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The Warriors of Chaos are on the march; the lands of the Empire their destination, its utter destruction their goal.
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ne of the things | personally like most about the hobby is
making scenery. That statement often gets me some odd looks
amongst my fellow hobbyists, as they see scenery building as
something of a chore that gets in the way of gaming. Let me explain.

For me, wargaming isn’t about tactics and winning or losing, but
about the spectacle of gaming. When | play Warhammer, | see the
manouevring of my regiments as a narrative, with my heroes fighting
bold challenges and influencing events in the Warhammer world itself.
The same is true of Warhammer 40,000, and perhaps even more so of The Lord of the
Rings, as every time | call a Heroic Move with Aragorn | can just picture Viggo Mortensen
charging into battle in the movies. Now, all of this visual excitement gets killed for me
when | play over a green blanket with cornflake boxes for buildings. | love modelled
battlefields, but with so many armies on the go | find it difficult to fit scenery building into
my schedule. That's why | got really excited about the Citadel terrain we released last year,
and why I'm getting excited again by the new Gameboard out this month. Now | know
that the people | play against who don't like scenery building will have a great-looking
board anyway, because they can go out and buy it ready-made. Perfect!

On an entirely separate note, last month | promised to show you one of my Sons of
Medusa Space Marines, so here he is. After reading Mat Ward'’s design notes last month,
| was eager to apply some of the new principles in the Space Marines
Codex to my army, so | opted to paint Captain Sicarius in my lovely L
bright green Chapter colours (after a modicum of conversion {-—
work). I've renamed him Captain Perseon, and now | get to use
a hard-as-nails special character in my army, even though | don't
play Ultramarines.

So, enough of my musings. What do | have in store for you this
month? Well, first and foremost there’s the new Warriors of Chaos
army! | know that a lot of you have been eagerly waiting for this
army book since we printed the “get-you-by” list in issue 342,
and now the waiting is over. Phil Kelly has done a sterling job in
making Chaos Warriors one of the most terrifying troop types in
Warhammer, as they prove in our battle report on page 58, in
which Phil takes on master tactician Alessio Cavatore. The
aforementioned Realm of Battle Gameboard also plays its part
in this battle, so you can see for yourself how it looks during a
game. This issue also sees the start of a two-part article that's
close to my heart: Painting Space Marines. This article will take
you from the basics to the ‘Eavy Metal techniques, and is
designed to complement our How to Paint Space Marines book.
With that, | bid you farewell for another month. Enjoy!

Mark Latham, Editor
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DESIGN NOTES
START ON PAGE 16

DESIGN NOTES: BOUND IN IRON
Roving reporter Andy Hall talks to Phil Kelly about
Chaos Warriors and just how hard they really are.

REALM OF BATTLE

We take a look at the new Realm of Battle Gameboard
and provide a gamul of unique scenarios for all three of
our game systems.

A TALE OF FOUR GAMERS

The titular gamers fight one another in our mini-league.

NEW RELEASES
All the latest releases from the Citadel forges.

It's a packed news section this month with details of
January releases and gossip from around the Studio.

THE LORD OF THE RINGS TACTICA: MAGIC PART 2
Simon Grant returns with more sage advice for the
magically inclined players amongst you.

STANDARD BEARER
Jervis talks about making painting into a habit.

81 HOBBY ESSENTIALS
The many uses of the Citadel Spray Gun.

100 FRONTLINE

The latest events and activities near you.

THE ALTAR OF KHORNE

A 3000-point Warriors of Chaos force, led by army
book author Phil Kelly, is pitted against master
Warhammer strategist Alessio Cavatore, wielding the
might of an equally pointed Dwarf throng.

82 PAINTING WORKSHOP: SPACE MARINES
Part one of a complete guide to painting your Space
Marine army, from undercoat to final highlight.

04 'EAVY METAL MASTERCLASS: CAPTAIN CATO SICARIUS
Learn the techniques and expert tips for painting
Cato Sicarius, courtesy of Joe Tomaszewski.
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WARRIORS OF CHAOS

NEW ARMY BOOK

The men of the north are the scourge of the Old
World and beyond, wreaking a trail of destruction
and carnage in their lust for power and glory. At
the heart of their armies are the Chaos Warriors,
merciless killers clad in hell-forged armour, their
hearts as cold as the lands from which they hail.

This 128-page Warhammer Armies book includes a comprehensive
look at the background of the northmen, including the many
invasions of the Chaos Warriors, a complete bestiary for all the unit
types available to a Warriors of Chaos army, a full-colour hobby

section, and the brand new army list.

WARHAMMER ARMIES:
WARRIORS OF CHAOS
Product code: 630201005
Whitten by Phil Kelly

£15 Euro

Denmark Norway 210nkr

ON SALE NOVEMBER 1st
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oy e The elite of the elite in the Warriors of Chaos

Product code: 89120201011 army, the Chaos Knights are amongst the
Sculpted by Mark Harrison, most fearsome cavalry in the Warhammer
Mitcanasaat and el Lankdony world. This new multi-part plastic set, by
UK £12 Euro  €17.50 ; o . .
Denmark  135dkr | Moraay! 1650kr Mark Harrison, makes five highly-detailed
Sweden  160sek Chaos Knights, complete with a variety of

unique heads, shields and weapon options.

ON SALE NOVEMBER 1st

A unit of Chaos Knights can be
equipped with ensorcelled
weapons, granting the wielder
Strength 5 magical Attacks.

CHAOS WARHOUNDS

When the Warriors of Chaos march to war, they are
accompanied by ravenous hounds and bloodthirsty dogs,
the Warhounds of Chaos. These beasts have been warped
by the Winds of Magic, and this plastic box set contains
enough parts to make ten plastic Chaos Warhounds with all
manner of mutations, from horns and antlers, to spines,
tentacles and scorpion tails.

CHAOS WARHOUNDS

Product code: 99120201009

Sculpted by Trish Morrison

UK £12 Euro €17.50
Denmark 135dkr Norway 165nkr
Sweden  160sek

ON SALE NOVEMBER 1st

Picturas for illustrative purposes only. Product contents may vary. Products sold enpainfed and unassembled. Cerfain Citade! products may be dangerous if used incorrectly. Prices corract af time of going to press, please contact us for current
avanability and prices. Prices quoted are for products sold by Games Workshop through its own stores, cafalogue or wabsite. Independent refailers are responsible for defermining their own prices
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The Chosen are amongst those most favoured by the
Gods of Chaos, blessed with supernatural abilities and
strength to aid them in the destruction of civilisation.
The Chosen Command benefit from the dark blessings
more than most — the standard bearer can carry a
magical standard and the champion can bear a magic
item. Sculpted by Mark Harrison, this box set contains
five of these intricately detailed metal miniatures.

The Chaos Warriors Chosen box set contains five metal
miniatures, allowing you to add additional ranks to your
Chosen regiment. Armed with great weapons and Chaos
armour, the Chosen are formidable foes on the battlefield,
blessed by the Dark Gods themselves.

5 ORI PO

CHOSEN COMMAND
Product code: 99110201209
Sculpted by Mark Harrison

LK £18 Euro €25
Denmark 200dkr Norway 260nkr
Sweden 250sek

ON SALE NOVEMBER 15th

§
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&

CHAOS WARRIOR CHOSEN

Product code: 99110201210

Sculpted by Mark Harrison

UK £18 Euro €25
Denmark  200dkr  Norway 260nkr
Sweden  250sek

ON SALE NOVEMBER 15th

Pictures far ifwsiralive purposas only. Product contanls may vary. Products sofd unpainted and vnassembled. Certain Cifadel! prodocts may be dangerous if used incorrectly. Prices correct af fime of going 1o press, please contact us for current
avaiability and prices. Prices guoted are for products soid by Games Workshop through its own stores, calalogue or websile, Indépendant refarars are responsible for delarmirming e own prices.
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CHAOS MARAUDER HORSEMENMN
Product code: 99120201010

The new multi-part plastic Marauder Horsemen,
designed by Alex Hedstrom, contains a huge

Sculpted by Alex Hedstrém ; % .

™ £12 Euro  €17.50 variety of components and options. The box set
Denmark  135dkr Norway 165nkr allows you to assemble five horsemen, the fast
Sweden  160sek

cavalry of the Chaos horde, with a choice of
heads, shields and weapons.

%. i

'i-
Py

~

The Marauder Horsemen can be
armed with a choice of hand
weapons and shields, flails or
throwing spears.

WULFRIK THE WANDERER SIGVALD THE MAGNIFIGENT

After rashly boasting that
he was the equal of any
warrior, Wulfrik was cursed
to wander the world to
prove his claim. Sculpted
by Aly Morrison, Wulfrik
sails the seas in the
longship, Seafang.

WULFRIK THE WANDERER
Product code: 99060201212
Sculpted by Aly Morrison

UK £8 Euro €12.50
Denmark 100dkr Norway 120nkr
Sweden 115sek

ON SALE NOVEMBER 15th

Favoured son of Slaanesh,
Sigvald may be beautiful in
appearance, but he is
rotten to the core. Sculpted
by Juan Diaz, the miniature
features Sigvald’s Auric
Armour and his blade,
Sliverslash.

SIGVALD THE MAGNIFICENT
Product code: 99060201213

Sculpted by Juan Diaz

UK £8 Euro €12.50
Denmark 100dkr Norway 120nkr
Sweden  115sek

ON SALE NOVEMBER 13th

Picturas for ifustrative purposas enly. Product confents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorractly. Prices correct at time of going to prass, plsase confact us for current
availability and prices. Prices quoted are for products soid by Games Workshop through its own shores, catalogue or website. Independent retailers are responsible for determining their own prices.
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KHORNE CHAOS LORD ON JUGGERNAUT

There is little in the Warhammer
world that can stand up to the
charge of a Chaos Lord, let alone
one mounted on the brass-hided
Juggernaut of Khorne. Sculpted by
Jes Goodwin, the Khorne Chaos
Lord on Juggernaut is an exquisite
army centrepiece, exuding a sense
of power and menace as the beast
prepares to charge.

The Chaos Lord can be
assembled with a bare head
instead of a helmet.

KHORNE CHAOS LORD

ON JUGGERNAUT

Product code: 99110201 206

Sculpted by jes Goodwin

UK £18 Euro ®25
Denmark  200dkr Norway 260nkr
Sweden  250sek

ON SALE NOVEMBER 15th

Gods amongst men, riding to battle c“nos cHAMPI“"
astride gigantic chargers forged from
W B YR Y e

e N magic, Chaos Lords are the leaders of

P i Wakibis of Chace. This hutated Those Warriors of Chaos that devote

e mesico | Chaos Lord and his Daemonic Mount themSElFEE o Kh_DmE bemmﬂ.‘
: bloodthirsty butchers on the field of

were sculpted by Mike Anderson. battle. Swinging his vicious axe, the

Khorne Chaos Champion was sculpted
by Jes Goodwin.

VIADIIAREAAED {,‘EI,"J

KHORMNE CHAOS CHAMPION
Product code: 99060201211

Sculpted by Jes Goodwin

LK £8 Euro €12.50
Denmark  100dkr Norway 120nkr
Sweden  115sek

ON SALE NOVEMBER 1st

CHAOS LORD ON
DAEMONIC MOUNT
Product code: 99110201207
Sculpted by Mike Anderson

UK £18 Euro €25
Denmark 200dkr Norway 260nkr
Sweden  250sek

ON SALE NOVEMBER 1st

Alternate skull-
faced head.

Pictures for Wustrative purpases only. Product contents may vary. Products sold inpainted and unassembled. Certain Citadel products may be dangerous i used incorreclly. Prices correct at time of going fo press, please contact us for current
avaiiabiity and prices. Prices quoted are for products sold by Gamas Warkshop through its own stores, catalogue or website, Indepandant retallers are responsible for detarmining thedr own prices.

www.games-workshop.com 7



NURGLE CHROS SORCERER ' wyprions oF cHnoS BATTALION

Bearing a staff dripping with pustulent slime and
carrying a collection of decaying scrolls under his
arm, the Nurgle Chaos Sorcerer positively oozes
disease and decay. Sculpted by Aly Morrison, the
Nurgle Chaos Sorcerer is a malignant addition to a
Warriors of Chaos army, inflicting his foes with
buboes and curses.

WATATDIIAMRALED
LA P TRY D T TR TR ASTWRY

NURGLE CHAOS SORCERER
Product code: 99060201208
Sculpted by Aly Morrison

UK £8 Euro €12.50
Denmark 100dkr MNorway 120nkr
Sweden 115sek

Whether you are starting a
new army or adding to an
ON SALE NOVEMBER 1st existing force, Warhammer
Battalions are a great way
to get hold of a solid

selection of Core and
Special unit choices.

The Warriors of Chaos
~ Battalion contains 12
- Chaos Warriors, 20 Chaos

WARRIORS OF CHAOS BATTALION

Marauders, 10 new F:hans Product code: 99120201012
. Warhounds and 5 of the UK £50 Furo €80

Sweden 750sek

ON SALE NOVEMBER 15th

CITADEL REALM OF BATTLE GAMEBOARD

CITADEL REALM OF BATTLE GAMEBOARD
Product code: 99229999065

A_ﬁrst for wargamers everywhere, the Sdulptedihy Dave Andeeis
Citadel Realm of Battle Gameboard is a UK £100 Euro €160
highly detailed, sturdy board designed with Denmark 1250dkr  Norway 1600mkr

Sweden  1500sek

gaming in mind. Comprising six 2' by 2'
plastic boards designed by expert model-

maker Dave Andrews, the Gameboard can TN . Lt ON SALE NOVEMBER 29th

be assembled in many combinations.

LR

=

ALS0 AVAILABLE
CITADEL SCENERY
PAINTING PACK

400ml of brown paint.
40ml of ochre paint.
400g of Scorched Grass.
25g of Static Grass.

2" Scenery brush

20ml tube of PVA glue.

CITADEL SCENERY PAINTING PACK
Product code: 99179999009
Sculpted by Tom Walton

UK £25 Euro €35
Denmark 250dkr MNorway 315nkr
Sweden  300sek

SEE MORE ABOUT THE
GAMEBOARD ON PAGES 33-41.

Pictures for iflustrative purposas only. Product contants may vary, Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct af iime of going to press, please contact us for current
avanabiity ang prices. Prices quoted are for products soid by Games Workshop through its own stores, catalogue or website. Independent retailers are responsibie for defermining thair own prices.
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CITRDEL CATALOGUE 2009

This month sees the release of the 2009 edition of our popular

C'E_, : Citadel Catalogue. This indispensable guide contains full-colour
images of our entire range of Citadel miniatures for
009 | Warhammer, Warhammer 40,000 and The Lord of the Rings

| strategy battle game. The 2009 Catalogue is the most up to date

source for our collection of Citadel miniatures available,
arranged in a user-friendly manner to make it as easy to
navigate as possible. So, for example, if you're a Warriors of
Chaos player looking for a unit of Chaos Knights, you would
need only turn to the Special units section, where the Chaos
Knights will be displayed in the same place they are in the
army book. This approach has been applied throughout the
catalogue to make it easily accessible to newcomers, as well as
remaining intuitive and convenient for veterans.

CITADEL CATALOGUE 2009
Product code: 99720201012

UK £8 Euro €12.50
Denmark 100dkr MNorway 120nkr
Sweden 11 5sek

ON SALE NOVEMBER 15th

COLLECTORS RANGE

The Citadel Collectors Range is a very exciting prospect for many hobbyists, offering
some exceptional and unusual models exclusively via mail order. The Collectors
Range allows us to produce showpiece models and dioramas, alternative and

unusual miniatures, together with the very best of our extensive historic archive.
These models are available exclusively via mail order — the latest releases are shown
here; log onto our online store for the full selection.

Www.games-workshop.com
THE DEATH OF GOTHMOG

As Eowyn lay injured after slaying the
Witch-king, Gothmog sought to deal her a
fatal blow. Fortunately, Aragorn and Gimli
arrived in time and slew the Castellan of
Minas Morgul, ending his threat and
heralding the defeat of the armies of
Mordor. This vignette, sculpted by Alan
Perry, depicts the dramatic scene.

THE DEATH OF GOTHMOG
Product code; 99111499073
Sculpted by Alan Perry

UK £18 Euro €25
Denmark  200dkr Norway 260nkr
Sweden 250sek

ON SALE NOVEMBER 15th

Pictures for iliusirative purposes anly. Product contents may vary. Products sold unpainted and unassembled. Certain Citagel products may be dangerous if used incorrectly. Prices correct al time of going fo press, please contact us for current
avaliabuily and prices. Prices quoted are for products soid by Games Workshop through its own slores, cataiogue or websile. Independent retailers are responsibie for determining thair own prices.
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10 WHITE DWARF

BLACK LIBRARY

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

deep

BLOOD FOR THE BLOOD GOD

In the Shadowlands of the north, men eke
out an existence in service to the Dark
Gods. To survive they must fight and take
the cleaved skulls of their opponents as
trophies and offerings to the gods that
watch over their followers. In this way the
champion can gain his patron’s favour and
rise to become a Lord of Chaos and
immortal legend, feared across the whole
world. C L Werner's engrossing new novel
follows the path of one such champion.

ELOOD FOR THE BLOOD GOD

by C L Werner

ISBN: 978-1-84416-668-8

UK £6.99 Euro €9
Denmark  70dkr Norway  85nkr
Sweden 80sek

ON SALE OCTOBER 18th

WATA ARAK
WA AYAY ISR

RLOOD FOR ‘THE
BLOOU COU

NEW RELEASES

CAIN'S LAST STAND

After a long and distinguished career
defending the Imperium from its many
enemies, Commissar Cain is enjoying a
well-deserved retirement on Perlia, teaching
in a schola progenium. But when a Black
Crusade threatens the sector, all able-
bodied citizens must rise to the defence,
including Cain and his cadets. As the forces
of Chaos overwhelm Perlia, can the wily
Commissar prove himself to be a real hero
of the Imperium one last time?

CAIN'S LAST STAND

by Sandy Mitchell

ISBN: 978-1-84416-667-1

UK £6.99 Euro €9
Denmark  70dkr Norway  85nkr
Sweden 80sek

ON SALE OCTOBER 18th

AINS LAT STAN

A CIAPHAS CAIN NDVEL BY SANDY MITOCHELL

MATHIAS THULMANN
WITCH HUNTER

In the grim Old World, the Empire is in as
much danger from the enemy within as the
armies of invaders that constantly attack its
borders. Foremost among its protectors are
the witch hunters, templars of Sigmar sworn
to track down the evil and the corrupt, no
matter where they hide, and how hard they
might fight. Follow the story of legendary
Witch Hunter Mathias Thulmann as he
ruthlessly tracks down witches, heretics and
mutants throughout the Empire.

WITCH HUNTER

by C L Werner

ISBN: 978-1-84416-669-5

UK £9.99 Euro €15
Denmark 115dkr  Norway 150nkr
Sweden 140sek

ON SALE OCTOBER 18th
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Picturas for ilustrative purpases only. Product contents may vary, Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrecily. Prices correct at time of going to press. please confact us for current
availability and prices. Prices quoted are for products soid by Games Workshop through its own stores, calalogue or websile. Independent relailers are responsiole for getermining Hhair own prices.




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.

NURGLE OGRYNS

Corrupted by the fetid touch of the Plague God
Nurgle, these Renegade Ogryns fight to spread

pestilence and decay wherever they wage war.

There are three separate Nurgle Ogrvn designs

sculpted in resin.

Models designed by Mark Bedford,

o

Pictures for Mustrative purposes oy Fr_m:l'u-u:'! coments may vary. Products sold unpainted and unassembled. Certain Cilade! products may be dangerous if used incorrectly. Prices correct at time of going to press, please comlact us for current
availability and pricas. Prices quated are for products sold by Games Workshap through ifs own stores, catalogue or website. Indepandant retaiiers are responsible for determiming their own prices.
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The green tide is almost upon
us yet again. The Orks are
getting restless, and are ready
to start next year with a bang
— they’ve already rechristened
the first month of 2009 as
Janu-Waaagh!-ry.

There are a whole host of
brand new Ork-flavoured
Citadel miniatures due to hit
stores in early 2009. Ork
players can expect to see
new special characters,
plastic Nobz, Stormboyz and
Grotz, and even a truly
awesome Battlewagon! You
can get a teaser of this great
new Ork vehicle in A Tale of
Four Gamers later this issue.
For everything else, watch
out for issue WD349 of
White Dwarf.

After a few problems with some mischievous Snotlings,
the Spray Gun is now available in Hobby Centres and
through all the usual channels. So you can get spraying
your miniatures without any further delay!

/a
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12 WHITE DWARF NEWS

Grombrindal may have left our editorial pages, but
he’s still out and about on campaign. In fact, you can
find him up and down the country in a rather nice-
looking box that you can take home and keep. Yes,
the White Dwarf Sub-in-a-Box is back! Purchasing
this will not only guarantee you twelve issues of the
greatest magazine in the world, but you'll get a
brand new and exclusive Grombrindal miniature
designed by Dwarf-meister Aly Morrison, available
for one year only! You can get your boxed
subscription from Games Workshop Hobby Centres.
But that’s not all — existing subscribers can give Mail
Order a call to find out how they too can get hold of
this exclusive model.



In Karak Eight Peaks, a
great greenskin Waaagh! is
building. In the northern
reaches of the Empire, the
servants of Tzeentch have
already marched deep into

Ostland and are laying
waste to everything in their
path. Prince Tyrion’s army
has raced north to engage
the marauding Dark Elves.

Recognizing that the
only way to counter the
threats arrayed against
them will be to combine
their strengths, the leaders
of the Empire and the
nations of the Dwarfs and
the High Elves convene a
great Council of Wisdom in
the Imperial capital of
Altdorf. At this summit,

Karl Franz, Thorgrim
Grudgebearer and Finubar,
Phoenix King of Ulthuan,
forge a pact that their
peoples shall fight as one.
The Age of Reckoning has
finally begun.

War is everywhere in
Warhammer Online: Age of
Reckoning (WAR), the new
MMORPG for the PC from
Mythic Entertainment,
published by EA Games.
WAR features next
generation Realm vs.
Realm gameplay that will
immerse players in a world
of perpetual conflict for
countless years to come.
WAR is out now — log onto
the website and choose
your allegiance!

This year has seen hordes of Orks springing
up on people’s desks around the Studio. To
celebrate the appearance of so many new
Ork armies, art manager Dom Murray
organised a one-night Waaagh! in
Nottingham's Warhammer World hall,
where 16 gamers played 8 games side-by-
side to determine the fate of a world.
20,000 points of Orks, under the command
of such luminaries as Phil Kelly, Alex Boyd,
John Blanche and Grand Warlord Adrian
Wood, took to the field against veteran
Imperium commanders including White
Dwarf's own Matt Hutson, Glenn More

and Andrew Kenrick. Despite a valiant
effort on the part of the Space Marines, the
thin line of Imperial troops could not hold,
and the Orks won the day!

Dwarfer Andy Hall and
his teammate, Robert
Purser, came a
respectable 51st in the
Warhammer Doubles
tournament, while Tale
of Four Gamers slow-
coach Pete Foley came
28th with his
teammate. Their effort
has inspired the White
Dwarf team to get
armies together for
the 40K Doubles
tournament.

Eagle-eyed readers may
have heard mention of
a certain Adam Troke
online and in White
Dwarf recently. No
sooner had we waved
him farewell than he
was seen clawing at the
Studio doors with a
pleading look on his
face, bemoaning a hard
life in the “real world”.
We took pity on him,
and inducted him into
the new web team -
welcome back Adam!

If you've been into the
hobby for any time at
all, chances are that
you’ll have a miniature
designed by Alan Perry
or Michael Perry
somewhere in your
collection. That's
because these talented
twins are our longest-
serving sculptors, and
have been with the
company for over three
decades. We'll be
looking at their career
highlights next issue.
Congratulations!

www.games-workshop.com 13
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We are recruiting for Store Managers

Our Games Workshop Retail Managers are a pretty
special bunch. We have over 100 of them across the UK,
Ireland, Benelux and Scandinavia and they are very
passionate about the Games Workshop hobby of
collecting, painting and gaming!

Every day they ensure that their stores are always
welcoming and full of great things to see and do. They
make sure their staff are fully trained and motivated to do
anything that is required of them and they are totally
committed to showing everyone in their city or town just
how great our hobby and products are.

If you would like to join this very special team, we
offer great training and the benefits are second to none.

So, if you are confident, like people and are
passionate about our products, we want to talk to you
today. If you are not a hobbyist, don’t worry because it's
the skills and attitude that are important!

To apply, ring us on 0115 8766860 or send an email
to: hr.recruitment@games-workshop.co.uk

Back in White Dwarf 343 we delighted our Flemish
hobbyists with the announcement that we had
opened our newest store in Antwerp. Together with
our three Belgian stores run by GW France, the
Hobby has never been more accessible!

