon
after his return he had
died and risen again as a
foul lord of the Undead.
Within hours he had slain
his loyal retainers and then
raised them back from
death to serve him once
more. A retinue of the Red
Duke provides a great
opportunity to field lots of

Black Knights ~ once loyal
Knights of Bretonnia. At
the head of this
reg]mEntEd'-arlt‘I}-’ should
be a unit of Blood Knights,

skeletal men-at-arms and ©

led by-the Duke himself..

LY
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Host of Hel FenneZ v
Hel Fenn is infamous for
being the place where
Mannfred von Carstein
made his last stand, but it
had been a source of
terrible legends for many
hundreds of years before.
.| The tribes of Sylvania used
v 2| to bury their dead in the

"] swamp and now the marsh
. is haunted by a host of

- | Zombies and ghosts. If you
4 wanted to field this as a
.| force, why not pick an
- | .army of Vampires with the
.+ Spectral Form power,
4| leading Zombies, Spirit
1| Hosts and Cairn Wraiths?

Grave Guard accompany a powerful
Vampire Count who has the feared
Blood Knights in his employ.

RARE UNITS
The Rare section of the army list contains not only the most

deadly creatures in the Vampire Counts army, but also some
of the most stunning models!

Vampires have a natural connection

to the monstrous Varghulf. An army
of Bestialle characters, Crypt Ghouls, Fell
Bats and Dire Wolves is given the finishing
touch with a Varghulf — or maybe even
two. Your foes will be filled with dread at
the sight of these monstrous Vampires
prowling through packs of Crypt Ghouls
towards their troops. In an army mostly
comprising of infantry models, getting to
paint a large and imposing model like a
Varghulf can be a lot of fun too. Read the
story of the Krudenwald Fiend in the army
book and you'll get the picture...

Cairn Wraiths led by a Tomb Banshee
add a very different type of unit to the
army. As skirmishers, they can drift around
the rest of your troops, and work quite well
alongside ranks of Skeletons, Grave Guard
and Black Knights. There are many ways to
paint these Ethereal creatures, and they can
add a touch of a different colour to your

T he bestial descendants of the Strigoi
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force, or be used to add something that
breaks the routine of painting all that bone
and rotting flesh!

For an army of Sylvania, there are few
centrepieces more appropriate than a Black
Coach. Ever since Vlad’s first appearance at
Castle Drakenhof, there’s been an intimate
link between mysterious coaches, howling
wolves and von Carstein Vampires. A Black
Coach flanked by two units of Dire Wolves
is not only a great image, but also a pretty
useful force on the battlefield — the Black
Coach has the Vampire rule and this means
that the Dire Wolves can march if they start
within 6" of it. So, you can see that fitting
to a particular background doesn’t have to
be at the expense of competitiveness!

As well as the Varghulf, there’s been
another new addition to the Rare choices
of the Vampire Counts: Blood Knights. The
most obvious use for these death-dealing,
Nightmare-riding Vampires is as part of a
host from Blood Keep. Led by characters
with the Dread Knight power, and
supported by units of Skeletons and Grave
Guard, the Knights of Blood Keep can
march to battle under your command.

However, there’s no reason not to
include some Blood Knights in your army
even if you want to create a Sylvanian
host, or the horde of a despotic Vampire
from the south, or whatever your chosen
story may be. Though rumours abound that
Walach Harkon is reforming the Order of
the Blood Dragon, the Blood Knights were
cast from their fortress centuries ago and
have since travelled the world as
mercenaries and adventurers. From the
battlefields of Bretonnia to the frozen
Chaos Wastes, the Blood Knights have
sought out the most notable enemies to
vanquish. This pretty much gives us carte
blanche as players to include them
whenever we feel like it!

On a related note, with a special paint
job and perhaps a little converting, the
rules for the Blood Knights could easily be
used for other Vampiric cavalry, such as
the minions of the Red Duke or the
dreaded Pale Riders of Nagashizzar (| just
made up this last one, but it shows what
you can do with a little imagination).

It's mentioned in the history of the
Vampire Counts that Konrad enlisted the
aid of the Order of the Blood Dragon, and
so my first Rare choice for the army will be
a unit of Blood Knights. The mad count
had his Necromancers entrap many spirits
from Grim Moor, and so I've added a small
unit of Cairn Wraiths too.
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Once you've got the outline of your army in yo:ir head, or
even written down, it’s time to start working out the details
— options, points values and so forth.

o back and modify any earlier

choices if they add to the character,

but keep your one-line summary of
the army as an oft-repeated mantra while
you are doing so.

With your army list chosen, it's time to
add that extra flair and effort that turns it
into an army that you'll be proud of. Think
about the colours and iconography of the
army, name your characters and units, and

Konrad's army in all its glory. After putting in

evervthing mentioned earlier, | still had points left
for some magic standards, extra Cairn Wraiths and
a unit of Dire Wolves.

‘come up with the story of how your army

came to be. Write it down and have a copy
with: you when you go to the store or club,
so that you can give it to opponents.
Believe me, that little extra work is worth
the effort!

Anyway, | hope I've inspired you to
think a little bit more about your Vampire
Counts army, or any other army for that
matter. Happy gaming!

Konrad’s
Averland Invaders

Heroes
Konrad von Carstein
145 points

MNecromancer

Raise Dead, Dispel Magic
Scroll and Nightshroud.

115 points

Necromancer

with Invocation of Nehek,
Vanhel’s Danse Macabre,
Dispel Magic Scroll and
Power Stone.

115 points

Wight King :
with Battle Standard and
the Accursed Armour.

125 points

Caore Units
30 Zombies
with standard and
musician.

132 points
20 Skeletons -
with hand weapon and
shields, full command and
Banner of the Dead
Legion.

205 points

20 Skeletons
with spears and shields,
full command and Icon
of Vengeance.
225 points

10 Dire Wolves
80 poinls

Special Units

10 Grave Guard

with great weapons, full
command, and Standard
of Everlasting Death.

175 points

3 Fell Bats
60 points

Rare Units
4 Blood Knights *
including full command
and Flag of Blood Keep.
\ 345 points

5 Cairn Wraiths &>
including Tomb Banshee.
275.points

Total | = 1997 points

3
A s g s

- www.games-workshop.cam
£ b g

with Invocation of Nehek, " [+ %

%
-
R, B
:
4

- ] ol .
s o VLA ¥
. " 1 i, [Tt BT o
F R il 2 - e -
& rTr e g s r s man pa =l
e 1 J S, T S o
L e . =

L]

5
| Ty

e YIRS s T g T




|
fi_‘;
I

had moved from the Worlds Edge
Mountains in the east, against the wind.

By dusk it bad swathed the banks of the River
Stir in darkness. Half a mile back from the
western bank, drawn up along Bleak Ridge, the
army of the Elector of Ostermark shivered in the
unnatural cold.

The sun was little more than a pale disk
- bebind the dark clouds that now roiled above
& them, robbed of all light and warmth. In the
~ cold and dark, a mist began to rise from the
river. The gurgling and slapping of water
amplified and flattened as the fog thickened; a
bank of dense mist bubbled over the bank and
began to creep westwards towards the soldiers
= of the Empire.
358 Other sounds could now be heard: creaks,
groans, rattles, and muffled chanting. Horsemen
~ suddenly appeared, galloping bard from the
= direction of the Erswester bridge. They were

2 Pistoliers and their calls of alarm needed no
further explanation — the enemy bad already
S~ laken the crossing.

Wreathed in the crawling mist, Zombies
S emerged, shuffling forwards with awkward,

' ;— lop-sided steps. Row dfter row of newly-risen
£ creatures shambled onwards, their eyes vacant
= but for the baleful glow of magic. The shout of
o an artillery captain sounded flat and distant
& in the murk, and a moment later three dull
- roars heralded the firing of the cannons.
Cutting swirling trails through the mist, the
cannonballs ploughed into the Zombies,

o sending limbs flying, smashing bodies to paste,
& carving furrows of flesh in the Undead ranks.
Nimbuses of unholy power grew within the
- mist, bighlighting haggard-faced Necromancers
Y cloaked in the skins of men, leaning atop staves
* carved of bone and gristle. Under the magical

-~ urgings of the decrepit wizards, bone knitted
with bone and flesh fused as the ragged Zombies
felled by the cannons dragged their paris
: together once more. With lipless moans, the

= Zombies clawed back to their feet and resumed
= their stumbling advance.
= Crossbow bolts and handgun shot screamed
through the mist, cutting down whole ranks of
* the shambling Undead. The crackle of the
= Pistoliers’ weapons joined the fusillade; dozens
" of corpses flopped and wriggled upon the
-~ ground like beached fish.

i Hideous, screeching bats flapped out of the
- gloom to swoop down upon the beads of the
o gunners. Other flying beasts, more monstrous
- still, circled in the cold skies, silbouetted against

T he storm bad come quickly. Since noon it
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the pale light of the setting sun. To the north a
dire horn resounded and evil-looking knights
cantered forward upon unnatural black-skinned
steeds. Their armour was lacquered with
crimson, they beld wicked lances in their
gauntleted bands, and above them flew a ragged
standard showing a great red dragon. They were
accursed knights from Blood Keep, brought to
this battlefield by bloodthirsty pacts best not
dwelt upon by the minds of the living.

Regiments of skeletal warriors joined the
Zombies, advancing in unison, marching
implacably forward step after step. The storm
broke above the Skeleton legion and lightning
[flickered through the skies, reflected off
tarnisbed bronze, rusted iron and bare bone.

Gibbering grunts and mournful bowls
greeted the rain as it began to slash down,
announcing the arrival of the Crypt Ghouls.
They bounded forward in packs, wary of the
storm that matted their bairy bodies, sniffing
the air around them. Some carried bones and
crude stone weapons in their mishapen claws;
others simply bared their long fangs and
snarled at the men of the Empire.

Having crossed the river, the army of
Svlvania balted and stood in dreadful silence.
For what seemed like an eternity, the Undead
army waited. Unmanned by their fear, a few
soldiers dropped their weapons and broke
ranks, the shouts of their sergeants deaf in their
ears. The Undead bost parted, opening a gap in
their numbers. Along this avenue of Undeath
advanced a regiment of dread Wights, decked in
rusted armour, their skeletal bands gripped
around glowing swords. One bore a macabre
banner, emblazoned with a name: von Carstein.
These were the Drakenhof Guard, wicked
knights sworn to serve the Vampire Counts of
Sylvania for eternity. Wisps of dark sorcery
trickled from their eye sockets and played as a
nimbus around their winged belms.

At their bead strode a monstrous figure of a
man. He wielded two swords, one of them
burning with pale green flame. His face was
bare, twisted into a raging snarl that revealed
fangs as long as daggers. A shock of wild bair
[framed the feral face, and dark eyes that
pierced souls bore into the bearts of the Empire
soldiers. There was rage in that stare... and
utter madness.

A frightened whisper began somewbere in the
Empire line; was taken up and amplified, until
the soldiery of Ostermark were hissing and
cursing with fear. 2
“Konrad... The Beast is bere!” iR
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1. he subject for this

ssue’s ‘Eavy Metal

. Mannfred von

© Carstein, dread

. Vampire, baleful
ecromancer and

Count of Sylvania.
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go faint just by being in his striking,
chrarismatic presence.

The Imperial Lord, however, was a

deception, a magical disguise to hide

Mannfred’s true nature. When Mannfred
finally chose to reveal his true self he was
infused with necromantic energy. Mounted

atop a terrible Nightmare, he was a
terrifying sight for all to behold.

“ You Will Need

Chaos Black Spray
‘Ard Coat

Bestial Brown
Bleached Bone
Bronzed Flesh
Brown Ink

Black Ink

Blood Red

Chaos Black
Codex Grey

0000000 0®
9000000009

annfred von Carstein spent many
years in the guise of an Imperial
Lord with bold features and a
shock of raven-black hair. It is said the
noble ladies of the courts he visited would

You will need these colours from the Citadel Colour and Foundation ranges of paints.

Mark Harrison’s brilliant miniature
captures this image of Mannfred at the
height of his power, when he was
commanding the hordes of Sylvanian
Undead against the Empire. To make sure
the model got the treatment it deserved we
handed it to Neil Green, a veteran of the
‘Eavy Metal painting team.

Neil's first job was to clean up all the
metal components with a Hobby Knife and
Hobby File. The next step was to assemble
the figure and undercoat it Chaos Black.
Count Mannfred von Carstein was then
ready for painting.

Graveyard Earth Skull White

Khemri Brown Scorched Brown

O

@
Liche Purple . Shadow Grey
Mithril Silver () shining Gold
Regal Blue . Scorched Brown
Shining Gold Tentacle Pink
Space Wolves Grey . Warlock Purple
Scab Red @ vomit Brown
Shadow Grey . Blue Ink
Scaly Green




The chainmail was painted using
the same colours as the weapon
blades, The only difference is that
Neil used a very light drybrush for
each stage,

While Neil was painting the figure he kept the model in This was followed by thin layers of Boltgun Metal, followed
two separate parts — Mannfred’s torso and the barded by Chainmail, and finally a coat of Mithril Silver. Neil
Nightmare. He started by first building up the silver and finished off the sword and scythe blades with an ink shade
gold, notably, the steed’s chainmail barding (A), and that consisted of a 3:1 mix of Scab Red and Black Ink. The
Mannfred’s scythe (B) and sword (C). The basecoat for these  wash was lightly brushed all over the blades, with a heavier
areas was a 1:1 mix of Boltgun Metal and Chaos Black. concentration near the hilts of both weapons.

Painting the Gold

Step 1. A 1:1 mix of Shining Gold and Scorched
Brown was applied as the bhasecoat. When this
was dry, Neil added a deep shade to the
basecoat with a 3:1 Scorched Brown and Chaos
Black wash, applying it deep into the recesses.

—

Step 3. The next laver was a highlight using a 1:
mix of Shining Gold and Mithril Silver. Neil then
covered the whole area with a wash of watered-
down Brown Ink. A final highlight of Mithril
Silver was then applied.

Step 2. The next step was to repaint the gold
with the basecoat mix (as used in step 1) leaving
the recessed areas uncovered so the previous
wash was visible, Neil then started highfighting
the raised areas with pure Shining Gold.

Black Armour

For the armour, Neil used
a 3:1 basecoat mix of
Chaos Black and Shadow
Grey. He highlighted the
raised areas by adding
Bleached Bone to the mix
for two more layers. The

third and final highlight

Step 4. For the final stage, Neil applied two coats was pure Bleached Bone.
of a thin Scorched Brown glaze, making sure the Neil then applied a glaze
first layver was dry before applying the second. of thinned-down Scaly

The glaze helped to blend all the separate layers

e Green over the armour.
together and smooth out the finish.
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Painting Mannfred’s Skin and Fur

When the skin had been painted, Drybrushing is a messy technigue,

Neil added some paint effects like so be sure fo pet all the little bits of
the pale veins visible an the side of the fur cloak out of the way before
Mannfred's head, achieved with a maving onto other areas,

fine tip and a steady hand!

t's always worth planning out the order in which you some drybrushing, a messy technique that should be done
intend to paint your figures. As a general rule of thumb it's before the skin. No matter what area you work on there is
always best to work from the “inside out”. However, there always a chance your brush may slip and you’ll put paint
are many exceptions to this and so you should give a bit of  where you don’t want it. In these situations, the best option
thought to every model before you begin painting. For is to flood the area with water to wash away the paint spill
instance, with Mannfred, Neil knew the furs would need hetore it dries.

Painting the Skin and Face

. 1 -
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Step 1. Neil started with a very Step 2. Bleached Bone was added  Step 3. The next highlight was

dark baseceat so it would act as to the basecoat mix, and this was applied with even maore Bleached
the shade as well, He used a 3:1 used as the first highlight, which Bone added to the mix. Neil

mix of Bronzed Flesh and Neil painted over evervthing but painted the eyes by dotting Skull
Scorched Brown. the deepest recesses. White either side of the pupil.

The Fur

All of the fur was painted
with a basecoat of Bestial
Brown. This was then
followed by a drybrush
using a 1:1 mix of Bestial
Brown and Vomit Brown.
The next three layers were
painted highlights, using
Vomit Brown, then

Bleached Bone and, finally,
. Y Step 4. Skull White was added to Step 5. Regal Blue was added to Step 6. A final highlight of Skull
Skull White. A glaze of : e nlat . ; :
o Tl owss snaladdll the mix and ﬂnﬂfha_“ highlight was the fast highlight mix, and this was ~ White was added to I‘h_e very edges
PP applied, concentrating more on the  painted around the eyes. A spot of of the raised areas. Painted details,
over the fur to tie all the raised areas. Neil then repeated Skull White was added to the such as the veins, were applied
layers together. this layer with more white added, bluish mix to highlight this area. with Neil’s legendary steady hand!
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The Nightmare’s flesh, most
prominently seen on the tail, is
worked up from a small palette
af just Khemri Brown, Scorched
Brown and Bleached Bone,

For the next part of the project Neil focussed on Mannfred’s
terrifying steed, specifically the creature’s skeletal head (A),
its hooves (B) and serpentine tail (C). As he was using pale

colours to get the effect of bone at this stage, he also

tackled the spiky protrusions jutting from Mannfred’s back

(D). The spikes were painted using a Scorched Brown

The bands on the
spikes are painted
gold using the
method describecd
earlier. ft's best to
paint the spikes

on the banding.

before you start work

basecoat and then highlighted with a 1:1 mix of Scorched
Brown and Graveyard Earth. This was followed by
successive layers of Graveyard Earth and then Graveyard
and Bleached Bone, up to pure Bleached Bone and, finally,
Skull White. The points were painted by adding increasing

amounts of Chaos Black to the mix.

Painting the Skull

Step 1. The skull was given a

hasecoat of Scorched Brown. An

ink shade using a mix of 1:3

Scorched Brown and Black Ink was

then applied to the whole skull.

Step 4. This stage consisted of

another two highlight lavers. The
first was pure Bleached Bone, the
second was a 3:1 mix of Bleached

Bone and Skull White.

Step 2. Neil reapplied the

Scorched Brown base, leaving the

ink uncovered in the recessed

areas. A liberal highlight of Bestial

Brown was then painied on top.

Step 5. The final highlight layer
was a thin coat of Skull White.
Neil added a second layer to the
extreme edges, ensuring that the
overall effect was subtle.

Step 3. For this stage a highlight
using a 1:1 mix of Vomit Brown
and Bestial Brown was used. A
further layver of Vomit Brown was
applied to the raised areas.

Step 6. Neil painted the chips and
scratches on the skull with fine
lines of thinned-down Scorched
Brown, and highlighted the edges
with Skull White.

Nightmare’s Skin

The Nightmare’s flesh
received a basecoat of
Khemri Brown. It was then
shaded with a 1:1 mix of
Khemri Brown and
Scorched Brown. A second
shade was applied with a
1:3 mix of Khemri and
Scorched. The raised areas
were then highlighted with
a Khemri Brown and
Bleached Bone mix — more
Bleached Bone was added
with every layer until Neil
was using just Bleached
Bone. The final highlight
was a 1:1 mix of Bleached
Bone and Skull White.
Finally, Neil applied a
Scorched Brown and
Chaos Black glaze to the
shaded areas.

www.games-workshop.com 95



The straps were painted using
the same method as Mannfred’s
gauntlets, below.

For the next stage Neil concentrated on Mannfred’s ethereal

cloak (A), his gloved hands

caparison (C), which is a form of cloth barding, seen here
underneath the steed’s chainmail. The caparison was
painted using the same method as Mannfred’s cloak. Neil
also tackled other bits of detail like the bats (D) and the

Leather and Wood

The red leather started
with a basecoat of Scab
Red, followed by a 1:1
Scab Red and Blood Red
mix that was worked up to
a highlight of Blazing
Orange. A 1:1 Scab Red
and Chaos Black glaze was
used to blend the layers.
The weapon shaft received
a 3:1 basecoat of Chaos
Black and Bubonic Brown.
Successive layers added
more Bubonic Brown to
the mix until Neil was
working with pure
Bubonic Brown. The shaft
was highlighted with a 1:1
mix of Bubonic Brown and
Bleached Bone.

The tome was given a 1:1
basecoat mix of Chaos Black
and Scab Red. Bleached Bone
was added to the basecoat mix
for the next two lavers, before a
Chaos Black and Scab Red

glaze was applied.

(B) and the Nightmare's

The bats were
painted with a Chaos
Black, Scorched
Brown and Gravevared
Earth mix, as
described below.

tome Mannfred carries on his person (E). The bats were
basecoated with a 3:1 mix of Chaos Black and Scorched
Brown. They were then highlighted using the same
basecoat mix with equal amounts of Graveyard Earth
added. The next highlight was Codex Grey and this was all
tied together with a Chaos Black glaze.

Tentacle Pink.

Painting the Cloak and Spirits

Step 1. The cloak was basecoated
Liche Purple, while the spirits were
painted Shadow Grey. A 1:1 mix of
Regal Blue and Black Ink was
washed over the whole area.

Step 4. The spirits were then
highlighted with Space Wolves
Grey. The raised areas of the cloak
received a highlight of pure

Step 2. The spirits were touched Step 3. The cloak was highlighted
up with a 1:1 mix of Shadow Grey  using the previous mix, plus a spol
and Space Wolves Grey. The cloak  of Tentacle Pink. The spirits were
was layvered with a 1:1 mix of highlighted with a 1:3 mix of
Liche Purple and Warlock Purple. Shadow and Space Wolves,

Step 5. The cloak was weathered Step 6. The spirits were given a

by applyving a Scorched Brown final highlight of Skull White. The
wash lo the edges. A glaze of Blue  cloak was "worn in” even further
Ink was applied to the spirits to with a light stippling of Chaos

smooth out the previous layers. Rlack around the edges.
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The glowing eye of the Nightmare
was built up using Scaly Green
glazes, the exact method for which
is described below.

Mannfred's cloak viewed from
behind, illustrating the three separate
areas: bats, cloth and spirits.

Red and purple not only provide a
fitting, regal contrast, but are also
traclitional colours of the Undead.

The Nightmare’s ornate criniere
(neck barding). Note the weathering
on the black plates.

Mannired von Carstein unleashed,

Mannfred was now ready to be attached to his legs! Neil
then had to just finish the last few details and base up this
fantastic miniature. The most notable of these was the
Nightmare’s ethereal glowing green eye. To get this effect
Neil first painted the eye with a Scaly Green glaze inside
the socket. A second glaze followed using a 1:1 mix of

Scaly Green and Bubonic Brown. Around the eye socket
and along the nasal ridge of the skull, Neil applied a 1:3
glaze mix of Scaly Green and Bubonic Brown. When dry, a
further glaze using the previous mix with a spot of
Bleached Bone, was applied to the same area. Finally, a dot
of Skull White was placed in the eye socket.

Bloodstains

Step 1. The realistic blood smears along the
sword were created by dabbing watered-down
Blood Red along the blade with a fine brush.

Step 2. For the next layer, Neil used a 1:1 mix of
Blood Red and Chaos Black, applying it to the
more concentrated areas of the smeared blood.

Step 3. Finally, ‘Ard Coat gloss varnish was
brushed on to the blood smear, giving the blood
a wet, glistening effecl.
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The Citadel Colour and Foundation paint ranges contains over 70 different colours, each
specifically designed and formulated to coat Citadel miniatures. Our paints are available in
a wide range of sets, or can be purchased in individual pots.

CITADEL MEGA PAINT SET

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

Mega Paint Set....£150, €200, 1600dkr,
1900sek, 1900nkr

BATTLE FOR SKULL PASS PAINT SET BATTLE FOR MACRAGGE PAINT SET MINES OF MORIA PAINT SET

A great first hobby starter paint set. This set Inside you will find a selection of paints, Designed for new players of The Lord of the
contains one paintbrush, six paints and 10 three plastic Space Marine models and a Rings, this set contains 12 plastic Moria
plastic Night Goblins. starter paintbrush. Goblins, six paints and a paintbrush.

Mines of Moria Paint Set ..
£12,.€20, 140dkr, 1?ﬂsek znﬂnkr

Battle for Skull Pass Paint Set .. Battle for Macragge Paint Set ..
£12, €20, 140dkr, 1?ﬂsek Iﬂﬂnkr £12,€20, 140dkr, 1 ?ﬂsek Eﬂﬂnkr

HOBBY STARTER SET FOUNDATION PAINT SET R

This set is great whether you're new to the The Foundation Paints have been designed r-uu"%mnu
hobby or looking to expand your collection to provide great coverage. This set contains “‘!.';?'f;,”‘
of paints and modelling essentials. all 18 Foundation Paints.

Hobby Starter Set.......ccevennnns Foundation Paint Set.. Individual Paints...

£25, €40, 300dkr, SSI‘Jsek 350nkr £30, €40, Eﬂﬂdkr, EEHEEK 35{lnkr £2,€2, Sﬂ, Iﬁdkr, 355Ek #ﬂnkr




CroNUEL Golour Chart

With the brand-new washes being released next month, we’ve taken the opportunity to
review the Citadel paint range. This means that some colours and inks have been
removed from sale or are in very limited supply. These are labelled on the chart below.

EiEdel Colour

Bad Moon Yellow Hawk Turquoise

Limited stock!

Sunburst Yellow Scaly Green

Limited stock!
|

Golden Yellow

Bronzed Flesh
Limited stock!

: Fiery Orange
I__J Limited stock!

| Blazing Orange

Dark Angels Green

Snot Green

| Goblin Green

- -

[
I Scorpion Green

Sy

Blood Red Rotting Flesh

Red Gore _ Camo Green

Scab Red Catachan Green

Terracotta Graveyard Earth

Limited stock!

Dark Flesh

Scorched Brown

Bestial Brown

| Tanned Flesh
' Limited stock!

Vermin Brown

| Dwarf Flesh

Snakebite Leather

——
g \ Bubonic Brown

Elf Flesh

Tentacle Pink
Limited stock!

p—

Liche Purple

I
I Vomit Brown
I ¥

Warlock Purple | Desert Yellow

: T' Kommando Khaki
.

e

Midnight Blue
Limited stock!

Regal Blue Bleached Bone

Ultramarine Blue Fortress Grey

Enchanted Blue | Codex Grey

Chaos Black

Shadow Grey

Space Wolves Grey

Foundation Colour

: # lyanden Darksun
Solar Macharius Orange

Mechrite Red

Tau Sept Ochre

Calthan Brown

Khemri Brown
57

|. S J Tallarn Flesh

Dheneb Stone

Gretchin Green
Knarloc Green
Orkhide Shade
Fenris Grey
Hormagaunt Purple
Mordian Blue
Charadon Granite
Necron Abyss
Adeptus Battlegrey

Astronomican Grey

Citadel Varnish

=

]

Metallic Colour
| Burnished Gold
Shining Gold

Dwarf Bronze

Brazen Brass
Limited stock!

. Tin Bitz

‘ Boltgun Metal

Chainmail

s

Out next month...

Gitadel Washes

Baal Red

Leviathan Purple

Devian Mud
|

Ogryn Flesh

Gryphonne Sepia

EGELLETN




CALL 0115 91 40000 FOR DETAILS



l ! I ) Everything you need to etinvnlved in the
| | Games Workshop hobby community!

102-105 »

The Events Diary .

Community — School Club Store Visits

School Gaming Clubs are a great way to encourage and develop gamers’ hobby and
social skills. Matt Hobbs, club leader of the Redcar Community College Gaming Club
explains how maintaining a strong relationship with local GW Stores can be of huge
benefit.

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.

Store Information . 106-13 »

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.

14-119 »

Games Workshop Mail Order

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

Advance Order — Mordor

Next month the Black Gate opens and the endless hordes of Mordor will rampage
across the lands of Middle-earth. One of the most eagerly anticipated releases for The
Lord of the Rings strategy battle game, this new Sourcebook introduces a wide selection
of new Heroes and Warriors, all loyal to the Dark Lord. But why wait until then when
many of these servants of Sauron are already available for Advance Order?
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THE EVENTS DIARY

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

Upcoming Events

Are you a Hobby Centre, Independent Stockist, or part of the GCN and running an event? If so, and you want to
advertise it for free in this fine publication simply drop us an e-mail at:

whitedwarf@games-workshop.co.uk

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

* 1st May WD344 (August)
e st June WD345 (September)
e Tst July WD346 (October)

Please note all dates and details are correct at the time of going to print but are subject to change. Games Workshop is
not responsible for the content, timing or price of events not organised by Games Workshop PLC.

102 WHITE DWARF FROMNTLINE Event information correct at time of going to press. Games Workshop is not responsible for events not run by Games Workshop.
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Community: School Club Store Visit

School Gaming Clubs are a great way to encourage and develop
gamers’ hobby and social skills and, with the support of local
Games Workshop stores, can be nutured and grown. Matt Hobbs,

club leader of the Redcar Community College gaming club explains.

Club at Redcar Community College

are a little strange. Not in the way
that sometimes gamers can seem a little
odd, but because of the 30 regular
attendees, of whom maybe 12-15 are 40K
players, we have no Space Marine gamers.
In fact we have barely seen a Space
Marine grace our gaming tables. This lack
of variety was only one of our problems.
‘How can we cater for all those who
attend, with different levels of skill and
need?’ and ‘where do the gamers go
during school holidays?’ were but a few of
the questions we faced. The obvious
solution to this, of course, was our local
GW Store and we have quite deliberately
sought to forge a link with Games
Workshop Middlesbrough as a result.

The benefits of such a link for the
gamers is easy to see and when asked ours
had plenty to say about what they had
gained. One gamer spoke of the painting
advice he received. He went on to win
Best Painted Army at the North East
Regional Final of the Schools League, and
his ability to paint an army quickly and to
a high standard puts us to shame. Others
spoke of meeting new people, playing with
and against new armies, and of the help
they'd received with tactics and strategies.
Certainly one of my highlights of last vear
was when the manager of the
Middlesbrough store held a celebration day
in honour of the School Club and their
achievement of winning the North East

The students who attend the Gaming

Regional Final. This was something he
volunteered to do, and came in on his day
off to organise, run and join in with.

To the Gaming Club there is an
immediate benefit. The guys in store have
a wealth of experience of all aspects of the
hobby which is usually impossible to
match. For example, last year we tried to
drive Warhammer for the first time in the
club’s history. However, | hadn't played
Warhammer since its first edition (yes | am
that old) and fellow club leader, Dave Rae
never had. Racing to the rescue, our local
store offered a clear and easy solution with
plenty of experienced Warhammer gamers
in the staff from whom we could learn.

But the benefits to a club can also be
far more material. Store’s regularly change
their gaming boards and scenery, and we
currently own five of Middlesbrough’s old
tables.

Perhaps to me, however, the greatest
benefit is one which is slightly harder to
measure. | have always thought that my
role should go beyond the opening times
of the Gaming Club. The students should
have somewhere else to go. After all, what
do they do in the holidays, or once they
have left school/college/wherever?

The hobby facilities offered at stores
clearly answer this. If more clubs took
gamers into the stores for more than just
buying their materials then perhaps the
hobby can be a long term experience

rather than just a phase to be grown out of.

With the support
of their local
Games Workshop
store, Redcar
Community

College went on
to win the 2007
School League,

GW MIDDLESBROUGH
MANAGER: Gary Shaw

The great thing about
having a school club
visit the store is the fun
that we have! We
always aim to make it
a special day where we
can pass on our
“hobby skills”, such as
handy painting
techniques or simple
conversions to enhance
the look of their
models.

However the real

‘thrust of the School

League is playing
games and we always
make sure that the
visits include a mini-
tournament where they
can hone their playing
skills against our staff
and each other. It's a
great day where we
form real links with the
school club; they want
to come back for the
experience again and
we are happy to have
them.

We can do so much
for schools in the store;
we can give club
members painting
lessons, scenery
building advice and a
place to play where
they can meet new
people. We often have
old gaming boards and
scenery lying around
that we are willing to
donate to schools. We
love having school
clubs in the store
because they generate
such a good
atmosphere. If you
would like to visit your
local store just give
them a call and they
will be happy to help.

ORGANISING YOUR OWN STORE VISITS

If you are part of a School Club and want to organise a visit to you local Games Workshop store, simply get in
contact with the staff — they’ll be more than happy to have you. Full contact details can be found online at:

www.games-workshop.com

www.games-workshop.co.uk/events

www.games-workshop.com 103
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What’s on, when and where:
“e “t a e II a r All the events for the next
few months are listed here.

A May

' ih

-llb-r-if

4th Battle of the Clubs | BIII Warhammer
Date: Sunday 4th May, 2008 Doubles Tn“[namﬂm

Venue: SpﬂrthalrUnwersng of Tilburg, Date: 28th—29th June, 2008 AT
Academielaan 5, Tilburg, oL e

Tha Matherlands. Venue: Warhammer World, Lenton,

M
Details: The Battle of the Clubs is a contest attingham, Eogland

: _ i Age Limit:]16+
between teams of three and five participants. . : _ :
. . Details: Compete in a fun tournament with a
During each round, only nominated players

" g ; ; friend as an ally and do battle to become the
count’ for their team and with careful ;
: el : Warhammer Doubles Champions of 2008.
selection the Team Captain tries to steer his : : :
. Tickets: Tickets cost £85 and include
team to overall victory. You can enter one

_ : vouchers towards lunch on both days, an
teany perelub into, the Wamamer and/o evening meal on the Saturday night, tea and
Warhammer 40,000 tournaments. Gilnice YauBi,

Tickets: €17.50 and includes lunch. cofiee at the start of both days and doughnuts

ey . to get you started on Saturday morning.
Register: gw,ﬂ}l trld.{:{r Mchelipanl Contact: Mail Order — 0115 91 40000
Contact: Martina liricka

meiing i e @eameswolic hop ol ehsat h!tp ffwarhammerworld.typepad.com

10th Blood Bowl 6T

Date: 10th-11th May, 2008 e
Venue: Warhammer World, Lenton,” """
Mottingham, England
Age Limit:16+
Details: Compete to become the winning
coach in this prestigious Blood Bow! Grand
Tournament. You will need a fully painted
Blood Bowl team following all the restrictions
detailed in the event pack. You will play six
games over the weekend, and the top two
plavers in the final round will compete for the
Blood Bowl Cup.
Tickets: Tickets cost £55 and include
vouchers towards lunch on both days, an
evening meal on the Saturday night, tea and
coffee at the start of both days and doughnuts
to get vou started on Saturday morning.

Contact: Mail Order - 0115 91 40000 [———

Website: http://'warhammerworld.lypepad.com
and destruction run riot ‘Inn namocles G“I' | 1gtll an“n an' 20“
as teams from all walks s

of life descend upon Date: 17th-18th May, 2008

4 ._,,:. “p;r" |
| ._._I *“l ‘ﬂmm Elu

Date 215t-22nd June, 2008
Venue: Sporthal University of Tilburg
Age Limit:16+
Details: The Dutch Warhammer GT consist of
5 rounds played with armies of 2,200 points.
Tickets: Tickets cost £35 and include lunch
on bath days and an evening meal on the
Saturday. Tickets available from Mail Order
on 0115 91 40000, or from our Dutch stores.
Contact: +31 40 2468316
Website: www.games-workshop.com

Once again, mayhem

—

Date: 19th-20th July, 2008 s
Venue: Bognor Regis Community Ccllehe

wWioaRLD

Warhammer World to Venue: Warhammer World, Lenton, Age Limit: 16+
compete in the XLVII Mottingham, England Details: All proceeds from this Blood Bowl
(47th) Blood Bowl Age Limit:16+ Tournament will be donated to Cancer
Grand Tournament. Details: In the heart of the Damocles Gulf, Research UK. The event will feature a charity
Have you got what it Man, Tau and Ork battle for supremacy. auction, a wandering Thrud, and trophies for
takes to lift the fabled You will need a 2500 point army, and a the winners, including Tournament
Blood Bowl Trophy? copy of the Apocalypse expansion. See the Champion, Runner Up, Best Painted Team
campaign pack for details. and Sportsmanship. There will also be spot
IOTH_”TH Tickets: Tickets are £45 and include five prizes, Thrud shirts, dice and more.
] | games, lunch on both days and an evening Tickets: £18, 70 places - see website below
ml:l Y 2008 meal on the Saturday. Contact: Frank Hill — 01243 537404
Contact: tfevents@tempusfugitives.co.uk mrirankhill@yahoo.com
Website: www.tempusfugitives.co.uk Website: www.thrudbowl.com/reservations
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STORE FINDER

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

rr=

R e L % |

r :f 1 'F

GAMES WORKSHOP 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
SR f inting & modelling advice
Sty Tiam e S Full range of products Free painting & mo g

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.com

FRONTLINE

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

In-store order point

All of our stores have a 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.

No matter what your level of painting or

modelling skill, if you spend 30 minutes

with one of our members of staff you will
see those skills improved and might find

out something you never knew!

Free gaming & tactics advice

All our staff are experienced gamers (after
all it's what they do for a living!). They can
give you sound tactical advice, help you
build battle-winning armies and clear up
most of your rules queries.

Free beginners programme

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

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

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 you're

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

Independent Stockists

Games Workshop products are sold by a large number of

shops in many different countries across the world.

IN THIS DIRECTORY

AROUND THE WORLD

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

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

in the world, call Mail Order on: +44 (0) 115 91 40000

store Directory

AVON

CW BRISTOL:

H7 The Horvelals, 851 (i

Tl YN T AT TRAD

GW BRISTOL (CRIBES CALUSEWAY
Lhsdi 129, The Mudl, BG4 SUF

Tulb 611 57 %0 1520

BRISTOHL, Area 51:

Tel: 08 I7 4244655

BRISTOL, HobbyCrafit:

el 07T 93% 7100

GW BEDFORD:

L Greydriars, MK4D 100F
Teli O 2y 7Y MEED
LUTON, Ottakers:
Tk QIGHTF 43455970

CRANFIELD. Wargames Waorkshop:
el 71 234 T57ATH

& GW MAIDENHEALD:

Limil 20 17 Mk fitveet, SLGBAN
Fele MIGE W0 74T

W READING:

19 O] Woad, BICT TG
ol 00 UK 959 BT

W WINDSOR:

il B, ¥ Magr, 4 18P
Tl @1 7R RbGIORY
BRACKMNELL, ™takers:

Tl 11343 SRR TS
BRACKMELL, Toy Planel:
el OO0 Shn2hy

NMEWHLRY, Tovorafl:

Tl G060 IWOFT

READING, HobhyCrait:

Tedr €61 100 G962 BEiH)
SANDHURST, Toyworld:

[l 01233 BX3350

WINDSOR, W) Daniels:

Teld; 6K 758 BAZ IO

GW BIRMINGHAM:

Uil 16, Fullving Link, B3 485

Tel 021 A0 7190

GW DUDLEY:

Limit 36, Merey T Centre, DOV 40T
ke 0 1 i 1LRIM

CW SOLIHULL:

W Warairh Bosd, 90 700

Telc DT 706 ToNT

= IGW SUTTON COLDFELD:
4547 Kirmingham Ensik, 072 10§

Tl oy 454 51T

W WALSALL:

Rindt &7, C3 Sauae Shappeng Contee, Whi VO
Tel; N2 272 3307

W WOLVERHAMPTOMN

¥ King Street, WV 15T

Tl RS 00 bty

BIRMINGHAM, Console Games:
Tol: G121 477 1022
WOLVERHAMPTON, HobbyCraift:
Fil: DOAS 051 633

GW HIGH WYCOMBE:

Lisdl 2% The Octugon Combre, HFLL IHT
Tel: 047 457 149

GW MILTON KEYMNES:

504 Ailliry Boodey il MY TAD

ey U 1IN0 S QETT

AYLESHURY, Bear Mecessifies:
Fefle 400 19 421060

BUCKINGHAM, Abacus Toys:
Tl 000 HETHAS

GERARDS CROSS, Howard Marshall;
Felli OSSN QALURE

MILTON KEYNES, HobbyCraft:
Tedy (1906 F0R 130

NEWPORT PACGNELL, Doodles
Fied= VA b O350

PRINCES RISBOROUGH, Treats:
Teli 01844 124354

= GW CAMBRIDGE:

4 Rypent Shreel. CHY 120
Teb 6T ViT ¥330

GW PETERBOROUGH:
§ Westmurth Stred, PET 1D
Fede BATR0 B0 050

ELY, City Cycle Centre:
Firdn 000 350 bl 1 0

HUNTINGDON, Sports & Fashions:

Vel DIAH0 454541

PETERBOROLHGH, Your Slory:

Pl @10 347047

ST NEOTS, First Computer Games:
Tell BEd4A0 186 B0

5T MEDTS, Gamers:

Tok ARamm 2395 449

ST NEOTS,

Tk @03 4T 5ET

CHANNEL ISLANDS

|ERSEY, ST. HELIER, The Little Shop:
Freh 00534 THE187

|ERSEY, ST SAVIOUR, The |ersey
Train and Model Centre

A7 Tl T

GLERMNSEY, ST. PETERS PORT, Carousel:

fuli onddll TEIF

W ALTRINCHAM:

Lindh 1, 108 Cawlion Sredl. WATY 100

Pl DRRT WS s,

* GW CHESTER:

Hl'r'nl"l'ﬂlﬂ' Strewt, THI THE

Pl 01024 401 1967

« GW MACCLESFIELD:

Limil BA, Clmslergale Ml Grissvenor Cenire,
SRTT RAR

Tk D062 AT WO

W STOCKPORT:

Ui Whireey Srpare, ARE TRA

Tiel: OORGT @74 14T

GW WARRIMNGTOM:

(Pl 1% Kank Mreal Tnue 5-|.t|.|.|rll.. WAT JAF
Pl DWE THA 104

ALTRINCHAM, The Gaming Crypl:
Tels i 930 i

BIRKEMHEAD, Kil El'mp

Tz DVHT T WIGT

CHEADLE, Fantasia:

IR CIRIE]

CHESTER, HoblbyCraft;

Tids 01 40 50 110

COMNGLETON, Deans Toys & Cycles:
Fieds 00 @2TA27T

CREWE, ABC Maodel Sport:

Fiedz i iy B0 i

CREWE, Jac in a Box:

el DOET0 581 1R

FROMDSHAM, Steve Webh Models & Holsbies:
el DVSHE TS 225

MANTWICH, HaobbyCrafi:

Tel, DOAS 051 G410

MESTOMN, Carousel:

el 05 1T 6

NORTHWICH, Level 12

fl; ibioné S505%

MORTHWICH, The Madel Shap:
Tl 00 el U2 Te

STALYBRIDGE, Hardcastles:

Tl 117 BibY 94012

STOCKPORT, HobbyCraft:

Telr it 429 5400

HYDE, Goslings Toymaster:

el DT &7 245

WIDNES, The Hobby Shop:

Pele TRT4 241 44T

« GW MIDDLESBROUGH:
Lnli 33, 3% Damdas Sereet, 737 148
Tl BG4 215 40800
HARTLEPOHOIL, Wlusions:

Fl: D) 42% T30 194
MORMANBY, PC Tech:

Tl O )l TRIRD

REDCAR, PC Tech:

Tl GRd4 2 SRTEHEND

W TRLIRO:

th!‘,ll‘hh i, Sess mm IR1 LA
el 0AHT J0) D04 T

BODMIN, Bricknells:

Tel: 40208 77008

BUDE, Milrn BC:

Toell: i 2HE 357 2EH

BUDE, More Value:

Tel: D12 ¥51 637

CALLINGTON, GMS Games

Pl ANV THE ATT

FALMOUTH, Kernow Toymaster;
S B o e |

Depariment Sore:

HAYLE, Blewells of Hayle:

Viel: 01700 753 012

HELSTOM, Exit:

Pl T A2E SRS NTT

LISKEARD, Bricknells:

Tel; 0§57 342 jad

LISKEARD, Tragno Mills:

Tel: (1157 140 77

MNEWDLIAY, Planet Hobbywood:
Tol DRGTT 057 41

ST AUSTELL, Adeba Toys:

Vil 00726 711 25

ST AUSTELL, Mad for Miniatures:
Teel; 0172k 72239

5T IVES, Dragon's Hoard:

Ty O NG Tl

TRURCY, Toymaster:

Tel: DUR7T2 273 452

WADEBRIDGE, Bricknells:

Ted: DR300 BT 274

COUNTY DURHAM

= GW DURHAM:

fedl. Pty Wpsrl, TORAT 4500
Talr Q140 74 1062

CW DARLINGTOMN:
TR Shimergais, L1 71X

Teb 0132 530 2483

BARNARD CASTLE, Toy Shop:
Tol: 0103 637 196

BISHOP AUCKLAND, Windsack Models:

Tk 0038 RIF Tid

CONSETT, Kwikpart:

Teli B30T SRI034

SEAHAM, Games of War:

Telp @95 aid 118

STOCKTON ON TEES, Stockton Modeller:

Vel 00L4EE 616 0D

= GW CARLISLE:

Lindl & Earld Lape, CAS 1EHP

Tel: 0122 RE% 8216
BARROW-IN-FLIRNESS, Heaths:
Tl 00UE2% AH) £3%
BOWMNESS-OM-WINDERMERE,
Ernest Atkinson & Sons:

Tl GRS ED 240 DAT
COCKERMOLUTH, The Toy Shop:
Tel: 0VHIO HI5E55

KEMDAL, Airevs of Kendal:

Tel: DEEN9 710 Tl

PEMRITH, Harpers Cycles:

Tel, 0IT6LS Aid AT5

WIGTON, Jacksons Diecast Models:
Fel: (NG9T 342 357

WORKINGTOMN, ToyTawn:

Tely Q17900 &7 522

DERBYSHIRE
GW

DERBY;
43 Saller Cade, DY A8
Tek: U100 307 1457
ASHBOURNE, Lumbards Toys:
Tel: N1333 345115
BELPER, Children’s Choice:
Tel: (1772 H25H85
BUXTOM, Knowles Toys and Models
Tel: 01240 24200
CHESTERFIELD, Chesterficld Department Stone:
Tel: D124k 220 200
GLOSS0F, Wain Services:
Tul: 01457 853 348
ILKESTON, llkeston Co-op:
Tel: 01059 127- 777
MATLOCK, Shawes:
Tel: 01629 582 462
m. :I [ E.l.- -.l. - ..:
Tel: TT7R 147045 :

* GW EXETER:

Tia Sichwell Siredl, EX 8 WM

Tk (09 249 0005

GW PLYMOUTH:

4 Carrwall Sreer, P11 HEK

Tl 125 220 4131

GW TORCILIAY:

Vi Sarkef Street, TO0 1AL

Tek: (180 130 1034

BARNSTAPLE, The Battlezone:
Tele @277 300 544

BIDEFORD, The Tarka Train
Company:

Tel: MT 23T 424 #OY
DARTMOUTH, WG Pillar & Co:

Tel: DIMAT HIT 130

STORE FINDER KEY

i) Inbicatrs Coaming Room farilidies

(HTicial welbers ol Casnes Workabimg prode (i ®

e

GAMES WORKSHOP HOBBY CENTRE

* i B piaree by Nave ek o svadil (i sdock, e rocoirtieend caiiing i Bloee el

EXMOUTH, Gamerane Models:
Tel: 01395 267 T34

HOISWORTHY, Honiton Toy Shop:
Tel: OVdDG 43741

HONITON, Bazaar:

Toel: A0S T8 B3

KINGSBRIDGE, The Trading Post:
Tel: B1540 B52 413

NEWTON ABBOT, Austins:

Tl OTADG T4 444

PLYMOUTH, Model Shop:

Tel: BI752 £31 B39

TAVISTOCK, Kaleidoscope:

Tl: OVMZZ 615 230

TEIGNMOUTH, Jackmans Tovhox:
Tel: @licts 770 360

TORRINGTON, Toyeone:
Lel: D1BBS 624 00

DORSET

GW BOURMNEMOLUTH:

24 Prat Dfice Road, BIET VBA

Tl 0120 T30 %193

* GW POOLE;

Lt 12 Torwrpegate Conbre, BHIT 118
Tebi T30 760 H5d
BOURNEMOUTH, Hobbyverail:
Teh 09202 4T 434

BRIDPORT, Frosts Toymaster:
Tel: G100 437 Mk

DORCHESTER, Dorchester Toys:
Tt @935 Thd 152

SHERBOLUIRMNE, The Comer Hpuse:
el 09435 815 615

SHERBOLIRNE, The Toy Bam:
Tkl @VWES @15 140

WEYMODUTH, Kessock Models;
Tel: 00 105 7840 125

WEYMOUTH, Razzramatar:
el Q005 210 )1

CW CHELMSFORD:

Uil &, The Sgudows Cemtie, CA02 G0
Tedy B2 & 509 LS

CW COLCHESTER:

4 Shart Wirre Stroet, COT 118

Tel: DA RTA 70

OW SOLTHEND:

i 3 Soubhchiareh Rl S50 181

el Ty 248 T25
W THURROOK:
Ukl ATT0. Lved 1 [ nhaciie
Tef 0770 BO& 7YY

SAFFRON W, Game On:.
umwmm ==
BASILOOMN, HablivCrat:

Fedy 01 268 240 1100

BRENTWOOD, BEM Cycles:

Tk (1237 214 342

CLACTON DM SEA, Clacton Arl & Craft Cenlre:
Tek: 09 255 436 346

HARLOW, Marquee Models:

Tied: DNITS 4T 3134

LEIGH-OMN-SEA, Caliver Books:
Pek 01702 473 51k

MALDOMN, Colin Bliss Models:
Teli 0 RET 153 137

RAYLEIGH, Toys N Tuck:

Tl il ERA 770 G

Shuspisimg Covre, KNIBL T2)

GW CHELTENHAM:
Ve Pitiyile Street, G450 208

Tl 0124 XEE B4i0

GW GLOUCESTER:

I Dlaremce Sireet, G110 T

Tiels VTN T30 5000

BOURTON ON THE WATER,
Bourion Model Railway:

el DVEST B0 GHE
GLOUCESTER, Batile Honours
Tel= 147 108 45075
GLOUCESTER, HobbyCraft;
Fel: 00452 434 G0

STROUD, Antics:

Tel; D153 Thd d&T

STROUD, Psizoft Games:

Pad: G0 243 Ta2h

TEWEKESBURY, Toy Lone:

Ty OBl 295 76

HAMPSHIRE

GV BASINGSTORE:

) Potver Walk, RGZY 70O

Vel: MITS ads nigpd

GW PORTSMOUTH:

1 Arumibel Shrest, PON TNE

Tl oIk 20 ABbb

GW SOUTHAMPTON:

20 Eet Shevut, S04 (MG

Tek U2)8 13 1562

GW WINCHESTER:

V5 Jewry Streed, S071 ERY

Tl 1%n 20 i1

ALDERSHOT, The Game Shap:

I PATELLE T

ALTOM, Alton Model Cenlre:

Tl R-L 0% 541 2

ANDOVER, Hoggosaurus Toymaster:
Tl P 364 1532 2al

BOTLEY, Just Add Imagination:

Tel) 848D THA 17"

FLEET, Fledit Toys:

Tel: UP25 260 1944

GOSPORT, |C Books:

Tel DX597 SHD 510

HAVANT, HobbyCraft:

Tet: DELS B K558

MILFOHED O SEA, Milfard Models and Hobhses:
ek 4390 da2 112

MEW MILTOM, Toys of Mew Miltomn:
Tel VETS 67T WS

PETERSFIELD, Folly Models:

Tel= QETM 26T %2

PORTCHESTER, Wicor Modiefs:

Tiefy @120 157 160

RINGWOHDD, Tovs of Ringwood:
Tied: 25 4749 234

ROMSEY, Roundabout:

okt 01794 532 143

SOLTHHAMPTON, Lost Bunker Games:
SOUTHHAMPTON, Rock Boltom Toystare:
Tiely D280 £33 04F

SOUTHSEA, Southeea Models:

Tl 2 Ty 20W

WATERLOOVILLE, Forever Toyvs Lid:
Tl DD T6d 250

WATERLOOVILLE, Paul’s Hobby Shop:
Telr H1T05 259 1AG

BARMET, Tovs Toys Toys:

Tl AKRIRE Ab% Dk

www.games-workshop.com
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HEREFORD, Hereford Model Shop:
Tel: 01432 352 809

LEOMINSTER, Marlin's Models & Craiis:
Tel: 01568 B13 T2

ROSS OMN WYE, Bevolulions:
fel: GTUSS 56T 639

HERTFORDSHIRE

CW HEMEL HEMPSTEAD:
16 Bridge $reet, HP1 1EF
Tel: D144 224 9752
CGW 5T ALBANS:
18 Herilage Close, AL3 4ER
Tel: 0172 766 1193
BISHOP'S STORTFORD, Boardmans:
Teel: D279 654 031
COCKFOSTERS, Murray & Brand:
Tel: B2084 490 827
HARPEMDEMN, Felicitations:
Tel: D582 767 §11
HERTFORD, Marguee Models:
Tol; 01992 504718
HITCHIN, Mainly Models:
Fel: 01462 422 204
LETCHWORTH, Model Images:
Teds 11462 GO 859
STEVENAGE, HoblbyCrafl:
Tel: QE45 051 G553
STEVENAGE, KS Models:
Tel: 04430 TH6 G16
WELWYMN GARDEN CITY, Toys Toys Toys:
Tl 01707 391 319
ATFORD, HohbyCrait:
Tel: 05435 051 6534

ISLE OF MAN

DOUGLAS, Toymaster:
Tl DOGES B2E 154

ISLE OF WIGHT

COWES, Chivertons Newsagents:
Tels 01983 2492 013

MNEWPORT, Toy & Models:

Tel: 01983 528 254

RYDE, The Sports & Model Shop:
Tel: D983 BLF 454

EYDE, Fumn, Fact and Fanlasy:
Ted: 01983 617 323

KENT

CW BLUEWATER:

Linit 3528, Upper Thames Walk, Bluewaier, [AY 950,
Tel: 0132 242 Fal

GW CANTERBURY:

Linit 3, lrom Bar Lane, CT1 2HN

Tel: 0122 745 2850

GW MAIDSTOME:

7a Pudding Lame, MET4 TPA

Tiel: D162 267 7435

GW TUMBRIDGE WELLS:

44 Camyden Street, TR 2PLF

Tel: 0185 252 5783 :
ASHFORD, GZ Computers Lid:
Tel: 01223 663996 -
BEXLEY HEATH, Kit Krazy:

Tel: dFEOR 208 AT
BROADSTAIRS, Time & Space:
Telz (1543 Si4 006

CHATHAM, Maynes;

Telz 141634 400 031

CRAYFORD, HobbyCrafl:

Teel: D15&D T13295

DOVER, Turners Models:

Ted: 08304 203 711

FAVERSHAM, Abacus Toys:

Tel: QR795 591 203

GRAVESENIDY, Seve's Colleciables and Maodels:
Tel: 09474 564 465

GRAVESEND, The Stamp Centre:
Tel: 111474 534 1o

HERNE BAY, Spearings:

Fel: 1227 374 049

HYTHE, Apple Jax

Tel: (R0 26Z G2

MAIDSTONE, HoblwCrafl;

Tel: D1R22 523 7540

CIRPIMNGTOM, |H Lorimer:

Tel: MIGES E23193

SEVEMOAKS, |H Lorimer:

Tl G752 452 B4)

SEVENOARS, Manklows;

Tel; 01732 454 952
SITTINGEOURME, A) Blundell & Son:
Tel: 1795 424 371

LANCASHIRE

GW BLACKPOOL:

B Birdey Strect, FY1 1060

Tel: 125 375 2056

CW BOLTOM:

Unit 27, 36 Acresfield Mall, BL1 TEA
Tedz 0200 436 2131

GW PRESTOM:

15 MiHer Arcade, FR1 A

Tel: 0177 282 1855

ASHTON UMDER LYNE, Roursiabout Tows:
Tel: 01613 432 a4

BLACKBURN, Batcave:

Tel: 01254 66T S84

BLACKBURMN, Mercer & Sons:

Ted: 1125 458 700

BLACKPOOL, Who

Tel: 01253 (25802

BOLTON, HobhyCraft:

Teel: 01204 374 300

BLURNLEY, Compendium

Tel: DI282 457 Ol

BURY, Conways Tovmaster:

Ted; 01617 616 204

CHORLEY, Hampsons Toys & Nursery World:
Feds 01257 263 043

CLITHEROE, Cowgills of Clitheroe Ltd:
Tels 01200 423 587

KIRKHAM, BK Boyes:

Tel: Q1772 BT 1 900

LANMCASTER, Micro Markets:

Tel: 1524 240 484

LEIGH, Toymaster:

Tel: 01942 671 116

MORECAMEE, Micro Markets:

Teed: D524 416 Z06

ORMSKIRK, Taylors:

Tel; D1695 573516

ROSSEMDALE, Rossendale Models:
Feds DE706 250 007

PRESTOM, HobhyCraft:

Tel: DIFF2 661 200
STALYBRIDGE, Hardcastles:
Tol: 0161 303 0402

THORMTOMN-CLEVELYS, Toy2save Collectables:

Tel: 01253 255 905

WIGAN, Wigan Model Centre:
Tel: 01942 X335 623

LEICESTERSHIRE

GW LEICESTER:

Unit 2,16,/20 Silver S4reel, LE1 SET

Tel: 0116 253 0510

GW LOUGHEOROUGH:

22 Blggln Srect, LETT 1VA

Tel: 0150 923 107
ASHEY-DE-LA-ZOUCH, Sleve's Models:
Feel: 01530 416 827

COALVILLE, Geoffs Toymaster:

Tels 01530 B32 795

LINGOLNSHIRE RREA

GW GRIMSBY:

0 West 51 Mary's Gate, DIN3T 1LB

Tel: 0147 234 7757

GW LINCOLN:

Limit Sua, Saltergate, (oulside of Waterslde
Centre), LNZ TAP

Tel: 0152 254 8027

BOSTON, Maodels and Computers:
Tel: 01205 365 102

GRANTHAM, Portprince Models and
Hohhies Ltd:

Tel: 01476 592 001

LOUTH, Castaline:

Teelz (015007 (02 149

MABLETHORPE, Belas Toymaster;
Ted: (1507 473 224

SCUNTHORPE, Shermans Model Shop:
Tel: 01724 842 439

SKEGNESS, The Model Shop:

Tel: 01754 763 420

SPALDING, Mason's Models:

Tel: 01775 722 456

GW BRENT CROSS:

Liadt F9, Epawer AT, Breal Cross 'ilwpp.ni, Crbre, MYV 3FE
Tl s 102 4479

= GW BROMLEY:

Linit 24, The Mall, Bromley, BRT 1TS
Ted: 0208 466 0678

W COVENT GARDEM:

Umit 33, The Markel, WC2E BRF

Tel: D207 240 5106

GW CROYDON:

Linit 35, Drumanond Centre, Beeley Boad, CRO 1TF
Tied: (208 600 S0

GW EPSOM:

& Hiph Sdreet, KT19 BAD

Tel: 0M372 751887

GW KEMSINGTON:

Shap 7, Lamcer Square, Eensington Charch
Strect, Wa 4EH

Tod: D207 937 To11

GW KINGSTON OM THAMES :
33 Fite Hoad, KT1 15F

Tel: D208 549 5214

GW LONDON (Oxford 5t):

Unid F10, The Flars Shopping Cenire, 154
Floor,116-128 Oxlord Sreet, WIN 9DP
Ted: 0207 436 0&39

GW ROMFORD:

12 Cruadrant Arcadle, BM1 SED

Ted: (1708 742 140

W STAIMES:

B Clarence Street

Tel: WITH 446 D675

GW SUTTOMN:

Lirst 36, Tinwes Squan Shopping Centre, 5411 1LF
Tel: (208 770 9454

= GW LUXBRIDGE:

Limit 32, Chegquers Makl, The Paviliens
ﬁlmprﬁng Centre, LIBE 11N

Ted: 0989 525 ZE04

W WATFORD:

1% Cueens Boad, Harlequin Centre, WD ZTH
Tel: 01923 245380

GW WOOD GREEN:

Lt 93, The Mall Wood Green, High Boad, SITE GEA
Tz 923 2453808

BARNET, Clever Toys:

Tel: D203 375 HoH3

BLACKHEATH, 2nd Impressions:
Teel: K208 52 G102

BLOOMSBURY, Just Games:

Tel: 207 323 Z000

CLAPHAM, Russ:

Tel: (207 222 6119

DULWICH, The Arl Slationers:
Tel: G200 G493 3994

FINCHLEY, Leisure Games:

Teld: 0208 346 2327

GREEMFORD, HobbyCraft:

Tel: G208 747 7500

HAMPSTEAD, Happy Returns:
Tel: 020F 435 2431

HERME HILL, Just Williams:

Tel: (1207 733 9955

LEYTOM, Ditchfields

Tel: (208 5392821

PUTMEY, Taystap:

Tel: (208 7AS 9555

RUISLIPE, John Sanders:

Ted: 1805 639 48

WIMBLEDON, Elys:

Tel: (F200 946 910

MANCHESTER ARER

W MAMCHESTER (Central):

Unit B33, Marsdea Way South, Amdale Centire, M4 ZAT
Tel: 0161 834 6B71

GW TRAFFORD CEMNTRE:

Limik L40c Traford Cendre, M1T BEMN

Tel: D161 755 0065

ALTRINCHAM, The Gaming Crypt:
Tel: MGT 929 99149

ECCLES, Amaron Minialures:

Tel: (F1R1 7HE FRS0

NORTHEMDEN, Stelorac:

Ted: 101 MiE 1759

TYLDESLEY, JPL Models

Tel: 01582 8961448

FRONTLINE

MERSEYSIDE AREA

= LW LIVERPCHDL:

13b Central Shopping Centre, Raneleigh, L1 10T
Tel: 0151 703 0563

GW SOUTHPORT:

Unit K2, Marble Place Shopping Centre, PRE 1DF
Tel: 0170 450 1255

5T HELENS, 1D Gaming:

Tel: 01744 755 705

WALLASEY, Wirral Model Shop

151 200 8355

MIDDLESEX

EAST SHEEN, Play Inside Oul:
Tol: 0HIEE ThS 229

EAST SHEEN, Pamdemonium:
Tel: Q2G5 TR0 466

EMFIELD, Jennings Stores:

Tol: 0208 804 1504

EMFIELDY, Pearsons:

Teb: Q208 373 4200

HARROW, Toy and Mursery
Tob: (EH 3222610

NORFOLK

GW NORWICH:

12-14 Exchange Strect, N2 1AL

Tel: 0160 376 FH56

EAST DEREHAM, Starlings Toymaster:
Tel: Q1362 697 769

EAST DEREHAM, Youngsters World:
Tel: 01362 698 350

FAKENHAM, Lou Lous Toys and Gifts:
Tel: 01328 853 138

HOLT, Starlings Toymaster:

Tel: 01263 713 11

HUNSTANTOMN, Hunstanton Mocdels;
Tel: AR5 533329

HUMSTANTOMN, Pavilion Toymaster:
Tol: 01485 533 1038

NORWICH, Battlenet:

Tel: 01G0E &5 5495

NORWICH, Kerrizsons:

Tel: 091603 $340080

MORWICH, Langleys:

Tel: 01603 GE1950

MORWICH, 5 P Models:

Tel: 01953 837878

SHERINGHAM, Starlings Toymaster:
Tel: 01263 B2 368

TAVERHAM, Norvic Models Lid:

fel: 01603 865213

WROXHAM, Point House Toyshop:
Tel: 01603 706 BO4

NORTHAMPTONSHIRE

= GW NORTHAMPTON:

*4-26 ﬁl.l-irl.,glqn Square, KA1 444

Tel: 01604 636 607

KETTERING, Green Angel Cards & Games:
Fel: 015286 359 248

MORTHAMPTON, HobbyCraft:

Fel: 01604 591 8O0

NORTHAMPTOMN, Project Hydra:
Tel: 01604 639964

RUSHDEN, Oshorne Sports & Toys:
fel: 01933 312 415

WELLINGBOROUGH, Software Seller:
Tel: 01931 4440 Bh1

NORTHUMBERLAND

ASHINGTOMN, Blue Box Maodels:
Tol: 01670 521270

CORERIDGE, The Village Square:
Tel: 01434 634 056

HEXHAM, Robbs:

Tel: 01453 602 151

MORPETH, TG Allan:
Fel: 01670 515 136

NOTTINGHAMSHIRE

GW NOTTINGHAM (Central):