Games Workshop ANTWERP
Vleminckstraat 10

Antwerpen 2000 - Belgique
Phone number: (+32) 3 485 86 27

Games Workshop BRUXELLES

10 rue du Lombard

B 1000 - Belgique

Phone number: (+32) 2 223 06 61

Games Workshop NAMUR

34 rue de Fer

B 4000 - Belgique

Phone number: (+32) 81 65 98 65

Games Workshop LIEGE

23e, rue de la régence

B 5000 - Belgique

Phone number: (+32) 4 223 32 93

NEWS
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Design Studio Vacancies:
Trainee Miniatures Designers

The Design Studio is looking for potential Trainee
Miniatures Designers to join the ranks of its highly talented
sculpting team.

Successful candidates will need to display an
enthusiasm for and knowledge of the GW hobby and the
worlds of Warhammer and Warhammer 40,000 as well as
the ability to be able to sculpt great 28mm miniatures.

If you feel you have the necessary skills and | |
talent to take on this challenge, then please '
send good quality photographs of your
recent work to:

Anne Clarke
Games Workshop, Willow Road,
Lenton, Nottingham NG7 2WS

Alternatively you can e-mail us at:

HR.Recruitment
@games-workshop.co.uk

The closing date for us to
receive your application for this
great opportunity is 14th
November 2008.



MAKING CHRISTMAS EASIER

At Games Workshop we believe that Christmas shopping should not be a stressful, rushed affair. Completely the opposite
in fact. The staff in our Games Workshop stores really enjoy making sure that their hobbyists get the best gifts possible
over Christmas but they also make sure that your shopping experience is relaxing and fun!

Letus do the hard work

While you sit down and drink a cup of
coffee, our staff will pick your list for you
while you wait. If you want to do some

other shopping, they will pick your list and ‘must have’ Christmas presents.
have it all bagged up and ready to buy on We will also have two part
your return. ‘Wish Lists’ — one part to take

Expert Advice

It you are not sure what to buy, our
friendly and knowledgeable staff can help
advise you on what to get to make your
family member or friend’s Christmas day!

Final Postage Dates

It's only a matter of weeks until Christmas and, with
the deluge of Greetings Cards that is sure to begin
flooding post rooms across the world, it's time to
start thinking about those last few presents and the
vital Final Postage Dates.

assemble, model, convert, paint and game with

I-ast year we helped thousands of hobbyists to
all those fantastic Christmas Gifts they had

received... In fact, it was so popular we have decided

to do it again!

Every day in January and February our stores will

be running activities aimed at making the most of all
the miniatures you will have received at Christmas.

Simply come in and pick up an activity flyer, fill it in

with the dates and activities you would like to

participate in, and when you complete your flyer you
will be rewarded with an ‘Iron Halo” badge to display

your hobby prowess!

away to distribute to gift buyers
and another that is held in the
store. This is great as you can be
sure that anything you buy is
exactly what your loved one
wants for Christmas!

L

Gift Guide and Wish Lists

This year all our stores will have
a full colour Christmas Gift
Guide packed with all those

L] _‘t!# i
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LAST ORDERING DATES

Special Delivery 22/12/08
First Class 20/12/08
17/12/08

Our Mail Order will be closed on the following days:
¢ Christmas Day & Boxing Day CLOSED
* New Year's Day CLOSED

www.games-workshop.com 15
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followers of the Gods of Chaos gather
in their thousands. Hordes of barbaric
Marauders and armour-clad Chaos
Warriors pour forth from the bleak
wastelands to wage war against the soft-
bellied wastrels who inhabit the rich lands
of the south. Monstrous aberrations
- advance with them, proof that the
northmen are truly the favoured of the
gods. There can be no bystanders in this
eternal war, for the Ruinous Powers and
their chosen servants will never rest until
the world becomes a Realm of Chaos.

Regular readers will know that the
Warriors of Chaos have been coming for
some time now. Ever since we gave the
Daemons their own Warhammer Armies
book, the next obvious step was to give the
Warriors of Chaos their own time in the
spotlight. And whilst moving the Daemons
to their own book gave them enough space
to expand their background and really do
them justice, so too the Chaos Warriors
have benefited from not having to compete
with the multitude of other agents of
Chaos. So, Warriors of Chaos players, put
down your “get-you-by” army list from
WD342, because once you’ve glanced
through the new book, you're not going to
go back!

“Steel and iron were the watchwords
we used for this project,” says Phil Kelly.
‘| wanted people to feel that if they
dropped the new book it would clang! It's
not so much about tentacles and gribbly
mouths on the end of protracted tongues —
that's more the Daemons’ territory. No, this
was about big, scary men that invade from
the north clad in large suits of metal.”

It's interesting to note that Phil
mentions the north as, pre-Hordes of

I n the cold wastes of the north, the

ARMOURED MIGHT

A Chaos Warrior needs not food nor drink nor sleep, for he is nourished by
the carnage that he wreaks. He is a grim, silent figure able to march for
weeks through the thickest blizzard or densest jungle.

I"-E

Chaos, the origin of the Chaos Warriors
was all a bit of a mystery. “There was an
assumption that Chaos Warriors were
dispossessed, fallen nobles from the
civilised lands and, to a certain extent,
that’s true. Archaon, for instance, was once
a devout Sigmarite priest until he learnt a
terrible truth that sent him straight to the
damnation of Chaos, and there are many .
other such examples. But | wanted to
emphasise that the vast majority of Chaos
Warriors come from the lands that
surround the Realm of Chaos, known as
the Umbra Chaotica or the Shadowlands.”

So, as Phil is keen to point out, it's the
tribesmen of the far north that form the
bulk of the Dark Gods’ mortal followers.
They are a hardy people, forged in
inhospitable tundra populated by
nightmarish creatures. “They are a people
of circumstance,” says Phil. “These men
don’t start life inherently evil, they just
believe in taking what they need and as a
result they are very warlike. They're always
trying to beat up the neighbouring tribe to
take their valuables, their women or food.
The boundary of a tribe is set by as far as
they can see in all directions, so defined
territory or set landmarks, such as rivers,
are meaningless to them, especially living
in a place where such things are wont to
move when the pall of Chaos expands. So
maps, politics, whoever has the biggest
feather in his hat; these concepts are lost
on the northmen. They are a ‘might makes
right’ culture.”

It's easy to see why such a brutal
society with such immediate and pressing
desires would have little time for the
notoriously silent deities of the south and
their petty dictates of worship. But, as Phil
explains, there’s a much more tangible
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IN THE BOOK

Betwixt the covers of this

tome of malevolent intent
you'll find:

* An extensive chapter
on the hardy men of
the north and the fickle
gods they worship.

* The sagas of Chaos,
each chronicling a
mighty invasion that
changed history.

* A bestiary containing
full details of all the
units that a dread
Warriors of Chaos
army can muster,

* A hobby section
featuring advice and a
gorgeous 'Eavy Metal
showcase.

* A complete army list,
including magic items,
spells and dread Gifts
of Chaos.

www.games-workshop.com 17
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WULERIK
THE WANDERER

After a drunken bhoast
claiming that he could
best any warrior in this
world or the next, the
gods cursed Wulfrik to
spend eternity proving his
foolhardy statement.

In the game, Wulfrik
can deploy on any side of
the table due to his flying
longship. His Gift of
Tongues rule means that
any challenge he issues
cannot be refused, whilst
the Hunter of Men ability
grants him +2 Strength
and re-roll misses against
his chosen opponent.

The shields wielded by
Chaos Lords are highly
individual to mark them
out amongst rival
Champions.

hav.
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reason why the tribesmen of the
Shadowlands look to the Realm of Chaos
for guidance. “In the northlands the Dark
Gods exist, no ‘ifs" or ‘maybes’, they do
exist and influence every aspect of those
people’s lives. Almost every one of them is
born with some kind of blemish or mark
because of their proximity to the Realm of
Chaos. But while such a thing would bring
the wrath of the Witch Hunters in the
towns of the Empire, in the north it is seen
as a boon and blessing, that their gods are
watching over them — and in the majority
of cases they literally are!”

So it is from these tough tribesmen that
inhabit the northern lands that the Chaos
Warriors come, but is there such a
difference between a Chaos Warrior and a
marauding tribesman? “Oh yes, quite a big
one,” answers Phil. “A Marauder, while a
worshipper of the Dark Gods, will still
have mortal concerns — the warmth of the
fire, companionship and the care of his
family. A Chaos Warrior is a man who has
left his tribe and made a pact with the
Ruinous Powers to become something
more than a man and something distinctly
less. All he will have from then to eternity
is his weapon, the gift of Chaos armour
and constant warfare to sustain him. He
has stepped on a path that will either see
him rise to Daemonhood, die in battle
(where his soul will be forfeit) or atrophy
to Spawndom.”

To enter into such a pact where you're
handing over your soul for an eternity of

18 WHITE DWARF WARRIORS OF CHAOS
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servitude, the rewards must surely be great,
the power untold, otherwise why would
you commit such a dire risk? “That is
definitely something | wanted to get
across,” agrees Phil. “These guys are
mighty, both in the background and in the
rules.” Phil isn’t exaggerating there either.
A glance at the Chaos Warrior entry in the
new army list proves the point, as you'll
see a beefed-up profile, now with 2 Attacks
and with Chaos armour as standard. If you
equip them with shields you're getting a 3+
armour save, increased to 2+ in combat,
making them undoubtedly the best Core
infantry unit in the game.

“Like all the units in the new army list
they also have a new rule called the Will
of Chaos. This represents the fact that they
come from the most hostile land in the
world and march alongside unimaginable
terrors, so they do not scare easily. As a
result, units can re-roll failed Panic tests.
So it's very hard to shake a Chaos army,”
says Phil.

And it doesn’t stop there. The Marks of
Chaos allow you to further hone your
Chaos Warriors into killing machines. The
Mark of Khorne makes your units subject
to Frenzy, whilst anyone attacking the
bearer of the Mark of Nurgle incurs a -1 to
hit for shooting attacks and -1 Weapon
Skill when in base-to-base contact. Giving
your units a Mark of Slaanesh will make
them immune to Fear, Terror and Panic,
while the Mark of Tzeentch gives the
bearer a cumulative +1 ward save and +1

Khorne has awarded
this Chaos Lord with a
mighty Juggernaut. Not
only is it an eye-
catching model, but
absolutely deadly in
the throes of combat.



to casting spells if they’'re a magic user.

“A marked Chaos Warrior unit, even
though it's coming in at around 350-400
points, is an unstoppable force. In any
other army list it would be a Special or
Rare choice but I'm unrepentant about
that. | wanted you to have the ability to
field a whole army clad in Chaos armour.
Such a force would be quite small but it
will pack one hell of a hard punch. At the
same time | didn’t want to tie players down
to just that option, so the Marauders are
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However, the greatest change to the list
is actually with the Champions of Chaos,
those Chaos Warriors who have caught the
direct attention of their divine lords. The
Eye of the Gods table represents this and it
changes the dynamic of how the army
plays. “These guys really love fighting for
the gods and are constantly trying to
impress them. As I've already mentioned
they're not fighting for mortal concerns like
land or gold, they are fighting for glory,
plain and simple. A god’s attention will fall

SIGVALD THE
MAGNIFICENT

The personification of
beauty on the outside and
rot within, Sigvald the
Magnificent rides at the
head of an army of
utterly devoted followers.
His elite bodyguard bear
mirrored shields so that
Sigvald might bask in his
own divine glory. Vain he

I WANTED YOU TO HAVE THE
ABILITY TO FIELD A WHOLE ARMY

upon his Champion if he
slaughters in his name. So
all Chaos characters have
the Eye of the Gods rule,
which means that they can

may be, but he is also
deadly in battle — with

7 Attacks that Always
Strike First, Sigvald can
easily wipe the front rank

CLAD IN CHAOS ARMOUR.

still very much there and part of the army
list. These are the tribesmen we spoke of
earlier and although they haven’t yet made
their eternal pact with the Chaos Gods they
are still a formidable force. They also have
the Will of Chaos rule so won't panic

easily and are relatively cheap. But they're
not just chaff either, with Weapon Skill 4,
an [nitiative of 4 and some nasty weapon
options at their disposal. You can also give
them a Mark of Chaos just like the Chaos
Warriors, which will really toughen them
up and can give the enemy a nasty surprise
when he realises it's not just the Chaos
Warriors he has to avoid,” says Phil.

The Chosen lead the Chaos
horde into battle against an
Empire gunline.

off an enemy unit.

never refuse challenges and
must issue them if they are
able. What's more, if the
Champion slays his
opponent or kills a model with the Large
Target special rule, he gets to roll on the
Eye of the Gods table. Now this table is full
of cool bonuses like Unholy Resilience (+1
to Toughness), Fearsome Aura and many
more such beauties. There’s a couple of
not-so-desirable results, but that is the
fickle nature of Chaos, and they are in the
minority. Any bonus you gain stays with
that Champion for the rest of the battle.”
This really emphasises the importance
of challenges in combat, again something
Phil wanted to encourage. “When all’s said
and done, close combat is the coolest thing
about Warhammer. And the coolest thing

www.games-workshop.com 19
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about combats isn’t the Marauder jabbing
his sword into the Skeleton, it's the
challenges — your custom-equipped
character taking on your mate’s tooled-up
Lord in a one-on-one duel — that's why you

always leave them till last.”
While we're talking about gods we

should ask a question that always crops up

when we cover Chaos, about forces
dedicated to a single Chaos Power. “They

are viable, yes,”

answers Phil. “The Marks

of Chaos allow you to personalise your

units, but that’s not how | see the Warriors

of Chaos worshipping the Dark Gods. They

E HAS STEPPED ON A PATH THAT WILL
EITHER SEE HIM RISE TO DAEMONHOOD,
DIE IN BATTLE OR ATROPHY TO SPAWNDOM.

venerate the whole pantheon. Like the
ancient Greeks would make an offering to
one god for a good harvest or another
before they went on a long voyage, so the
northmen will make an offering to any or
all of the Dark Gods depending on
circumstance. The Dark Gods will

occasionally pick their favourite champions

to proudly bear their mark, but most

northmen will worship all the Chaos Gods

HUNTERS OF THE NORTH

Brutish and bloodthirsty beasts, the Warhounds of

Chaos are tireless hunters built of little more than
muscle and fang. Warped in mind as well as body,
they prow! the wilderness in ravening packs.
running down prey,

20 WHITE DWARF WARRIORS OF CHAOS

The first warriors to blood their blades
in the Chaos army are usually the

Marauder Horsemen, the swift
outriders of Chaos.

early in their careers. In game terms it
means there’s absolutely nothing wrong
with having, say, a Pendant of Slaanesh
while wielding an Axe of Khorne. It's not
so limiting and opens up the full gamut of
magic powers, items and gifts — of which
there are loads in the new book! You have
to remember that when Chaos invades
other lands it does so as a unified horde -
albeit temporarily. So Warriors of Chaos
armies should feel free to reflect that!”

Over time the full range of Chaos units
will be released, but in the meantime we’ll
have to settle for the likes of the excellent
new Marauder Horsemen, the brand new
Chaos Knights and the Chosen, all
favourites of Phil’s. “The Chosen are a
brilliant choice, as you get a free roll on
the Eye of the Gods table that affects the
whole unit — it even lets you re-roll some
of the less desirable abilities. | see the
Chaos Knights as the next logical step up
from being Chosen; if you have performed
well on the battlefield, you get awarded a
Steed of Chaos and gain Ensorcelled
Weapons that give you +1 Strength, or you
can surrender them in exchange for the
return of the good old Chaos lance -
Strength 6 on the charge with a minimum
of 2 Attacks!”

But it's not just the metal-clad
northmen that you'll find in a Warriors of
Chaos army. As we've already established

OU CAN FIND A FRAME
DIAGRAM OF THE NEW
MARAUDER HORSEMEN
KIT ONLINE AT THE GAMES
WORKSHOP WEBSITE.
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they are not the only inhabitants of the
Umbra Chaotica — the Chaos Wastes are
full of mutants and monstrous creatures
that clamour for battle and slaughter as
much as the men of the north themselves.
These creatures eagerly follow the Chaos
hordes southwards under the thrall of the
commanding Chaos Lord.

“It was important to include monsters
like the Ogres, Trolls, Giants and Dragon
Ogres. After all, this is a Chaos army and
we've always said these creatures inhabit
the north. In fact, the Warriors of Chaos
have to travel through an area called Troll
Country to get to the Old World!”

There’s also a more serious and
fundamental philosophy at work here as
well. “A lot of these creatures can be found
in the Beasts of Chaos book but | actually
think they're more at home in the Warriors
of Chaos book. This is because the Beasts
of Chaos army is meant to be about the
monsters that haunt the dark, that you'll
find in the cellar, that live in the darkest
groves of the forests. Shaggoths, Dragon
Ogres and their ilk inhabit the mountains
and wastes of the bitter north so they're in
this book. | think we'll address this again
when we come back to the Beasts of Chaos
army,” explains Phil. And why wouldn’t
you want them in your Warriors of Chaos
army? They're all incredibly tough, Fear-
and Terror-causing monsters that really

Trolls roam the northern wastes
preving on isolated villages and
travellers. When the Warriors of
Chaos march south they gather and
follow the horde, eager to feast on
the flesh of the enemy.

RAGE OF THE ANCIENT STORMS

R

e Dragon Ogres are said
to be amongst the oldest
of all the world’s living
creatures. They slumber under
the northern mountains, only
rousing when violent and
terrible storms assail the peaks.

- Truly gigantic and as
old as the mountains

themselves, the Shaggoths are
perhaps the most ancient of
mansters to inhabit the world.

22 WHITE DWARF WARRIORS OF CHAOS
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complement the rock-hard units of infantry
you'll have in your force. “Charging your
Chaos Warriors in the front and then
bringing in some Trolls or Ogres in the
flank will bring any foe swiftly to their
knees,” agrees Phil.

If you think a Shaggoth is hard then
you'll probably be terrified to know that
Phil’s gone one step further by introducing
a Shaggoth special character.

“Unfortunately we haven’t got a model
for him yet,” says Phil, “that’s for the
future, but he’ll definitely be big. | was
thinking of Japanese monster movies when
| wrote his rules. That's not the only
monster special character you’'ll be seeing
in the future though; there’s Throgg, the
Troll King, who's a really hard and
intelligent Troll. Taking Throgg in your
force allows you to take Trolls as Core
choices, in effect letting you do a Troll
army packed with monsters.”

So, after months of hard work, Warriors
of Chaos is now fit for purpose. What
advice has Phil got for burgeoning Chaos
Lords about to set out on their way to glory
and damnation?

“Your enemy will be scared — it's the
most intimidating army to face, use that to
yvour advantage. You'll need to be
aggressive, like a hunter-killer, preying on
his characters to make yours even better.
Only then will Daemonhood beckon...”
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GODS OF THE NORTHMEN

In the north, every day is a struggle to survive as the
gods play their deadly games using the northmen as
their pawns. There’s no crisis of faith in these lands for

the gods exist, as undeniably as the wind and the night.

A northman communes with his deities directly,
dedicating body and soul to his gods rather than
offering prayers at the behest of sanctimonious priests,
greedy clergymen and narrow-minded patriarchs. Of
these deities, the greatest of all are the four known as

Champion of Khorne

Champion of Slaanesh

f > f’nﬁm‘g*"‘“‘* EES H'NOTE

fo
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the Dark Gods. The unwitting creations of all mortals’
most powerful subconscious emotions, they are
broadly summarised as rage, hope, despair and
pleasure. They are Khorne, the Blood God, whose
bellows of rage echo across the multiverse, Tzeentch
the Changer of Ways and weaver of time, Nurgle the
Lord of Decay whose rotting carcass oozes corruption,
and the Dark Prince Slaanesh, master of lust, seduction
and unspeakable desires.

Sorcerer of Tzeentch

Sorcerer of Nurgle

www.games-workshop.com 23
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he army shown above is a balanced formidable statline and a Mark of Khorne
Chaos army that includes a little bit to give him Frenzy, this Hero has a total of
of everything and hence could six Strength 6 attacks, plus three S5 attacks
handle all comers. Let’s have a look at the from his Daemonic Steed — more than
content in a little more detail. enough to single-handedly take out a
Heading the bill is a seriously hard character or a small unit in a single turn.
Hero in the form of an Exalted Hero. Many A couple of Sorcerers provide some
Chaos players prefer a Chaos Lord to lead much-needed ranged ability and magical
defence. They both carry items that boost

A CHAOS SORCERER WITH THE BOOK OF the number of power dice they can use. A

Chaos Sorcerer with the Book of Secrets

SECRETS AND POWER FAMILIAR GENERATES and a Power Familiar generates as many
AS MANY DICE AS A WI1ZARD LORD! dice as a Wizard Lord! Tzeentch help him

if he miscasts, though, for the raw power of

Chaos often comes at a very high price.
their force for the extra Leadership and The Core units in the army are mainly
hitting power, but an Exalted Hero is the infantry, a couple of 12-man Chaos Warrior
equal of most other army’s Lords and a units backed up by a pair of Marauder
good deal cheaper. With the Chaos units to give the army some solid bulk.
Runesword bolstering his already One of the Warrior units has the Mark of

24 WHITE DWARF WARRIORS OF CHAQOS
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We asked Phil Kelly to design a good, solid Warriors of Chaos A

army list that can take on a variety of foes. @E:;ﬁ‘;’j ﬁﬂ:ﬂss??;"h‘:m

Mark of Khorne, shield,
Daemonic Mount, Chaos
Runesword.

230 points

Grumblegut
Level 2 Sorcerer
Mark of Nurgle,
Power Stone, Dispel Scroll.

185 points

e : ; . Xachrias

Lk e WL B Ui SOGSOL S Level 2 Sorcerer

w . D : Mark of Tzeentch, Book of
Secrets, Power Familiar.

190 points

Core Units

20 Marauders

Flails; includes
Chieftain, musician and
standard bearer.

120 points

20 Marauders

Mark of Nurgle, light
armour and shields;
includes Chieftain,
musician and standard
bearer.

i

= B
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170 points
5 Marauder
Horsemen
Shields and throwing axes;
includes Chieftain,
musician and standard
bearer.

=R 110 points
T o : @5 Chaos Warhounds
W e SN e 30 points
WDy v i 5 Chaos Warhounds
e 4 ;ﬁ‘%‘t 30 points
G e N }' s 12 Chaos Warriors
Al TN Mark of Slaanesh
' sl and shields; includes
Champion, musician and
standard bearer with
Banner of Wrath.

277 points

@ 12 Chaos Warriors
Mark of Khorne and
additional hand weapons;

includes Champion,
musician and standard

Slaanesh, ensuring it will never run away enemy fast cavalry, prevent outflanking bearer.
due to Panic, Fear or Terror — a useful base manoeuvres or hunt down their war 252 points
for the Sorcerers to make the most of their machines. The Marauder Horsemen in
lethal spells, especially with the unit’s particular are very versatile, able to pick off Special Units
Banner of Wrath bolstering their magical lone enemy Wizards with their throwing 5 Chaos Knights
onslaught. axes or negate rank bonuses with a well- g T*"'E"k ?f,TEFES‘Fh

s ; . and lances; includes

The big hitters of the army are the timed charge into the flank. The Chaos Charpion - fitsiztah and
Chaos Warriors with additional hand Warhounds-can be used for all the above el Een
weapons and the Mark of Khorne (each but are also nice and cheap and so can be 295 points
Warrior dishes out a frightening four $4 used as a screen unit for your more
attacks each), and the unit of lance-toting important regiments. Rare Units
Chaos Knights. The Chaos Knights not only A couple of gibbering Chaos Spawn @_Chacﬁs Spawn _
have a 1+ armour save but also a 6+ ward finish the list off, not least because an 55 points
save because of their Mark of Tzeentch - Unbreakable unit can be invaluable on the @,Chﬂﬂﬂ Spawn |
an upgrade that will pay for itself twice flank, but also because they are 33 points
over if it saves a single cavalryman’s life! unpredictable and hence great fun to use.
Chaos armies can be easily With a little bit of practice, a balanced list

outmanoeuvred, so this army includes a like this can take on whatever your
unit of Marauder Horsemen and two small opponent can throw at them and grind TOTAL: 1999 points
units of Chaos Warhounds to engage them into the dust.

www.games-workshop.com 25
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he primary strength of this army
comes from its tough battleline
flanked by heavy hitting units like
the Chaos Giant and the Chosen. At the
core of the army are two units of Chaos
Warriors, each containing an Exalted
Champion and a Chaos Sorcerer. | chose
these characters rather than a Daemaon
Prince or Chaos Lord so as to “buff” the
unit — each one has been given either a
magic item or daemonic gift that
provides Magic Resistance (2) for him
and his unit. Magic Resistance can
also be used to dispel an area effect
spell (such as Storm of Chronos) if he
is in the target area, so it makes sense
to keep the flanking units close by, not
only to benefit from the General’s
Leadership but to also save them from

such a spell. The two Chaos Sorcerers have
been given the Mark of Slaanesh, as a
quick look through the Lore of Slaanesh
spell list revealed a nasty little spell — Lash
of Slaanesh — that if used successfully
could benefit this army greatly. As the
lowest casting level spell, you're
guaranteed to get it, and apart from
inflicting D6 Strength 3 hits, it has the
added benefit of preventing the target unit
from marching in the following turn,
provided it causes a wound. The Lore of
Slaanesh is awesome, affecting the
psychology of friendly and enemy units.

| chose the Hellcannon and the Chaos
Giant for the flanks of the army, both for
their devastating power and the fact that
they cause Terror — after all, Slaanesh is all
about messing with people’s minds.




Christian Byrne scours the new army list and comes up with R

’ ] 7 Exalted Hero of Chaos
a powerful force that’ll have opponents quaking in fear. g e i

Biting Blade, Collar of
Khorne and Soporific Musk.
180 points

Exalted Hero of Chaos
Mark of Slaanesh,
shield and Fury of the
Blood God.
140 points
Level 2 Sorcerer
Mark of Slaanesh and
Chaos Runesword.
175 points
Level 2 Sorcerer
Mark of Slaanesh and
Dispel Scroll.
150 points
Core Units
14 Chaos Warriors
Mark of Khorne,
musician, standard bearer,
Champion, additional
hand weapons and Banner
of Rage.
319 points
12 Chaos Warriors
Mark of Slaanesh,
musician, standard bearer,
Champion, shields and
Rapturous Standard
252 points
5 Chaos Marauder
Horsemen
Musician, standard bearer,
Chieftain, shields.
100 points

Special Units
10 Chaos Chosen
Musician, standard
bearer, Chosen Champion,
great weapons.
250 points
Rare Units

S Hellcannnn
Voo 205 points

ones show friendly Chaos Gmnt_ _ _
ay benefit from the 225 points
jstance generated by
hamp.ians against

*4

i Khnrn
| Warriors

| Horsemen [ |S

Marauder

. pntentraﬂy dﬂ ve awar
flanking enemy

t Dy ﬂ'n.- Surcerers to slow
 down, panic and/or redirect
enﬂﬂr units buying time for

.*.hrs elite army to manoeuvre, i '.: X TOTAL: 1996 points

www.games-workshop.com
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e’ve been making Chaos Warrior
\. N ; models for as long as Citadel
Miniatures has existed. But how

did the concept of these evil, burly men
clad in metal armour, serving the forces of
disorder come into being?

“The Games Workshop concept of
Chaos comes firmly from Brian Ansell,”
says Warhammer author, Rick Priestley.
“He in turn was influenced by the massive
speculative fiction genre of the 60s. But
everything you associate with Chaos in
Warhammer originally started with Brian,
from the names of the gods, the different
types of Daemon and the idea of large,
armoured Chaos Warriors.”

it was Alan Perry and Michael Perry
who sculpted the very first Chaos Warriors
— mind you, at that point they sculpted
everything because they were the only
Citadel Designers at the time! Over the
years many other designers have taken the
mantle of Chaos Warrior Sculptor, from
such masters as Jes Goodwin and Aly
Morrison right up to the brilliant new
miniatures by the latest generation of
Citadel Designers. ;

Mark Harrison is one such designer,
and he was given the envious task of
creating both the new Chaos Knights and
the Chosen: not that he’s a stranger to the
Chaos gig, as he also played a prominent
part in designing the last batch of Chaos
Space Marines.

CHAOS CHOSEN

to Exalted status.

WHITE DWARF WARRIORS OF CHAOS

The Champion of the Chosen is
only a few gifts away from rising

OF CHAOS

One of the Perry twins’ original
Chaos Warriors from the 80s.

“I do like sculpting Chaos,” admits
Mark. “There’s something very appealing
and cathartic about it! | also think it adds
consistency to the whole range when you
have the same sculptors working on it.”

For Mark the largest project in this
release was undoubtedly the Chaos Knights
and one he set about with relish. “I started
with the strong shapes Brian [Nelson] had
already defined with the previous metal
figures and the weapon shapes Jes did. |
also wanted to add the ornate level of
detail you found on the very early metals
that Alan and Michael made. So they are a
combination of all those influences. What |
wanted to do with these elements is make
each Chaos Knight stand out as an
individual champion, as befits their status,
while still having an underlying form that
tied them together as a unit.”

As you can see from the packed frame
shown on the next page he has easily
achieved his goals. For the burgeoning
modeller there’s so much to appraise. You

'. B cct five bespoke Chaos Steeds and more

A second wave Chaos Warrior
by Jes Goodwin.

A Chosen standard can be a magic
banner. This, coupled with a Mark of
Chaos, can make a deadly combination.

than enough components to guarantee that
each Knight will look different. “There are
seven shields and seven helmets plus loads
of weapons, so you'll have spares,” says
Mark. “I've deliberately designed the
components so they'll fit with our other
Chaos plastic kits — that way you can swap
helmets, weapons, shields; any bits that
you like, really.”

No unit is complete without a
musician, and the Chosen march
to the beat of a grotesque drum.
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KNIGHTS OF CHAOS
FRAME KEY
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*ELLISH VISIONS

Our books have never been just about the words — we’ve always relied on our
talented packs of artists to add depth to our worlds. Nowhere is this more apparent
than when the subject matter is Chaos.

as we discovered when we interviewed Alex and Paul for the Daemon
issue, both artists like drawing Nurgle things. It seems to be the mixture
of the gleeful and the disgusting that both artists like to depict.

t Alex Boyd was particularly pleased with Festus the Leechlord, because,

For this drawing Paul Dainton wanted to get across the exterior beauty
o= of Slaanesh’s adopted son, Sigvald, but also the internal rot that lurks
just beneath the surface. Paul tried to depict this through the leering facial
expression that exudes arrogance and cruelty.

Adrian Smith is an absolute master at drawing the forces of Chaos so
= it was imperative his artwork was used in the new book. As well as
painting the brand new cover, Adrian has also done some great internal ar,
such as this Tzeentch Chaos Warrior piece.

30 WHITE DWARF WARRIORS OF CHAQOS
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IN-STORE

THIS MONTH

From the frozen wastes of the North, out from the swirling
Maelstrom of energy stride the mortal armies of the Dark Gods.

arkness has arisen. Ravening
Dhuunds surge forward ahead of

the rampaging tribesmen of the
icy fjords well used to reiving against
the nations of the old world. Beyond
them the baleful Warriors and the
warped Chosen ones; monsters,
abominations and machineries of
darkness grind inexorably forward;
crushing all before them.

The Black winds of magic blow but

one name across the lands of men...
Chaos!

This month sees the resurgence of an
ancient evil; the fearsome and
devastating armies of the Mortal
followers of Chaos. Complete with a
new Army Book and amazing range of
miniatures, they will be smashing their
way into your local store!

Ring your local store for details.

Darkness Rising 8/11/08

To mark these dark days, all of our
stores will be holding a series of
amazing activities and events on the
8th and 9th of November.

These will include modelling and
painting clinics, army collecting and
tactics workshops and, of course, huge
games where your new Warriors of
Chaos armies may unleash their
devastation upon the lands of the
Empire, Dwarfs and Elves.

Get down to your local Games
Workshop store NOW and find out
what they have planned for the doom
of the Old World!
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It’s always been a dream of ours to create great-looking gameboards as good as the
| miniatures we make — and now, we’ve finally cracked it, as Andy Hall discovered
5 when he talked to master terrain maker Dave Andrews.

With the arrival of the
Gameboards, Games
Workshop now offers
everything you need for a
great looking tabletop in
plastic. It doesn’t matter
which one of our gaming
systems you play as there
is terrain in the range
that’ll suit your needs.

Canny gamers who
play more than one game
will be sure to paint their
scenery so it'll suit all
game systems.

| " 34 WHITE DWARF GAMEBOARDS

Andrews first wrote down a wish list of
cool things we should make. Plastic
buildings, modular gaming hills and their
like have all seen the light of day over the
last few years but the one thing that has
eluded us is a battlefield, which is ironic
when you consider that no matter what
system you play, every gamer needs a
suitable surface to play over.

“We took our time with it because we
wanted to get it right,” says Dave, and he
should know because he designed the
Realm of Battle Gameboard — a world first.

The plan was to develop a modular
battlefield comprising six 2' by 2' tiles that
would connect together in a variety of
ways. “The challenge has been not only to
make the tiles as flexible as possible, but
also to define them as well. They needed
some detail on there or else they'd be
pointless, but if they were overly complex
you'd lose the functionality.” Luckily
Dave’s the most qualified man in the world
for this project as he's been making
wargames terrain for well over 25 years.
“It's not hard to make fantastic looking

I t was five years ago when Dave

i

scenery,” he says, modestly. “Where the
experience comes in is in making great-
looking terrain that is practical, and that
you can actually game over.”

Dave has taken this “make it look great;
make it practical” philosophy and worked
it into the new boards. For instance while
the hills are a nice size they're not so steep
that your miniatures topple over. They're
also clearly defined into steps and there’s
plenty of room at the top of the hill to
place your unit, squad or another terrain
piece. It's not just on the hills either — the
cracked road and pits of skulls are sunken
into the tile so they won't effect your
models as they traverse across them.
Warhammer players need not fear — you
can push a loaded movement tray over the
features and it won't catch. “I wanted to
add details like the skull crevices to add
interest and texture but | didn’t want to
make it too specific. These elements could
easily appear on a Warhammer battlefield,
on some unnamed planet or even
somewhere in Middle-earth. A lot of
context will be added depending on how
you paint up your boards,” says Dave.



Painting these details and even the
whole battlefield isn’t going to be an issue
either, as the tiles are produced using the
exact same grade of plastic we use for our
miniatures. “This was very important,”
agrees Dave. “We could have taken a short
cut by using a softer plastic as most other
companies would do in this position, but it
was important for us that the tiles paint up
exactly like our models. The whole surface
of the tile is sculpted and textured so it will
take paint really well. Of course, you can
flock them with static grass, as we've done
with our production samples here.”

Once you've got the tiles painted
you're going to want to play over them.
This is where the modular tile system really
comes into its own. As you'll see on the
following pages we've defined three broad
set-ups characterised by the placement of
the four hill tiles, but there really are
uncountable variations. And because it's a
universal system you can easily add two or
more sets to make larger battlefields with
set-ups only limited by your imagination.
Securing your tile layout from curious
relatives and clumsy opponents is also easy
thanks to an ingenious little clip system
that attaches to each of the tiles keeping
them flush and firmly locked together. The
clips are easily removable as well, so once
you're through gaming, the tiles will stack
away with no fuss.

So, now you've finally got your
portable, modular plastic battlefield ready
to go. However, for Dave the most exciting
aspect of the project is that this is just the
beginning. “Now we’'ve made it and know
we can do it, the prospects for future
products in the series — themed tiles,
river tiles, and so on — are very
exciting. I've no doubt there’s
more to come.”

i fh: s |y I_=.' :‘.4_' L‘:ih' _': 'n_‘.' w1 E

Building Landscapes

One set of the Realm of Battle Gameboards allows you to build a 6' by 4'
battlefield. But you can add further sets to create a potential playing area
of any size and shape. This means players can join all their sets together to
create massive landscapes for games of Apocalypse or Warhammer
Legendary Battles.

Dave has designed the hills on the tiles in the same style as the gaming
and modular hills already in the Citadel Scenery range so it all functions as
a complete terrain set. What's more, you can place the modular hill on top
of the hill tile to increase the height — it’s a seamless fit, as if we'd
designed it that way!

Above: For this The Lord of the Rings battle,
all the Gameboard's hills have been raised
with the addition of Modular Gaming Hills.

Below: The Eldar stem the Tyranid swarm on
a Gameboard painted as an ash waste on an
abandoned Imperial world.
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Jeremy Vetock presents three Realm of Battle Gameboard set-ups with
examples of how to apply fun scenarios and house rules to the boards’
features. These are just a taster of the variations you can create.

HIGH GROUND

A large hill dominates this battlefield atop of which
could sit an ancient temple, the site of a powerful
relic or simply be a deserted plateau.

The crevices of skulls
give the Gameboards a
distinctive look. You can
use them as a feature
with unique rules as in
the Warhammer scenari
here, or just as easily
ignore them as a purely
aesthetic element.

The Menace from the North

When the marauding forces from the north invade, they
bring the warping power of Chaos with them. The
swirling Winds of Magic cause the very ground to
tremble, crack and split. In the midst of this upheaval,
monoliths, pylons, or idols dedicated to the Dark
Powers erupt upwards from the broken ground.

WARHAMMER

This is a classic “fight for the hill” scenario, the added
incentive being extra power and dispel dice for
whoever controls the Arcane Ruin at the top of the hill.
The skull crevices play a very active role in this
scenario, jeering those who flee while rewarding units
that fight by bestowing Frenzy upon them.

Special Rules: An Arcane Ruin is placed in the centre of
the hill. It acts as an Arcane Monolith (see Special
Features, Warhammer rulebook, page 100). Ending the
game in control of the Arcane Monolith will grant a
player an extra 250 victory points.

Skulls for the Skull Throne: The swirling Winds of
Magic have uncovered an ancient battlefield, a long-
buried unholy tribute to Khorne, the god of battle. Any
unit touching any part of a skull crevice becomes
subject to Frenzy for the entirety of that turn. Models
already subject to Frenzy gain an additional Attack for
the entirety of the turn in which they touched the skull
crevice. Any model attempting to rally within 12" of
any part of a skull crevice does so at a -2 penalty to
their Leadership (representing the skulls heckling and :
deriding any feeble pretenders showing cowardice on o=t
their battlefield). W

W pwe R r o e—

Seize the High Ground

This planet is almost entirely flat, so that precious
vantage points can be used to dominate the
surrounding area. Both armies are tasked with capturing
all the high ground for their own side.

Place as many hills on this battlefield as you can
muster, even stacking them on top of each other to
create some very tall ones. While the victory condition
for the scenario (control the most hilltops) is
straightforward, it leads to a tactical and bloody battle.
Will you sit back and blast the foe, only attempting to
capture hills at the last minute? Or will you take them
early and hunker down to hold them all game?
Remember that standard mission games might end on
turn 5, 6, or 7 so don't wait too long to counterattack
or you'll run out of time!

WARHAMMER 40,000

ALTAR OF KHORNE

See this Warhammer
scenario being played
out in this month’s battle
report on page 58.

i
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The Gameboards are
finely detailed, having
been designed with the
same care and forethought
as if they were a Citadel
miniature. You can see
such details around the
hills; there’s littered leg
bones, loose rubble and
skeletal heaps — remnants
from battles past.

SAAVOIIWYO

Fog on the Barrow Downs
The hilly region known as the Barrow Downs has been
the site of many battles throughout the ages.

The Barrow Downs is well known for its rolling hills
and its thick fog that often blankets the landscape. In
this scenario, two opposing forces clash amidst an
mmenetrable fog. This is a battle to the death as both
gﬂ;i';?f ff::‘ f?"?‘- ’;1:’3 2, sides seek each other out in the cloying mists. Only on
il s bl & the hilltops can warriors escape the fog, but will these
pafnted to suggest the E|Ear hﬂ"h"EﬂS hEIp or hinder thEITl?
remains of an ancient road
or causeway. Placing the Special Rules: Except for the hilltops, the entire
i?:;?g:,ﬁ;ﬁ’f::ﬁfz f:g:g:’ ' battlefield is swathed in thick, swirling fog. At the start
lseé th Vadley: of Death of each player’s Move and Shoot phase, roll 2D6 and
layout over the page). Of multiply the result by 3. This is the distance all of the
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o ik ¥ remainder of that phase. All hilltops are clear of fog,
a disparate fashion. meaning models that start their turn on top of a hill may
add 12" to the distance they can see.
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FOR THE HILLS

With high ridges on either side of the battlefield, the terrain presents a perfect
opportunity for an ambush or for armies to clash as they charge down the hillsides.

Run the Gauntlet

The attacker must smash through an enemy’s battleline

before they are surrounded and slaughtered.

The mission is simple, but deadly — the attacking side
must smash through enemy defences to get from one
side of the battlefield to the other. This could be a

breakthrough mission punching through enemy lines to

exploit vital areas to the rear, or it could involve
breaking out of an enemy encirclement. The defender
must rush to stretch a blockade of troops and vehicles

across the attacker’s path. Both sides can use Deep

Strike to devastating effect — either clearing the path to
victory or setting up last-minute obstacles. Don't forget
the rule that allows vehicles on the road to gain extra
movement — this could provide a game-changing extra
burst of speed! The defender must set up first,

deploying all of his troops on the opposing ridgelines.

After the defender has deployed, the attacker may
choose either of the short board edges to set up on
with the opposite edge becoming the exit point.

Battle of the Ridges

Two armies meet along opposing ridgelines, their
mutual goal to cross the blood-soaked ground and
smash the foe asunder.

It is easy to imagine two great battlelines forming
up on the high ground of opposing ridgelines. For
one brief moment the two hated rivals stare at each
other across the valley, before battle commences.

Special Rule: Hills count as difficult terrain to any
model moving up the slope, but not to those
moving downhill. Any unit, including those
charging or marching, that moves down the hill (no
going sideways to claim the bonus!) may add an
additional D6" to their move. This extra move must
be taken in a straight line, with no more than one
wheel allowed!

.
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Ambush on the Mountain Pass

Whilst travelling through one of the many fog-
bound passes over the Misty Mountains a warband
is set upon by a hated enemy. Can they escape the
deadly ambush?

The trap is sprung! The history of Middle-earth is
rife with tales of marauding Goblins, wild packs of
Wargs, or Orc warbands ambushing travellers on
the Misty Mountain passes. Likewise, the Rangers
of the North, Dwarfs with revenge on their minds,

or Elves out of Rivendell might waylay evil-doers in |

the narrow passes.

This scenario places the defender’s troops in the |

middle of the gaming table and allows the attacker
to set up in a surrounding position along any table
edge. The defender must try to escape off one of
the short table edges.
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THE VALLEY OF DEATH

Throughout history valley floors have been the stage of many a battle, as if the
mountains themselves are funnelling the armies together for bloody war.
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The Trollshaws g |
Bandits, thieves, and even Trolls have been wreaking gold or as rare as mithril. Will you concentrate on - |
havoc on the few wilderness roads that cross Eriador. finding the loot or try to capture it from your opponent? @ |
Rumours of their treasure troves abound and rival § |
warbands rush to seek them out, although whether they =~ Objectives: Each terrain feature can be searched once O |
come to steal or reclaim the treasures depends on who for hidden treasure, buried kinfolk, or some other item & |

the searchers are! worth looting. Roll a dice the first time a model on foot B

enters the terrain feature — on a 5+ it finds treasure! E

Somewhere in the ruin-topped hills or desolate copses Treat treasure as a light item, as described in The Lord =
of ancient trees can be found the ill-gotten gains of of the Rings rulebook. The side that can claim the most = i
local raiders. This treasure could be as mundane as treasure at the end of the game is the winner. Q |
|

Battle of the Vale

A once-peaceful valley becomes the site of a
defending army’s last stand.

Attack on Crater Station

Iwo armies attempt to capture a research station
that is located in the centre of a massive crater.

The defender must set up in the middle of the
battlefield, while the attacking army deploys along
both short table edges.

This battle could represent an ambushed army
defending its baggage train, the attack on a
watchtower, or a peaceful Empire hamlet besieged
by plundering forces. The defender must deploy
two battlelines and each must protect the other,
while the attacking player must challenge both, or
risk being easily repelled.

The four hills in each corner of the battlefield form
the outer rim of a vast crater. At the epicentre of
the blast site stands a research station that is the
sole objective of this scenario. Place either a single
building or a small series of buildings or ruins in
the table’s centre. Whoever claims the centre at the
end of the game is the winner. Except for the
research station itself, the battlefield has no cover —
so expect a bloodbath!
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Deployment: Both sides must split their forces
roughly in half (by units) and then, in alternating
turns, place one half of their army on one of the
corner hills. Roll a D6 to see who may place first.

Special Rules: In the very centre of the table, place
an appropriate special feature for the defenders to
rally around. This counts as a Historic Landmark.
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PREPARING YOUR

REALM OF BATTLE

Painting your Boards

While it'll be far too tempting to break
out your models and start playing on your
battlefield straight away, at some point
you're going to want to paint them. This
might seem daunting at first but, armed
with big brush, drybrushing and
overbrushing techniques you can get an

Using the bottle of brown paint from the
Scenery Painting Pack, basecoat the entire
Gamebeoard. The scenery brush will be a
useful tool for this task.

Flocking your Boards

When flocking large areas it's best to use
at least two varieties to get a varied
texture, or else the final flocked effect can
look artificial. In the following example
we're going to flock a Realm of Battle tile
using the Static Grass from the Scenery
Painting Pack. Before you apply the flock,
you'll need to paint the tile. If you're

effective look in no time at all. Don't
forget there’s also our Scenery Painting
Pack, the contents of which contains all
you need to paint and flock your
Gameboard. All of the tiles in the
examples below were undercoated with
Chaos Black.

aiming for the look of a green field then
it's best to basecoat it brown. This way, if
any flock should fall off then it will look
like earth showing through beneath the
grass. It's best to use the darker shade of
Static Grass as the prominent colour for
large areas — if it's too bright your
battlefield may look luminescent!

great new Senery,

Faintinn Pack is
economicaj way ?:
get the bage Colour
glue ang flock for '
vour Gameboary

The rocky outcrops were overbrushed with Adeptus Battlegrey and drybrushed with
Astronomican Grey. The bone details were picked out with Bestial Brown, drybrushed
with Bubonic Brown and then washed with Gryphonne Sepia. They were then highlighted
with Bleached Bone and Skull White. The board was then ready for flocking.

To start with, coat about a third of the tile with watered-down PVA

glue = about a 1:1 mix.

|7 40 WHITE DWARF  GAMEBOARDS

You'll need to work quickly over the next few steps, but try not to rush,
First, lightly scatter the lighter coloured Static Grass across the glue. You
may want to concentrate it in certain areas to create light patches,
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Next, scatter the dark static grass over the board. Cover the glued area,
but don't feel that you have to avoid the lighter flock you've already
placed. It's important not to go to the edge of the glue, as this will
create an unnatural border when vou do the next area.

Next, gently pat the area down to ensure the flock adheres. Don't
press down too hard as you don’t want to leave a hand imprint.

Apply the glue mixture over another third of the tile. Brush over the
border of the last area, but be careful not to touch the existing flock.
Repeat steps 4 and 5 on this and all subsequent areas until you're

happy with the effect.

Leave it to dry for at least an hour and then tip the board so the excess
scatter runs off. If you do this onto some paper, you can pour the excess
back into a pot to use again. A coat of Purity Seal can be sprayved onto
the flock to protect it and hold it in place, but this is not essential.

Alternative Approaches

Ash Waste

Arctic Tundra

Desert

Red Planet

Wasteland

Rocky Plateau
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t is an age of darkness and strite. Mankind
teeters on the brink of oblivion, stayed only by

the eternal vigilance of the Imperium’s armies.

; | In Warhammer 40,000, [
‘ : ' | ' All this for: you and an opponent |
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. . : 400dkr 500sek. tabletop in a variety of
| 40,000 B 525nkr, €60 thrilling missions.

The Assault on Black
A SA l \ Reach boxed game has

everything you need to 1
BLAB “ start playing Warhammer 1-
: 40,000 including two
WAR HA“ MER Eﬂm[_]lleée fnrc;s —_thE :
= eroic |]EIEE' Aarines an
,‘ 0,000 the barbaric Orks. Can
the valiant Space Marines
halt the green tide or will
the world of Black Reach

fall into the hands of a
despotic Ork Warlord?

Box Contents:

* Space Marines
1 Space Marine Captain

10 Tactical Space Marines

5 Space Marine
Terminators

| Space Marine
Dreadnought

® Orks
1 Ork Warboss
20 Ork Boyz
5 Ork Nobz
3 Ork Deftkoptas

¢ Pocket-sized
rulebook

 Starter booklet
* 2 range rulers
* Dice

e Transfer sheet

* Templates
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A TALE OF
FOUR GAMERS

We’re four months in and nearing the exciting climax of A Tale of Four Gamers, so this month
we thought we’d try something a little different. We’re pitching our titular gamers against one
another for the first time, in our Tale of Four Gamers mini-league.

CLEANSE AND BURN!

After the thrill of the new Space Marine Codex last month, Neil gets
to put all of his shiny new toys to the test against his fellow gamers.