F4a Frinr Lane, WG1 60O

Tel: 0115 948 0651

GW WARHAMMER WORLD:

Willow Road, Lenton, MGT 235

Tel: 0115 916 B410

MAMNSFIELD, The Games Empaorium:
Tol: 01623 G40 02T

MEWARK, Access Maodels:

Tol 01636 673 116

MOTTINGHAM, Hu-hh'!,-fraﬁ:

Fel: 0145 031 G249
SUTTOMN-IMN-ASHFIELLY, Bastion Gaming:
Tel: 07814 157 164
SUTTON-IN-ASHFIELD, Big Boys Toys:
Fel: TS 357 812

WEST BRIDGFORD, Inspirations

Tel: 0115 Q22 1200

WORKSOP, Model Base:
Tol: 0FO0% 500 752

ONFORDSHIRE

GW OXFORD:

1A Bush Howse, Mew [nn, Hall Streel, OX1 2DH
Tel: OTHAS 242 182

ABINGDON, Just Toys:

Tel: 01235 524 333

BANMBURY, Trinder Bros:

Telz 01295 22 546

CARTERTON, Giles Sports:

Tolz 1995 E42 396

OXFORD, Boswells Toymaster:

Tel: D1AGS 241 244

THAME, Pied Pedaller:

Tol: 01844 Zod 02F

WALLINGFORD, Pettits of Wallingford:
Tel: 01491 B35 253

WITMEY, Bombkrish:

Fel: 51993 704 479

PEMBROKESHIRE

HAVERFORDWEST, Emiry’s:
fel: 01437 779 bdb

RUTLAHD

OAKHAM, Jack in the Box Tovs:

Tel: 01552 755 999

* GW SHREWSBLURY:
B Market Streel, 5¥1 TLE
Tel: 0174 336 2007

TELFORD, Sanda Games:

Tek 01952 676 722 g
BRIDGENORTH, Hobby Horse:

Tel: 0174 & P66 659

OSWESTRY, Funfayre:

Tel: 01691 670 636

TELFORD, Questing Knight Games:

Ted: 01952 417 747

SOMERSET

= GW BATH:

5-10 Westgate Buildings, Avon Streel, BAT 1UN
Ted: 0722 533 4044

BRIDGAWATER, Dragon Slayers Hobby Centre:
Tel: 1278 427722

BURNHAM QN SEA, GW Hurley:
Tel: Q1278 789 281

CLEVEDOM, Just Far Fun;

fel: 1275 341 219

FROME, The Ellenbray Press:

Tl 1375 462 137

FROME, Frome Model Centre:

Tel: (1373 465205

GLASTOMBURY, Pedalers Toymaster:
Tiel: B1450 B34 502

GLASTONBURY, PC%5 PC's:

Tel: 1458 833900

MINEHEAD, Minchead Toys & Models:
Tel: 633 705 550

TAUNTOM, Krackers:

Tel: D123 333 057

TALUNTON, Hatcher & Sons:

Tel: (023 272 277

WELLS, Wells Models:

Tel: D740 575 262

WESTON SUPER-MARE, ]] Tays:

Ted: 31933 418 151

YEOVIL, Yeowil Collectors Centre:
Tel: 11535 433 719

YEQVIL, Witch Engine:

Tel: 31935 437077

« GW BURTON OM TRENT:

Linit #, Uindon Couwrd, Union Street, DETS 1AA
Tel: 1 2 253 SHES

GW STOKE:

&7 Stafford 5t 5T1 1)U

Tel: (7R 220 5287

Alsager, Alsager Toys and Models:
Tol: W1270 Ba2 BT

LEEK, Chapter 1:

Telz 1330 399 845

LICHFIELD, Digital Dragons:

Tol: 7941 RATTHE

MEWCASTLE UNMDER LYME, Sundoowmer Maodels:
Ted: BITE2 510 G0

STAFFORD, SLD Maodels:

Ted: (11705 258 731

STAFFORD, Stafford Games:

Tel: 1 7RS 235577

STAFFORD, Too Fat Gobline:

Ted; 7S 244 499
STOKE-ON-TRENT, Battlezone
Games & Callectables:

Tedz 1 FE2 B33 L33

TAMWORTH, Geoll's Toys:

Tel: 50 832 795

TAMWORTH, Hobhycraft:

Teel: (NE27 300 BOn

SUFFOLK

« GW IPSWICH:
[ % 'l.‘u':"ug.:tre Sreot, [P 30F

Ted: 01473 210 031
BECCLES, Toy Bax:

Tel: w1502 712 705

BURY 5T. EDMUMDS, Model Junction:
Teel: 1284 753 450

BURY ST. EDMUNDS, Starlings Toymaster:
Tel: (M 204 761 646

FELIXSTOWE, Wirards Workshop:

Teds 13048 277 233

HALESWORTH, Halesworth Toy Shop:
Tel: 11986 #74 270

IPSWICH, Galaxy Maodels & Hobbies Ltd:
Tel: 01473 729 279

IPSWICH, Toyworld Ipswich:

Tel: p1473 728 535

MEWMARKET, Moons Toyland:

Tel: B163E 663 147

STOWMARKET, D ] Collectables:

Tel: (11449 771 015

STOWMARKET, Simpson & Sons:

Tel: 01439 612 914

SUDEBLIRY, FT Games:

Tel: 01787 466 060

SUDBURY, Tinellys Toys:

Tel: MI7HT 327238

WOODERIDGE, Toytown:

Tel: 1394 343 170

SURREY

GW EPSOM

8 High Strect, KT19 8AD

Tel: 01372 751881

GW GUILDFORD:

Unit 1, 5/12 Tunsgate, GU1 30T
Ted: 0748 345 1793

GW WOKING:

Lindt 3 Cleary Court, GLI2T 6H
Tel: 0148 377 1675
CAMBERLEY, Morning Star:
Tel: 01276 685160

CATERHAM, Modeller’s Loft:
Tel: B15683 341 518
COULSDEN, Taylors Toys and Sports:
Tel: G200 (46 00710
CRAMLEIGH, David Mann;
Tol: 00483 273 777

DORKING, Dorking Models:
Tel: 015306 881 747

EPSOM, Ottakers:

Tel: 11372 742 533

FARNHAM, Darkstar:

GTel: 01252 840 324

PURLEY, |H Lorimer Lid:

Tel: OTHT A0 9F16

REDHILL, Gamvers Guild:

Tel: D177 7H% 123

REIGATE, The Toy Shop:

Tel: Q1757 245 10

_ FHUNENE e

SUSSEN AREA

GW BRIGHTOM:

Unit 7, Nile Pavilions, BNT THW

Tel: 0127 320 3333

GW CRAWLEY:

11 Broadway, RH10 10X

Tel: 0120 355 2072

GW EASTBOURME:

13 Tesrminus Road, BMN21 0L

Tel: 0132 364 1423

BOGNOR REGIS,

Trains Models and Hobbies:

Ted: (11243 hd 727

BURGESS HILL, Kids Stufi:

GTel: dridas 257 724

CHICHESTER, Chichester Toys:
Tel: 01243 TR 955

CRAWLEY, HobbyCrait:

Tel: 045 031 GR3E

EASTBOURME, Phantasia:

Tol: Q1325 723 148

EAST GRINSTEAD, Martells of Sutton
Tel: 01342 2E1303

EAST GRIMSTEAD, Ready To Run Models
Fel: Q134 200 a7

HAYWARD'S HEATH, Clarkes:
Tel: 01444 457551

HORSHAM, Otlakers:

Teld: (4073 268 D58

HOWVE, Kids Dreams;

Fed: 01273 420 GR6

SEAFORD, Big Kids Toy Shop:
Ted: 9323 HA9 050

5T LEONARDS OMN SEA, Silverhill
Models and Toys

Tel: M 424 431 133

UCKFIELD, Kid's Stuff;

Ted: (FMIB25 768 90

WORTHING, KC% Games Shop:
Tel; 150K 237 SE3

TYNE AND WEAR AREA

= GW NEWCASTLE (Central):

Limit bA, Mewgate Shopping Centre, NET SRE
Tel: di91 232 2418

GW METRO (Metro Centre):

Linit 2, First Floor, The Arcade (near the
Mediterranean Village), NETT SYL

Tel: (191 461 0950

CATESHEAD: HobbyCraft

Tel: (191 482 7414

NORTH SHIELDS, 5B Gladston & Son;
Tel: 1912 570 315

SUNDERLAND, Joplins:

el 191 510 2105

SUNDERLAMD, Toy and Computer Store:
Tel: 191 565 5196

WHITLEY BAY, Alans Model Shop:
Tel: M197 253 36832

GW COVENTRY:

Linit 39, Upper Level, Cathedral Lanes
Shapping Centre, OV 1LL

Tel: 0247 622 7311

GW LEAMINGTON SPA:

32 Regenl Street, C¥32 5EG

Tel: 936 435771

BEDWORTH, Raibway & Modellers Junction:
Ted: 2476 316 285

COVENTRY, Hobbycrait:

Tel: (K24 760 254 330

KESILWORTH, Abacraft Arls & Piclures:
Teld: 1926 511 294

MUNEATOMN, Heart of England Co-op:
Tel: (k234G 382 20

RUGBY, Jolo Railways & Models:

Tel: M7H 56 372
STRATFORD=LPON-AVOM,

Much ado about toys:
Tel: 11780 203 B%0

WILTSHIRE

GW SALISELRY:

18 Winchester Streel, 5P 1HE

Tel: (172 233 04155

CGW SWINDOMN:

18 Brunel Plaza, 541 1LF

Tel: (179 343 (036

DEVIZES, Hoggosaurus Toymasber:
Teel: (1280 723 841

MALMESEURY, SPS Malmesbury:
Tel: (1 GAG 24440
MARLBOROUGH, H Duck:

Ted: 0IBF2 51213

MELKSHAM, The Toyshop:

Tod: 01225 760 415

SWINDOMN, HobbyCrafl:

Tel: 0&45 051 G551

SWINDOM, 5P5 Lud:

Tel: 01703 B01 $52

TROWERIDGE, The Toy Shop:
Tel: (1225 748 415

WESTBURY, The Gas Cupboard;

Ted: D323 D25 8BS

WORCESTERSHIRE

= GW WORCESTER:

23 l.-,.'-l.'hg.al;lz Mall, Cathedral Plaza, WE1 205

Tek 0190 561 6707

DROITWICH, HobbyCraft:

Tok: 0845 051 6548

DROITWICH, Look-rite Lid T/A Toyworld:
Tel: G190% 772 0%

EVESHAM, Batille Honours UK:

ol 01380 G685 875

REDDITCH, Hobby Hut:

Tel: Q1525 544 40

REDDITCH, Hoggosaurus Toymaster:
Tel: 0152 oG 0%

STOLRPORT ON SEVERN, TP Activity Tovs:

Tel: 0T29% 572 A0

YORKSHIRE

GW BRADFORD:

4 Piccadilly, Bradiond, BDT ILWW
Tel: D127 473 2430

LW DONCASTER:

26 High Sirect, Doncaster, D1 3EG
Tel: 0130 232 (535

GW HARROWGATE:

53 Station Parage, HGT ATT

Ted: 0142 356 4310
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GW HULL:

A0 Paragon Mrech, HUT IR0
Tl B140 250 957

GW LEEDS:

A Lands Lane, 157 BLE

Tel: IV P 3

GW SHEFFIELD (Central):
16 Fibrwilliam Gate, 51 4]H
TeliOi14 2750114

GW SHEFFIELD iMeadowhall Centre):

Lindl 918, High Steeet) Upper Mall (hex) to
Entrance e Toobs), 5% 1EN

Tek OEL4 256 9035

= OW WAKEFIELD:

S Kickpale, Ehe Ridings Contee, WEIHITH
Tel: OF9E 436 3431

GW YORK:

134 Lendal, YO0 RAL

Tielz O 628014

BARNSLEY, Janco Toys:

Fol: 01236 HEs65H

BRIDLIMGTOMN, Croppers:

Teelz BT 262 KTT 17

BRIDLIMNGTOMN, loy Tea Lid:

Telo 1626 4000 059

HALIFAX, Conways Toymaster:
Telz B 422 353 90

HALIFAX, Halifax Modellers Waorld;
Tul: 01442 3409 157

HUDDERSFIELD, Something Wicked:

Ficl; OTE349 550 LM

HULL, Archeron Games Workshop:
Fel: Dias2 2200611

KEIGHLEY, Conways Tovimnaster

Tel: DF335 GILEOSS

LEEDS, Hobbycraft:

[ b B o T T

NORTHALLERTOMN, T & FM Grover Lid:

Tl D1 60T 772 334

OTLEY, Conways Tovmaster:

Tel: 01943 bk i3

PICKERING, Puffers of Pickering:
Tel: OFFST 472 Tisd

POCKLINGTON, Chylds Play:

Tel: OFFS% 3 d-4 )

SCARBOROUGH, Games Cenlre 2:

Foelt OE7T31 162444

SCARBOROUGH, Space, Myth and Magic:

Tel: QE456 441 113

SELEY, A1 Sports and Toys:
Yed: 0 75F 705 115

SHEFFIELD), Wargames Empaorium:
Tol: 1142 754 26

SHEFFIELD), Wargames Emporium
Gaming Centre:

ol OF 142 L0407

THIRSK, Thirst Art Store:

Tel: OT045 574457

WAKEFIELD, Model and Crail Centre;

Tol: QP24 374 007

WHITEY, Jobn Anderson - Tovmaster:

Telvnunds GO 213

YORK, Fenwicks:
Tel: 11 P04 h43522

WALES

CW CARDIFF:

F1° Mgl Sreeed, CETO IPL
Tel: D29 D64 4917

= GW NEWPORT:

23 Akinner Steeet, NP0 THE
Tel 0164 337 L1105

GW SWANSEA:

53 Kingeway, 541 5HO

Tel: 0179 ;f:-lh- 3959
CARDIGAN, Helm's Deep:-
Teh BI230 pd 1

ABERGAVENMY, Richards aof A.hergawnn'f:

Tel: 01873 A52 465
ABERYSTWYTH, Albatross:
Felz 197 617 3t

BANGOR, Acme Games:

Ted: #1248 X7F oA57

BRECOM, | Clark Tovs & Gifls:
Tel: 1574 623 B65

BRIDGEND, Joust for Fun:
Tol: 656 767 £50

CARDIFF, K] Hobbwyeraits;

Tel: OVRBS 502 755
CARMARTHEN, Good MNews:
Fol: V267 237 784
CARMARTHEN, Hardings:
Yol; D265 237574
CEREDIGION, Yokemon Batiles:
Tel: 01230 G15344

CHEPSTOW, Artists Corner:
Yok (E29T (27 393

COLWYN BAY, Hippo Toys:
Tel: 01492 534 169

CONWAY, Hippo Toys:

Tek: DI49F 544 164
DOLGELLAL, Mars ¥s YVenus:
Tol: 01741 423 407

LLANDRINDOD WELLS, Corven Arls:

Tel: (HIT00 66 04
LLAMDUDMNG, Treasure Trovie:
Tel: 7247 577 96

LLANTWIT MAJOR, Rainbow Plaza:
Tl BT 744 138
MACHYNLLETH, The Toy Box:
Vol: 6ih5d Toc i

NEWPORT, HobhyCraft:

Tif: BEd% 4514540

PEMBROKE, Dragon Alley:

Tel G406 521 456

PONTYPOOL, Penygraig, Post Office;

Tely D495 TG 340

POMNTYPRIDD, Sugar and Spice:
[edi ITHTR 23T 379

PORTHCAWL, Game lid:

Tel: N EGR 7R3 424
PORTHMADOG, Alma Figures:
Fely B 7hh BI0I6LS

RHYL, Lightiool Models:

Teli 1745131 564

SWANSEA, Comix Shoppe:

Tel: 01792 642 o7

WREXHAM, Brile ldeas Toymaster:

Tol: OTOTRE el 244

SCOTLAND

* GW ABERDEEN:

Unit 1, 12-14 Lipper Kirkgate, AB10 1BEA
Tel: DIEE 4649779

GW BRAEHEAD:

115 Brachead Shopping Centre. Kings Inch
Hoad G51 48N

Tel: 0747 EES B340

GW DLUMNDEE:

110 Comrmereial Steeet, DT 24)

Tel: 0138 T20 2383

GW EDINBURGH:

i35 Migh Street, BHI 105

Tel: 031 330 G540

GW FALKIRK:

12 Cow Wind, FE1 TPL

Tel: D132 4624553

= GV CLASGOW:

&1 Union Street, G105

Tel: 0147 2211673

GW LIVINGSTON:

26 Aknsondvale Cenlve, EH5E BMNE

Tiel: 01 506 443256

HADDINGTON, Model Mania:
Tls (01 00 B35 53

ARBROATH, Hags:

Taelz D4R BT2195

AYER, Toy Town:

Tol: OFE92 252945

BANCHORY, Toy and Gift Shop:
Tel: 0¥ 330025 584

ERECHIN, Gardiners:

Tel: 01356 622 T05

CRIEFF, Happy Craft Company:
Tol: G176 653706

DINGWALL, Sports and Maodel Shop:
Tilz 00349 DG Tdh

DUNFERMLINE, Abbey Models:
Tel=OLEET T3 ITh

DUMNFERMLINE, Fife Council Libraries:
Liel: DT 581 LOZ 00

DUMFRIES, Toviown:

Tel: O1IRT 2hansd

EAST KILERIDE, DTS Madels:

Fol; 0955 200 900

EDINBURGH, Marionville Models:
Tl 02313 155 oid

ELGIMN, Junner's Tovmaster:

Tob: DE340 5472 492

FORFAR, Hags:

Ted: (A0 46136

FORT WILLIAM, The Granite House:
Tedr Q0 407 H0E A%

GLASGOW, Abacus:

Tel: indl 342 3o

CLASGOW, Static Games:

lel: w141 552 9785

INVERCLYDE, Arts Crafts & Hobhies:
Tl 01475 205 2004

INVERMESS, Junners Tovinasler:
Teds 014403 289 204

ISLE OF LEWIS, A D MacDonald and Son;
Ml AT F05 G50

KILMARNOCK, Scotch Corner:
Tz 191503 50 262

KINROSS, The Hope Chest:

Prl: 01357 Bhd 516

KIRKCALDY, The Hope Chest:

Tele 0] 502 6l 116

NORTH AYRSHIRE, Bus Stop Toy Shop Lid:
Ted: WT475 mHaEY2

NORTH BERWICK, Laws Cycles:
Telz D60 EH HD

ORKNEY, Mclennan-Toymaster:
Tel: OINGE 877 7HE

PERTH, Millars Models:

Tel: E73 8506 184S

PETERHEAD, George Donald Ltd:
Pl QI779 474 737

PETERHEAD, Unigue:

Tol: 08779 452 705

SHETLAMND, Harrys Dept Store:
Tel: 93595 G4 007

STIRLING, Abacus:

Tl 00786 470 214

THURSO, Durrans:

Fel: auiar #9169

TURRIFF, E Bae and Son:

Tl ORHEE 552 R0

NORTHERN IRELAND

GW BELFAST:

200 Cotle Court, BT1 100 fowards the back
af the cenlreiTel: D289 0233004
BALLYMEMA, Camerans:

Tel: G28-25G4BE21

BAMBRDGE, Toymaster Banbridge:
Tel: OFE- 20622225

BAMGOR, Replay Games:

Tl k-0 4522140

ENKISKILLEN, Hanias Toywarld Tovmaster:
Toh: G2 GEIZEIGT

EMNMISKILLEN, Modellers Corner:

Tel; UXE-LGRI2RT

NEWRY, Murphy's World of Wonder:
Tieds D240 A9 7

PORTADOWN, Toymaster Portadown:
Tl 2845 E504ED

INTERNATIONAL
ACCOUNTS

LISTED ALPHABETICALLY
BELGIUM

BRUGGE, Fair Play
fel: 050 38 51 13
AARSCHOT, Conect'r

Teb: 006 56 B8 30
ANTWERPEM, Celtic Cross
Tel: 03 285 81 65
DENDERMONDE, Tip Top Moens
Tel: D32 21 1798

DEURNE, The Gamestore
Tel: 033 25:55 35

HASSELT, Oherann

Tel: 071 351 358

LEQPOLDSBURG, NV Moestermans
Tel: 011 3938 46

MECHELEN, De Spelfanaal
Teli 015 34 59 07

OOSTENDE, King Arthur

Fel: 0549 5157 56

ROESELARE, Black Border
Tl 051 208250

AALST, Hermelijn

Fel: 055 41 48 &6

AALST, Plays2Be

Tel: #32-053) 41 93 &5

ASTENE, Miniatuurauto’s Eeckhout
Faly 002 2417 95
BLANKENBERGE, De Speelhoek
Fel: 30041 49 23

BRUGGE, Modelbouwcenter
West-Vaanderen

Felz-Ondl 34 20 71

BRUSSEL, Intertoys Anderlecht
Tol; G225 2% fla 71

BRUSSEL, Intertoys Laken
Cil; 022 G471 49

GEMT, Intertovs Gend

Fiel 02 24 223 His

HALLE, Mishra’s Playground
Teli 023 01 58 33

HALLE; Top 1 Tovs

Fel: 1023 56 04 03

IXELLES, Intertoys lxelles

Tl 025 14 17 43

KORTRIJK, De Concorde

Tl 06k 47 05 65

KORTRIK, Albion

Foly 056G 32 48 07

LELIVEM, The Dieepool

Ll €k 20 49 94

MEERPELT, “t Spellenhiis

Tel: 001 74 49 79

OOSTENDE, Timms

Faelz 059 00 49 63

OVERI|SE, Intertoys Overijse
Tel; 026 BF 42 53

TOUBRMAL Intertoys Tournai
Fels 009 21 42 22

BULGARIA

SOFIA, Magic Worlds
Fol: 354 9k h35H

SOFIA, Moria
Fehs SR 2 sy GASH

CHINA

SHAMGHAL Zark

Tl Db 4215 370 1 GRS
SHAMGHAIL Zhanchui Store
Tol: &6 28 52360000

CROATIA

OSIEK, Land of Magic
Tel: 385 31 275 794
OSIEK, Land of Magic
Teli 385 T1-I68 412
RIJEEA, Game Master
Tl 385 51 371 308

SPLIT, Land of Magic
Tel: 385 21483249
VARAZDIN, Land of Magic
lel: 385 4220161
FAGRER, Land of Magic
Tel: 103 14700677
FAGRER, Land of Magic
Tl 38514823917

CYPRUS

MICOSIA, ANT Comics
Tels ) 357 2T G056
MICOSIA, Megaland

Tels B 35 7223 3622
PAPHOS, Cyprus Crusade
Fel: B0 357 UTHAHIF2

CZECH-REPUBLIC

BRNG, Cerny Rylir

Fel: 442054 12180

CESKE BUDEJOVICE, Chaotit

Fol: s T0602ART 5 E

HARADEC KRALODVE, Knihkupectyi Valhalla
Teelz wsh 2095522000

KOPRIVNICE, Magic

Fel: 20405522004

LIBEREC, Battle Games-Obchodni Pavilion
Toel: #4207 77520154

OSTRAVA, Matrix (knihkupectvi)

Fel: 4320773 404 024

PRAHA, Opgri Doupe

Fob: + 320224939501

PRAHA, Cerny Rylir

Fuli 52022231 2361

PRAHA, Cerny Bylir

Foly + 22062237 2301

VSETIM, Atlantis

Vil +32057141 1697

CW KBBENHAVN
Froderikshorgyade SKL 1360,
Tel: 33022217

AALBORG, Dragons Lair
Teh: 921216 18

AARHUS C, Dragons Lair
Tel: 16 19 0063

HILLERGD, Hobby & Fritid
Teli 48 25 26 16
KSBENHAVN K, Faraos Cigarer
Tel: 333222 1
KOBENHAVN NV,

Arena Kebenhavn

Tel: 38 33 57 00

MNASTYED, Arena Mastved
Tel: 55 54 L7 4

ODEMSE C, Dragons Lair
Telt 6391 97 01

REDOVRE, MR Games

Tel: 36 72 02 55

ROSKILDE, Fanatic Roskilde

Tel: #6 346 35 48

LYNGRY, Faros Cigarer

Tel: 32710 2323

HELSING@R, Hobby og Fritid

Tel 49 21 45 42

HERMING, Ferges Kelder

Tol: 35 10 18 57 _

VORDINGBORG, Legekaden Vordinghorg
Tek 5534 04 31

AABENRA, Legekaden Aabenra
Foli 74 RE 3405

STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE
=1 Indicates Gaming Room facilities.