44 WHITE DWARF

Like the Warriors of
Chaos featured earlier,
Neil is also from the grim
north. In the Warhammer
world these lands are
known as the Chaos
Wastes, but we know
them as “Up North.”
When not raiding the
south, Neil is the Studio’s
resident illustrator.

Neil: I've mainly been on holiday this
month, but as I'd already got 1500 points
finished, | could put my feet up and paint
just one thing — the new Redeemer. |
would have liked to have painted more to
add some more choice and flexibility to
my force, but it couldn’t be helped. |
painted it using the Citadel Spray Gun to
save time, and to get a smoother coat.

The Redeemer is very easy to put
together (much, much easier than the old
metal Crusader, so I'm thankful that it’s all
plastic!) with loads of options to allow you
to customise it. I've added a set of Forge
World’s Crimson Fists Land Raider doors so
that it really stands out on the battlefield.

I've tried the Redeemer out in battle
already, and it's proving to be a great
addition to the force. Everyone bangs on

A TALE OF FOUR GAMERS

about the high armour of the Land Raider,
but it's not until you see it weather four
turns of shooting that you appreciate quite
how survivable it is. Matt’s Red Corsairs
shot at it for three turns before engaging it
in melee, and even then he took until the
fourth turn to destroy it with a chainfist.

Flamestorm cannons are made for
taking out Chaos Space Marines — they kill
them on a 2+, ignoring 3+ power armour
and cover saves alike! In the time it took
Matt to destroy the Redeemer, it had forged
across the battlefield and laid waste to the
best part of a unit of Night Lords. Coupled
with its Machine Spirit, it can happily
plough forwards into the heart of the
enemy, immolating a different unit with
each of its flamestorm cannons. Now that's
what | call a tank!




Month 4 Rules

This month we’re pitching the
gamers against one another in a
league. Each gamer must play the
other three once, and they have
three weeks to do it, scoring points
for their results. Points are available
for painting as usual, and they have

| to have completed at least a 1500-

| point army to get the points.
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Models painted on time. ......5pts
Models painted late..........3pts
Models not painted . ......... Opts
Games played
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WEEK 1 HIGHLIGHTS

The first round of our mini-league saw White Dwarf stalwart Matt
Hutson pitched against both Neil Hodgson and Pete Foley. Can the
side of Chaos prevail over the forces of the Imperium?

REDEMPTION — MATT vs NEIL

The first game of our mini-league was
a classic match-up between Chaos
Space Marines and Space Marines.

The mission was, aptly enough,
Annihilation, as both sides went all out
to destroy one another.

The battle centred around the
towering ruins in Matt's deployment
zone. Neil’s Redeemer rumbled into
the Chaos Space Marine lines,
employed to devastating effect to clear
the traitors from their entrenched
positions. When finally destroyed, the
Land Raider still did its duty, killing the
final Night Lord in the ensuing
explosion. Huron Blackheart
continued his run of form in this series,
slaying the Assault Marines. The game
ended in victory for Matt.
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Month 3
Leaderboard

Neil Hodgson 23pts
Fil Dunn 23pts
Matt Hutson  23pts
Pete Foley 17pts

WEEK 1 ROUNDUP

Redemption

Matt defeated Neil 5-3 in
an Annihilation mission.

Wail of the Banshee

Matt and Pete played a
Capture & Control
mission with a Pitched
Battle setup. The game
started well for Matt, the
Chaos Vindicator taking
out five Jetbikes with one
shot, but Pete quickly
piled on the pressure,
pinning him in his own
table half with the Elite
units. The Howling
Banshees wasted no time
butchering Chaos Space
Marines, the Banshee
Exarch finishing off
Huron Blackheart with
her executioner. The
game ended with a 1-0
victory for Pete.

Matt has lavished details on his
Night Lords, painting lightning
patterns on their blades and
power armour, as well as
markings on their helmets.
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'BETTER LATE THAN NEVER

It’s been a long, hard road to get this far, but finally Pete has finished
his tournament-sized Eldar army and gets to put it to the test in the

Pete recently entered the
Warhammer Doubles
tournament here in
Nottingham. Rather than
settling for one of the
umpteen other armies he
already had painted, Pete
painted a completely new
Empire army in a week.
No wonder he’s always
behind with his Eldar!

crucible of battle.

Pete: I've finally finished my last few Eldar
units, just in time to try them out in a
tournament-style mini league amongst my
fellow Four Gamers. There’s the old adage
that no plan survives contact with the
enemy, and my army has certainly proven
that — my army looks nothing like the list |
started out with four months ago, after my
first faltering forays onto the battlefield.
So, after Phil Kelly's invaluable advice last
month, it's out with the Autarch and the
Shining Spears, and in with two units of
Howling Banshees and a troupe of
Harlequins (I know Phil suggested taking
one or the other, but if it's advice worth
taking, it's advice worth taking twice). The
Harlequins haven’t done much for me vet
(except draw a lot of fire), but the Banshees
proved their worth against Matt. The
combination of Banshees, power weapons
and Doom is particularly potent; the re-
rolls give the S3 Eldar the edge over T4
Space Marines, and the power weapons
negate that pesky 3+ armour save.

I've not really missed the Autarch — he’s
quite good, but he doesn’t really have a
place in my army any more, having moved
away from the predominance of Jetbikes.

| had to cut him to make room for the new
units, which were required to add much
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needed punch to the force. I've also added
a second Falcon to my army this month,
which is always good value. Its high
armour and speed more than make up for a
reduced transport capacity — I'm
transporting a squad of six Banshees in
one, and five Banshees along with the
Farseer in the other, a tactic that's working
nicely so far.

This army is likely to be my final Grand
Tournament line-up, as it’s starting to do
what | want now. It's certainly quite
competitive. The larger Jetbike squads are
quite shooty — in the game against Matt
one of the squads killed his Chaos
Terminators — and perform
admirably at snatching
objectives at the
last moment,
whereas the Dire
Avengers are
pretty solid at
defending my own
objectives.

Pete opted to take Phil
Kellv’s advice from last
month, but instead of
taking one Elite unit, he
took three!



WEEK 2 HIGHLIGHTS

The Adeptus Astartes engage the xenos in week 2 of the league, as
Neil Hodgson takes to the field again. After his defeat at the hands of
Matt, can he fare any better against tournament veteran Pete Foley?

STRIKE FAST, STRIKE HARD - NEIL vs PETE

Pete and Neil rolled up a Seize
Ground mission with five objectives,
and a Dawn of War setup, which
meant both forces deployed well into
their respective table halves.

Neil had worried that he wouldn't
be able to pin the tricksy Eldar down
enough to unleash his Redeemer, and
Pete was happy to live up to
expectations. The only Eldar who
stood still long enough for Neil to get
to grips with were Pete’s Elite units.
The Banshees did their power
weapon/Doom combo all over again,
chopping up Space Marines aplenty.
The real surprise came about when his
Harlequins charged a Tactical Squad
and the Space Marines butchered the
enigmatic Eldar warriors!

The game ended after the fifth turn,
with both sides in possession of a
single objective — a draw!

Q. Objectives

Pete’s favoured tactic is to use the Eldar’s
superior manoeuvrability to attack isolated
enemy units, denying the foe the chance to

bring their entire strength to bear. Forewarned of
this by Matt, Neil deployed his Crimson Fists in
a defensive formation, forcing the Eldar to face
the entire gun line.

ON THE WEB

Don’t forget to catch up with our
gamers in our online diary, where
you can read in-depth reports about
all of the games in the mini-league.

WEEK 2 ROUNDUP

Strike Fast,
Strike Hard

MNeil and Pete draw 1-1.

Precision Strike

Fil and Pete played a
Capture & Control
mission with a Spearhead
deployment. Whereas in
the game against Neil,
the Eldar couldn’t attack
the enemy piecemeal, Fil
allowed his Orks to be
picked off by Pete. The
Eldar used their superior
manoeuvrability to attack
the Ork line where it was
weakest, picking their
targets where Fil would
be unable to retaliate
with the full weight of
numbers. The game
ended in a 1-0 victory for
Pete and his Eldar.
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Matt is the most
competitive member of
the White Dwarf team,
regularly shouting at his
colleagues during after-
work games on the
Bugman’s Bar runic quiz
machine. He should be
right in his element in our
mini-league.

BRINGERS OF DARKNESS

Matt has added a final few things to his army this month — a
Predator Annihilator, a squad of Chaos Space Marines and a new
character — rounding it off at 1500 points.

Matt: The Predator has been a long-
overdue addition to the army, providing
some much-needed anti-tank support.
Unfortunately it's my only real anti-tank
support, and once it's gone it's gone.

I've also added another unit of Chaos
Space Marines, increasing the number of
scoring units to three (or more if | split the
units up). For a bit of variety, I've decided
to paint them as Night Lords. Naturally, the
precedent is set in the background (see the
Fall of Vilmus story in the 40K rulebook),
so | feel entirely justified by adding them
in. The dark blue armour has made a nice
change too, and I've really gone to town
on the markings, adding lightning patterns
to the power armour and terror markings to
the helmets. They're exceptionally time-
consuming to paint, but the end result is
well worth it.

The final addition has been a Chaos
Lord, a conversion based on the great
Techmarine Collectors miniature. |'ve
converted this model to represent the Astral
Claws’ Techmarine, Armanneus Valthex.

A TALE OF FOUR GAMERS

I've modelled him with a power fist and
combi-flamer, the various bits taken from
the spare parts left over from my Chaos
Space Marine frames.

I've been disappointed with my
performance in the league games |'ve
played, and I'm wondering if the army is
lacking something — it has no real tricks to
speak of apart from loads of flamers. | think
it needs something
hardier, maybe a
Dreadnought, or
something fast
and spiky,
like Bikes.

Matt's conversion of
Armanneus Valthex,
the Astral Claws’
Techmarine from
the Wolf of Fenris.




KULT OF SPEED

With a vast horde of Orks amassing on his desk, Fil is treating himself
this month with not only a character conversion but also a pre-release

plastic kit — the Ork Battlewagon.

Fil: This month was my final push to get
my Ork horde up to 1500pts although, if
I'm honest, | was pretty much there last
month anyway. I've added a triumvirate of
Orky-know-wots to the army this month —
my Wazdakka Gutsmek conversion, a third
powerklaw-armed Nob and (drum roll
please) a new plastic Battlewagon!

The Battlewagon was my big treat for
this month, being an advance copy of the
brand new model out in January. The
Battlewagon is easily one of the best things
in the Ork Codex, but until now if you've
wanted to add one to your army you've
had to build one from scratch (and believe
me, there are some pretty nifty conversions
adorning the various Ork armies in the
Studio). The new kit really is unbelievable
(vou'll be able to read all about it in White
Dwarf in two months’ time — Ed) — there
are so many options that | had a hard time
choosing what | wanted to include on it.

In the end | settled for quite a simple,
stripped-down tank for my first

Battlewagon, with no big gunz (just plenty
of shootas). This has left with me with

loads of spare parts, which I've already put
to use elsewhere in my army — the spare

tracks got reappropriated for use on my
Trukk last month, as the eagle-eyed
amongst you will have spotted. This
Battlewagon may be stripped-down, but it
utterly dwarfs the Trukk.

I’'ve had my eye on Wazdakka for a
while now. He's a cool character that we
don’t do a model for which, to my mind at
least, is a challenge. I've converted him
from scratch (you can see how | went
about it in my last Four Gamers diary on
the website) and | think he’ll prove an
invaluable addition to my army. I'm
including him to provide some much-
needed anti-tank support into my army —
his dakkagun can penetrate anything less
than a Land Raider, and glance even one of
those armour 14 monsters — and as much
as | like the models, | don’t think
Tankbustas fit my army.

In battle | plan on using Wazdakka to
zoom up the flank and behind enemy
lines, all the while keeping him out of
combat. | used him in my game against
Matt and he shot the Red Corsairs up
nicely, taking out a Predator, a Vindicator
and two squads of Chaos Space Marines all
by himself! Not bad for 180 points.

Fil recently injured
himself on his way to
work in a bit of a “fender
bender”. Fil vehemently
denies all claims that he's
been taking the Orky
spirit to heart, though we
hear he’s currently doing
some “kustom jobz” on
his wagon... erm, car!
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WEEK 3 HIGHLIGHTS

It’s the final week of the mini-league and it’s all still to play for. The
Orks step to the fore as Fil prepares to unleash the Kult of Speed upon
Matt’s Red Corsairs and Pete’s Eldar:

GUNS BLAZING - Fil vs Matt

The game between Fil and Matt was a SR s TS e : R’}’ﬂ'ﬂ:;‘* &

Capture & Control mission and, unlike the (e, P RS L TN e o R e o TR )
last few times Fil has played this mission, A, R T e R D R s - . s
he remembered to look after his home
objective! Fil stationed his Deff Dread on
top of his objective to dissuade any Chaos
Space Marines from having a go, whilst
surging forwards with the rest of his army
to snatch Matt’s objective. The Boyz made
a real mess of the Red Corsairs and by the
time the Chaos Space Marines made a
lunge for the Orks’ objective, Fil had
comfortably taken Matt's so could pull a
big unit of Boyz back to see them off.
Wazdakka was the star of the show,
destroying a Predator, a Vindicator and two
squads of Chaos Space Marines over the
course of the game. The game ended with
Wazdakka shooting the last Night Lord that
had been contesting Matt's objective,
swinging the game 2-0 in the Orks’ favour.

WEEK 3 ROUNDUP

Guns Blazing

Fil defeats Matt 2-0 at
Capture & Control.

For the Emperor!

Neil and Fil played a
Seize Ground mission.
Neil managed to destroy
the Battlewagon - the
only player to do so in
the mini-league - with a
well-aimed shot from the
Razorback. Wazdakka
charged the Redeemer
but failed to penetrate its
armour, and the tank
turned around and tried
to drive over him.
Naturally, Fil opted to

go for Death or Glory,
immobilising it! The game
ended a 1-1 draw at the
end of Turn 5.

! The Chaos Terminators Deep Strike into position
| — a decision Matt will later regret as they find

: themselves missing out on all the action as they
, struggle to exit the ruin. Elsewhere, the
Deffkoptas and the Warbikes, led by Wazdakka,
rip up the Chaos Space Marine flank.

e L
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LEAGUE RESULTS

Matt: With two losses and a win, I'm
disappointed that | didn’t do better,
especially as with one more win | could

have been going into the final month in the

lead! | should have beaten Fil, but poor
placement of my Terminators ultimately
cost me the game — had | deployed them
where they could have bolstered my own
objective or contested Fil’s, they might
have made more of a difference. | did
manage to beat Neil though — the only
player in the league to do so, might | point
out - so it's not all bad. I'm hoping to
repeat the same trick next month too.

Month 4 Score:

Models painted late;
Games played: Loss,
Loss and Win.

LEAGUE RESULTS

Fil: A win, a loss and a draw — a pretty
even outing for the Orks, all in all. I think
I've finally got the hang of the Orks now.
Wazdakka has performed great and,
because I've kept him out of combat, he’s
not died yet. The Battlewagon finally got
popped in the game against Neil, but it’s
more than held its own up til now. The key
to using Orks successfully is timing the
Waaagh! correctly — well-timed it can be
utterly devastating; badly timed and it can
leave the attack faltering. Going into the
final month, I'm currently in the lead, so
here’s hoping for a green Apocalypse win.

Month 4 Score:

Models painted on time;
Games played: Win,
Draw and Loss.

Week 1

Matt vs Neil
Matt Wins (3 Points)

Matt vs Pete
Pete Wins (3 Points)

Neil: Considering the intermittent luck I've
had with my Crimson Fists so far, | think
that two draws and a defeat is quite a
respectable result. The game against Matt
was close and | think with another turn or
two | could have swung it my way. The
game against Pete ended on a draw at the
end of Turn 5 but we were both poised to
snatch a second objective each had the
game gone on to Turn 6, so one false step
by either of us and the game could have
tipped either way. I'm busy painting up
tanks now to see off Matt’s Chaos Space
Marines next month.

Month 4 Score:

Models painted on time;
Games played: Draw,
Draw and Loss.

Week 2

Neil vs Pete
Draw (1 point each)

Fil vs Pete
Pete Wins (3 Points)

Pete: Short of a victory over Neil, | don't
think that the league could have gone
much better and, after some
embarrassingly late models, | need all the
help | can get to remain in the running!
After the pounding I'd had at the hands of
Phil Kelly last month, | had been feeling
rather despondent, but my tweaked army
list is spot on — I'd certainly be happy to go
to the Grand Tournament with the Eldar
now. Next month we're playing an
Apocalypse game — not something I'd
normally take a tournament army to — but
I've got something clever planned.

Month 4 Score:

Models painted late;
Game played: Win,
Win and Draw.

Week 3

Fil vs Matt
Fil Wins (3 Points)

Neil vs Fil

Draw (1 point each)

NEXT MONTH

With the gamers’
armies standing at
1500 points and only
one month left of our

hobby challenge,
we're going out with a
bang - a no-holds
barred Apocalypse
game that will decide
the overall winner!
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In Middle-earth, the greatest spellcasters are heroes of legend,
able to turn the tide of battle with their magic. In Part 2 of
our Tactica, Simon Grant discusses Wizards.

aving illuminated the myriad
H spells available to the magicians of
Middle-earth last month, it’s time
to take a look at those mighty beings who
are capable of unleashing them. There is
nothing more intimidating to face than an
army with a capable spellcaster at its core
and not knowing what tactics your
opponent has planned for them. In this
article, | will take a look at how to get the
most potential out of these devastating
Heroes, and for those facing them, how to
stand a chance.
Broadly speaking, there are two types
of spellcaster available to the denizens and
- Free Peoples of Middle-earth: Sorcerers
- and Warrior-mages. Sorcerers are fragile yet
~ incredibly capable magic wielders, able to
~ hurl enemies through the air with a quick
incantation, or bind a victim helplessly in
- place through sheer force of will. Warrior-
" mages are well equipped and capable
“warriors who have mastered some basic

.'.-h_

ot
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The Magic of Middle-earth

forms of magic, serving to make them even
more powerful on the battlefield. Both are
incredibly useful additions to any army,
and are often the core around which an
army and battle plan is formed. | will &
endeavour to show you how these Heroes & '
can be incorporated into an army and how
they can be both used, and countered. First
off all, let's take an in-depth look at the
two Hero types, then how one such Hero
can be used in an example army list.

The Sorcerer

Largely used in a supporting role, these
spellcasters can dominate the game
through the careful use of spells at the right
time and place.

Sorcerers are often fairly weak in
combat, rarely able to hold their own in a
fight and vulnerable whenever they are
forced to do so, but don't let this fool you.
Their main strength lies in their huge and
sometimes indefinite store of Will points

Some Heroes, such as Gandalf, are more than capable
of fighting if the opportunity arises, but it is still best to
engage only one enemy at a time where possible. Very
few Sorcerers have more than a single Attack in
combat, so it’s best not to get overconfident, even if
they have a respectable Fight value. Remember that

spells can be cast at any point in the Move phase, so
B

you can still cast your spell of choice before engaging
your intended victim in combat.

In the example above, Gandalf wishes to charge an
Orc Captain - rather unwise, given the Orc’s fighting
prowess. To even the odds, Gandalf casts Transfix (1)
before charging, allowing him to win the fight with
ease and use his cavalry charge to crush the foe (2).
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Cirion

Cirion, the impetuous
captain of Gondor, is a
fantastic headhunter and
the bane of Sorcerers.
His gung-ho bravery
means that he benefits
from a bonus of +2 to
his Courage when
attempting to charge a
Terror-causing enemy,
making it unwise for
even the Nazgil to stray
too close. His 3 Might
points also enable him
to Heroic Combat his

e

way through the enemy
to reach his chosen
target in a reckless yet
swashbuckling manner,
as befits the character.
At only 55 points, Cirion
is a real bargain.

54 WHITE DWARF THE MAGIC OF

and a flexible variety of spells, often way through your lines to attack your

including powers from two or even all Sorcerer if he's Immobilised!

three of the “ABC” categories of magic (See It is then a simple matter of bludgeoning

last issue — Ed). Kept protected and away said Hero into a fine red paste with the

from the thick of the fighting, but near nearest Troll and/or generic evil minions.

enough to use the full potential of their Easy. [Cue evil laugh].

magical arsenal, they can be devastating. | think Ringwraiths deserve a special
Perhaps the greatest strength of the mention here. They are simply fantastic in

Sorcerer lies in their choice of spells. It is a supporting role, not only with their

hard to cater for
every circumstance

when facing one, “ A Sorcerer also makes a vVery

as they will almost

always be able to temptlng target, SO use thlS

confound your

plans with a :

plaps w1 o bait to your advantage. , ,
spell. For this

reason, it is all the

more crucial to ensure that your Sorcerer is arsenal of spells, but with their Harbinger

positioned where he can employ his spells of Evil rule reducing enemy morale within
to greatest effect, causing disruption to the 12", whilst their own high Courage value
enemy line by ruining your opponent’s bolsters their cowardly minions.

plans with his magic, or even just his Ringwraiths certainly don’t need to be in
presence alone. A Sorcerer also makes a the thick of the fighting for their evil

very tempting target, so use this bait to influence to be felt. For even greater

your advantage. Even Elendil can’t hack his impact, why not splash out on both the

Masters of Magic

Both Evil and Good players are
spoilt for choice when it comes to
picking a powerful Sorcerer.

Sauron the Necromancer

With a whopping 25 Will points and the ability
to use them as Fate when required, the
Necromancer has a surprising amount of staying
power. Add that to his huge arsenal of spells
including Chill Soul, the effects of his Ancient
Evil special rule, and that of instantly killing
anyone he wounds in combat, he is a sorcerous
bargain at 250 points.

() Gandalf (the Grey or White)

4w Gandalf simply has the best selection of spells
available to a Good Hero. Because he is on both
The Fellowship and Tower of Ecthelion army lists,
he’s available to almost any budding army of the
Free Peoples. With Glamdring in his hand and a
Fight value of 5, Gandalf is no slouch when required
to fight in combat. Gandalf the White, though more
expensive, has the advantage of easier casting rolls
for all his spells, making it largely unnecessary to use
more than his free point of Will (from his Staff of
Power) when using magic.

MIDDLE EARTH
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Shadow Lord and the Dark Marshal and
watch your opponent’s face drop! [Cue
another evil laugh].

Most Sorcerers can be shut out of the
game by engaging them in combat, even it
not killing them. Ringwraiths are especially
vulnerable to this, having to expend a Will
point after every round of combat. Many of
them also cause Terror, either naturally or
by casting Terrifying Aura, so try to use
your warriors with the highest Courage
value, or a cheap Hero to accomplish this.
Use Heroic actions if need be to engage
them before they get the opportunity to
cast their spell of choice, as they cannot
use magic of any kind once caught up in
combat. Try to think what spell you would
cast in their situation and then look to
counter it accordingly.

The Warrior-mage

Some spellcasters are more than happy to
get stuck into the enemy, using their
powers in the thick of it to swing the tide
in their favour. These “Warrior-mages” are
best identified by their high Fight, Attack
and Defence values, notably higher than

The Witch-king of Angmar
With a maximum of 20 Will points, an
awesome variety of spells and the
ability to break the staff of an
enemy Wizard, the Witch-
king is a Sorcerer rightly
feared. Include his option to
ride a terrifying Fell Beast and the
Witch-king can soar to safety on a
whim, or redeploy to where his

The Magic of Middle-earth

the archetypal Sorcerer, making them much
more capable of handling most combat
situations. Their defining characteristic,
however, is that they will have an
abnormally high store of Will points and a
few spells at their disposal. Some such
Heroes, like Arwen Evenstar, are more
delicate but cheaper in points, engaging in
combat only when it suits them to do so,
whilst her father, Elrond, is a heavy-duty
frontline brawler, whose magical powers
only serve to make him even more
formidable in battle.

Such mighty Warrior-mages as the
Elven lord Celeborn are expensive in
points, but can easily fulfil the roles of two
Heroes in most other armies. These
massively powerful Heroes are best thrown
into the thick of the fighting, using their
spells to disrupt battlelines or cause even
more damage. Don't, however, be tempted
to ignore the myriad uses of the cheaper
Warrior-mages, as they too will dominate
an area of the battlefield if left free to do
so, and can cause a surprising amount of
problems due to their multi-talented
nature. Heroes such as the Mouth of

Galadriel

Each of Galadriel’s
aspects fits into a
different category. In her
normal form, Galadriel
is an all out Sorceress,
vulnerable in combat,
but with 3 spells and

6 Will points. In her
wrathful guise as the
Lady of the Galadhrim,
she is much more of a
Warrior-mage, with Cast
Blinding Light protecting
her friends whilst she
dishes out hurt with 3
Fight value 6 attacks!
You can only have one
Galadriel in your army,
so choose wisely.

magical talent is needed the most. Give
him the Crown of Morgul and he could even
be used as a Warrior-mage instead, though
be careful because his points can soon start
to mount up.

Honourable Mention

Radagast the Brown

One of Radagast’s best
abilities is his Master of
Birds rule, allowing him to
target anyone in range of his
spells, whether he has line
of sight or not. With his One
With Nature rule combining
the effects of a Woodland
Creature and an Elven cloak,
Radagast can sneakily stay
hidden from harm, whilst
using his variety of spells to
support his allies and stay at
a safe distance.

w7 L . R P Lo
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Sauron — able to kill warriors with impunity
Th b f h b and with no less than four spells at his
C C St 0 t s e St disposal for only 60 points — should never |
The best Warrior-mages combine ' e fiicetetimared:
) . Most Warrior-mages have mastered the
great martial prowess with a

Transfix/immobilise spell, and can be used
variety of useful spells to aid

to help nullify the strengths of enemy
. . Heroes or monsters, making them brilliant
themselves — and their allies -
in battle.

for protecting a weak area of the battleline.
Many of them also have access to steeds of
varying shape and size, and can therefore
be deployed to lead any cavalry you may
have into the heart of the enemy lines.
Accordingly, these Heroes should be
positioned leading the tip of your army’s
spearhead, or protecting the chink in your |
armour. If you can get them to where they |
need to be, Warrior-mages can always be
relied on to help get the job done.

It is worth bearing in mind that unlike
many of the Sorcerer class, Warrior-mages
only have a limited amount of Will points. |
Any method of draining their Will points, l
such as Sap Will or casting spells on them
and forcing them to use Will points to
resist, is a great tactic, denying them the
use of their own powers. Fight fire with
fire! Weaker Heroes can also be

The Dark Lord Sauron

Unsurprisingly in the top spot
for this category, too, is Sauron.
With his Fight value of 9,
Defence value of 10, an
unsurpassed magical ability and
range of spells, there was only
ever going to be one winner.

At 375 points even without

The One Ring, however, he
comes at a price.

S e —

| Elrond susceptible to a determined attack,
A hard choice between the lord of removing the threat they pose as soon as

Rivendell and his counterpart, Celeborn possible — more often than not, they won't

in Lothlorien, but the ability to devastate have the staying power of the more

a whole area of the battlefield with expensive Heroes.

Nature’s Wrath is priceless. Add that to : ) 5 |

his ability to re-roll any failed Fate saves The Defenders of Minas Tirith

thanks to his Elven Ring, Vilya, and using Having enlightened you all as best as f

Renew to heal himself (or others) in the possible in the ways of the magical arts, | [

case of injury, Elrond proves himself to will endeavour to showcase an army using |

be an all-rounder of the highest calibre. the principles | have mentioned. | have put |
|

together a 700-point army list — suitable for
any tournament — inspired by the climactic
scene when the gateway to Minas Tirith is
breached, with Gandalf rallying the
defenders to stand their ground.

" Gildor Inglorian
Similar in points to an EIf Captain,
Gildor has good characteristics, a
whopping 4 Will points, and
Immobilise. Only needing a 3+ to
cast this fantastic spell, he is superb
at helping to counter the worst that
your enemy can throw at you. Point
for point, Gildor is one of the most
flexible heroes in the game.

The Shield Wall - Supported by their
archers and a banner, this unit will be at
the heart of the battle. Designed to suck in
and soak up the best part of the enemy
army, this will leave Gandalf and Imrahil
free to do their jobs.

The White Rider — with the fantastic
manoeuvrability offered by Shadowfax,

.

Hnnuul"abIEMEnti o Gandalf can be exactly where he needs to
: SRR be at any given time. With the cunning use |
Dragﬂn of a Sorcerous Blast at the correct angle, ’

Gandalf can devastate the whole front rank
of the enemy’s troops, knocking them
sprawling and hopefully killing a few to :
boot. The whole shield wall will then take
a step forward and butcher the beleaguered
troops mercilessly whilst they lie |
defenceless. By employing this method, | "
hope to be able to take on an enemy
superior in either numbers or Fight value,
with relatively few men of my own.
Shadowfax will also allow Gandalf to get

Dragons are terrifyingly powerful beasts
at the best of times, but add the abilities
of a powerful spellcaster into the mix by
taking the Wormtongue ability and there
is little that they cannot achieve. Give
your Dragon the Wings upgrade, too, and
you will have an airborne magical
menace that can threaten anyone
anywhere on the battlefield.
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The Defenders of Minas Tirith
Gandalf the White (on Shadowfax) ........235 points

Prince Imrahil of Dol Amroth
(Lance, armoured horse) ..............eeese.ee.. 155 points

22 Warriors of Minas Tirith
(14 shields, 7 spears, 8 bows) ................183 points

1 Warrior of Minas Tirith (with banner) ..32 points

5 Knights of Dol Amroth
(Lance, armoured horse) .........ccvvnviiennnes... 95 points

TOTAL iisnnmisinisiirsmmiewinmmimar DU points

out of harm’s way very quickly if required. hope to repeat this tactic every turn, while
Gandalf will bombard enemy Warrior- distracting the others with my brave shield
mages, forcing them to use their Will wall. If | encounter an enemy Sorcerer, |
points in self defence, leaving them with will instead unleash this deadly cadre of
little offensive magic. As you can see, knights to neutralise the magical threat as
Gandalf is integral to all my plans with this soon as possible.

army. Forth the White Rider! : :
4 A Magical Middle-earth

“ HaV1ﬂg the rlght Spe]lcaster Well, that's it. | hope that you will all have

rediscovered how magic can be used in

: : The Lord of the Rings game, and will
1n the rlght place at the consider including some Sorcerers and
: . Warrior-mages in your armies. Having the
r]ght time really can turn right spellcaster in the right place at the .
- right time really can turn a game on its
a game on 1ts hea'd' ’ , head, snatching victory from the jaws of
defeat. And what do | say to those amongst
Imrahil and his elite Swan Knights are you that still stubbornly refuse to take a
the head-hunters of the army. If | encounter spellcaster in your army? It's best to be
an angry bunch of Trolls, as in the film, careful when fighting against an opponent
Gandalf will aim to pick on one Troll to who has heeded my advice and taken a
Immobilise every turn, leaving Imrahil and magic user of his own... but happy hunting
his chums free to ride it down. | would those enemy Wizards!
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Kraxis Bloodfist roared the names of his gods as his Daemon
Steed lowered its armoured head and charged. The Juggernaut's
battlelust was near as furious as his own, and the beat of the
Chaos Lord's heart pounded in time with the thunder of his
steced's brazen hooves. Time slowed to a crawl as the Juggernaut
crested a ridge and carcened downwards towards the Dwarf lines.
Kraxis felt the red-hot punch of black powder weaponry as rune-
ctched bullets hammered into his shoulder and thigh, the thick
lances of pain only invigorating him further. One of his knights
fell to a lucky shot and was quickly assailed by the chattering,
gnashing skulls that pushed through the tortured ground below
him, desperate to wet their bone-dry fangs with blood.

Kraxis cared not. He grinned wolfishly as fear began to tinge
the joyless faces of the Dwarfs in the shicldwall up ahead. The
Chaos Lord savoured the moment like a gourmand savouring a
full-bodied wine - the anticipation of terrible and inescapable
violence, the last moment of lucidity before the holy rage
overcame him and the slaughter began. The Dwarf hold would be
brought low, its defenders cut to pieces and hung from the
battlements as a grisly warning to those who would oppose the
taint of Chaos that spread over the land. This and more Kraxis
had vowed.

Lord Kraxis and his hulking steed crashed straight through the
Dwarf shicldwall with the force of a battering ram, and the blood
sacrifice began.
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A Chaos Lord of Khorne
leads his host into the realm
of the Dwarfs in this month’s
battle report. Can the black
powder weapons and blocks
of solid infantry repel the
visceral might of a Chaos
Horde? Read on to find out...

e always look forward to the
‘ ﬁ ; battle reports in White Dwarf,
but this month’s in particular
had a real feeling of a classic match up as
the Dwarfs tried to halt the dread forces
of the Warriors of Chaos.

With the arrival of both the new Realm
of Battle Gameboards and the Warriors of
Chaos releases it was a no-brainer to
combine the two for this game. We'd
decided early on that the High Ground
set-up and the Menace from the North
scenario would make for the most exciting
battle. So, the crevices are full of cackling
skulls who proclaim the battlefield as an
altar of Khorne — this gives units Frenzy if
they cross over them, and inflicts a -2
penalty to Rally tests as the skulls berate
routing units for cowardice. The Arcane
Ruin on the hill channels the Winds of
Magic as they blow south ahead of the
Chaos Lord’s host, so it counts as an
Arcane Monolith special feature that is
worth an additional 250 victory points. A
more detailed breakdown of the scenario
can be found on page 36.

The scenario and battlefield was set,
but we still needed two willing generals.
These were not hard to find as Phil Kelly
duly stepped forward in the role of Kraxis
Bloodfist, the Chaos Lord. Alessio Cavatore
offered his services as the Dwarf general,
ready to gather a mighty throng that would
stop the invading northmen in their tracks.
Both generals then went away to hatch
their plans and choose their forces. This
game warranted some big armies, so each
force had 3000 points to spend.




9 e Vi ior

- L]
=
. 1

e i

S cipsgiadea

THE DWARFES

ﬁl{-r\ il |L|||..!11.1J *
*!

e 34 -*

Alessio has a lot in
common with Dwarfs —
they're both very beardy!
Just kidding; but if there’s
one person who can halt
the iron-bound horde,
then it’s this veteran
Games Developer.
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Alessio: Alright, the obvious thing that |
can do today is to pick as many guns as |
can find in the Studio’s Dwarf collection,
and then try to obliterate the Chaos army at
range before those terrifying combat
monsters can lay their hands (and axes,
and claws...) on me.

However, this will likely lead to a very
two-dimensional game, one that I've seen
many times before — Chaos runs at the
guns, and then either: a) Chaos is shot to
pieces or b) Chaos reaches the gun line
with reasonable numbers and cuts the
enemy army to pieces.

This time, I'll try something completely
different — I’ll go for balance! | actually
love picking a list that does not repeat any
choice, and is therefore very representative
of its race. Both my Bretonnian and my
Skaven army have been collected for
complete variety, and amongst their ranks

you won'’t find the same unit, or indeed the
same character, twice.

These armies are fun to play, and they
can be very competitive too, as they tend
to be good all-rounders with a mix of
different units that allow them to take on
any opposition.

| started to go through the Dwarf army
list and soon found out that, even at 3000
points, | couldn’t hope to field every unit in
the list — there are just so many different
units in that army!

Starting with my Core choices, | picked
one unit each of Thunderers, Quarrellers,
Warriors and Longbeards. | then moved to
Special, where | went for a Cannon, a unit
of Slayers, one of Hammerers, and two
Bolt Throwers (I know, this breaks the “no
repeat” rule, but they do come as “two for
one!”). Finally | picked my Rare choices,
which proved to be no choice at all — | just



had to take one of each of the three deadly
war machines.

The same principle was applied to the
Heroes, and all four of the available
choices were included. Finally, with the

character available to the army — a pretty
good effort if | may say so myself!

With such a mixed army my plan is to
sit back and shoot up the advancing Chaos
horde as much as possible, but also to

Lord-level edge forward with
charaﬂters, my close combat
 eain Y PLAN IS TO SIT BACK AND § units to intercept
anti-magic SHOOT UP THE RAPIDLY | Warriors before
ik ADVANCING CHAOS HORDE. s et
and the soft missile trc:-nyps

Master Rune of Valaya on my Battle
Standard Bearer, and picked a rock-hard
Dwarf Lord to lead the army (from the
safety of the Hammerers unit) and a
Daemon Slayer with a mean runic axe.

At the end of this process | had a
splendid-looking Dwarf army, that left out
just a few unit types and one type of

and gun crews (if you can call Dwarf
artillerymen soft).

Hopefully, when the inevitable clash
happens, my firepower will have thinned
the Chaos ranks enough to give us a
fighting chance, and if anyone can go toe-
to-toe with the minions of the Dark Gods
in close combat it is the Dwarfs!

Lord and Heroes
Dekador the Kin-slayer
Dwarf Lord

Shield, Master Rune of

Adamant, Rune of Stone,

Rune of Snorri Spangelhelm,

Rune of Fury and Rune of

Cleaving.

268 points
Kark the Unforgiven
Daemon Slayer

Master Rune of Swiftness,

Rune of Snorri Spangelhelm

and Rune of Fury.

185 points
Baranar the Stout
Thane

Battle Standard Bearer,

Master Rune of Valaya, Rune

of Determination and Rune

of Guarding,
240 points

@ Rothi the OId
Runesmith

Shield and three Runes

Spellbreaking.

147 points
Thelgar Thumbsplitter
Master Engineer
Great weapon and handgun.
84 points
Aar Aarsson
Dragon Slayer
50 points

Core Units
10 Thunderers
140 points
10 Quarrellers
110 points
20 Dwarf Warriors
Shields, musician,
standard bearer and Veteran.
205 points
@ 20 Longbeards
Shields, musician,
standard bearer and Veteran
265 points

Special Units
23 Hammerers
Musician, standard
bearer, Gate Keeper and
Rune of Determination.
326 points
20 Slayers
Musician, standard
bearer, and Giant Slayer
253 points
Cannon
Rune of Forging and
Rune of Fortune.
150 points

Bolt Thrower
Engineer and Rune of
Penetrating.
85 points
Bolt Thrower
Engineer, Rune of
Penetrating and Rune of
Burning.
90 points
Rare Units

Organ Gun
120 points
@ Flame Cannon
140 points

Gyrocopter
140 points
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Phil Kelly has been lost to
us since he started work
on Warriors of Chaos. In
his place is a Daemon
using Phil’s form. The
insidious creature plans to
take over Nottingham and
then the world!
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Phil: Warriors of Chaos units are as
expensive as they are formidable, and as a
result | was facing the prospect of being
outnumbered by Dwarfs, something that a
man can very rarely say with a straight
face. Nonetheless, | was determined to
play it straight down the middle and take
on those short, heavily armoured, beard-
toting hard cases with — you guessed it —
tall, heavily armoured, beard-toting hard
cases. After all, though there are plenty of
weird and wonderful units in the new
Warriors of Chaos army book, the real
meat of the list lies with the Warriors of
Chaos themselves. Two units of Warriors,
two units of Knights and a unit of Chosen
would give me an unstoppable armoured
centre. With any luck | will storm through
the enemy firepower, into the Dwarf lines
and out the other side, leaving a bloody
trail before you can say “dead Dwarf”.

Tempting as it was to go crazy with the
new super-nasty Chaos magic, the new
Chaos Lord models were far too tempting
to pass up — especially the fella on the
Juggernaut. That model is so majestic |
tooled him up to be about as hard as a
Chaos Lord can be. It'll be worth it to see
Alessio’s face when Captain Khorne dishes
out 6+D6 attacks with his shiny Chaos
Daemonsword, his frenzied Chaos Knights
compounding the carnage. His lieutenant,
Octovos Drakk, wears the Armour of
Morrslieb — a 4+ ward save against non-
magical attacks never goes amiss, after all.
He would lead the second unit of Chaos
Knights, this time with the Blasted Standard
and Mark of Tzeentch to give them a 4+
ward save against those cannonballs and
Bolt Throwers and steam guns.

The core of my force comprises two
units of Chaos Warriors, one unit with the




Mark of Nurgle and the other with the
Mark of Tzeentch. Given that | was fully
expecting my hardest units to be
outnumbered at least two to one, | wanted
something to

keep them in the

fight. Step up an

fantastic asset when facing an enemy gun
line, as with a bit of luck he can turn up
behind enemy lines on the first turn, a unit
of Marauders in tow, and he is an excellent
hunter of enemy
characters, with a
special rule to

Exalted Hero with HE NEW CHAOS LORD ensure he hits his
the Banner of the MODELS WERE FAR TOO chosen prey

Gods — 125

hard. If my

points of TEMPTING TO PASS UP. surprise tactic

goodness that
gives the
Stubborn rule to every unit within 6", and
causes Terror into the bargain. | may lose a
fight or two, but with Stubborn and the
high Initiative of the Chaos units | would
be cutting down more and more Dwarfs
with every turn.

| have another ace up my sleeve in the
form of Wulfrik the Wanderer. Wulfrik is a

fails I can give

the enemy war
machines a headache with my Warhounds
and Marauder Horsemen, and a Chaos
Spawn could ably intercept the inevitable
Gyrocopter attempting to block my march
moves. The plan? Why, charge recklessly
forward and hunt down the enemy

characters as quickly as possible, of course.

| just hope the Chaos Gods are watching...

Lord and Heroes
Kraxis Bloodfist
Lord of Chaos
Mark of Khorne, Juggernaut,
Chaos Daemonswaord,
Pendant of Slaanesh, shield.
380 points
Octovos Drakk
Exalted Hero
Chaos Steed, Armour of
Maorrslieb, shield.
166 points
Waulfrik the Wanderer
185 points
@_ Ghalkis Claw
Exalted Hero
Battle Standard Bearer,
Banner of the Gods, shield.
265 points
Khaelac Thunderchild
Chaos Sorcerer
Level 2 Wizard, Mark of
Tzeentch, Book of Secrets,
Power Familiar.
190 points

Core Units
Wulfrik's Wanderers
19 Marauders
Musician, standard bearer,
Marauder Chieftain and flails.
115 points
@The Bleak Brethren
5 Marauder Horsemen
Musician, standard bearer,
Marauder Chieftain and flails.
105 points

The Howling
5 Warhounds of Chaos

30 points
@The Slavering
5 Warhounds of Chaos
30 points
@ Companions of the Plague
15 Chaos Warriors
Mark of Nurgle, musician,
standard bearer, Champion
and shields.
300 points
The Darkson Brotherhood
15 Chaos Warriors
Mark of Tzeentch, musician,
standard bearer, Champion
and shields.
290 points
Special Units
The Sons of Kairos
5 Chaos Knights
Mark of Tzeentch, musician,
standard bearer, Knight
Champion, lances and
The Blasted Standard.
335 points
@The Knights of Blood
5 Chaos Knights
Mark of Khorne.
230 points
ThE Anointed Blades
10 Chosen
Mark of Nurgle, Musician,
standard bearer, Champion,
great weapons and Banner of
Rage.
320 points

@ Rare Units
Bonesplitter, Chaos Spawn

55 points

TOTAL: 2996 points
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Oblivious to the massed ranks of crossbows, handguns, and
batteries of war machines, Lord Kraxis orders his horde
forwards to death or glory on Khorne’s altar.

As one the Chaos line surged southwards.
The implacable Chaos Knights and
armoured Warriors of Chaos advanced,
heedless to the gunline that awaited them.
The Chaos Sorcerer, Khaelac Thunderchild,
called upon the foul Chaos Winds to
power his arts but the Dwarfs were
prepared for such sorcery, and easily

ward save from the Mark of Tzeentch. The
Khorne Knights were next to taste Dwarfen
firepower and lost three of their number
from the Thunderers and a shot from the
Bolt Thrower. The Flame Cannon aimed at
the Chosen but
it overshot. The
Organ Gun

THE KHORNE KNIGHTS WERE
NEXT TO TASTE DWARFEN
FIREPOWER AND LOST THREE OF
THEIR NUMBER.

fired upon the
rapidly closing
Tzeentch
Knights, but the
combined ward

dispelled all his magical attacks, the
Runesmith exhausting one Rune of Spell
Breaking to do so.

In the Dwarf turn the Slayers marched
forward as fast as they possibly could. The

64 WHITE DWARF

rest of the Dwarf line held, although the
Hammerers and Warriors shuffled forward
slightly to take up better positions. The
Gyrocopter advanced along the west flank,
targeting the Chaos Warriors.

Whereas Chaos ignored the Shooting
phase, the Dwarfs bypassed the magic and
went straight to the reassuring reliability of
their ranged weapons. The Cannon was the
first to speak. Alessio aimed it at the Chaos
Warriors of the Darkson Brotherhood,
killing three despite them having a 6+

BATTLE REPORT

save offered by
the Blasted
Standard and
the Mark of Tzeentch meant that all the
Knights survived the fusillade. However,
the Chaos Hounds deployed in the west
were not so lucky and three were killed by
the well-aimed crossbows of the sharp-
eyed Quarrellers.

The Dwarfs had inflicted a healthy tally
but there’d be little chance of another such
Shooting phase in the coming turns.
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Warriors of Chaos Key

Chaos Lord (Mark of Khorne)
Exalted Hero

Wulfrik the Wanderer

Battle Standard Bearer
Sorcerer (Mark of Tzeentch)

Chaos Marauders
Chaos Warriors (Mark of Nurgle)

Chaos Warriors (Mark of Tzeentch)

Chosen (Mark of Nurgle)

Marauder Horsemen

Chaos Knights 1{Mark of Tzeentch)

Chaos Knights 2 (Mark of Khorne)

Chaos Warhounds 1

Chaos Warhounds 2

Chaos Spawn
eyt p——
Dwarfs Key

Dwarf Lord

Runesmith

Master Engineer
Battle Standard Bearer
Daemon Slayer
Dragon Slayer
Thunderers
Quarrellers
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Warriors
Hammerers
Longbeards

Slayers

Bolt Throwers
Cannon
Organ Gun
Flame Cannon
Gyrocopter
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«rk THE GODS ARE WATCHING

The first Chaos charges take place as Phil’s mounted forces reach the Dwarf lines.
To add to Alessio’s woe, Wulfrik the Wanderer enters the fray from the south.

- Both the units of Chaos Knights charged
across the the battlefield to join combat
with the Longbeards and Dwarf Warriors.
The Marauder Horsemen were desperate to
taste blood and charged into the
easternmost Bolt Thrower. The Chaos
Warhounds tried to charge the Thunderers
but were met by a hail of gunfire that sent
them fleeing away, much to Khorne’s
disgust. The rest of Phil’s army continued
its relentless advance southwards.

Once again the Chaos Sorcerer’s power
was dissipated by the Dwarfs’ strong anti-
magic vibe. The first combat of the game
was between the Marauder Horsemen and
the stubborn Bolt Thrower crew. Despite
the Dwarfs bringing one of the Marauders
low, the momentum of the charge was too
much and the Dwarfs fled, only to be run
down. The Chaos Knights of Khorne piled
into the Longbeards and Lord Kraxis issued
a challenge which was bravely accepted
by the unit’s Champion. The Dwarf was no
match for the Chaos Lord and he died
where he stood. The Eye of the Gods
looked favourably upon their victor and
rewarded him with an improved Ld of 10.
The rest of the Chaos Knights were not so
lucky and didn’t manage any further
wounds. The Longbeards hit back but also
failed to make a dent, leaving the combat
in a stalemate at that point.

The Sons of Kairos skewered the Dwarf
Warriors, the Exalted Hero killing the
Dwarf Champion with ease, but this time
the Eye of the Gods was closed. The Chaos
Knights romped to victory, but Alessio
rolled a double 1 for his Break test thanks
to the Battle Standard re-roll, so they stood
their ground for now.

With no more characters to kill, the
Exalted Hero with the Tzeentch Chaos
Knights set about the Dwarf rank and file,
his compatriots following suit. The Dwarfs
failed to hit back and so lost the combat.
Even with the Battle Standard close by they
couldn’t stand against the Knights and fled,
only to be trampled under daemonic
hooves, as the Chaos Knights overran into
the Quarrellers.

The Longbeards proved to be more
tenacious and held out against the Chaos
Knights of Khorne once again. However,
the Runesmith died at the hands of the
Chaos Lord which not only depleted the
Dwarfs" magical defence but earned Kraxis
+1 Strength — the gods were indeed taking
an interest in him.
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ANNOTATIONS

@The Dwarfs start their turn with some charges — the lone Dragon Slayer ’
tries to charge the Chaos Warhounds but they flee. The Hammerers '
attempt to charge the Nurgle Chaos Warriors but don’t make it.

9 The Gyrocopter manoeuvres behind the Chaos Warriors and kills two with
a gout of super-hot steam.

@_The Cannon targets the approaching Spawn and, in a show of masterful
marksmanship, the cannonball careens straight through the abomination,
utterly destroying it.

Waulfrik’s Marauders are targeted by Dwarfen shooting. Together the
Organ Gun and Flame Cannon slay eight of Wulfrik’s kindred. He passes
the resultant Panic test with ease.