HOBBY STOCKIST
Rt 3 ey Sa G pascling o

MNE ELITE STORE

MNE PARTMER STORE
Stacks masl of (he Gamel Warkehop range.

INDEPENDENT STOCEKIST
Cifficial sellers of Games Warkahop products®

NE"I'." Em“.E.'.ﬂ?EHINE
IrulEcates mesy sbomes and stocklae

Shichs flae ﬂu'rrprﬂl,- Caarmies Wml,i'l'mp AR and offess iﬂ!mt’l.llﬂ.nr:r ma.min: arsl pahﬁn;]m-um.

* Tea b s P Bave whal vomd want m stock, v recovnemeesd ol e stane s,

AALBORG, Aalborg Hobby Service
Telr 98 12 13 15

AALBORG, Bog & idé Aalborg

Teds 48 10 66 17

AALBORG 5V, B.O. Boper Aalborg
Tel: 48 79 15 45

AARHUS C, Goblin Gate

Tel: o6 19 23 10

AARS, Ting og sager

Tz O 2 5 52

ASNAS, Bog & lde Asnaes

Telz 534 L5 040 14

ESBJERG, Bunkeren

Telz 75 18 11499

ESEIERG, Adventure Corner

Fel: 35 11 11 56

ESBIERG, B.O. Boger Eshjerg

Telz 75 V2 11 77

ESPERGERDE, B.0). Boger Espergaerde
Tel: 49 13 19 36

FREDERICIA; Bog & Ide Fredéricia
Yel: Th 24 59 (9

FREDERIKSBERG, Legekieden Frederiksberg
Tarla B 9050 25

FREDERIKSSUND, Legekipden Froderiksaund
Tol; 47 3k 3% 549

GILLELE]E, Lillys Legetuj

Tely 43 50 306 90

GORLEY, Sparetime

Tel: 515 55 B i3

GREMA, Bop & idé Grena

Tel: 56 32 1433

GREVE, B.O. Bager Hundige

Tel: 43 90 60 05

HELSINGE, B.Q), Boger Helsinge
Tel: 48 79 4001

HERMING, Buddy Legetaj

Ted: 9F 22005 52

HILLERGD, Legekaden Hillerad
Tel: 45 24 &1 &1

HI@RRING, Hjorring Hobby

Ted: 300 & 40 5

HOLB/EEK, Storkfelt Bog & ide

Telde 59 43 410 74

HOLTE, Legetojshutikken

Tel: 45 46 17 &2

HORSENS, Legekaden Horsens
Telr 75 &1 60 11

HORSENS, MYCLIX Minialures
Tel: 0045 75602

HERSHOLM, GAD Harshalm

Tel: 45 Bh 1M 018

HUMLEB/EK, Rodes

Telzdf 10 1220

KALUMDEORG, Koch's Bager & Papir
Tarlz 549 51 11 54

KIELLERLF, Ide & Hobhy

Tarlz BG IEB T3 24

KEBEMHAVM K, Fantask

Tuol: 3393 65 38

KOLDING, B.O. Bager Kolding
Tel: 75 50 38 34

KOLDIMNG, Good Games

Tel: 75 50 03 114

KEOGE, Sema

Tiel: 56 B3 B7F 04

LYNGEY, B.0O. Boger Lynghy
Tel: 45 &7 M4 45

MYKGEING F, Hundehuset

Tl 54 B 00 44

NYKGBING M, Morso Boghandel
Tk 9F F2 07 (M

ODDER, Legekaden Odder

Tel: @ifs 54 d2 Tk

ODENSE 5, B.O. Boger Rosengrdscentrel
ek 66 15 99 X1

RAMNDERS, Bog & Ide Randers

Tul: & 44 OH 10

RAMDERS, Byrge Sorensen Hobby
Tek @6 42 56 14

RANDERS, Randers Hobhy Import
Tul: #5643 3% 23

RINGE@BING, Buddy Legeto]

Teli 17 32 08 06

RIMGSTED, Bog & lde Ringsled
Tel 57 &1 G0 10

RINGSTED, Buddy Legetaoj

Tel: 57 67 14 80

RODOVRE, B.0, Boger Rodovre
Tel 46 41 08 25

ROMNME, Dorthe’s Hobbysiue

Fel: 56 95 44 49

ROSKILDE, @nskeleg

Tel: 46 32 34 &3

ROSKILDE, B.O. Ro's tory

Tel: 45 46 34 11

SKAGEN, Legekaden Skagen

Tel: #H 44 54 65

SKAMDERBORG, Schmidt Bog & idé
Tel: B4 52 00 37

SKIVE, Jydsk Boghandel

Tel: 47 51 25 949

SLAGELSE, Uldtaiten

Tel: 56 53 50 33

5T HEDIDINGE, Hobbystalden

Tel: 56 50K 86 10

SVENDBORG, Farve & Hobby Hjgrnet
ek 62 21 31 34

SVENDEORG, B.0), Bager Svendborg

Teli B3 17 3390

TASTRUP, Genbrugshoger
Teb 4371 41 15

THISTED, Buddy Legetoj
Teh 97 93 19 33

YEJLE, B.Q. Boger Yejle
ful 75 231 05 44

VIBORG, Battle Bunker
Tel 86 &0 17 40

CW BLANCHARDSTOWMN

Limit 24%, Blanchardsiown Shopping Cratie,
Ciabfine Tel: 61 B2 508

GW DLUBLIM

Limit 3, Lower Liffey Sdoedd.

Tedr 07 &7 2 5700

CORK, Other Realms

Telr 021 4270500

DUBLIN; Models Inc.

Tod (1 8790993492 _

GALWAY, Gamers Realm

Teb: 091 361 O0bG

ATHLONE, Valhala Games

Tel: Q87-9210010

BALINA, World of Wonder Balina
Tek: MG ThiGfH

CAVAMN, Apex Games

Tieds 04 4326504

COEH, Tovtown Tovmaster

Tel: 021 4014 562

CORK, Toytown Toymaster

Telp ET 4084 162

DOUGLAS, Art and Hobhy

Telz 21 435 2500

DROGHEDA, Art and Hobby

Tolz ndl 987 325

DUBLIMN, Art and Hobby Jervis Centre
Tol: 018 745 112

DUBLIN, Models Inc,

Tel: OF 735001

DUBLIN, Toymaster Banba Dublin
Yel: 01 B2 71K

DUBLIN, The Toy Stare

Tl 67 BI7442D

DUN LADGHAIRE. Toymaster Banba Dun Lagghaire
Tol: GF2 404 171

DUMN LADGHAIRE, Art and Hobby
fok NIZS05047

DUNGARVAN, Toymaster Murphys
Tul: G55 $137%

EMMIS, World of Wonder Ennis

Tel: OGS GHd BE9T

GAWAY, Model Waorld

Tek: 0% ThE65S

KILKEMMNY, Art and Hobhy

Tiedly UG 719008

LIMERICK, Art and Hobby

Tel: 061 HAT5Y

LIMERICE, The Gathering

Tl had FT583

LACHS, Grahams Tovmasier

Tel: 055 Bh2 1004

MACROOM, Toymaster Marys

Tele (V26 434

MULLINGAR, Stars & Boos Hobbies and ¢rafts
Pl 044 B39RE29

MULLINGAR, Stars and Crails

Telt 1 353 B79402759

MNEWBRIDGE, Art and Hobhby

Tols 045 450280

MAVAN, Came Bandils

Tels D46 4075009

NEWRY, Murphy's Toys

Tel- 025 F0264770

SANTRY, Art and Hohby

Tel: 0F BGT 4500

STILLORGAM, Tovmaster Nimble Fingers
Tel: 01 2BE0T04

WATERFORD, Tall Tales Bookshop
Telz 151 A7 W7

WEXFORD, Toymaster Play and Learn
Fel: 055 Z1rER

WEXFORD, WOW New Ross

Tel: 051 421473

WICKLOW, Toymaster Hopkins
fol, D40 357225

WILTOMN, Art and Hobby Wilton
wiltpn, Tel: 023 $34 7207

ESTONIA

TALLIM, Procard Baltic
Tel: 00 377 6308972

FALKLANDS

STANLEY, Falkland Collectibles
Tol: OOSO021 1 74

FINLAND

GW HELSINKI

Simonkati 1, GO,

Tel: (F9-75 15 45 25

HELSINKI, Fantastapelit Hebsinki
Tl () &5 GBS

LAHTI, Puplenkuun Pelit

Tel: 3 751 5151

PORVOD, Puolenkuun Pelil Porvoo
Tol: 019 5348377

TURKU, Fantasiapelit Turku

Tel: 02 22 A13

www.games-workshop.com
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ESPOO, Pelimesta
Tel: 09 813 3283

JOENSULYL, Fantasiapelit Joensuu
Tel: 013 284 314

IYVASKYLA, Fantasiapelit Jyviiskyld
Tel: 074 21 6629 :

KUOPIO, Fantasiapelit Kuopio

Ted: 017 3611143

LAPPEENRANTA, Fantasiapelit Lappeenranta
Tel: 05 5411375

OULL, Fantasiapelit Oulu

Tels 08 37 4006

TAMPERE, Fantasiapelif Tampere
Tel: 03 222 5200 ,
AHTARI, Honkaniemen Kirjakauppa
Fel: (4 533 0027

HAMEENLINNA, Lelushoppi

Tel; 3 RUZ 3430

HARMA, Kirjakauppa Pellame

Fool: 6 did 5040

HEINOLA, Talousmuovi ja lely
Tel: 03 715 1005

HYVINKAA, Roval Toys

Tel: 0505235050

IMATRA, Kirja-Lahja Alex Ky

Tz 65 B2 555

JAKOESTAD, Tovs 4 Fun

Tel: D16 723 2880

JAMSA, Jaakko Saari

Tel: 114 7497215

JARVENPAA, Askartelutarvikeliike Taitaville
Tl 050 413 4760

KARJAA, Bl Lida

Pl 0104 273 3404

KERAWA, Antikvariaathi Kersa

Tels 19 204 4270

RLAUKEALA, Karusell

Tel: 09 879 2547

KOTKA, Eagle Card

Felz 013 21 4270

KOUNVOLA, Muoviepox

Tel= 0% 317 J9s5%

LAPPEENRANTA, Antikvariaalli Suma
Tel: U5 541 1700

LAPPEEMRAMNTA, Antikvariaatti Suma
Telt 05 341 1760

MAARIEHAMMN, Dillen

Tel; 18 E5578

MANTSALA, P.'lFlﬂ.I:lﬂ

Felde 010 GUE 3911

MIKKELL, Muppela

Fel: 015 36 1611

PIEKSAMAKI, Sirkkis

fel: 005 34 4370

PORI, Porin Pitkis

Teldz D2 &332 2800

FORI, Porin Askarlelu

Ted: 12 BA2 GGFT

RAAHE, Raahen Astartelu ia Paperi
Fel: 08 223 GB35

RAMA, TT-Pop

Tel: 02 323 4840

RITHIMAKL, Roval Toys

Tel: 050-328563h0

ROVAMIEMI, Liigacenter Jassi

Tel: 016 156 0545

SALC, Salon Harraste

Tol: 076 356 0543

SAVOMLINMA, Savanlinnan Anfikvariaatti
felei 1553 3412

SEIMAJOKL Pitkikiekka

Ted: i1 417 78H0

SEINAJOKI, Fantasialinna

Ted: 0440 561 B335

SODANEKYLA, Vekkuli

Fel: G 61 545946

TERVAKOSKI, Tervakosken Coconul
Fiel: 19 754 129

TAMMISAARIL, Kungshookhandeln
Doz I 240G 1028

TAMPERE, Info Koskikeskus

Tel: 03 225 1650

TORIMNG, Peliketut

Tel: 16 44 520

VAASA, Mirunaru

Fel: 6 312 707

VAIKEAKOSE]L Koskiviide

Tele 02 384 7907

VANTAA, Mirkun Kirja

Fels 4 230 2280

VEHMAA, Vanha Kaarti

Felz 050 527 4540

ATHENS, Action Hobbies

Fel: 0010 290 G504515

ATHENS, Fantasy Shop: Peristeri
Pel- 0030 200 5774344

ATHENS, Fantasy Shop: Halandri
Fel: 0020 200 689739

ATHENS, Fantasy Shop

Fel: 0030 210 8231072

ATHEMNS, Fantasy Shop: Ap. Paraskevi
Telp 0030 210 RIN5312

ATHENS, Fantasy Shop: Pagrati
Fele 0030 THik 756050

ATHENS, Fantasy Shap: Kifisia
Yol: 1030 230 B0 R4

ATHENS, Fantasy Shop: Peirakas
Tol; (B0 210 4125757

ATHENS, Fantasy Shop: Exarcheia
Tk (0E30 200 62Ea77

ATHEMS, Kaissa Amarousicou

Tub: D030 2E0-614T67S

ATHENS, Kajssa Glyfadas

Tel; 0030 210 §0E: 5T

ATHENS, Kaissa Halandriou

Tol: QIkE0 210 GEDOHES

ATHENS, Kaissa Kallidromiou
fel: QB30 210 JhednE

ATHENS, Kaissa Monokeros

Tel: D030 210 B3 410

ATHEMS, Kaissa Meas Filadelfias
Tel: 0 30210 9817544

ATHENS, Kaissa Meas Smirnis
Teelz Gl 30 2903 91 7044

ATHENS, Kaissa Pagratiou

Tl flr 30 2906 2218 394

ATHENS, Strategy Hall

Pl i 202104185357

CHAMNIA, Kaissa Chanion

Pl IR0 202108809,

CRETE, Fantasy Shop: Herakleion
Fol: DUED 2RTO I0EAE2

HALKIDA, C0 Corner

Telz (FKE0D 2220 QBTHES

KALLITHEA, Fantasy Shop Kallithea
Folz CAREG T4 5% 292k

LARISA, Kaissa Larisas

Fel: GILED 2410 330555

MAROUSE, Battle Bunker

Tol: IR0 2102528758

MAFPLIO, Miniature Shop

Tel: ) 30 2752029854

PATRA, Fantasy Shop: Patra

Teeds R 360 241004

PATRAS, Kaissa Patras

Tel: kD B 0GESHEE

PERISTERIO, Kaissa Peristeriou
Tl VBN 2105700707

FIREUS, Dragons Eve Store

Fels BUEO2 | ORT29169
THESSALONIKI, Kaissa Thessalonikis
Fels (M) 30 2310 2357 397
THESSALONIKL, Underworld
Tl 030 2310 F4411 U3

VOLOS, Fantasy Shop

Tz 0WVED 24270 2T H2

HONG KOMNG, Fun Atelier
Tl (B3 2 2HGG-EET0

HUNGARY

ELIDAPEST, Silverland

Tl BTG 12 509157

BUDAPEST, Trollbarlang

Fel: i1 36 1 3203379

BUDAPEST, Trollbarlang Buda
Tel: 0 36 1 245 2469

MISKEOLE, Deron

Tl G0 446 410528

STEKESFEHERVAR, Legendak Csarnoka

Toel 030G ik AHSTURG

SEEGED, Csillagveg
Ted 030 20 35371500

REYKJAVIK, Nexus
Tel: 352 5011

INDONESIA

JAKARTA BARAT, Comics N Games
Tel: H20 53606-3455

JAKARTA SELATAN, Fantasy N Games
Tad: 15 1-600-50343

SURABAYA, Fantasy N Games

Tel: 03 1-600-50341

SURABAYA, Fantasy N Games

Ted: BX1-F40-2475

ISRAEL

HAIFA, Kitaro

Tel: DIKIT2 4RA03232

HERZLIA, Freak

Tel: BUG72 195H9077

RAMAT HASHARON, Tapuah
Tl )3T e 35404718

TEL AVIV, Freak

Dels G 2 360 LG

TEL AVIY, Kitaro
Tels S92 36209920

LITHURNIA

Vilinius, DG
Tl M 370 5 2035264

Do you want to hecome an

INDEPENDENT STOGRIST?