The Thunderers target the Chosen and kill three. It could have been a lot
worse if not for the Mark of Nurgle, which meant the Dwarfs were at -1
to hit when shooting at the Warriors of Chaos.
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The Chaos turn begins with Wulfrik the Wanderer and

his band of bloodthirsty Marauders arriving on the S— e
battlefield behind the Dwarf lines from their flying longship. He DWARES CHAOS
announces to anyone who can hear his guttural shouts that the
Dwarf Battle Standard Bearer is his target, and so he must kill
him in a challenge before the battle is over.
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EYE OF THE GODS

Every time a Chaos Hero or Lord kills an
enemy character in a challenge he is
rewarded with a roll on the Eye of the
Gods table. By the end of Turn 2 Phil’s
Chaos Lord had gained a Ld of 10 and a
Strength of 6 by slaying the Runesmith and
Longbeard Champion. The Exalted Hero,
Octovos Drakk, had also rolled on the
table but had rolled The Eye is Closed
result so didn’t get awarded a bonus,
although there were plenty more Dwarf
characters to slaughter and so garner the
Dark Gods’ attention.

Flee Charge
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I 4 THE RAVAGES OF CHAOS

The full might of Chaos hits the battered Dwarf line. But the Dwarfs are far from
finished, as the Chaos Warriors find out when they face the Hammerers.

MANIPULATING

FATE

The Companions of the
Plague could have
charged the Dragon
Slayer at the start of Turn
3, but Phil wasn’t keen on
that idea as his Chaos
Sorcerer would have
been compelled to
challenge him. So in a
sneaky tactic worthy of
Tzeentch himself he
didn’t charge, allowing
the Sorcerer to leave the
unit. The Chaos Warriors
then moved over the
crevice of skulls to
become subject to
Frenzy. Phil wasn't
worried about being shot
because the Dragon
Slayer was already on the
skulls himself, so he was
also subject to Frenzy,
meaning he would have
to charge the Warriors in
the next Movement
phase. This way Phil had
achieved both his goals -
moving the Chaos
Sorcerer out of potential
danger to protect him
from shooting, and
forcing the Dragon Slayer
into combat in order to
neutralize a powerful
character in the following
Dwarf turn.

Once again the Chaos turn started with a
host of charge declarations. The Chosen
went for the Slayers who were only too
happy to receive the attack. The Darkson
Brotherhood and Wulfrik’s Wanderers
charged the Hammerers from both sides.

The Marauder Horsemen then
reappeared onto the battlefield after wiping
out the Bolt Thrower crew, and headed
north-west towards the hill.

With the Runesmith slain and Chaos in
control of the Arcane Monolith, Phil was
more confident of casting a spell this turn.
The Sorcerer targeted the Gyrocopter first
with a Fireball, which was cast but had no
effect, then with Baleful Transmogrification,
which Alessio dispelled. Finally, Flickering
Fire of Tzeentch was cast and Alessio
could do nothing as the Gyrocopter was
raked with seven Strength 6 hits. The
smoking wreckage of the Dwarf
contraption fell to the ground.

The Close Combat phase started with
the Chosen fighting the Slayers. Ghalkis
Claw, the Chaos Battle Standard Bearer,
challenged the Giant Slayer who accepted
without hesitation. The Chaos Champion
fought the orange-haired Dwarf. With the
gods’ attention drawn to the battle, it was
Claw who emerged the victor, cutting
down the Slayer. For his efforts he
received +1 to his Toughness — fitting for
a unit carrying the Mark of Nurgle. The
rest of the Chosen cut through the Slayers,
killing another eight, but the Dwarfs were

not going anywhere, being Unbreakable.

The Knights of Khorne continued their
epic clash against the Longbeards. The
Chaos Lord alone killed five but also
managed to wound himself in his rage by
rolling 1s to hit. Bizarrely, this had the
effect of increasing his attacks by +1 as he
was wearing the Pendant of Slaanesh.
Despite taking heavy casualties, the
Longbeards still refused to break, proving
that Dwarfs really are very hard!

In the west the Sons of Kairos were far
more decisive, and rode over the
Quarrellers with ease, killing nine in the
initial charge. The lone surviving Dwarf ran
and the Chaos Knights pursued, desperate
to get out of the Bolt Thrower’s field of fire,
but they only managed a roll of six inches
— not enough!

In the centre of the battlefield the
Hammerers found themselves being
attacked on both sides, but the Dwarf Lord
and his throng were ready. The Chaos
Warriors did no damage to the front ranks;
Wulfrik fared better in the rear — he and his

men killed two, but the Dwarfs hit back

and slew two Marauders in return. The
Dwart Lord swung his mighty rune-
axe and inflicted two wounds but
only one Chaos Warrior fell, the
other was saved by his armour.
The Dwarfs were technically
beaten, but the stubbornness of the
Hammerers meant they had
, \ blunted the Chaos attack.
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TURN 3 (CoNTINUED)

The Dragon Slayer and Daemon Slayer
started the Dwarfs’ third turn by declaring
charges. The Dragon Slayer, being Frenzied
because of his proximity to the skulls, had
no choice but to charge the Companions of

the Plague. On the other side of the

battlefield the Daemon Slayer charged into
the combat between the Longbeards and
Chaos Knights, deigning the Chaos Lord a
worthy foe to pit his axe against.

The Magic phase was bypassed in
favour of shooting as the remaining Dwarf
war machines spoke once again. Only the
Thunderers held their fire as, without a
target present, they elected to reform in the
Movement phase.

The Close Combat phase was another
busy one as Dwarfen steel matched the
northmen'’s ferocity. In the west the
frenzied Dragon Slayer confronted the
Chaos Warriors — unfortunately for Alessio
he missed with all his attacks. The Chaos
Warriors set about the Dragon Slayer,
taking a wound from the Dwarf Hero.

To the east, the unit of Slayers fared
better against the Chosen, by killing one.
However, the Chosen are rightfully named
and sliced through the half-naked Dwarfs
with fervour, killing another five.

The Daemon Slayer issued a challenge
to Lord Kraxis. The Slayer hit first and his
rune axe glowed as he confronted the
Khorne Chaos Lord. The Dwarf swung his
axe and it bit deep, wounding the Chaos
Champion. But the Dwarf Slayer had
forgotten that this battlefield was an Altar
of Khorne and Kraxis was currently a
favoured son. The wound the Slayer had
caused gave the Chaos Lord a further
attack, again thanks to the Pendant of
Slaanesh. The Daemon Slayer was hit
back with a mighty 10 attacks and, as
accomplished fighter as he was, he
couldn’t hope to stand against such a
furious attack and was turned into a bloody
smear at the end of the Daemonsword.
However, Khorne wasn'’t finished, as Phil
had rolled two 1s when rolling to hit,
causing Kraxis to strike himself. The Chaos
Lord lost his final wound in a grand gesture
to the Blood God. Phil rolled on the Eye of
the Gods table out of curiosity to see what
gift he would have received for killing the
Daemon Slayer, to find it would have been
Divine Greatness, giving him a 4+ ward
save and proving the Dark Gods also have
a sense of humour! The Chaos Knights
slew another four Longbeards and this,
coupled with the loss of the Daemon
Slaver, proved the Dwarfs’ undoing, so they
fled. The Chaos Knights pursued with glee
but overran into the Flame Cannon before
they could catch them. However, the
Longbeards wouldn’t trouble the Chaos
army anymore in this battle.

WHITE DWARF BATTLE REPORT

e i

'WARRIORS OE.CHAOSE *ﬂg )

e

ANNOTATIONS

The Bolt Thrower

fires down the flank
of the Chaos Knights,
slaying two of Tzeentch’s
favoured.

@ The Flame Cannon

brings its barrel to
bear on the Marauder
Horsemen. The gout of
flame engulfs one of the
northmen. The remaining
three are unfazed and
pass their Panic test due
to the Will of the Gods
special rule, which lets
all Chaos units re-roll
failed Panic tests.

With a lack of juicier

targets, the Cannon
fires at the Warhounds.
The Chaos Gods seem to
take note of Phil as he
makes a flippant
comment that none of
Alessio’s war machines
had yet rolled a misfire.
This results in Alessio
rolling a misfire result!
Luckily, Dwarf
contraptions are
notoriously reliable and,
with the presence of a
Master Engineer, Alessio
re-rolls the artillery dice
to get a more favourable
result, killing another of
the dark hounds.

>

— ey
- HAMMERERS F1GHT ON

The Hammerers remain undaunted despite
being surrounded by Warriors of Chaos.
Waulfrik slays another of their number. The
Chaos Warriors in front of the Dwarf Battle
Standard Bearer manage to wound him while
the Marauders kill three more hammer-
wielding Dwarfs. In return, the Dwarf Lord  +
strikes out, felling an impressive three Chaos |
Warriors. The Dwarf Thane carrying the
Battle Standard cleaves down another. The
final result of the combat is a Dwarf win.
The Chaos Warriors pass their Break test but
Waulfrik’s villainous Wanderers succumb to
panic and flee.
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Charge

Move Flee
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THE SONS OF KAIROS
The Chaos Knights marked by
Tzeentch charged into the
Quarrellers and made short work
of the crossbow-armed Dwarfs.
This left the Knights in danger of
taking a Bolt Thrower shot along
their flank. Phil was not overly
worried though as his Knights
were carrying the Blasted
Standard, which gave them a

5+ ward save combined with

the Mark of Tzeentch, increasing
the ward save to 4+.
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IE3 FAVOUR OF TZEENTCH

The Winds of Magic flow around the battlefield as the Dwarfs’ resolve finally begins
to wane, but the Hammerers steadfastly refuse to follow the script.

¢
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CHAOS MAGIC

Chaos Sorcerers have
three Lores of Magic to
choose from. The spells
in the new list are
different from those in
the Daemons of Chaos
book. Much like Daemon
magic, each lore reflects
prominent aspects of the
patron god. So, Slaanesh
magic deals in lots of
psychological effects;
Nurgle inflicts disease
and festering wounds,
while Tzeentch magic
wreathes the target in
flames of mutation and
endless change.
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Hoping his patron deity was looking
elsewhere during the previous turn, Wulfrik
and his Marauders rallied and turned
around, ready to head straight back into
combat in the next turn. The Marauder
Horsemen charged the Flame Cannon,
even though it already had two Chaos
Knights to contend with. The Sons of
Kairos headed west and lined themselves
up for a charge against the remaining Bolt
Thrower in the following turn.

Khaelac Thunderchild embraced the
Winds of Magic that had been blowing
stronger ever since the death of the
Runesmith. He targeted the Organ Gun
crew with a Fireball but rolled a miscast —
the Sorcerer took a Strength 6 wound but
nevertheless continued to manipulate the
Winds of Magic. He tried Flickering Fire of
Tzeentch next but that was dispelled by the
Dwarfs’ natural resistance.

In the Close Combat phase the frenzied
Chaos Warriors killed the Dragon Slayer.
On the opposite flank the Marauders and
Chaos Knights made short work of the
Flame Cannon crew. This spurred the
Marauders to overrun into the rear of the
Thunderers. In the combat close by, the
Slayers killed another of the Chosen before
being wiped out by the powerful Chaos
Warriors. It didn’t all go Phil’s way as he
struggled against the Hammerers again,
with the Dwarf Lord felling another three
iron-bound Warriors. The Chaos Warriors
lost the combat and reluctantly retreated,
only just making their escape.

No charges were declared in the fourth
Dwarf turn as Alessio tried to reform his
lines and bring some semblance of order to
his disparate force. The Organ Gun crew,
who had spent the last few turns running
this way and that trying to flee from several
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foes, managed to rally and have enough The only combat in the Dwarf turn
movement left to re-crew their war involved the fight between the Marauder
machine. After seeing off the Darkson Horsemen and the Thunderers. No one
Brotherhood in the last turn, the was expecting great things from the
Hammerers turned about face and made Horsemen as,
for the Dark Gods’ plaything, Wulfrik the even though
Wanderer and his Marauders. they had y

In the Shooting phase Alessio tried a charged from HIL'S RAPID ASCENSION TO
sneaky sniping manoeuvre with the the rear, they DAEMONHOOD SEEMED TO BE
Cannon to take out the Chaos Sorcerer. His were few in
shot was good and the ball bounced into number. IN THE BAG.
the rear of the Chaos Warriors, before Nevertheless,
flying through the Chaos Sorcerer. Phil then they managed to kill three Dwarfs, who
remembered (in the nick of time!) that the then failed to hit the Marauders back. The
Mark of Tzeentch gives all bearers a 6+ Thunderers lost the combat by three and
ward save which he coolly made, much to then failed their Break test. The Dwarfs ran
Alessio’s annoyance! Alessio tried to take and were promptly run down by the
his frustration out on the Knights of mounted northmen, ending yet another
Tzeentch by firing the Bolt Thrower at favourable turn for the Chaos Gods. Phil’s
them, but Tzeentch smiled on his favoured rapid ascension to Daemonhood seemed
and the Knights passed another ward save. to be in the bag.
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With the Chosen in firm control of the
Arcane Ruin the focus of the battle
switched to the west flank where the war
machine crews were charged by the Chaos
Knights and Chaos Warriors.

The Chaos Sorcerer loosed Flickering
Fire of Tzeentch at the Hammerers and
killed four loyal Dwarf bodyguards but all
his other spells were blunted by the Master
Rune of Valaya. In the Close Combat
phase, Wulfrik’s Wanderers made short
work of the Organ Gun crew. The Bolt
Thrower crew also suffered at the hands of
the Chaos Knights and frenzied Chaos
Warriors, and were wiped out. The Chaos
Knights overran into the Cannon. Octovas
Drakk, the Exalted Hero commanding the
Chaos Knights, rolled on the Eye of the
Gods table as he had slain the Dwarf
Engineer accompanying the Bolt Thrower.
Previously the gods had appeared oblivious
to Drakk’s actions but this time the Dark
Gods looked favourably upon him and
rewarded him with +1 to his Strength.

In the Dwarf turn the Hammerers
charged the Marauder Horsemen, who fled
rather than face an angry Dwarf Lord. The
Cannon crew were more hopeful than the
Bolt Thrower crew as they had the benefit
of a defended obstacle. This proved to be
only a minor obstruction for the Knights,
who wounded a Dwarf and broke the
crew, running them down as they fled. No
one was now in any doubt that the day
belonged to Chaos.

ENTRENCHED POSITIONS

Having a Dwarf Master Engineer in your
army gives you more than just a re-roll
when your attached Cannon misfires — it
means you can also entrench one war
machine so it is treated as being in hard
cover and a defended obstacle. If the crew
hadn’t been attacked by the Chaos Knights,
there was every chance the crew could
have survived another crucial turn.
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THE DWARFES LAMENT

The Chaos forces start to wipe away all opposition, but are still wary of tackling
the Dwarf Lord and his rock-hard bodyguard.
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Warriors of Chaos Key

Chaos Lord (Mark of Khorne)
Exalted Hero ‘$
Wulfrik the Wanderer

Battle Standard Bearer
Sorcerer (Mark of Tzeentch)

Chaos Marauders
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# THE FINAL FIGHT -=

Bolt Throwers
4 Cannon

With all of their kinsfolk lying dead and broken, it is left to CHpniim
the Hammerers to fight on for pride and honour. Gyrocopter

Wulfrik was desperate to challenge his
nominated foe and so charged the
Hammerers along with the two remaining
Chaos Knights of Khorne. The Wanderer
issued his challenge and the Dwarf Thane
handed the Battle Standard to a
companion, readied his axe with a few
practice swings and accepted. As the
Chaos Champion was fighting his favoured
enemy that Phil had nominated at the start
of the battle, Wulfrik received +2 to his
Strength and could re-roll missed hits in
the challenge. This meant that the Battle
Standard Bearer didn’t stand much of a
chance and was cut to ribbons. The
Marauders and Chaos Knights managed to
kill three more Dwarfs as well. The
Hammerers hit back, slaying a Marauder
while the Dwarf Lord scythed down a
further three. The Hammerers had won
once again and so the Chaos forces had to
take a Break test, which they just managed
to pass only because the Chaos Battle
Standard Bearer was close by.

In the final Dwarf turn, Wulfrik issued
another challenge, which the Dwarf Lord
stepped forward to accept. However,
without his favoured enemy rules Wulfrik

was outclassed and the Dwarf Lord cut him . . ( _ SOLID CHAOS

down! The Marauders managed to even : S AP - a5 |
things up with a few dead Hammerers and R P R/ IC OR l ;

the final combat ended in a draw. We'll
never know if the Hammerers managed to
| fight their way out alive...
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Dwarf of the Match:
DAEMON SLAYER
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The best moment of the
game has to be the
challenge between Phil’s
Chaos Lord and my
Daemon Slayer. It ended
with the best possible
result for both
contenders, who both got
what they longed for. My
Slayer Lord found
redemption by slaying the
mortal form of a great
Lord of Khorne on a
daemonic beast (I'm sure
he died happy!), and the
Chaos Lord, rolling
Divine Greatness on the
Eye of the Gods chart,
certainly attracted the
attention of the Blood
God himself and
ascended in death to the
rank of Daemon Prince in
the realm of his patron!

BOOK OF

Alessio: What went wrong, then? | guess,
with Chaos winning the roll to go first, my
battleline was under pressure a bit too
soon and my missile troops and artillery
(which did quite well), did not have
enough time to do sufficient damage to the
enemy before the melee. The Dwarfs put
up a solid fight in most cases but, apart
from my Lord, they lacked the punch to cut
through the high Toughness and impressive
armour save of the Chaos Warriors.
Combined with a very un-Dwarfish
inability to pass Break tests (with a few
spectacular exceptions, it must be said), the
line did not hold. In hindsight, | should
have held back my units more, and
concentrated all of my fire on the most
pressing threats (i.e. the Chaos Knights)
first. | was intending to do so, but allowed
other juicy targets to distract me. For
example, my Cannon didn’t really need to
kill the Spawn, as it was far enough away
that it wouldn’t have been able to cause
trouble for a couple more turns.

What really impressed me about the
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ANOTHER ENTRY FOR THE
GRUDGES!

new Warriors of Chaos army was the sheer
amount of high-quality attacks that some
of its units and characters can dish out -
I've never seen Dwarf units dissolve so
quickly! Even though it was a painful
experience, | have to admit that it is very
appropriate and represents the background
very well. | definitely feel that Chaos
Warriors should be the most lethal Core
troop choice in the Warhammer world, and
with 2 Attacks and such an awesome
profile they really are!

Another new trait that stands out in my
eyes is this great new freedom, which
allows the mortal worshippers of Chaos to
mix and match different marks and magic
items. Not only it is very characterful and
“chaotic”, but it also allows them to pick
some wicked combos!

Now, more than ever before, knowing
in advance that | will be facing an army of
grim Warriors of Chaos, | am really
tempted by the gun line option. You know,
that feeling of: “If | don't stop these guys at
a distance, | won't stand a chance!”
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Phil: Kerrunch! After years of having my
paltry Skaven rebound from Dwarf
shieldwalls, it was very cathartic to smash
into big units of Dwarfs and send bodies
flying left and right. The combination of
the Chaos Knights and Lord Kraxis was
devastating, killing six or so Longbeards a
turn — even if the hairy little blighters kept
passing their Leadership tests. The Chosen
were even more impressive, cutting great
swathes through the Slayers sent to bar
their path, though the normal Chaos
Warriors found out that when fighting
against a Dwarf Lord and his bodyguard of
hand-picked stunties even a 2+ armour
save can only help so much.

| was impressed by the potential of my
Tzeentch Sorcerer. I'd expected Alessio’s
anti-magic capabilities to close him down
every turn, but the fact that he generated so
many power dice meant that he constantly
tested Alessio’s defences, frying that
annoying Gyrocopter with the Flickering
Fire of Tzeentch and killing a bunch of
Longbeards too — even passing a 6+ ward
save to avoid a cannonball to the head!
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LOODY AND BRUTAL

The best part of the game, for me at
least, was playing out all of the various
challenges. | didn’t win them all by any
means, losing a fair few unit champions
along the way, but my heroes gave every
Dwarf they came across a right good
kicking and were rewarded for their efforts.
The feeling of having your characters
upgrade themselves as the game progresses
is just great. No wonder these guys are
such glory hogs!

| was pleased that my heavily armoured
units shrugged off the worst that the Dwarf

firebase could pour into them with aplomb.

Sure, | lost a Knight or two and a handful
of Chaos Warriors on the way in, but every
unit — barring the Spawn and the
Warhounds — got stuck into close combat,
which in the end is the best place for a
Warrior of Chaos to be. Though | might
like to claim that some canny tactical
decisions tipped the balance, in the end
the raw power of the Chaos army did the
hard work. Chaos is back, and it's spikier
than ever. Be afraid, good guys of the
Warhammer world, be very afraid...

i_,_., S BATTLE REPORT

Master of Murder:
LORD OF KHORNE

Phil: The Chaos Lord
slaughtered every
character in his path with
maximum overkill,
earning a succession of
rewards — first a
commanding presence,
then a boost to his
Strength, then finally
divine greatness with a
roll of a double-6! Pity
the Daemon bound
within his axe got jealous
and did him in. Still,
Khorne cares not whence
the blood flows...

A A A

clansmen [a}r

last act of defiance.

King Dekador growled in frustration as the northmen E

charged his bodyguard of Hammerers once more. His -
dead around him, and the
with the lifeblood of Dwarf and northman alike. Time
for the King to prove his mettle, thought Dekador,
muscling past his drinking partner Gorgni and raising &
his hammer to block the downward sweep of a giant ‘
northman's sword. The brute had called out Fragnir r
with an ecar-searing insult in perfect Khazalid, and now
the royal banner lay upon Fragnir's corpse in the dirt
and blood. Dekador swore an oath of his own, and ;
felled the bearded giant with three mighty blows. It
was not enough. All around them, a wall of barbed
stee]l and darkness was closing 1
Back to back, the last few surviving Dwarfs planted
their feet in the mud, raising their warhammers in one

ground was soft 5 |
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Once Jervis Johnson

starts to ponder, it
can take several
days to get any
sense out of him,
and only then after
several cups of tea.
This month, his tea
servitor suffered a
malfunction, and
Jervis appears to
have completely
lost his train of
thought. You have
been warned.

s regular readers of Standard Bearer
A will know, while my goal is to write

a tightly structured column that
makes a clear and well-argued point, | do
have a tendency to ramble and digress.
(Actually, as those of you who have met
me in real life will know, these tendencies
are not confined just to the Standard
Bearer columns | write. But, appropriately,
I digress). However, ramble as I might, |
do do my best to make a point. And that
makes this month’s Standard Bearer a little
bit different, because this month I'm going
to deliberately ramble and just generally
chit-chat about a subject, without having
any one specific point in mind.

The reason for this rather scatter-gun
approach is influenced, | think, by the
nature of the subject | want to talk about,
which is “making painting a habit”. There
are a couple of reasons | want to talk about
this, one based on personal experience and
the other based on observing the great
miniatures painters that | know. I'll get
back to the personal experience in a
moment, but what my observations have
taught me is that people who excel at
painting miniatures all paint as a “habit”;
they always seem to have a project on the
go, and they start to get a bit twitchy if they
don’t get their painting fix for a while. The
result is that not only do they get
technically better at painting, but they are
also able to build up huge collections of
painted miniatures that the rest of us can
only dream of. These are the people like
my friend Mark Farr, who seems to have an
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endless supply of painted Dark Elf troops to
try out whenever we fight a battle, or the
chap | met just recently in our Nottingham
store fielding 30,000 point’s worth of
Dwarfs in a Legendary Battle game, or my
colleague Jeremy Vetock who is constantly
adding new units to his Warhammer and
40K Orc/k armies, or Matt Hutson who
always seems to bring along a new Space
Marine army to fight with... and so on.

|, on the other hand, am a rubbishly
slow painter, easily distracted, whose main
claim to painting fame is having an ability
to start a project and never quite finish it.
Which leads me to the personal experience
that made me want to write this column.
You see, | had decided this really had to
change, and this made me think about why
painting wasn’t a habit for me like it was
with the guys I've just mentioned. After
some pondering | came to the conclusion
that a big reason was that my painting
table was out in my game room. This
meant that if | wanted to paint | had to
secrete myself away on my own, which
meant | missed out on being with my
family. “Hmm,” | thought, “what if | could
paint and hang out with my family at the
same time?” This seemed like a good idea,
so | bought myself a paint station — and
everything changed! Now | can sit
wherever, cheerfully painting away, and
return the paint station to the den when my
wife gets fed up with it cluttering up
wherever | last left it.

Now, don’t get me wrong, I'm not
saying that getting a paint station will

Painting Areas

e

..........

Left. White Dwart’s Glenn Maore
prefers to paint his various projects
at his dining room table using a
Citadel Paint Station to keep
everything together.

Above. By confining all of his
painting and hobby to the paint
station, when Glenn is finished he
can tidy it away by popping it onto
his bookcase.
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change your life (though it just might). No,
what my experience taught me is that in
order to make painting a habit, you need to
think about how you can create an
environment for your painting that suits
vou and your lifestyle. There’s no “one-
size-fits-all” solution to this — you should
try out lots of different ideas and see which
work best for you. You might, like me, find
that having a mobile paint station really
helps. On the other hand, my colleague
Thomas Webster-Deakin feels quite the
opposite, and loves to cloister himself
away from the cares of the world to paint
his miniatures in the privacy of his den.
Another approach taken by many people at
the Studio is to paint at their desk during

lunchtimes or after work; the paints and
miniatures disappear into a drawer when

not being used.

Painting doesn’t have to be a solitary
occupation either. Jeremy Vetock is from
the colonies... sorry, | mean the USA...
and he tells me that the weather there is so
fine that in the summer he used to organise
open-air painting sessions, where his
friends would come round to paint models,
chat and have a barbecue. Sadly the British
climate rather precludes such things, but
leremy is still known to organise Studio
painting sessions that involve as many
people as possible, painting and chatting
away, sustained by pizza and the
occasional refreshing beverage brought
over from Bugman'’s Bar.

However, while finding the right
painting environment is important if you

Jeremy oversees a
farhammer Studio
painting evening.

Art department boss Dom
Murray fits a lunchtime
painting session into his
busy schedule.

Whereas Andrew
Kenrick paints in
squalor. ..

...Jlan Strickland prefers
to paint in a strictly
regimented fashion.

.
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Studio Painting Evening

A more recent Studio
painting party organised
by Jeremy Vetock. Beer,
pizza and Citadel
miniatures were provided
in massive quantities.

Flease write in if you have any
comments about this month’s
Standard Bearer, or anything
else to do with the habby for
that matter.

Write to Jervis at:

Jervis Johnson

c/o White Dwarf
Design Studio

Games Workshop
Willow Road
Nottingham NG7 2WS
United Kingdom

want to get the painting habit, it's not the
whole story, because as well as space, you
will need time. All of the painters |
mentioned at the beginning of this article
seem to be able to manage to find the time
to paint. What's more, they do this without
it seeming to interfere with the other things
they do in their life. The trick, it seems to
me, IS to spare a
little bit of time
for painting, but
on a regular
basis. Let's face
it, everyone can
spare at least 2-3
hours a week to
paint some
miniatures, and
if you do this
every week, then before you know it you,
too, will have painted a huge army. Little
but often, that's the key to success!

The final thing I'm going to mention is
closely related to the last one, and that is
to try and set yourself goals that are easily
achievable. If you want painting to become
a habit, then it needs to be enjoyable, and
there is little enjoyable about desperately
painting a model in an unrealistically short
time. Fortunately, when painting is a habit,
you can break down your big goal into
little, easily achievable chunks. For
example, my current goal is to paint five
miniatures a week — that’s about a model a
day, with a couple of days off each week.
Now, this is hardly an onerous task, which
is just the point. On the other hand, if | do
this for as little as a month, then I’ll have a
new regiment to add to my Warhammer
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army or a couple of new units to add to my
Warhammer 40,000 army, and if | do it for
a year I'll have an extra two hundred and
sixty painted models in my collection. And
all for a few hours painting time each
week, that | can spend while having some
quality with my family.
(As an aside, my new painting regime
has resulted in my
seven-year old

“ LEt’S face it, everyone daughter, Bella,
can spare 2-3 hours
a week to paint
some miniatures. , ,

becoming quite
obsessed with the
Vampire Counts
army I'm working
on. My wife is
quite appalled.
“You're turning her
into a geek!” she
says. | just smile and ask Bella what she
thinks of the latest Skeleton Warrior I've
finished painting...)

Now, as | forewarned you all at the
start of the article, this has been rather a
rambling Standard Bearer, with plenty of
examples but little in the way of specific
instruction. This is because | can’t tell you
how to get the painting habit — that’s
something that you need to find out for
yourself. Hopefully this article will have
given you some ideas to try out, but really
it's up to you to find ways to overcome any
excuses for not getting the painting habit
that you may come up with. After all,
when all is said and done, this is a hobby
about fighting battles with painted
miniatures — and once you get the habit,
painting those miniatures will be as much
fun as playing with them.




There’s no doubt that the Spray Gun is a cool-looking piece of kit but more than
that it’s a highly effective painting tool with many practical uses. For this month’s
Citadel Hobby Essentials we take a look at its numerous functions.

A. Basecoating

The Spray Gun’s primary function is to
basecoat your models quickly and
effectively. Simply use the Spray Gun as
you would a can of spray paint — hold the
gun about 20-30cm from your target and
spray in short bursts, gently moving it from
side to side. You can adjust the nozzle to
refine your spray to the optimum angle,
while the trigger and pistol-grip offer you
maximum control.

B & C. Vehicles

Painting large models like tanks with the
Spray Gun is a real time-saver. And, with
the aid of some adhesive putty used as a
mask, you can paint clean, crisp, camo
patterns on them, too.

Citadel Washes

It's not just Foundation paints you can use
with your Spray Gun, the new Washes work
perfectly — in fact they’re even easier to use
as you just add them straight into the paint
jar; there’s no need to mix with water. A
spray wash works best over organic textures
or areas with lots of raised details. Simply
spray on your basecoat and then follow it
with a wash of a suitable colour.

1.This Rider of Rohan
has been sprayed with
Calthan Brown.

2. A spray wash of
Devian Mud is applied.

3. The wash dries
completely matt,

D & E. Terrain

Anything from hills, buildings and the
Citadel Woods can be painted with the
Spray Gun. With the woods in particular
you can get away with painting the terrain
piece exclusively with the Spray Gun by
basecoating (D) and then using a spray
wash (E), as described above.
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PAINTING
WORKSHOP

In the first of a two-
part special, we look
at how to paint the
Adeptus Astartes,
outlining a variety of
techniques and tips
to get your army on
the tabletop and
looking great.

WARHAMMER

PAINTING
SPACE MARINES
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he subject of painting Space Marines

is a vast one, as the many Chapters Mav the armour’'s shade
of the known galaxy all have their
own heraldry, uniforms and peculiarities. protect your bﬂd)'
This makes Space Marines one of the .
most interesting choices of army for the May the weapon s hue

avid modeller and painter.

The How to Paint Space Marines
book is the first place to look when
assembling and painting Space Marines,

help slay those that doubt.
Ma}r the banner's livcry

and this guide is intended to accompany Pr{:cccd bﬂfﬂl‘t yﬂu_
that fine tome. In Part One we asked

Nick Bayton and Chad Mierzwa for a host Ma}r you illuminate the
of tips for assembling your Space Marines dark ith th

and choosing your preferred method for arkness with the
painting power armour in your Chapter’s Emp:rnr'g llght

colours and how to base your models to
represent different battlezones. Part Two
will cover how to apply heraldry,
campaign badges and honour markings,
and how to paint banners and kill marks.

The Litany of Decoration,
from the Index Astartes.
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ASSEMBLING YOUR SPACE MARINES

Preparation

The rank and file models in a Space
Marines army are plastic, and as such
don’t take long to prepare and assemble.
We've used a Tactical Marine as an
example, although the principles for
preparing this model can be applied to
Terminators or even battle tanks.

Start by clipping the components from
the plastic frame with a pair of Plastic
Cutters, and then use a Hobby Knife and
files to clean them up, before sticking them
together with Plastic Glue. This glue forms
a strong, permanent bond by welding
pieces of plastic together.

Using the Hobby Knife, scrape the
blade gently across the mould lines to
remove them.

Arms

Once the body has been assembled, it's
time to glue the arms on. It is important to
remember that Space Marine arms come
as matched pairs on the frame (easily
identifiable by the different patterns on
corresponding forearms), designed to hold
a weapon in a particular position. When
clipping them out, try to keep them in
these matched pairs or you may find that
the hands are too far apart or close
together to hold the weapon comfortably.

The Head

Space Marine frames have
a wide selection of heads
to choose from, so you
can pick the one that
looks coolest for each
model. When gluing the
head onto the body, think
about the direction it is
facing — do you want the
model to be looking along
the gun barrel, as if firing,
or looking away as if the
gun is at rest?

The assembled Space
Marine ready for painting.

Use a flat Hobby File to flatten out the
contact points — namely the shoulder
joints and the soles of the boolts.

Stick the torso, legs ancd
backpack together, then glue
the model to the base.
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Our example Space Marine with a matched pair of
arms and two shoulder pads clipped out, cleaned up
and ready to assemble.

Leave the
Bolters Off

In order to paint the
Space Marine’s chest
eagles, it’s best to
paint the bolters
separately and glue
them on at the end of
the process. Simply
paint them on the
frame and touch them
up afterwards.

The Glue

Remember to use the
right glue for the job -
Superglue for gluing metal
to metal and plastic to
metal, and Plastic Glue
for sticking, well, plastic!

QAMES
WORESHOP

SUPER GLUE

0.71 (oz) 209 £

The arms are stuck on,
ensuring that the flat upper
surfaces of the hands are
lined up, ready to receive a
bolter or special weapon.

www.games-workshop.com
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Posing Your Space Marines

One of the great things about plastic kits is
their versatility. Simply by turning a head
or raising an arm, you can dramatically
alter the pose of a model. Additionally, you
can easily swap components between
Space Marine squads, as the Tactical,
Devastator, Assault and Command frames

This Devastator Sergeant is
kneeling, directing his
squad'’s fire.

Metal Models

Although most Space Marine models
are plastic, some character miniatures
and rare troops are metal, or made
from a mixture of plastic and metal
(the latter are sometimes called

i “hybrid” miniatures). Metal models are
no more difficult to assemble and paint
than plastic ones, but they need to be
prepared in a different way.
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This Assault Marine is
touching down and taking
aim with his bolt pistol.

are all completely interchangeable. For a
final option, you can even use a Razor
Saw to chop and change components to
your heart’s content, creating entirely new
poses and weapon configurations. Here,
we've provided some example poses,
using components from various plastic kits.

This Sergeant’s outstretched
arm is taken from a
Company Standard Bearer,
with a hand swap from a
normal Space Marine arm.

A Space Marine Apothecary
surveys the battlefield, with
his bolter held at rest,

Metal models sometimes get mould lines
on them just like plastic ones. Scraping
with a Hobby Knife isn’t the best solution,
though, so use a file instead.

The first stage is to clip any bits of excess
metal from the miniature. This is called
“flash”, and is a natural part of the metal
moulding process.

Occasionally the metal tab at the base of
the model doesn't fit tightly enough into
the slottabase. If that's the case, just bend
it slightly with your Plastic Cutters.

The assembled mocdel,
ready for undercoating.
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VEHICLES ASSEMBLY

Preparation

Vehicle kits are large, multi-part models,
often with detailed interiors and moving
parts. As such, it's really important that
you take a good look at the instructions
before even beginning the assembly
process — quite often the order in which
you assemble the components is vital to
the construction of the vehicle. Once
you're happy to begin, the individual
components can be clipped from the
frames and cleaned up in exactly the
same way as the Space Marine models.

Don't go mad and apply too much glue, As Matt Hutson pointed out in last month’s
or you may end up with some unsightly A Tale of Four Gamers, it's easier to paint the
seepage. Apply the glue sparingly to the interior details before assembly.

main contact points.

Construction

Before applying glue to a vehicle, it's a
good idea to check the fit of the
components — tanks are large, complex
models, and require a bit more thought
than an infantryman. The “dry fitting”
process can sometimes highlight potential
problems, allowing you to spot where the
plastic needs trimming down in order to
achieve a snug fit. Once you're confident
that the fit is correct, the components can
be glued together. If you want to have
interior details and moving parts,
remember that some parts of the model
are best painted before assembly, and that
some pivot points should not be glued —
refer to the instruction sheet for details.

Rubber Bands

So that you aren’t sitting
around holding onto your
vehicles while the glue dries,
it's well worth finding some
elastic bands to do the job for
vou. Here, Chad Mierzwa has
wrapped elastic bands around
a Razorback while the whole
thing dries. You may, however,
decide to use this technique as
you go along, depending on
the type of vehicle. For
example, you could glue the
two track assemblies together
and support them with elastic
bands while they dry, and then
stick the hull together in the
meantime. It's a great way of
tackling several tasks at once.
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Painting guides often focus on a single method of these examples and decide which technique you
painting power armour — here we take a look at like the look of the most. However, most players
some alternatives. There is no right or wrong way find that a combination of the techniques works
to paint your Space Marines; just take a look at best, rather than employing them in isolation.

advantage of this technique is that it allows
normally lends itself to Space Marines, as you to paint models very quickly — some

it generally looks a little harsh when players like the trade-off in order to get an
applied to smooth, flat areas. However, the army on the table as soon as possible.

I e

Step 1. After undercoating, a Step 2. A 2:1 mixture of Step 3. A final drybrush of Space
basecoat of Mordian Blue was Ultramarines Blue and Space Wolves Wolves Grey was applied to the
applied to the whole of the model. grey was drybrushed on. power armaour.

T S e

The layering technique, used well, can be smooth application of progressively lighter
a great way of getting Space Marines layers of paint, leaving the darkest layers in
battle-ready. This technique relies on the the very deepest recesses.

Step 1. A basecoat of Orkhide Shade Step 2. A highlight layer of 1:1 Step 3. A final h_fgfil'fgf?f of pure Snot
was applied to the helmet. Orkhide Shade and Snot Green was Green was applied to the edges and
painted on to the upper surfaces of uppermost surfaces of the helmet.

the helmet, leaving the basecoat
showing in the recesses.

/ET T

Undercoating
While many painters
swear by a Chaos
Black undercoat for
their models, there's
just as much reason to
use Skull White.
Generally, if your
overall colour scheme
is dark, choose black,
and if it's light or
bright, use white.

Washing In The Recesses

A very quick way of adding definition to Space Marine
models is to wash Badab Black into the recesses. Use
several applications to get a strong shade.
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Hard Edging 4

Power armour can really benefit from the
edging technique, especially on dark-
coloured models. The technique hinges on
the careful application of fine line
highlights, painted onto the hardest edges

Step 1. After undercoating and
hasecoating, a 2:1 mix of Codex
Grey and Chaos Black was used to
paint the edges of the power armour.

Blending

FRn e e

Blending is quite an advanced technique,
used to create a soft, subtle gradation from
dark tones through to light. Space Marine
players often shy away from this
technique, as it can make the power

“

Step 2. For the second highlight, a
line of Codex Grey was applied.

of the armour plates. This can take the
form of a single top highlight, or several
layers, depending on how extreme you
want the effect to look. This example
shows you the effect of multiple layers.

Step 3. Finally, a very fine line of
Fortress Grey was used on the most
prominent edges of the armour.

armour look a little soft — others like the
almost-organic effect. Blending can be
used to great effect when combined with
hard edge highlighting — something that
the 'Eavy Metal team do a lot.

[}
» |

Step 1. A basecoat of Mechrite Red

was applied and then the upper part
was blended into a mix of Mechrite

Red and Blood Red.

Step 2. Starting a little way further up
the shoulder pad, a coat of Blood
Red was applied. This was then
blended into a mix of Blood Red and

Step 3. Blazing Orange was used on
the uppermost part of the shoulder

pad, blended into the previous stage.
A fine line of Fiery Orange was used

echniques
Of course, what we've
shown here are merely
extreme examples of
the various techniques.
Most painters will
naturally combine
them as they paint,
compensating for the
shortcomings of one
technique with the
advantages of another.
You can see further
examples about how
the experts go about
using the best
techniques for the job
at hand later on in the
article on p91. |

Blazing Orange. on the top edge.

(" Technique

Glazing

Sometimes the
blending technique
leads to highlights that
are too light or chalky,
or even visible
“stripes” of colour. A
glaze using very thin
paint or Citadel Wash
s a great way to tie all
the blending layers
together and tone
down the colour.

A close-up of this ‘Eavy Metal Space
Marine shows the effectiveness of
combining blending, layering and
hard edge highlighting technigues.
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Many Space Marine
characters come supplied
with back banners, which
are flown in battle as a
great mark of honour.
There are two types of
banner available — ones
“with sculpted detail, and
ones that are plain. Here
we look at a few different
ways of painting these
banners. In the ‘Eavy
Metal Masterclass on page
98 you'll find some more
tips for painting sculpted
back banners.

Sculpted detail is painted in
exactly the same way as the rest of
the model.

The way you base your models is a matter
of personal preference, and gamers usually

paint their bases to match their gaming

surface. This model has been based to

Sand was stuck to the base with PVA
glue. Some people prefer to glue the

sand before undercoating instead.

The sand was painted Bestial Brown,
then dryvbrushed Bubonic Brown and

This banner has been painted plain

blue, before having a waterslide

transfer applied to it.

match the Studio armies, but you can
always apply these techniques to any kind
of surface — just change the colours to
match your scenery collection.

finally Bleached Bone.

Citadel Basing Kit

Of course, there’s no reason to stop at plain bases. Many
gamers love to add extra detail to their models by creating
scenic bases. These can be made for characters, special
weapon troopers or large models like walkers, or simply

applied throughout your entire army! The Citadel Basing Kit
provides a range of scenic details for your bases, as shown
here, which can be combined with flock to great effect.

Wasteland
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The rim of the base was painted
Gravevard Earth and Static Grass was
stuck to the base with PVA glue.

Lom R

.

This banner has been painted plain
white, and then the Chapter badge
has been painted on by hand.




PAINTING VEHICLES

Most of the painting techniques shown

earlier can also be applied to vehicles. A

tank can be painted using either

drybrushing and edge highlighting, or a

combination of both.

The vehicle we've used in the example
below is a Razorback, but the technique

Step 1. Nick basecoated the
Razorback with a coat of Knarloc
Green, applied with the Spray Gun.

Step 4. Nick then applied a watered-
down wash of Badab Black in the
recesses of the tank. The metal areas
were washed liberally with Badab
Black, too.

can be applied to any vehicle from a Land
Speeder to a Land Raider.

While the example below deals with
how to get the bodywork of the tank
looking good, in next month’s issue we'll
be taking a look at more intricate details,
like vehicle markings and battle damage.

Step 2. For the second stage, Nick
applied a coat of Snot Green, using
the Spray Gun to ensure an even,
smaooth finish,

Step 5. The first highlight was
applied to the edges of the
Razorback with a 1:1 mix of Snot
Green and Scorpion Green. The
metal areas were highlighted with
Boltgun Metal.

Step 3. For the third stage, all of the
details were painted Chaos Black.
The metal areas were then painted
Boltgun Metal.

Step 6. A final extreme highlight was
applied on the uppermost areas with
pure Scorpion Green. The edges of
the metal areas were highlighted
with Chainmail.
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BATCH PAINTING

When painting entire armies, many
hobbysists like to employ batch painting —
quite literally the process of painting
batches of models at a time. The Citadel
Spray Gun is one method of speeding up
this process, enabling you to basecoat and
wash models with the same speed as
you'd expect of a spray undercoat. This
method is particularly good for Space
Marines, who often have a single, solid
base colour for their power armour,
depending on the Chapter’s colours.

7 oo

90

How Big a
Batch to Paint?

Some hobbyists like to
paint up a squad of
Space Marines at once
before moving onto
somehing else, while
others like to paint
blocks of 500 points at
a time, or even an
entire army. It really is
up to you, but
remember that seeing
hordes of unfinished
models in front of you
can be quite daunting
for some people, so
make sure the task is
manageable.

All of these models
benefit from a shading
wash of the appropriate
colour. As described
earlier, a wash is a
great way to add
definition or shading to
the recesses of power
armour. You can also
apply a watered-down
coat of paint or wash as
a glaze, compensating
for the softer, organic
effect that can be
created by blending or
the chalky finish that
drybrushing can leave.
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Nick painted five Ultramarines at a time using
the drybrushing technique described earlier, He
first basecoated them all blue using the Citadel
Spray Gun, then applied the increasingly lighter

w%{- drybrushed highlight to them all,

Nick first basecoated all of the Salamanders with
Orkhide Shade, before applyving lavers as
described before. He applied one layer to all of
the models before moving onto the next.

After undercoating all of the Raven Guard, Nick
began to apply hard edging highlights to all of the
madels, applving each edging highlight to every
model in the unit before starting the next.



HOW TO PRINT THE 'EAVY METAL WAY

© Basecoat

The prescription armour colour
here is a 1:1 mix of Ultramarines
Blue and Regal Blue. The black

areas are painted with a 1:1 mix

of Chaos Black and Fortress Grey.

The metal bits are basecoated

Bolteun Metal, while the shoulder

pad rims are painted with a 1:1
mix of Scorched Brown and
Shining Gold. Finally, the eye
lenses and purity seal are picked
out in Mechrite Red.

® Definition

Neil gave the blue armour a
wash mixed from Regal Blue
and Chaos Black, before
applying Ultramarines Blue
highlights. The gold areas were
highlighted Shining Gold, while
the black areas received a very
sharp highlight of Codex Grey.
Finally, the wax seal and lenses
were highlighted with Blood
Red. Most gamers would be
perfectly happy to finish at this
stage, but Neil wanted to go a
little further...

© Fine Highlights

The edges of the Space Marine’s
armour were picked out with a
1:1 mix of Ultramarines Blue
and Space Wolves Grey. Fortress
Crey was used as a sharp
highlight on the boltgun casing,
while the eyes were highlighted
with a spot of Blazing Orange.
The metal bits were highlighted
with Chainmail and, finally,
Mithril Silver was added to
Shining Gold for the edging
highlights on the gold areas.

Now that some of the basic
painting techniques have been
covered, Neil Green of the
famous 'Eavy Metal team shows
us how the masters do it!

In Part Two of our
painting guide, we take
an in-depth look at
characters, honour
markings, personal
heraldry, Chapter
iconography and more.
As usual you can find
more on our website,
including plenty more
Chapter colour
schemes.

www.games-workshop.com

921



PAINTINE ESSENTIAL

The Citadel Colour, Wash and Foundation paint ranges contain over 70 different colours,
each specifically designed and formulated to paint Citadel miniatures. Our paints are
available in a range of sets, or can be purchased in individual pots.

g, W

CITADEL MEGA PAINT SET

The Mega Paint Set boasts all 73 paints,
Washes and Foundation paints from the
Citadel range. It also includes PVA Glue,
sand, three types of static grass and seven
paintbrushes, all contained in a sturdy
Citadel Figure Case.

Mega Paint Set ..

£150,€200, TEDﬂdkr 'I'Hlﬂﬂsn!k Iﬂﬂlﬂnkr

fj.f rDraﬁL mmrmummn'r

HOBBY STARTER SET FOUNDATION PAINT SET CITADEL WASHES

This set is great whether you're new to the The Foundation Paints have been designed The Citadel Washes are specially formulated
hobby or looking to expand your collection to provide great coverage. This set contains for shading Citadel miniatures. This set

of paints and modelling essentials. all 18 Foundation Paints. contains all 8 Washes,

Citadel Washes ..

Fuundatlnn Paint Set ..
..£12,€20, 14udkr 1?Dsek 165nkr

Hob hy Starter 5et...
..£35,€50, ESder 4005ek 3?ﬂnkr

...£30, €40, 3ﬂﬂdkr ESESER S?Gnkr
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1 BATTLE FOR SKULL PASS PAINT SET ASSAULT ON BLACK REACH PAINT SET MINES OF MORIA PAINT SET
A great first hobby starter paint set.This set Inside you will find a selection of six paints, Designed for new players of The Lord of the
contains one paintbrush, six paints and 10 five plastic Space Marine models and a Rings, this set contains 12 plastic Moria
plastic Night Goblins. starter paintbrush. Goblins, six paints and a paintbrush.

Battle for Skull Pass Paint Set .. r Assault on Black Reach Paint Set .......... Mines of Moria Paint Set ....

.£15,€22.50, 175dkr Zﬂﬂsek. 'IEﬂnkr weens£15,€22.50, 175dkr 200sek, 180nkr ..£15,€22.50, 175dkr Iﬂﬂsak 1Bl}nkr




‘Golour Ghart

Citadel’s range of paints, metallics, washes and varnish provides you with a
comprehensive palette to paint your miniatures in any colour scheme or tone
you wish. Foundation colours provide the perfect basecoat, Citadel Washes are
fantastic for shading, while the Citadel Colour range contains great acrylic
paints, specially formulated for a host of miniature-painting techniques.