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:

MALAYSIA

KOTA KINABALLL, Sabah, Just Wargame
Tel: 6011 « BGS 5269

KUALA LUMPUR, Comics Mart

Tl (6 - 2257 Dh2G

KUALA LUMPUR, My5ciFiFan Outpaost
Teb: 465 UTH = SE2 1506

PEMAMAG, Comics Marl

Tod: 04 - 226 2508

PETALING JAYA, Wolf's Game Shop
Ted; dF1 2 25997952

PETALING JAYA Sefangos, The Games Circle
Tedi & 06 - 451 Ui

SHAH ALAM, SELANGOR, Dakka Dakka Games
Ted: 6 17«12 G525

KINGDOM OF BAHRAIN

154 TOWM, Carousel World of Imagination

T 00 973 30T Ind%

MALTA

MALTA, Forbidden Power
fel 00156 21 237999

MALTA, K Hobbies Lid
Tel: 00356 21 A95421

MAUCALPAMN, Quest Hobbies and Games
fils 052 555 598 92 7H

NEUVO LEON, Imperial Floet

Ted: S20 A1 [ 724

PLIEBLA, La Fortalexza

Tl 4152 232 400 50 30

THE NETHERLANDS

GW AMSTERDAM

Rakin 36, 10012 KT,

Tel: OXF 632 3863

GW DEN HAAG

schaolsraal 128, 25171 AX,

Tob: 0PI T30

GW ROTTERDAM

Wian D'I:It'ﬂllahlcuﬂldph.rls 452, 30T AF,
Tod: 080 2R 26E

ARMNHEM, Spelkwartier Arnhem
Tek: 026370 HEH

DEM BOSCH, De Dobbelsteen
Tel: 073 514 5530

LEELU'WARDEN, Spellekijn

Tel: 0382130112

LEIDEN, Vliegershop
Tel; 071 513 2783

MAASTRICHT, Viieg-er-ui
Tel: 043 XI5 1653

TILBURG, De Dobbelsteen

Tol: 013 544 3700

IWOLLE, Games-n-Stuifl

Tel: 038 421 HIBS

ALKMAAR, Bookers & Strippers

Tel: 072512 1213

ALMERE HAVEN, Fantasia

Ted: 036 531 6017

AMERSFOORT, Spellenwinckel

Tel: 033 470 0322

ASSEN, Plok

Tel:05% 231 3292

BERGEM OP ZOOM, Big Boys Toys
Tek 016425 0548

DEN HAAG, Spellenhuis

Tl 070 354 4762

EMSCHEDE, Pijplines

Tel: 053 4305727 _
GRONINGEN, Krikke's I'I-I:}bhfihn
Ted: 050 312 9314 £

HAARLEM, Spellenhuis
Tel: 023 5% 13 104

MIDDELBURG, De Burchl

Teh: 017 8650043

MIIMEGENM, Moenen & Mariken

Tol: 024 323 6119

UTRECHT,

Tel: O30 210 4123

VENLO, Modelbouw Luthart

Tel 077 354 2680

WORMERVEER, Mini-Wonders

Pl 075 640 1617

LOETERMEER, RC-Pitstap

Tel: 079 31670560

ALMELO, Somberg Modelbouw

Tel: 054 G 298]

ALPHEN AAN DEN RIIN, Top 1 Toys Arie vd Fanne
Tel; 0172 47 2254

AMSTELVEEN, Het Ganzenbord

Tel: 020 641 2552

APELDOQORN, Vreemde Zaak

Tel: 057 551 1560

AFELDOORM, Tap 1 Tovs = De Kinderdroom
Tel: 055 5761098

APELDOORMN, Villa Wammus

Tel: 035 5766 741

BERGEYK, Wouters Technohobhy
Tol: 049 755 U240

BINNENHOF, De Groot Toy Special Store
fel; 020 347 3344

BLARICUM, RC-Fun
Tel: 015 52300499

FROMNTLINE

BREDA, Modelbouw Blick

Tel: 076 521 k590

BREDA, De Dobhelsteen

Ted: (K6 52084700

BUSSUM, Bakx Modellreinen

Tel: 35 691 E410

DELFT, Top 1 Toys Speldorado

Tedr 1% 283 4516

DEN BOSCH, Gameforce Den Bosch
Tel: 07T FEOSEES

DEN HAAG, EIf Fantasy Shop

Tel: 070 3561557

DEVENTER, Knibbel Comics

Tede D57 (Hal GEFD

DORDRECHT, Hobby Modelbouw Dardrecht
Tel: 078 GE1L 2711

EDE, Tinnen Soldaat

Fel: DATA &5 T008

EINDHOVEN, Gameforce Eindhoven
Telz 40 244700

EMMEM, Spirithoes

Tel: 591 35787

GELEEM, Tactica

Telz b 47 48 785

GOES, Fanlus Fantasy Store

Tel: G171 325 e

GORINCHEM, Netten Modelbouw
Firl: 010 0%t

GOUDA, Intertoys v/d Wal

Fel: OHE 251 3525

COUDA, The Movie Store

Tl 018 32 2554

GROMINGEM, Wirwar

Fol: Q541 114 8423

HARDERWIIK, Top 1 Toys Volgers Spel & Hobhy
Pel: 03441 412985

HEEMSKERE, Bob Hes

Tel: 430 (02511 24 17 99

HEERENWVEEN, Bob Hes

Pels s30 (D251) 24 19 9%

HEERENVEEN, Top 1 Toys Volgers Spel & Hobhy
Tel: 0513 6244961

HENGELD, Top 1 Toys Mickey van Werel
Tel: 074 201 2200

HOORN, Het Gele Teken

Tel: 0F2 927 RE23

HOORN, De Spellenhoorn

Tel: +30 40229529 55 05

LEEUWARDEM, Bratlinga Speclgoad
Tol: 058 211 5662

LEIDEN, Tolkienwinkel

Feli 071 541 2324

LELYSTAD, Treinenhoek

Tel: 042 025 5160

MAASTRICHT, Hounjet

Fol: 043 65 6778

MUENEM, Schellens Speelgoed

Fel: 026 293 2954

OUD-BEI ERLAND, Mourils Model-Halby
Yol G w2 1931

PANNINGEN, Top 1 Toys Mare Janssen
Tl (077 4634501

ROERMOND, Bloemboetiek Hermien
Tel: 047 531 &34

ROOSENDAAL, Top 1 Toys Jadin

Tul: OFLS 55 7904

ROTTERDAM, Frectime Warrior

Tel: 010 270%2 53

SCHIEDAM, BTS

Tel: 010 473 8755

SCHIJNDEL, Top 1 Toys Anniek

Tel: 073 5477750

SCHOOMNHOVEN, Modelbrouwers.nl
Fel: « 30 (D1H2 36 17 87

SITTARD, Atomik

Tok: 046 4515074

SLUIS, Top 1 Toys E. v/d Vijver

Tel: 011 76 1393

SOEST, Top 1 Toys Soest

Tel: 045 529 (444

SPIKEMISSE, Lord of Magic

Tel: OUAT 615061

SURHUISTERVEEN, Spiritvault

Feed: 055 526 01H5

TIEL, Gablincave

Tel: D344 654 6B

UDEN, Goblin

Tel: 041 327 0662

UTRECHT, Subculiures

Tol: 030 2311122

UTRECHT, Elf Fantasy Shop

Tel: GMe 201 7157

UTRECHT, Never Never Land (Wieder & Kuganl)
Fel: 00 233 2293

VELSERBROEK, Mol Mlastic Modelbouw
Tel: 022 5375392

VENEAY, Els¢ Hobbyspeciaalzaak

Tl 0478 53 d40%

WASSENAAR, Top 1 Toys Kouwenhaven
Talz 070 5110 @0k E1

WINTERSWIIK, Top 1 Toys Winterswijk
fol: 054 358 2827

ZWOLLE, Boekenhalte

Til: 038 428 1077

ZWOLLE, Top 1 Toys — De Wit

fel: 8 3217176

NORWAY

GW OSL0

Mnl'.ll.'rg.au 7, m7Pg,

Tel: X2 33 70 80
KRISTIANSAND, Hohby Huset
Tel: 36 02 03 11 :
BERGEN, Outland Bergen
Tel: X233 33 08 |
TROMDHEIM, Gotham

Tel: 734 51 28 B0

ALESUND, Kremmerhuset
Tel: 70 14 97 70

ARENDMAL, Norli Arenasenter
Ted: 47 k2 54 54

BERGEN, Ringo Lekeklossen
Tel: 55 92 26 50
BIEBRELAMNGEN, FX Hobby
Tel: 63 &5 11 03

BODG, Underhaldnmgsmagneten
Tel: 75 52 50 711

BARUMS VERK, Muki Leker
Teli 67 131310

DOKKA, Yes vi leker Dokka
Tel: 61 11 2090

DRAMMEN, Kreativ

Tel: 32 81 9 00

FAGERMES, Lekesenterel
Yol: 41 36 06 92

—_FRUNBRNE = O s o SRR e e = R

FAUSKE, Ringo Smart

Tel: 55 64 b 272

FLISA, Ringo Bamsefar

Tels (2 95 HE W]

FORDE, Ringo Leikehusel

Tl 57 &2 0] 02

FREDRIKSTAD, Leketorvel
Tel: i 31 56 30

GIEAVIK, Ringo Leke-Olsen

Tel: 61 082 10

HAMAR, Lekehusel Maxi

Tok 62 5338 0B

HARSTAD, Srtt og Ratt

Teb: 77 06 57 74

HAUGESUND, Norli Haugesund
Tok 3272 13 33

HITRA, Ringo Hitra

Tek 72441245

KONGSBERG, Ringo Rolf Liane AS
Tebi 32 73 11 61

KOMNGSVINGER, Ringo Gigata Leker
Teki b2 0 7613

KRAGERG, Brio Karis Hobby

Tel: 35 495 04 0l

KRISTIANSAND, Qutland Kristiansand
Tel: 38 0994 20

KROKSTADELVA, Helmax Leker
Telz 32 B2 %0 10

LANGESUND, Ringo Tarangers Eftf.Per
Tel: 35 9% 34 62

LARYIK, Ringo Sokrates

Tel: 13 10 54 37

MO | RANA, Ringo Lekehjornel Mo
Tel 5515 17 17

MOLDE, Yes vi leker Leke Jornet
Fel: 71 21 43 53

MIOS]EIEN, Hobbysentrel

Fel: 75 17 07 70

MOSS, Brio Frisenfeldi

Pele btk 25 12 1)

MYSEN, Brio Saker og Ting

Tied: 54 B9 3] T4

MARVIE, Ringo Barnas Verden

Tel: Th 834 65 05

MESBRU, Ringo Holmensentret
Tel: G 77 94 WiF

OSLO, Brio CC Vest

Tel: 2273 17.77

O5L0, Brio Notabene Lambertseter
Tel: 23 20 05 51

OSLO, Outland Paleet

Farl: 22 33 0 10

SANDNES, O Saeland

Telz 37T bl 15 09

SAMNDVIEA, Hobby Larsen

Tel: &7 54 01 07

SKI, Brio Titt-lnmn

Tedz vl B5 77 737

SKIEN, Sokratis Hobhby Girden

Tul: 35 52 87 6d

S0LA, Ringo Sola Gaver og Leker
Tel: 51 65 17 63

SONGDAL, Ringo Sopndal Glasmagasin
Fel: 37 63 11 B0

SORTLAND, Ringo Bamse Leker
Tel: TR113374

SPIKKESTALD, Trollmannen Leker
Pel: 47 26 51 19

STAVANGER, Outland Stavanger
Fel: 51 %3 B D

STAVAMNGER, Veslefrikk

Teli 51 8% 52 33

STORMARKNES, Stokmarknes Aklietrykkeri
Pele 76 1177 540

SYKKLYVEN, Ringo Blindheim

Tel: 70025 10 20

TEMNSBERG, Gledeshuset

Fol: 92 25 17 07

TROMSEY, Tromse Brukthokhandel
Fel: 77 Gl 6% 74

TROMNDHEIM, Outland Trondheim
Fel: 73 52 05 45

TRONDHEIM, Tronderfrim

Fel: 74 52 OB i)

TYMSET, Ringo Tynset Bokhandel
Fel: 62 40 OiF 38

VADSEY, Brio Vadse
fel: 75 84 22 24

PHILLIPINES

QUEFON CITY, Meutral Grounds
Tel: 00 11 &7 2634 8942

BIALYSTOK, Department Gier
Tol: DG B57444360

BIELSKCY BIALA, Gnom

Tol: DG 33 812340606

BYDGOSZ, Cytadela

Teel: DO-28 691 23 23 ik
BYDGOSZCZ, Empik DTC

Tol: =53 321 35 I5
BYDGOSZCZ, Empik Galeria
Tel: 0-52 346 bi 13

GDANSK, Empik Alfa

Teelp Ap=55 501 03 -4k

GDANSK, Iskra

Telz NEAE 55 53001952

GDANSE, Spider Goames

Tel: GO 55 551 %1 33

GDYMNIA, Empik Centrum

Tel: =58 G20 0F 73

GDYMNIA, Futurex

Ml ldiE S0 FRATLHO

JELEMIA, Empik Gdra

Tel: 475 F547450

GDANSK, Rebel Centrum Gier
Ted: 040 54 3470204

GLIWICE, Game Station

Tel: 0040 504 155 104
KATOWICE, Bard Centrum Gier
Tel: Q044 32 257 1 s

KIELCE, Sklep RPC Grace

fed: IR SOTIT LIRS

KRAKOW, Bard Centrum Gier
Toby 04K 12 BI2N7E5

KRAKOW, Empik Galeria

Tel; €1=-32 2% A di

KEAKOW, FHU Smok

Tel: +3R 493514857

LODZ, *Aik’ Firma Ksicgarska
Fel: D0SH 22 H3H0EN]

LODE, Empik Manufaktura Empik Mega
Tels D22 B3% 12 31



- FRONILINE

LODZ, Gamelord

Tel: PO48 42 BFVT16)

LUBLIN, Balrag

Fel: 048 BOIF14613

LUBLIN, Empik DTC

Fed: d1-76 B4 23 02

LUBLIM, Kreys

Tz D0ad 11 552298

MIELEC, Gama Serwis

Teel: Q140 157 SAS30%)

NOWY SACZ, Hobbit

Teed; 00040 60 4133012

OPOLE, Hins Il Computers

Teld: G048 77 45347413

PILCHOWICE, Imperator FF

Tes: +d8 FXIR506E4

POZNAN, Bard Centrum Gier

Tel: O04E &1 8338277

POZMAN, Empik Mega

Ted: 0-61 B52 Gl 30

POZMNAN, Dom Gier

Febi 00 41 GTAESHLN

POZNAN, Sklep Wilceek

fel: 048 61 503 B52 BAK

PRUSECE GDANSKI, Fenris

Tob: G048 00 00 005

REZESZOW, Empik Plaza

Tel: 017 HE0 51 62

SWIDNIK, Monolith leon

Tel: DRAE GR44T 2200

SWIEBODZIN, Czempioni

Tel: 45RAGZEPAST

SECTECIN, Cytadela

Tel: 0048 4O &8 &0 29

SICIZECIN, Empik Galaxy

Tel: 0-91 483 92 B

SZCZECIM, Tall Tower

Tel: D04E 91 4237007

TORUN, Empik Copernicus

Tedi (156 657 4410

TORUN, Sklep Papierniczy

Fol: OIME 56 65225493

WARSZAWA, Cytadela

Teb: TR 22 BESEIG

WARSZAWA, Empik Blue City

Tel: €1-2:2 317 7 61

WARSZAWA, Empik Galeria
Mokotow Mega

Felt 0-22 54% 33 7%

WARSZAWA, Empik Mowy Swial Mega
Tl 022 627 O 5

WARSZAWA, Empik Sadyba Plaza
Tel: 22 370 45 72

WARSZAWA, Faber & Faber s.j.
Tel: GIREE 22 491265

WARSZAWA, Graal

Tz D0tk 22 3007627

WARSZAWA, Gryf

Tel: OiE 500 921 103

WARSZAWA, Ksiegamia Bellona - Matras
Tol: D48 22 8361707

WARSZAWA, Panda Tabawki

Tel: OIME 2T 8204441

WARSZAWA, Skelp Morion

Tol: (042 22 42391H)

WARSZAWA, Skladnica Harcerska
Tel: Dikds 22 BIOE1 24

WARSZAWA, Warsaw Model Centre
Tel: D48 22 122 46 41

WARSZAWA, Warsaw Model Centre
Tel: Q048 22 611 37 96

WARSZAWA, Warsaw Maodel Centre
Teb: D048 272 G 05 070

WROCLAW, Bard Centrum Gier
Tel: 004 G1EGSHEM

WROCLAW, Empik Mega

Tel: 0-71 343 3% 90

WROCLAW, Opryn

Tol: ODE8 71 3771872

WROCLAW, Sklep Pracownia Fantastyczna
Tel: 498 71 353 43 43

ZABRZE, Empik M1

Fob: 0-32 373 40 40

ZIELOMA GORA, Avalon DT Centrum
Tel: 0 48 GTAGSHIH

ZIELONA GORA, Ori

Tel: i GOEA235140

PORTUGAL

COIMBRA, Inforhobbies LDA
Tel: 0351 239 78 14 46

LISROA, Homem Azul
Tel: 00151 213 62 95 62
LISBOA, Lojas Arena

Tef: 00951 2§315 55 80
PORTO, Mundo Fantasma
Tel: 00351 226 049 14 60

SINES, Galeria BT
Tel: 00337 209 63 25 11

BUCHAREST, Hobby Games
Fel: OO 4 27 3231 431

RUSSIA

KRASNODAR, Alegris-Jug (South)
Fel: FORSO2AEITT

MIMNSE, Valahanovich ent

Tl (152 G582

MINSK, Valahanovich ent

Taelz (POEG2S A548426

MOSCOW, Alegris

Telz FO952168 126

MOSCOW, Alepris

Tel: 70950285337

MOSCOW, Urfin Juice

Teli +7HISTH40355

NORLISK, Na Styke Mirov

Tel: OOAGED B5IH4TE
MOVOSIBIRSK, lcehummer

Tick: 705 7076603

SARATOV, Detskiy Mir

Tel: &4 SR4A0

ST PETERSBURG, Art-Miniatures
Ted: G0H12 T321826

TAMBOV, Hobby and lgrushki

Tel: (i35 270811

SERBIA-MONTENEGRO

BELGRADE, ANET Hobbystore

Tede i 381 T F 3612 525
BELGRADE, ANET Hobbystore
Tel: 04) 30 11 265226

BELGRADE, EXIT Hobby store
Tel; IXEY) 11 62 TE 27

BELGRADE, White Dragon

Tel: 00 381 63527227

MNOWVI 5AD, Dragon

Tel: 00 381 11 K36 24058

NOVI SAD, Valhala

Tel: 00 387 21315534

PODGORICA, Neutran Podgarica
Tel: G0 381 64 Oa0 A6

EREJANIN, Takeda

Tel: 00 3871 2ER4572

SINGAPORE, Comics Mart PTE Ltd
Tol: BEFY 2724

SINGAPORE, Comics Mart PTE Ltd
Tel: GEIA TGS

SINGAPORE, Comics Mart PTE Ltd
Taelz 65 Gdid 2751

SINGAPORE, Forgewaorks Hobhies
Tel: 65 6438 5875

SINGAPORE, Paradigm Infinitum Pte Ltd
Tol: 65 6734-3458

SLOVAKIA

BRATISLAVA, War Gaming
Tel: +42 19032157145
KOMARNO, Jonako SRO

Tel: « ERFO45 50404

KOSICE, Draco

[elz =42 1557296555, + 4210055100460

SLOVENIA

LIUBLIJANA, Crna Luknja
Tel: OGS 59031220
LJUBLIJANA, Pri Goblinu
Tel: 00386 40833230

SOUTH AFRICA

BELVILLE, The Eovs and Mens Haobhy Shop
Tebs D027 20 974 Babd

BLOEMFONTEIN, The Games Dungeon
Ticl: 0027 51 446 5000

CAPETOWM, Pastimes Betail

Vel 0027 21 4271 119

CAPETOWN, Wizards Books and Games
Tel: 0027 21 683 0260

DORIMGELOOF, Baltle Planet

Tel: D0 27 8245 93933

DURBAN, Wizards Books amd Games
Tel: 0027 31 312A271

EDENVALE, Plastiks

Tel: DOET 82 7831 1489

JOHANNESBURG, Esswex Retail

Tiels HE2ZT 11 BEBIGTY

[OHARNESEURG, Ouster Limits [ohannesiurg
el DT 11 482 3771

JOHANMNESBURG, Outer Limils Preforia
Yol DB2F 12 342 4360

JOHARNNESBURG, Wizards Book and Games
Fel: OOE7 11 8490 9253

JOHANNESBLURG, Wirards Books and Gamies
Tel: OB2F 11 454 2010

IOHANNESBURG SOUTH, Dragons Den

Tel: 002F 11 432 1946

UMLANGA, The Hobby Specialisis
Tel: 0027 31 566 4006

SOUTH KORER

SEQUL, Orc Town
Tel; (K26 402 5946

GW GOTEBORG
Drottningsaten 52, 411 07,
Tel:031 133958

CW STOCKHOLM
Eegeringsgatan 30, 171 55,
Trﬁﬂ 23840

GAVLE, Hobbyvshopen
Tel: 26186299 yiope
KARLSTAD, Spel och Fantasi
Tef: 034 15 1(F 7
NORRKOPING, Lekhuset
Tel: 011287070 i
LIME.E., Fantasia

Tel: 020770360

KRISTIANSTAD, Spel pd Vallgatan
Tel: B44 101091 N
GOTEBORG, Wizard Games
Tel: 031514150

SKELLEFTEA, Lek & Hobby
Tel: 091012980 .
STOCKHOLM, Diragons Lair
Yol DB 634 64 54 '
STOCKHOLM, _
Science Fiction Bokhandeln
Tel- A2 15052

SUNDSVALL, Orionspel och hiicker
Tel: DE0155947

LIPPSALA, Prisfyndet

Teli 018106607

VASTERAS, Zetterlunds
Fel: 021 11 44 91

VAX]O, Helges Hila

Tel: 047 02 18 &0
ANGELHOLM, Brio

Tel: U431 327

ARVIKA, Perry Data

Tel: 02 H10h59

Asarum, LEK & FRITID

Tel: 0454329905

AVESTA, Vega Video

Tel: 22680075

BORAS, Hobbex

Tel: 031416380

BROMMA, Boink!

Tel: 0426 BROS

DALARC, Butiken Svanen
Tel: OTO0425 205

ENKOPING, Mallens Lelsaker
Tels 01 7T 42750

ESKILSTUMA, Barnens Hus
Tel: N BABRTEE

ESKILSTLIMNA, Lasses Leksaker
Tel: HiG1E033E5

FALKENBERG, Brio

Tel: 346 H07 A0

FALUN, Tv-spelshirsen

hr'!: B2X2P7T5

FARJESTADEN, Leksaksmazasinel
r-|.-!:I DAHS34570

CALLIVARE, Brin

Tel: 07 066502

GISLAVED, Brio

Tz D71 1073

HALMSTAD, Brin

el p35159175

HAPARANMDA, Barnens Hus
Tl 07 22 36 GO0
HELSINGBORG, Spel PA Kullagatan
Tel: 042121091

HUDIKSVALL, Albins Leksaker
Tl GLSASY5002

JONKOPING, Play Planet

Tol: 06122834

EALMAR, Kalmar Lek & Hobby
Tel: O4R0ILTT7

KALMAR, Ojt

Tl Udﬂl'.lfi.-:ul'l-':-:l i
KARLSHAMN, Brio

Tel: 045410361

KARLSKOGA, Lekladan

Tel: 058633333

KARLSKROMNA, Brio

Tal: 045524002

KARLSKROMA, Fact & Fiction
Tel: 045516710

KATRIMEHOLM, Brio

Tel: 0150 79720

KIRUNA, Brio

Tel: BUHOH2550

KOPING, MD Hobby

Tel: 1736426176

KUNGALY, Lek & Hobby

Teelz (O3 12540

KUNGSBACKA, Brio

Tl (ER0N 18§ 36

LAHOLM, Brio

Tel: 04 R0 L0

LIDKOPING, Game Maniacs
Tuli 0705 150274

LINKOPING, Alltilek

Tel: D E10 570

LINKOPING, Sagoland

Tel: D1312:2200

LIUNGBY, Brio

Tel: D37213381

LULEA, Barnens Hus

Tol: D92OZ20095

LUNDY, Spel pa Clemenstorget
Tel: 46127810

MALMO, Spel pa Djiknegatan
Tl 040 120410

MORA, Lek & Hobby

Teel: 25071624

MNACKA, Amusar

Tel: D0&440540

NORRKOPING, Hobbyhdrman
Teel: N RLIF el

NYKOPING, Laka TV-spel

Tel: 0135285000

NYMNASHAMN, Svens Lek Och Hobhby
Tel: OB 520 10 4991

OREBRO, Brio

Tel: D19R114983

OREBRO, Modellex AB

fel: 019 611 15 34

ORMINGE, Happies

Tel: GBF152501
ORMNSKOLDSVIE, Lajbans

Tel: BOGTDITO0

OSKARSHAMMN, Brio

Tel: 0491 170 o6

QSTERSUND, Hobbybaden
Teel: CBLESTEETO0

PITEA, Barmens Hus

T'|'_|: A I19%10

SAFFLE, Bergers Lek & Bosittning
Tel: 053310145

SALA, Elons Leksaker

Tel: D22410314

SKOVDE, Partaj

Telr 051079499
STENUNGSUND, Brio

Tel: DA0IR0304

STOCKHOLM, Arcane

Tz 05594500

STOCKHOLM, Brio

Telz GATA097 146

STOCKHOLM, Happies Hammarby Sjistad
Teelz (EAS 2 2400000

STOCKHOLM, Fidelur

Teel: 01 50020270

STROMSTAD, Kjells Lek & Hobby
Tel: D52615709

STROMSTAD, Leksakshutiken
Tel: B3 2640333

SVEDALA, Brin

Tel: B404003 18

TABY, Hobby & Prylar

Tad: BESTUS0I26

TOMELILLA, Alfs Leksaker
Ted: 047 7 1O

TROLLHATTAN, Parlaj

Tel: 152079449

TUMEA, Leksakskungen

fed: (OF303R000

TUMEA, Kom & Lek
Tel: DOSIIG001 1

STORE FINDER KEY

(=} Inadicates Gaming Ronm facilities.
HOBBY STOCKIST

ME ELITE STORE

ME PARTNER STORE

INDEPEMDENT STOCKIST

NEW STORE OPENING

GAMES WORKSHOP HOBBY CENTRE

Ofues 3 hobby gaming and palnting service,

ftocks mast of the Games Workshop range,

Orficdal sedlees of Games 'r'l."nrhi.lmp proibudie®

Stocks the complete Games Workshogp range and nﬂr.r? introductory gaming and painting kssoas,

® To tur e puey e whal oo ward in stack, wae secoatvend calling the feove Hivit

UDDEVALLA, Parlaj
Tiel: 0522801 88

LIPPLAMDS WASBY, Barnen Hus
Tel: 0BG26H940

VALLINGBY, Hobby fiir Alla
Tek: 0707523724

VARBERG, Morrgatans Spel

Telr (540678610

VASTERAS, TV-5Spelshorsen

Tels 021 11 00714

VASTERAS, Fetterlunds Erikslund
r..-il; {K2T W 3sn

VASTERVIK, Brio

Ted: 43171

VASTRA FROLUNDA, Toys

Teel: dr450401

VETLANDA, Bric

Tei: FEIT099

YIMMERBY, Brio Yimmerhy

Teed: Qb3 1 88

VISEY, Lekstugan
Tel: 0490215050

KIEV, Budinok Igroshek
Tel: 00 100 445 733 979
KIEY, Budinok Igroshek
Tel: 00 30 445 821 385
KIEY, Budinok Igroshek
Tel: 00 380 442 308 150
KIEV, Budinok Igroshek
Tel 00 304 444 567 671
KIEV, Charge

Tel: ODAERE4I5676T

KIEY, Mowvi Skazka

Tel: OB 300 442 872 T
ODESSA, Models

Tl (b E00 505 623 277
SEVASTOPOL, Sevmodel
Fel: o0 300 953 445 406

VINITSA, Spellscape
Teel: O 3350 634 0% )1

UNITED ARAB EMIRATES

DUBAI, Bishops Trading

Tol: B0AT 1559407070

YSTAD, Tv Spelshirnan
Tielr (1 HEEGED

TAIWAMN 806, Games 'R' Us
Tel: 001164 9409 2750

THRILAND

BANGKOK, FantasialTs Toys) ' 4l

Tel: bb B 9773 159759

TURKEY

BAKIRKOY, Sihir
Tel: 040 90 212 543 4964

ISTANBUL, Cottage Unigue Hall
Tel: () 90 582 417 5889

ISTAMBLIL, Sihir

Tzl (HDBD 212 2 P55

ISTAMBLIL, Gerakli Seyler

Tied: QO 212 E5%7 hES

ISTANBUL, Urelen

Tz U090 312 bRl ST 4

IZMIR, Excalibur

Tels D090 232 463 Thi

DNEPROPETROVSK, Book Shop (Goblin) 4
Telr (00 330 75 fdil 558

f
KHARKOV, Aladdin Toy Store '
Tied= (M) 380 577 157 734
KIEV, Budinok lgroshek W {7
Tek: 00 380 4457 851121 i" o
e
_1.-"'.

Fl'
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Club Directory

Gaming clubs are groups of fellow gamers and hobbyists who meet regularly to enjoy the hobby together.

VISIT THE GCN ONLINE AT WIWWW.GCNM.ORG.UK

AUON

GCN BRISTOL,
Parthury Knights:
Cardact: Alan Viowles

Tel: 07777 WI5348

Exmailz d.ooorreysilatkd 1 oom

GCN BRACKMNELL,

Bracknell Forest Gamers:
Coniaci: Dan Currdy

E-meadls HosesElmmey. plus cam

GCMN MAIDENHEAD,
MAD Gamers:

Contact: Franci jose
E-rvafl: fosc Rnvey. plus.com

GCEMN READING,

The Spiky Club:

Contact: David Cals

E-rrail ;s spikyclubrdioimail.co.uk

GCN DUDLEY,
Dudley Darklords:
Contact: Fadl Sheldon
Tel 01384 288 In0

GOCN SOLIHULL,

Toll Road Gamers:

Contact: Mark Samkin

Ted: 790 418 7517

E«mnails toliroadgamersibloeyonder.co.uk

GCN WOLVERHAMPTON,
Da Bovz Club:

Confaciz Darren F'u,-p;h

Ted: 07790 507 551

E-miils ahoyehilub@pooetlemal cam

BUCKINGHAMSHIRE

GON HIGH WYCOMBE,
Armageddon Inc.:
Conliot: Jannies Sc ekl

Teed: 14594 865 905

CHANNEL ISLANDS

GCM BRELALMES,

Jersey Privaleers Gaming Club:
Contact: Paul foel

Ted: ANIS3 TR T2

Frmail: moedwarlock@ian].com

GOM CHESTER,

Royal Guild of Minted Boards:
Combact: Christophe Fry

Teli 07970 B7H7 32

Exmuilz chiris ! iryisiiryupiilme. cem

GCN CHELTENHAM,

Hyde Clarendon Strategy Games Club:
Confact: Paul Mather

E=mreailz p.wl.m:rhn;'rh'la.1|h:-.'.|'ﬂ|:- b= Tl ]

GCN MACCLESFIELD,

Macowargamues:
Comlact: Duncan Harmding

Wieksite: wew.ana rn-.u:;:.:m:-amg.d:
E-rnails karradine2002 Bvahoa.cal

CLEVELAND

GCN MIDDLESBEROLUGH,
Middlesbrough Gamers Club:

Coandactz Sean Atherton
E-mails mage cduhSgmail com

OCN REDCAR,

Redcar Ironbeards:
Condact: lan Widdnwaon

Tel: 01642 SA3107

GCORNWALL

GCN BUDE,
Dice and Dagger:
Contact: Kurl Bakir

Esraals celiofcernawitan, oom

GEN WINDERMERE,
Morth West Warriors:

Comdact: Adam or Davinda Turaer
Tel: Bra2557 8 8L7
E-muailz nortly wedt werrinmdibnimall.com

DERBYSHIRE

GOCN CHESTERF ELDY,
COGS:

Cantact: Anthamy Bamet
Ted: 0794 415 Brh4d

E:mnail: awblEhtinbernet civm

GCN PLYMOUTH,

Cross Swords Gaming Club:
Contact: Anbhomny Cross

Tel: 1752 B37 133
E-rnails wnajueirbesermi-nvords.couk
GCN PLYMOLUTH,

Plymouth Association of Wargamers:
Webeibis Wy plymoutbwasganiess ook

DORSET

GCM POOLE,
Battlescar:

Condact: Pan] Cleveland

Tek 01 202 IB5 632

E-pnall; p;ll]iﬂh.ﬁtllq-.{ar,w.uh

COM CHELMSFORD,
Chelmsford Bunker:

Crmitact: Gareth Willlams

Teb: 7245 2p542

E-mall: cdgareth@demail.ne
Wrhslt ez e i sk erassanll ook

GOM ESSEX,
Essex Warhouwmds:

E-mail: jamescukd@an]com

GCM COLCHESTER,

Colchester Games Clubs:
Coniact: Colin Wilson

E-enabl: infoioul chetongansmelibliorguk

GCN SOUTHEND,
Southend Toy Soldiers Club:
Contach: Paul Gayner

Tol: OFE91 665 641

E-madl: clubonquidesSholtmm.com

GCN SOUTHEND,

Warrone: Southend:

Confacl: Michael Byvan

Tal; 0126% R E0S

E-mail: swampyBREbluoyonder, co.ok

GCMN THURROCK & ROMFORD,
Tempus Fugitives:

Conkach: Stuar Machaness

Tef: OF A0S 154620

Website: wwiw iempasfygithvescmaik

GCN DURSLEY,
Dursley Games Club:
Contact: Bhan Bishop

Tek: 01453 543 577

HAMPSHIRE

GOM BASINGSTOKE,
Sad Muppets Society:

Cantacty Bavid Offen-lames
Epnagl: david@sudmuppeds. o

GCN PORTSMOLUTH,
Hammer N Ales:

Cantact: lvan Butler

Tel: 67752 533462

E=imail:

|nmtranser 1w alie parkimoidh o imail. ook

GCN PORTSMOUTH,

Shadowspawn:
Conatdet: Gary Donaldien

Tel: B7A32 JhEHEY

KENT

GOMN ASHFORD,
Stanhope Gaming Group:
Comtacl: Sisnam Cannan

Telz D120 BeY 99

E-mail; sacannen@iapeat.co.uk

GOSN TUNBRIDGE WELLS,
Tunbridge Wells Wargame Society:
Contact: Colin Sthae

Tel: D175 340 16811

F-mail: colimicatone frosen'e.cuuk

LEIGESTERSHIRE AREA

GCN ARNESBEY,
Lescestershire Warriors Wargaming Club:

Contact: Patrick Foster
[l 079G G816 347
Expraifr previomtdyaban, oo.nk

GUN LEICESTER,
Leicester Fat Kats;

Contzct: Anlony Evane

Tel: DT9GATH1227

E=mail: amtonTiEyahon.com

LINCOLNSHIRE RREA

GCN LINCOLN,

Gobstyls:

Contact: Anna Delaireld

Tel: 0124 643 TR

E-paalfi atelafieliihtapenworld.cony

LONDON

GEN CLAPHAM,
Clapham Wargames Guild:

Coantact: Thoemas Pedil
Tiel: 07964 T69 204
E-matl; infeftelaphamwargamersorm.ak

GCN COVENT GARDEN,
Cross Gaming Club:

Condact: Kard Mo ilom

Tiel: BT ASOE5AETH

Eariail: nemibsegrbnsds 70T e ael coun

GOM WANFrEﬁD,
Tanelorn Wargames Club:
Comlact; Madim Tarner

Eamail} martin trmeriheis . com

FRONTLINE

GCN WATFORD,

Watford Wargames Federation:
Canlact: Eob Long

Tel: G207 820 (M2

MERSEYSIDE AREA

GCMN LIVERPOOIL,
Liverpool Gaming Guild:
Cantact: Lean'Lynch

E-mall: clobleonihrimail. coouk

GCMN RUNCORM,

Halton' Daemaons:

Contact: Janethe Fleming

Tiel: 01928 715 351

E=mail: Janeite. femmangehablon.gavink

GCMN MORTH WALSHAM,
Blackfish:

Contact: Dave Hicks

Tele 07AFT 512 873

GCM MORWICH,

Aftermath:

Condact: Lew Love

Tel:oFsd] 859 58]

E-mail: lesaiermathEEtinterme L.com

GCMN NORWICH,
Batilenet:

Camtect: Richanit Mullar

Tede 07700 02X 207

Evmally flcland ahaltleneloosk

CON OLD BUCKENHAM,

Old Buckenham Bone Crushers:
Corlsch: Paind {'.I:iiu_g

Wirhsww. hah hamandibebucks coukfwargams

CON WYMONDHAM,
Wymondham Wanderers:
Comtacty Rarry MoCarthy

Telz (OG0 905 4ak

E-rreail wamila ] & o, com

NORTHAMPYONSHIRE

GCN BEDFORD,

Bediord Gladiators Association:
Contacts Dasdd Willsin

el 07701559097

F-miall: gladialorbduldlyahoo.co,uk

GCM MORTHAMPTON,
Morthampton Warlords:
Comrlacl: Mark Pesl

Tele 075 010 482 57
Emily marhysparky 30 Ehodmail com

GCN RUSHIYEN,

Phoenix Gaming Cluly:
Cantact: Carl King

Tede 07574 350

E-mmaill; carikimg 14ibnntermet.com

GOMN BLYTH,

Morthumbrian Adventurer's Guild:
Coantactr Mark Andersan Cpailler

Telds 7T 20 7300

E-smeail; n.'uga'mlim-{u‘hnlmn.'l.m.qh

NOTTINGHAMSHIRE

GCN KIRKRY IN ASHFIELD,
K.lL.A:

Condact: David Laithavarte

E-maall: inquisslonmeivio@yahoocco.ak

GON NOTTINGHAM,
Da Wat MNotts:
Contact: ool Miskin

Tel= DFR1S 445075

Eenail: -:n:m:l.mip'-.mi-,lIrmpl:-ml,-nrlql‘,-:nm

DCN NOTTINGHAM,
15t Company Velerans:
Cormiact: Chr Taybor

E-mail: citaylor. ukdiyvahooonet

ONFORDSHIRE

GCN OXFORD,

Oxford Gaming Club:

Comdacty Mike Sharp

Tel: 07302 764143

E-prail: n|lLr.-dh1.r|1-4i,-:h!rapmwmld.mm

GCN WALLINGFORD,
South Oxfordshire Wargamers:

Coantivct: Darren Bassell
Teli 015465 300 160

GO SHEEWSELRY,
Gatekeepers Wargames Club:
Crifndd: James Sheiry

Email: infoSgateheoporsamiak

GCMN TELFORD,

5.T.A.G.S Teliord:

Comtdeli Carl Feans

Tk 0195 557927

E-rnail: p1|.u|.'ni:r..iiirl‘:luu-.:und‘er.m.uh

STAFFORDSHIRE

GCN CANNOCEK,

Games Club Cannock:
Confacl: Richard Brywe-Mye

Teb; (11545 459274

E-mnall: lomrichithrfcenyefmel.coak

GON TAMWORTH,

TG

Contact: Phil Hannigan

Tel: O1BZT ZRT44N

E-smail; philliannlgan? 002 Eyshoaco.uk

GO WALSALL,
Warlords of Walsall:

Canfact Martyn Fiamdval
Tel; OF P17 AT5047
E-enail: marlynfurnivatibloe pondercouk

GEN ASSINGTON,
Suffolk and Essex Gamers:

Contacl: Mark Aldhogss
Tel: 0184480 FRLSHS

GOM BECCLES,

Crypt Keepers:

Coniait: Christine Wiorkten

Ted 791 E S0 340 (after bl

CCN BECCLES,

Curious Dwarf:

Comact: Giles Rohinson

Tel: 1702232 TR600

E-ranil: pRrariioosi®Eealiooooe

GON IFSWICH,

Swarmm Wargames Club:
Cordach Matt Hoddon

Tef: D1473 B2F Zidk
F-enailz mattéholdenhouse freeasrvesn.uk

GCN NEWMARKET,

Newmarkel Dwarf Wargames Society:

Comrlach Mark Maymes
E-sreanl ma rl-:.hr.-,mnﬂqnpeg:'mim'.mm

SURREY

GUMN MITCHAM,

Mitcham Marauders:

Contact: jason Fowler

Tl OF G 3800272

E-enail: mitehammaraudersE s mailcoonk

GCN TOLWORTH,
Tolwaorth First Founding:
Lol Peier Cojrs

Tel: T 788 R0

GOCN WOKING,

151 Founding:

Conlacl: Ashley Hommiwood
Tek 0193 37 7445

GCN BOGNOR REGIS,
BREBA:

Cimntacts Frank Hill

Tel: DTR9G 319 633

E-rnails melrenidiSl i vabon. ooy

GCN BERIGHTON,

Brighton Warlords:

Coniact: Feter Cooke

el 0707 409 &240

E-mail: peter.coaked2 38 nthawarld.com

GCM BRIGHTONMN,

Gambit Games UK:

Condadct: Garedl Wynin

E-mail: garethoapnmeld Sntlw ordd, com

GCN CHORLEY,
Coppull & Ehﬂrle; Knights:

Cantact: joenalhun Tay o s ¥ ke
WWichsite: waww cack-warganwscloboo gk

GON CRAWLEY,

Crawley Magic and Tabletop Games:

Conbael: Mark Eane
Tolr OTH21 555 129
E-mail: mark templand gonglemalhcmm

GON HASSOCKS,

Clayton Warlords:

Contacty Bages Saibh

Tel: OF 71556 10946

E-makl: roges. ps smillvEhodemail.cony

GOMN EASTEOLURMNE,
Eastbourne Elemental:

Contact: buke May

Tol: OFRF 7o 9125

E-madls hiketweitherbshtpmail.com

GCEN WALBERTOM,

Walberton War rs:

Contact: Mike Roddluam

Telz 01245 554185

E-mailt wallsertomwargame ridiyahooco.uk

GCN NUNEATOMN,

Muneaton Model and Games Clulb:
Conlact: Erizn MoCormack

Ted: 7806 FOT 128

WILTSHIRE

GCN SWINDON, SWAT:

Contzct: lohn Hoxt
Tel: D793 92 934
E-mail: {fhextd@biimiemetonm

GCN SWINDON,

Swindon and District Wargamers:

Contact: Paul Meftle
Tielz QI793 T0L04
E=mail: netile.irthenilworld com

YORNSHIRE

GOCN HALIFAX,

Pennine Raiders:
Tel: 0142 236.9834

Exmail: hardpinitiscallonank

GOSN HUDDERSFIELD,
Cellar Dwellars:
Conlact: Richard Ambdor
Teh 07984 11 3974

E-malls uheriguackfiyahomco uk

EFN LEEDS,
Night Owls:
Cantact; Steve Nolan

Tel: 0173 225 0451

GCM OSSELT,

Osselt Wargames Cluh:

Tok 0192 426 3004

E-mail; paulnigraceibtinternet.com

GOCM SHEFFIELD,
Dysartes:

Combac; Wick Jobnson

Tk DX 743 3E006]

Emmall: welmasbe rdwrariv s oo

INALES

GCN BRIDGEND,
Bridgend YMCA Gamers Club:

Contact: Bill Brans
Tel: 0165 476 B34
E-mail: bilhbragen #ieall conk

SCOTLAND

GCN CAITHMNESS,
Morthern Knights:

Contacts Dave . Yesmans

Tel: 6784 976 -8

E=mail; recoebnzaibtinternel. com

GCM EDINBURGH,
Edinburgh League of Gamers:
Comtaci: Andy Meaclen

E-mail: leagiecodpamery-

cam ey Ahnogroups. coak

GCN FIFE,

The Gaming Kingdom:
Tel: OFRIAHUSE TS

F=maH; krinsherritiEhotmall.com

GOMN GLASGOW,

51 Aidens Warriors Club:
Contach: Alan Fohibs

E-mailt macdnaabl3 ) FEhatmali.com

GOM IMVERMESS,

Da Klub:

Canbact; Stephon Miller
Tel= 07876 ST 1xdd

E-mail: stevemdenitanl com

GCN KIRRIEMUIR,
Kirriemuir Wargames Club:
Contact: David Tulladh

E-mail: duvid tullochidecco.nel

GCN RENFREW,
WPAS:

Conlact: Andy. THoapson
Tel: DT4R BRE- 2456

E-rmiall; alhormipsantijaga2d (reeserve ok

GO STIRLING,

Stirling Wargamers:

C-unln?l% Paul Brooks

Tel= 01786 450 B2

E-mail: peulittrecendbeaf.phes. oo

GCN membership
guarantees the
highest standard of
customer service
and safety. As part
of our ongoing

commitment to our
customers, we do
not promote any
club outside of the
Gaming Club
Network.




Wondering where to find Warhammer? Looking to expand your Space Marines? Lost and looking for The Lord of the
Rings? There are stores across the UK and Eire belonging to the Toymaster Group that sells Games Workshop products.
With dozens of Toymaster members stocking a range of Games Workshop products, you can be sure that there is a local
store near you. We've listed the members and their locations below for you. To find out more about Toymaster, check

out www.toymaster.co.uk

A] Blundell & Son, Sittingbourne
A1l Sports and Toys, Selby
Austins Toystore, Newlon Abbot
Banburys, Tiverton

Belas, Marblethorpe

Big Kids Toy Shop, Seaford
Blewetts of Hayle, Hayle
Bricknells, Bodmin

Brite Ideas, Wrexham

Clarke’s, Haywards Heath
Console Games Ltd, Birmingham
Conways, Keighley

Corven Arts, llandrindod Wells
Cowgills of Clitheroe Ltd, Clitheroe
David Mann, Cranleigh

Deans Toys & Cycles, Congleton
Dorchester Toys, Dorchester
Elys, Wimbledon

Felicitations, Harpenden

Frosts Toymaster, Bridpor
Funfair Toys, Oswestry

GW Hurley, Burnham on 5ea
George Donald Ltd, Peterhead
Goslings Toymaster, Stockpord

H Boswell & Co Ltd, Oxiord
Hampsons Toys & Nursery World, Chorley
Harpers Cycles, Penrith

Heart of England Co-op, Nuneaton
Heaths, Barrow in Furness
Hogpgosaurus Toystore, Devizes
Hogeosaurus Toystore, Andover
IH Lorimer Ltd, Orpington

IH Larimer Ltd, Purley

I-‘J. AN "-J.“'-.__:.-:‘-r =FI-.E :'_"iil :
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IH Lorimer Ltd, Sevenoaks

I's Toys, Weston Super Mare
JAC Distribution Ltd, Ramsey
Jack in the Box, Crewe

John Anderson, Whithy

Jloplins, Sunderland

Just For Fun, Clevedaon
Kaleidoscope, Tavistock

Lamb's, Darlington

Langleys, Morwich

Lightioot Models & Toys, Ryl
Martells of Sutton, East Grinsteac
Millers Toymaster, Truro

Moons Tovland, Newmarket
Moaore Value, Bude

Osborne Sports & Toys, Rushden
Pavilion Toymaster, Hunstanton
Pearsons Ltd, Enfield

Pedalers Toymaster, Glastonbury
Point House Toyshop, YWroxham
Razzamataz, Weymouth

Robbs, Hexham

Starlings Toymaster, Bury 5t Edmunds

Starlings Toymaster, Dercham
Starlings Toymaster, Holl
Starlings Toymaster, Sheringham
Storktown Limited, Leigh

T&FM Grover Ltd, Northallerton
T Ditchfield, Leyton

TG Allan Ltd, Marpeth

The Cambridge Toy Shop, Cambridge

The Ellenbray Press, Frome
The Honitaon Toy Shop, Haniton

The Toy Shop, Cockermouth
The Toy Shop, Reigate

The Toy Shop, Trowhridge

The Toyshop, Melksham

The Trading Post, Kingshridge
Tinetty's Toys, Sudbury

Toy Zone, Tewkesbury
Toyworld, Ipswich

Wells Models & Toys, Wells
Wells Models & Toys, Minehead
Wonderland Falmouth, Falmouth

SCOTLAND

Gardiners, Brochin

Harrys Dept Store, Lerwick
Junners Toymaster, Elgin
Junners Toymaster, Inverness
Stevens Toymaster, Fraserburgh
The Mappy Pin, Cupar

NORTHERN IRELAND & EIRE
Banba Toymaster, Dublin

Caball Toymaster, Tralee
Grahams Toymasler, Port Laois
Hopkin's Toymaster, Wicklow
Kidzone Toymaster, Armagh
Mary's Toymaster, Macroom
Murphy's Toymaster, Dungarvon
Nimble Fingers, Stillorgan

O'Sheas Cycle & Toy Centre, Killorglin

Tovtown Toymaster, Cobh

INDEPENDENT STOCKISTS

The Most Convenient Place to Shop!

e In Your Local Area
e Most Popular Boxes and Hobby Supplies
e Official Sellers

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

They concentrate on stocking our most popular
products, meaning you’re more likely to find exactly
what you’re looking for!

All our stockists are official sellers of Games
Workshop games and hobby products.



‘ i i Faqt secure and straight to }ruur door! Games Workshop Mail Order offers a
l I | number of services — conversion components, exclusive miniatures, hard to
‘ . I l find models and more!

HOW 10 IIIIIIEII

Games Workshop Mail Order is a ﬂ“ the internet
fast, accurate and convenient service
that lets you order your miniatures
and other hobby products from the
comfort of your home.

* We aim to despatch all orders in
three days, straight to your door.

e You can order any Games
Workshop product.

* Our Advance Order service lets you
order models and products before
they are released, guaranteeing
vou'll get them on the day of =
release. Fax your order on +44 (0) 115 916 8002

* Also available is a range of models
that are only available through Mail

Call the Hobby Specialists on +44 (ﬂ] 115 91 4t}ﬂﬂﬂ
Opening hours: Monday-Saturday: 10am-6pm (Tuesday 11am-6pm),
Sunday: 11am-5pm GMT.

Order. Check out what's on offer Or send your order the traditional way to Games Wurkshup Mail Order,
this month! Willow Road, Lenton, Nottingham, England, NG7 2WS.
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MAIL ORDER FREEPOST

e gtk The Games Workshop Online Store is open 24
orders of £50 or more that are placed

through the Online Store or Mail Order will hours a day, seven days a week. Get exactly what
E 8 of o owen e #I -

1SS OOl POIREE e you want, when you want it.

IN-STORE FREEPOST

This offer gets even better when you place

vour order from your local Hobby Centre, ’ HUgE range ¢ EHSY to use "I.r’EHEig
using their in-store order point. When you e Secure @ Open 24 hours EEEUI‘Ed
place an order for ANYTHING, it will be

despatched to the store for you to collect,

post free. Methods of payment

WARKAMMER WORLD You can only pay for orders through the Online Store by credit and

Fvoutee fithearea, why tiot el intg debit card. We accept the following cards: Visa, MasterCard,
Warhammer World where you can place Maestro (formerly Switch).

your order with the guys in the store, and 1 - visa
have it picked and handed to you while ,_WE_A_| m@ @ 2

vou wait!

" We only accept the following cards in Northern Europe: Visa and Mastercard.
L "Lk addbsses oaly ) We do not accept the following cards: American Express.

114 WHITE DWARF MAIL ORDER
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There are many Daemons in the Citadel range — so many that
we couldn’t hope to fit them all on these pages. There's
nothing quite so terrifying as facing a Greater Daemon across
the tabletop, not to mention their daemonic underlings,
including Nurglings, Horrors, and Furies. Some examples are
shown here; check out the online store for even more.

WAR}IAMMER

4!1 000,

All four of our Greater
Daemeon madels come boxed J
with two head variants. &

BLOODTHIRSTER, GREATER DAEMON OF KHORNE
99119915037  £30, €40, 300dkr, 350sek, 350nkr

KEEPER OF SECRETS, GREATER DAEMON OF S5LAANESH
99119915039  £30, €40, 300dkr, 350sek, 350nkr

Pictures for illustrative purposes only. Product contents may vary, Products old unpainted and unassembled, Cenam Cilladel products may be
dangerous if used incoreectly, Prices comrect at time of poing 1o press, please contact us for cureent availability and Games Warkshop prices. Prices I'LSI'I . 115
guoted are for products sold by Games Warkshop through its own stores, catalogue or website, Independent retailers are responsible for determining WWW-EE mes-wor op.com

theeir dnarn Qrices,
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All of our Daemon miniatures
come with both round and square
bases so yvou can choose whether
they will be fielded on the
battlefields of the far future or the
Warhammer world,

The Greater Daemon of Tzeentch
box set includes this variant head,
plus an alternative staff.

LORD OF CHANGE, GREATER DAEMON OF TZEENTCH
99119915038 £30, €40, 300dkr, 350sek, 350nkr

GREAT UNCLEAN ONE, GREATER DAEMON OF NURGLE
99119915036 £30, €40, 300dkr, 350sek, 350nkr

Prctures for illustrative purposes only, Product contents may vary, Products sold unpainted and unassembled. Certain Citadel products may be
- dangerous if used incorrectly, Prices correct at time of going to press, please contact us for current availability and Games Workshop prices. Prices
1 Tfl' WH ITE DWARF DR DE R[ HG D | REC I quoted are for preducts sold by Games Waorkshop through itz own stores, catalogue or website, Independent refailers are responsible for determining

their own prices.,
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PLAGUEBEARERS OF NURGLE
99119915024  £12, €17.50, 135dkr, 160sek, 175nkr
This box set contains 5 Plaguebearers of Nurgle

HORRORS OF TZEENTCH
499119915020 £12, €17.50, 135dke, 160sek, 175nkr
This box set contains 5 Horrors

Fiends of Slaanesh can be assembled in several

different ways. In addition to the random selection The FHUdE!S on these
vou can buy in a blister pack (see New Releases, pa[ges are just a small
page 5), you can also order the following Fiends selection of the

exclusively from Games Worshop Mail Order, available Daemons
miniatures. Why not

log onto the online
store or give Mail
Order a call to see
what else they have.

Flamer of Tzeentch

FIEND OF SLAANESH 3 FIEND OF SLAANESH 4
9O069Y 1 5043 99069915044 ;
£12, €17.50, 135dkr, 160sek, 175nk £12, €17.50, 135¢dkr, 160sek, 175nkr WWW.games-workshop.com

Pictures tor ilfustrative puiposes only. Produdc! contents may vary, Prodects sold anpainted and unassembled. Cedain Citadel products may be
dangerous if used incorrecily, Prices correct at time of poing 1o press, please contact us for current availability and Games Workshop prices, Prices k h 1
quisted are for products 2old by Games Workshop through ils own stores, catalogue of website, Independent retailers are responsible for determining WWW+EE'-“TE5'WGI' 5 UP-Cﬂm 1 -?
their own prices
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UPGOMING RELEASES

ol Can’t wait to get the latest releases?
STRATEGY BATTLE GA M[ i e Get the latest products delivered to your door on the

% MORDOR

day of release!
e Postage for Advance Orders is only £2%

Citadel Paint Range
26th April (released 6th June)

e How to Paint Citadel Miniatures ........ccoooeeeene... 7/6/08
¢ Citadel Wash Baal Red .......coovuemmeeeiieeeeaennn.. 7/6/08
e Citadel Wash Asurmen Blue......cccooeevvivniiviennnnn. 7/6/08
e Citadel Wash Thraka Green ......ccccvveeiveeeneinacnn... 7/6/08
e Citadel Wash Badab Black.....couivivannas 7/6/08
¢ Citadel Wash Gryphonne Sepia ........cococevvvmnnen. 7/6/08
e Citadel Wash Ogryn Flesh ......cooooevieirniivnnneen. 7/6/08
e Citadel Wash Devlan Mud .........ccoevoriiiiiiiiiinann. 7/6/08
e Citadel Wash Leviathan Purple .......coceovrvviennn.. 7/6/08
s Fitadel Wash: BaintSets s i 7/6/08
o Citadel SpraviGUR i T 7/6/08
¢ Citadel Propellant .......cccccovviveemnvieeriiineiieeaeeenn. 7/6/08

The Lord of The Rings
10th May (released 21st June)

T 8 v o e e e e 21/6/08

e Mordor Troll/lsengard Troll .........coccoeeeieennn 21/6/08

NE SRR e W aaesh W e Morgul Knights box set ........ccoicin. 21/6/08

SDU Rﬁiﬁgﬂ A < R e Gothmog (foot and mounted)..............ccccoee 21/6/08
Q= = ; e cemEmmEmaee o] o Orc Shaman on Warg ......cccoceeeeeereenneiinnnnn. 21/6/08
- . ¢ The Dark Marshal (foot and mounted) ............ 21/6/08
Mordos e The Shadow Lord (foot and mounted) ........... .21/6/08
RELEASED 21/6/08 ¢ Morannon Orc Captains -.eaeaissicemisvies 21/6/08
ST e D, Tandbs Bkl TRk e Orc Taskmaster and Drummer .....oovvevveeneeeeenen. 21/6/08
=AU SENEN TR RS * Mordor Orc Captaing ......ccoceeeeeiureeacrenssinseeenns 21/6/08
s Shapgrat, War Leader:....c s vmaniinn. o 21/6/08

¢ Black Numenorean Warriors ....oooevveevvvvriereenens 21/6/08

*£2 postage only applies to Advance Order products
being delivered to addresses in the UK or Ireland.
Orders including Advance Order products will be held
until the last available product is released.

OF THE

KINGS

STRATEGY h I TLE Cai

Mordor Troll/Isengard Troll Morgul Knights
RELEASED 21/6/08 RELEASED 21/6/08
£15, €22.50, 175dkr, 200sek, 225nkr £25, €35, 250dkr, 300sek, 300nkr

Piciures tor illusirative purposes only. Product contents may vary, Products sold unpainied and unassembled, Cortan Citackel products may be
darsgerous [ used incorrectly, Prices correct at time of going to press, please coptact us for current availability and Games Workshop prices.
Prices quoted are for products sold by Games Waorkshop through its own stares, catalopue or website, Independent retailers are responsible WWW+gﬂmEE'Wﬂrk5hﬂP-fﬂm 11 9
for determining ther own prices,
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Get hold of forthcoming Citadel miniatures, hobby materials and rules
supplements on the day of release with our Advance Order service!

RAMES WORRSHOP —— — -
HOW TO PAINT | ;

c I TA D E L - | - c'nadel::jﬁ:l
S i ) R | | -.

= s —

i
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gy — ey Flar by
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Y TN WASHE® E—[Tﬂ_ﬁ WA‘;HES et
o Asvrmir  WASHES BEVLAN 4
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RED I

JIFET] 8
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CITADEE

Citadel Wash set

RELEASED 7/6,/08
£15, €22.50, 175dkr, 200sek, 225nkr

How To Paint Citadel Miniatures
RELEASED 7/6/08

£15, €22.50, 175dkr, 200sek, 225nkr

PROPELLANT

280g 400mi 2

Citadel Spray Gun Citadel Propellant
RELEASED 7/6/08 RELEASED 7/6/08
E18, €27.50, 200dkr, 250sek, 250nky £5, €7.50, 60dkr, 70sek, 75nkr
Pictures for illusteative purposes only, Product contents may vary, Products sold unpainted and unassembled, Certain Citadel products may be

dangerous if used incorrectly. Prices correct at time of going (o press, please contact us for carrept availability and Games Workshop prices. Prices
quated are for products sobd by Games Warkshop through its own stores, catalogue or website, Independent retailers are respansible for determining

118 WHITE DWARF ORDERING DIRECT
thesir awn prices.
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UPGOMING RELEASES

11N 7 Can’t wait to get the latest releases?
STRATEGY BATT LE GAME ¥ g | e Get the latest products delivered to your door on the

& MORDOR

day of release!
¢ Postage for Advance Orders is only £2#

Citadel Paint Range
26th April (released 6th June)

e How to Paint Citadel Miniatures .......ccceeevvvunnnn. 7/6/08
o Citadel WashiBagliRed' i 7/6/08
* Citade] Wash Asurmen Blue.......ccooooviiiiiiiiii, 7/6/08
e Citadel Wash Thraka Green .c...oveoeeeeveieeeeeeaenann. 7/6/08
s CitadeliWashiBadabiBlack e ermaamss 7/6/08
¢ Citadel Wash Gryphonne Sepia .........cccoceuveneee. 7/6/08
» Citadel Wash Ogryn Flesh ........oovrmmeeiriieenes. 7/6/08
¢ Citadel Wash Devlan Mud ........cccooeviiiiiniiiiiinnen. 7/6/08
e Citadel Wash Leviathan Purple ........ccocoveeenee. 7/6/08
e Citadel Wash Paint Set...........c.cooo.. SIS e I 7/6/08
S Citacte] SPraviGIUIN v e rsisasasan s sices srasats 7/6/08
¢ CHade] I PrODEIIANE . ceeeeseasaremressrseesnssasrnannnssnssases 7/6/08

The Lord of The Rings
10th May (released 21st June)

O N BT O s e o s vt et e e e e e e e 21/6/08

L e * Mordor Troll/lsengard Troll .........cccccoeiiiennaenn. 21/6/08
TORD T HINGS _-_I@:* B N N o W osuest Wb | e Morgul Knights box set ...........cooceiiiiiiiinneininne, 21/6/08
ggupcw T T £ * Gothmog (foot and mounted)............cocuvenneee. 21/6/08

* Orc Shaman 0N WAIE .....c.conerereessesrsesssosssnsnans 21/6/08
e The Dark Marshal (foot and mounted) ............ 21/6/08

Mordai e The Shadow Lord [fﬂ{?t and mounted) ........... .21/6/08
RELEASED 21/6/08 * Morannon Orc Captains .................. I el 21/6/08
£19. €750, 1354k Tébsek. 175k e Orc Taskmaster and Drummer ....coccccveireevvennnn. 21/6/08
i B i, T ¢ Mordor Orc Captains .........eeeeeeerennieereesrennnenanes 21/6/08
o Shagraf; War Leader. . .icoimnimimninnnsses: 21/6/08

e Black Numenorean Warriors ......ccceevvevvceennnnn. 21/6/08

*£2 postage only applies to Advance Order products
being delivered to addresses in the UK or Ireland.
Orders including Advance Order products will be held
until the last available product is released.

OF THE

I ING S

Mordor Troll/Isengard Troll Morgul Knights
RELEASED 21/6/08 RELEASED 21/6/08
£15, €22.50, 175dkr, 200sek, 225nkr £25, €35, 250dkr, 300sek, 300nkr

Pictures for illustrative purposcs only. Product coments may vary, Peaducts sald unpainted and unassembiled. Certain Citadel products may ba
dangeraus if used incarrectly, Prices correct al lime oF going W press, please contact us for current availability and Games Workshop prices, ksh
Prices quoted are for products sold by Games Waorkshop through tis own stores, catadopue o websile, Independent retailers are responsible Www.gﬂ mes-Works 'U'P-'Eﬂm T 1 g

for detemmining therr own prices,
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Subscriptions guarantee you will not miss an
issue, and offer savings over buying individual
copies. There are a number of ways to subscribe.

Call Games Workshop Mail Order on
Tel: +44 (0) 115 91 40000
Fax: +44 (0) 115 916 8002

Log on to:
www.games-workshop.com

e Visit your nearest Games Workshop store
e Complete the form below and return to:

GW MAIL ORDER, WILLOW ROAD,
LENTON, NOTTINGHAM, ENGLAND,

| would like to subscribe to White Dwarf starting with issue number: WD ]
I would like to subscribe for:

£36, €70, 540dkr, 625sek, 750nkr []
£60, €130, 1000dkr, 1200sek, 1300nkr [ ]

| am a new E-l[|_'].l:'-{_'r'fh[}l' D Iplease tick a box)

1 YEAR 12 issues woson
2 YEARS 24 issues wosugs

| am an existing subscriber [ ]

MY DETAILS

Mr/Mrs/Msfother:.. JForename: ...... o 8 144 T 1 4] T S

Adlclress: 1 (ol o ey o
Country:

Teldine ST D o e v s i i S e

The subscription is a gift for the person detailed below [ ek bos

i pppropriaiel

P T T o] 1 ] = TP TT ..Forename: .. N T LT T e s e e ot g e

Address; UL 1] | PP Er e s
Country:......
el i ST ooa) o s st s o At i e i

METHOD OF PAYMENT

Postal Order (UK only)/Cheque [ ] (made payable to Games Workshop Ltd)

o o B o
L]

Cardholder’s Name:

Valid from: Expiry date: HEENR issue No: DE‘

T Date: oeeeiieinierans
(signature of parent or guardian required if recipient is under 16 years of age.)

Reply by the 31/05/2008 to take advantage of this offer.

GET WHITE DWARF FROM YOUR NEWSAGENT

Did you know that newsagents can hold,
order and, in some cases, even deliver your

make sure you get your beloved White
Dwarf magazine.

favourite magazines for you? Jusk Ask!

allows you to take advantage of these
services. Where you see the Just Ask! logo
you'll be able to hand in the form below to

So next time you visit your newsagent Just
Ask! about obtaining copies of your
favourite magazines.

A great way to ensure vou receive every issue of White Dwarf is to place an order with your local
newsagent. Once set up, your copy of White Dwarf will be held for vou to collect, saving you the
time and the frustration of having to search the news stand. Some newsagents offer a home
delivery service, making it even easier to obtain your copy.

So don't miss an issue, complete the form below and take to your local newsagent today!

NEWSAG ENT ORDER FORM

D Please re “i["l"l.f["'rl"il'“"-.-"{"i':i': (*delete as appropriz ate) A copy of
commencing with issue ..........c........... for:
Title/Mr/Mrs/Ms st B 1 [ R e Y o Y S e 3 X101 ] e e A A7 el e (e

0¥ ({3 =~

POStCOE. . iiiiiiiiiiiiiiiaainieiinns Daytime Telephone NO...coooiviiiiiiniieniiinns

*£12 saving on a 1 year subscription. £36 saving on a 2-vear subscription.
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THE
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MNGS Marching forth from the black heart of Sauron’s
- — . domain, the Legions of Mordor seek to bring all the -

STRATEGY BATTLE GAME Lands of Men under the yoke of their dark master.

Ll b " VR
..H £ r.':_. .-l - i
% i LalaD ki

", Bt R

Warriors of Chaos Skulltaker

An official “get-you-by” army list for Learn how to paint this fearsome Daemon
using the mortal servants of Chaos. in our 'Eavy Metal painting masterclass.