Citadel Colour

Sunburst Yellow

Golden Yellow

Blazing Orange
Blood Red

Red Gore

Scab Red

Dark Flesh
Dwarf Flesh

Elf Flesh

Liche Purple

Warlock Purple

Regal Blue

Ultramarines Blue

Enchanted Blue

Shadow Grey

Space Wolves Grey

Ice Blue

Hawk Turquoise

Dark Angels Green

Snot Green

Goblin Green

Scorpion Green

. Rotting Flesh

Camo Green

Catachan Green

Graveyard Earth

Scorched Brown

Bestial Brown

Vermin Brown

Snakebite Leather

Bubonic Brown

Vomit Brown
Desert Yellow

Kommando Khaki

Bleached Bone

Codex Grey

Chaos Black

Skull White

Metallic Colour Citadel Foundation

E
E

Burnished Gold lyanden Darksun

Shining Gold

' Dwarf Bronze

Macharius Solar Orange

Mechrite Red

Tau Sept Ochre
Boltgun Metal Calthan Brown
Khemri Brown

Chainmail

Mithril Silver Tallarn Flesh

Dheneb Stone

Citadel Wash

Baal Red Gretchin Green

] Asurmen Blue

Knarloc Green

Leviathan Purple Orkhide Shade

'- Devlan Mud Fenris Grey

Ogryn Flesh Hormagaunt Purple

Gryphonne Sepia Mordian Blue

|

Badab Black

Charadon Granite

Necron Abyss

Citadel Varnish

Adeptus Battlegrey

Astronomican Grey

Individual Paint pnts CERTRT TR RS R PR PR TR LR
cesennresnnnneneE 2.25, €3, 30dkr 35sek, 40nkr |
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For such a legendary character an
equally impressive miniature was needed,

ato Sicarius is amongst the greatest
heroes of the Ultramarines. His

'WARHAMMER

40,000

titles are many — Captain of the 2nd
Company, Master of the Watch, Knight
Champion of Macragge, Grand Duke of
Talassar and High Suzerain of Ultramar.
Each reflects but a fraction of a lifetime’s
diligent and exceptional service.

As the tales of his triumphs grow ever
longer, Sicarius’ name has become a
byword for victory, a legend formed in the
bloody maelstrom of battle, known to all,
even beyond the borders of Ultramar.

OPAGE MARINES

@) You Will Need

and sculptor Dave Thomas has obliged
with a great-looking figure that was ripe for
the "Eavy Metal Masterclass treatment.
The talented Joe Tomaszewski was
tasked with the paint job and he
immediately set to work first by cleaning
up all the metal components, removing the
flash and mould lines. Joe then decided on
his head and weapon options, going with
the helmeted head and plasma pistol
before undercoating with Chaos Black.

All of these paints are available from the Citadel

Colour, Foundation and Wash ranges.

Chaos Black Spray Red Gore Ultramarines Blue
In this month’s ’Eavy
Metal Masterclass,
Joe Tomaszewski
tackles Ultramarines
Captain, Space
Marine poster boy
and all-round mighty

hero, Cato Sicarius.

Bleached Bone Vomit Brown

Blood Red Scab Red

Regal Blue
Charadon Granite
Badab Black

Boltgun Metal Scorched Brown

Chainmail Shining Gold Leviathan Purple
Chaos Black

Graveyard Earth

Skull White Thraka Green
Snakebite Leather

Mithril Silver

C0000000

Space Wolves Grey




Painting the Power Armour

Sicarius’ gauntlets and backpack, even though they’re not currently attached
to the main model, were painted using the same blue technique as described
in the box below. Joe checked how these components would appear in their
final position when attached to the model, so that the highlights looked as
though they were coming from the same light source,

Sicarius has a very “closed” posture, meaning that if you When working on a model like this it's always best to
assemble the entire model you'll make it virtually paint the obstructing components before attaching them to
impossibly to access all the detail with your brush. the model. In most cases it's obvious what items will hinder

Bearing this in mind, Joe attached the head, as that painting, but if you're unsure you can simply do a “test fit"
wouldn’t form an obstacle. The backpack and both the by sticking all the components together temporarily with
hands were kept off the model, as they would have adhesive putty, and checking what parts of the model you
prevented Joe from getting to the torso and cloak. can and can’t get at with your brush.

Painting Blue

Step 1. Joe began by basecoating the power Step 2. A shade using a 1:1 mix of regal Blue Step 3. Joe then started on the highlights, first by
armour with Regal Blue. He did this using and Chaos Black, was then applied to the applving a 1:1 mix of Ultramarines Blue and
several thin layers rather than one thick coat. recesses of the power armour, Regal Blue to the edges and ridges of the armour.

Step 4. Pure Ultramarines Blue was applied next,  Step 5. The next highlight was a 1:1 mix of Step 6. A final, fine highlight of pure Space
working up the highlight started in the previous Ultramarines Blue and Space Wolves Grey. The Wolves Grey was used on the very edge of the
step, on the edges of the power armour. highlight stages were also applied to other raised  worked up armour.

details on the armour, such as the studls.
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Painting the Metal Areas

Painting a good-looking and realistic gold effect can be
quite challenging. The secret to Joe’s gold is to get a good
basecoat coverage. He achieves this by always using a
Scorched Brown and Shining Gold mix for his basecoat.
The other issue is that metallic paints are, by their very
nature, a thick consistency, which can lead to a gloopy

For the silver on Sicarius’ weapons and other parts of the model, Joe started
with a basecoat of Boltgun Metal. This was then covered with watered-down
Chaos Black and, when dry, Joe worked the silver up with Chainmail, before
applving a final highlight of Mithril Silver.

effect if applied straight from the pot. To combat this Joe
always applies his metallics in very thin layers. Thinning
down metallic paint can lead to it separating, so make sure
you mix in the water vigorously before you apply it to your
subject. Also, don’t be frightened to highlight your gold
with Mithril Silver for that super-polished effect.

Painting Gold

Black, he carefully darkened the deepest recesses prominent raised areas.
of the gold areas.

Step 1. For the gold areas Joe started with a Step 2. A few thin layers of pure Shining Gold Step 3. Joe worked the gold area up over several
basecoat mixed from equal parts Shining Gold were then applied to all but the most recessed layers by blending the Shining Gold with Mithril
and Scorched Brown. parts of the decoration. Silver until he was working with a 1:1 mix of

hath colours.

Step 4. After blending, Joe went back to shading.  Step 5. For the last, hard highlight, pure Mithril Step 6. Finally, Joe used both purple and green
Using a 1:1 mix of Scorched Brown and Chaos Silver was used on the edges of the most glazes — watered down Citadel Washes - on

different parts of the gold, to slightly change the
fook and add an extra nuance to the model.
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Painting the Cloak

Painting the Outside

Step 2. The cloak was then
care .I'H”}" shaded using watered-
down Chaos Black.

Step 1. The outside of the cloak
was first painted with a basecoat

of Scab Red.

Step 3. Joe then carefully blended
the rﬂqu of the cloak back up to
Scab Red.

Step 4. Joe painted Red Gore in
thin layvers onto the prominent
ridges of the cloak.

Step 5. He then highlighted further Step 6. For the sharpest highlight,
using a 1:1 mix of Red Gore and Vomit Brown and Skull White were
Blood Red. added to the previous mix.

As you can see, Joe's come up with something really
special by painting a superb freehand design that follows
the contours of the cloak, clarifying why this is an 'Eavy
Metal Masterclass rather than a mere Painting Workshop!

Before you start something as ambitious as a
complicated freehand pattern, sketch it out on paper first
so you know what you’re painting. Once you're happy
with the pattern, paint it onto the model, being as neat as
vou can with as steady a hand as possible. Don’t worry
about getting it completely right first time, if you make a
mistake you can always paint over it and try again. Joe
had to do this more than once - you'll need a lot of time
and patience. When you have the pattern down, the secret
to good freehand design is the time spent sharpening up
the image, using both the background and foreground
colour to get the edges as defined as possible.

Painting the Lining

Step 1. The basecoat was painted
using a 1:1 mix of Regal Blue and
Charadon Granite. He kept this in
a pot as he needed it for later.

Step 2. The cloak was highlighted
using the existing mix with half as
much Bleached Bone added.

Step 3. Joe blended the cloak
outwards, using the previous mix
but adding more Bleached Bone
for every thin layer applied, and
then going up to Skull White.

Step 4. Joe then painted on his
initial design using thinned-down
Bleached Bone.

Step 5. Next, he began sharpening Step 6. The design was highlighted
up and clarifying the design using  in exactly the same places as the
Bleached Bone and the previous cloak lining with Skull White and
Charadon Granite mix. shaded using the previous mix.
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Painting the Back Banner

The blue on the banner was painted
on using the same method as
described for the power armour.
The red was built up using the same
technique as the back of the cloak,
but without the black wash.

When painting sculpted back banners, the same general A feature on Sicarius” banner is the aquila in the centre.
principals apply as to painting a model. However, with a Joe has painted it to look like gold but because it's meant to
miniature you'll usually paint from the inside out so any be on a cloth banner he hasn’t used metallics. Instead, Joe
excess splashes you make will be covered over in later has used muted browns and yellows that are not as extreme
stages. With a back banner you should paint from the rear- as a “non-metallic metal” effect, but still get the look of
most layer working towards the front for the same reasons. faux tapestry gold rather than real metallic gold.

Painting Cream

Step 1. Joe started with a basecoat Step 2. Next, he painted the raised Step 3. Joe began to add increasing Step 4. From Bleached Bone, Joe
of Charadon Granite, liberally areas using a 1:1 mix of Charadon amounts of Bleached Bone to the blended up to Skull White, again
coating the whole area including Granite and Bleached Bone. previous mix, blending each thin, using many thin layers rather than
the entire back of the banner. lavered highlight up to pure two separate coats.

Bleached Bone.

Painting a Gold Effect

Step 1. For the faux gold effect, Step 2. Pure Snakebite Leather was Step 3. A highlight using a 1:1 mix Step 4. 5kull White was applied for
Joe applied a 1:1 mixture of then applied onto the area as a of Snakebite Leather and Skull a final, harsh highlight; again, the
Snakebite Leather and Chaos Black mid-tone. White was then used where the shade created by the folds of the
as a basecoat. banner creases. No paint was cloth was ignored for this step.

applied to the shaded recess.
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Finishing Touches

The wreath was painted with The white plate on the shoulder, and the white Chapter badge on the cloak Not only did Joe paint a

Orkhide Shade, with increasing clasp, were given a basecoat of Codex Grey, then a layer of Fortress Grey, complicated pattern in freehand, but
amounts of Skull White added for followed by several thin coats of Skull White. the design stretches and warps,

the highlight layers, working following the contours of the
outwards to the edge of each leaf. flowing cloak.

All of the gems on the model were
painted with a 1:1 mix of Blood Red
and Chaos Black. Pure Blood Red
was applied to the bottom half of
each gem, followed by a coat of
Fiery Orange in a crescent shape. A
small highlight using a 1:1 mix of
Sunburst Yellow and Skull White
was added to the bottom half, while
a dot of Skull White was carefully
applied in the top portion. The gems
were finished with gloss varnish.

The whole plume was first painted
Codex Grey, then highlighted with
Fortress Grey and Skull White. The
red sections were picked out and
painted using the same technique as
used on the cloak. Joe separated the
two areas with a thin black line.
When painting plumes, always
apply the paint in outwards strokes
to follow the detail,

Hopefully you'll have picked up a few hints and tips from this
Masterclass. However, if you've ever wanted to ask an expert painter a
question, or you have a painting problem that needs solving, then you'll
be pleased to know that the world famous 'Eavy Metal team are opening
their own painting clinic here in the pages of White Dwarf.

Send in your question or query to the address below and the ‘Eavy
Metal team will do their best to answer it in our new Ask ‘Eavy Metal
feature. Bear in mind that we work quite far in advance of publication, so
it will be a good few months before you see the first questions in print,
but if you can wait that long then write to:

This freehand Crux Terminatus was
painted with Fortress Grey and then
highlighted with Skull White. Regal
Blue and Skull White were used to
tidy and define the design.

' White Dwarf, Games Workshop Design Studio, Willow Road, Lenton,
' Nottingham, NG7 2WS, United Kingdom
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'On April 26th and 27th, amid the exhilarating celebrations of Warhammer’s 25th birthday,
deep in the heart of Poland, Eastern Europe’s fourth Grand Tournament got under way.
Our man in Warsaw, Maciej Krol was on hand to help run and report on the event.

1) Warhammer 1st place, Dariusz
Polit from Foland - Dariusz came
top of the leaderboard with a
lethally efficient Empire army;

2) Jacopo Semeraro from Italy not
only won the Warhammer 40,000
tournament, but also picked up
Best Army for his Space Marines.
3) Mariusz Futyma came top in
The Lord of the Rings tournament
using a combination of Haradrim
and Nazgll in his Evil force, and
the Fiefdoms of Gondor for Good.

FRONTLINE

oinciding with the Warhammer 25th
Anniversary celebrations being held
in Games Workshop stores,
independent stockists and gaming clubs all
around the world, this year’s Eastern
European Grand Tournament (EEGT) was
our biggest and most successful to date.

For the fourth year running Warsaw, the
Polish capital, played host to the event,
with more than 120 players in attendance,
many of whom travelled from as far afield
as Russia, Hungary, the Czech Republic,
Lithuania, Ukraine, Scotland, England, Italy
and, more locally, Poland.

In a bid to become the champions of
the fourth EEGT and claim the laurels of
victory, players battled in one of three
concurrent tournaments — Warhammer,

Warhammer 40,000 or The Lord of the
Rings — over two days. When the dust
finally settled after 20 hours of furious
gaming only the winners were left standing.

Congratulations to this year’s
champions: Warhammer winner, Dariusz
Polit with his all-conquering Empire army,
Warhammer 40,000 winner, Jacopo
Semeraro and his loyalist forces of the
Space Marines, and to The Lord of the
Rings winner, Futyma Mariusz, who led his
armies of Middle-earth to victory.

For more information about the event
including photos, the rules packs, the full
results, together with details of how to enter
next year’s EEGT, visit the official website:
www.eegt.eu

See you there!

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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4) From the blood-soaked
battlefields of the Old World...
5) ...To the blasted ruins of the
41st millennium, hobbyists from
all across Europe descended
upon Warsaw to take part in this
year’s Eastern European Grand
Tournament.

6) Held, once again, at the
Warsaw Sports Hall in Poland,
the main ‘arena’ was packed to
the rafters with more than a
hundred gamers and onlookers.
7) After a hard first day of
gaming, plavers were invited to
enjoy the Warhammer 25th
Birthday Celebrations held at the
Paradox Café - a fantasy-themed
pub in the city centre — where
they could relax, take part in the
festivities and swap war stories.
8) Master of ceremonies, event
coordinator and all round hero,
Maciej Krol takes the opportunity
to say a few words, undoubtedly
toasting the great Grombrindal
himself.

9) And what kind of a party
would it have been without the
all-important cake?

www.games-workshop.com
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ist  Throne of Skulls
near 2 Warhammer

Date: 1st-2nd November, 2008 “@!”q—ﬁﬁl 240
Venue: Warhammer World, Nottingham

Age Limit:16+

Details: Compete for your place in this
season’s Grand Final. You will need a fully
painted 2000 point Warhammer army to play
in six games over the weekend. The qualifiers
receive a free place in the final.

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 you started on Saturday morning.
Contact: Mail Order - 0115 91 40000

Website: www.warhammerworld.org

2nd Warhammer 40,000

Teams Tournament

Date: 2nd November, 2008
Venue: Wakefield Hobby Centre

Details: Team up with your friends to
overcome all challenges, using your skill and
judgement to not only win your battle, but pit
the right players against the right opponents.
Do you have the nerve and skill to be the
Team Champions? Each player will need a
1500 point Warhammer 40,000 army.
Tickets: Tickets cost £30 per four player team.
Contact: GW Wakefield — 01924 369431

8th Throne of Skulls
Hear 2 Warhammer 40,000
B .‘..I"':

Date: 8th-9th November, 2008 WRREER
Venue: Warhammer World, Nottingham

Age Limit:16+

Details: Compete for your place in this
season’s Grand Final. You will need a fully
painted 1500 point Warhammer 40,000 army
to play in six games over the weekend. The
qualifiers receive a free place in the final.
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 you started on Saturday morning.
Contact: Mail Order — 0115 91 40000

Website: www.warhammerworld.org

What’s on, when and where:
All the events for the next
few months are listed here.

1oth Throne of Skulls
near 3 Warhammer

Date: 15th-16th November ~ Suiteiilay
Venue: Warhammer World, Nottingham

Age Limit:16+

Details: Compete for your place in this
season’s Grand Final. You will need a fully
painted 2000 point Warhammer army to play
in six games over the weekend. The qualifiers
receive a free place in the final.

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 you started on Saturday morning.
Contact: Mail Order — 0115 91 40000

Website: www.warhammerworld.org

22nd  Throne of Skulls

Hear 3 INarhammer 40 000

Date: 22nd-23rd November culps s
Venue: Warhammer World, Nottingham

Age Limit:16+

Details: Compete for your place in this
season’s Grand Final. You will need a fully
painted 1500 point Warhammer 40,000 army
to play in six games over the weekend. The
qualifiers receive a free place in the final.
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 you started on Saturday morning.
Contact: Mail Order - 0115 91 40000
Website: www.warhammerworld.org

23rd Games N sulII Fanat

Date: 23rd November, 2008 ..+ %
Venue: Broerenkerk — Zwolle, The Netherlands
Details: This event offers a range of activities
including Doubles Tournaments for our three
main game systems, painting and terrain
building workshops, demonstrations and a lot
of other fun games to play.

Tournament players will require armies of
700 points each for Warhammer, 600 points
each for Warhammer 40,000, and 300 points
each for The Lord of the Rings.

Tickets: €27.50 per team

Contact: +31(0)38-4216385 or
info@games-n-us.com

Website: www.gamesnstuff.com

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



Ith = Winter Bowl 18th) Inquisitor GT

Date: 7th December, 2008 GawES WORKSHOP) Date: 13th December, 2008 5 B
Venue: Wakefield Hobby Centre Venue: Warhammer World, Nottingham
Details: In the depths of winter far to the Details: In the grim darkness of the far future,
frozen north there is a brutal Blood Bowl the battle for the Emperor’s soul continues.
tournament held by the Norsemen. It is called You are invited to take part in this one day
the Winter Bowl, where only the toughest tournament and battle the alien, the heretic
survive. To join this Blood Bowl tournament and the daemon to become the Inquisition’s
vou will need a 1 million gold crown starting most feared agent.
team with no star players. Full details of the event, can be found at
Tickets: Tickets cost £10. the website below.
Contact: GW Wakefield - 01924 369431 Tickets: Tickets cost £10 in advance,

£12 on the day.

precinctomega@btopenworld.com WATATIIA RN h.{]: )

Date: 7th December, 2008 0796 727 7994 CW ol U YR Y s
Venue: The London Event Centre, GW Bromley Website: www.darkmagenta.co.uk/inggt.html THH?NEDFSKULLSI

Details: Following the success of the first

Glory event, this one-day doubles tournament “m qn nnn
for Warhammer brings a close to the season. warnammer y
Tournament

Each team will require a 2000 point
army, made up of two separate 1000 point Date: 14th December, 2008  &Ball 1st-2nd November 2008
Venue: King and Queen Pub,

armies, following the normal restrictions in
Marlborough Place, Brighton

the relevant army books.
Details: Play four games in this cheerful

Awards will be given for First, Second
and Third places and for Best Painted Army. tourhamest with-your fiiend asyour ally. www.games-workshop.com
Contact: Peter Cooke

Tickets: Tickets cost £20 and, upon purchase

;::hf y?ur ticket y;uu JW!I::,!E-?{EWE your copy of Deter-cooke@htiworid.com
e tournament rules .

0797 409 4240

Contact: GW Bromley — 0208 466 0678

4th-5th October 2008

15th-16th November 2008

10th: Warhammer 40,000 11th  The Plunder ni Pen Ill
nﬂ“mes Tn“"lament Date: 11th January, 2009 oo

Venue: Belgrave Social Club Hahfax
. ns "'"‘ ““Ef‘. : 2 > ; ]
Date: 10th-11th January, 2009 WORLD W Details: The Pennine Raiders gaming club

IE"“L"f: ”‘T{Eim”"m World, Nottingham invites you to take part in their annual
Dgi ;mi‘; mpete in a friendly tournament WaanmerAY R g et o
€lails: Lompete Y : way through a series of linked scenarios set

WAITS lrlﬂﬂﬁi % ?DU;?]F [semgnidt:t st on a dying world being plundered by
S e e e RS P e countless bands of space raiders.

achieve their goals, who will emerge as this |y, will need a 1500 point army. A hot meal, WARHAMMER
year's Warhammer 40,000 Doubles Champions? ; i ; : = 40,000
trophies and certificates are included in the -

Tickets: Tickets cost £85 and include : :
entry fee and there is an all day bar on site. = _ :
THRENEorSKULLS

vouchers towards lunch on both days, an Tickets: Tickets cost £5 per person.

e‘v'?fﬂ l“EtTheal F:t Iht? bsit] ';f; 1"; I;Irifgléi;iarli :E:ts Contact: matthewtownson@blueyonder.co.uk
cofiee at the start of both day 5 hardplin@tiscali.co.uk

to get you started on Saturday morning. 4 1422 369834 11th-12th October 2008
Contact: Mail Order — 0115 91 40000 01274 427623 or 01422 . ctober

Website: www.warhammerworld.org

8th-9th November 2008

22nd-23rd November 2008

WWW.games-workshop.com

Event information correct at time of going to press. Games Workshop is not responsible for events not run by Games Workshop. WWW‘gEmES'Wﬂrkﬂhﬂp.Eﬂm 103
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10th-11th January 2009, Warhammer World, Nottingham

WHAT WILL YOU NEED TO ATTEND? WHAT DOES THE TICKET COVER?

* You must bring two 500 point armies to e Seven games over two days.
create a combined 1000 point army — e Lunch on Saturday and Sunday and an
details of alliances between different races evening meal on Saturday. It also includes
can be found in the tournament pack. tea and coffee in the morning on both days

* You must be at least 12 years of age to and doughnuts on Saturday morning to get
enter. Players between the ages of 12 and you started.
15 years must be accompanied by an adult. e Access to Warhammer World facilities

* Tournament pack now available to including the Citadel Miniatures Hall.

download from www.warhammerworld.org e Tickets cost £85 per two player team.

TIGKETS NOW AVAILABLE FROM MAIL ORDER - 0115 91 ‘Illllllll
%ﬁ%m:a www.warhammerworid.org

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

eAMES 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

the store listings.

Full range of products

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

In-store order point

All of our stores have a 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.

Free painting & modelling advice
No matter what your level of painting or
modelling skill, if you spend 30 minutes
with one of our members of staff you will
see those skills improved and might find
out something you never knew!

Free gaming & tactics advice

All our staff are experienced gamers (after
all it’s what they do for a living!). They can
give you sound tactical advice, help you
build battle-winning armies and clear up
most of your rules queries.

Free beginners programme

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

OPENING TIMES

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

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

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

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

www.games-workshop.com

WWw.games-wor kihﬂp LC0m
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GAMES WORKESHOP Independent Stockists

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 vou're

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

Games Workshop products are sold by a large number of

shops in many different countries across the world.

IN THIS DIRECTORY

AROUND THE WORLD

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

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

in the world, call Mail Order on: +44 (0) 115 91 40000

GW BRISTOL:

B The Horvefale, B51 3R

Tel: 0117 925 1533

GW BRISTOL (CRIBBS CAUSEWAY):
LUinit 129, The Mall, B534 S0UP

Tel: D117 959 2520

BRISTOL, Area 51:

Tel: D117 9244655

BRISTOL, HobbyCraft:

Tel: 3117 959 7100

W BEDFORD:

10 Greyiriars, MK40 THF
Tel: 0123 427 3661

LUTOMN, Ottakers:

Tek: D1582 486999

CRAMNFIELD, Wargames Workshop:
Tel: 1234 757878

* GW MAIDENHEAD:

Unlt 2, 17 Market Streel, 5L6 8AA
Tel: 162 BEY 1747

GW READING:

I Ondford Boad, RG1 704

Tel: 0018 959 8653

GW WINDSOR:

Umit 3, b Gearge V Flace, 514 108
Tel: 01753 Be10ET
BRACKMELL, Waterstones:
Tel: D1 344 488124

MEWBLRY, Toycraft:

Tel: B1635 3R077

READING, HobbyCraft:

Fel: 9110 903 BRO0

WINDSOR, W) Daniels:

Tel: 01753 B&2106h

LW BIRMINGHAM:

Uinél L1, Bullring Link, BS 485

Tel: 07121 633 7193

GW DLUDLEY:

Uil 38, Merry Hilll Cenbre, DYS 5P
Tel; D138 448 16818

GW SOLIHULL:

A0 Warwick Baad, 891 1DX

Tel: 0121 705 7997

« GW SLITTON COLDFIELD:
45-47 Hirmingham Road, BF2 1RH

Tel; OT21 354 3174

CW WALSALL:

Linit 26, Cfd Square Shapping Cenlre, W51 10F
Tel: 09792 272 5207

CW WOLVERHAMPTOMN:

0 King Strest, WY1 15T

Tel: D190 231 O4hi

BIRMIMNGHAM, Console Gamies:
Ted: @F2Y 477 0022

WOLVERHAMPTON, HobbyCraft:

Ted: ORES Q51 6547

CW HIGH WYCOMBE:

Mo 55 Bden Walk Gallery, Bden, HP11 2HT
Tek: O14% 453 15494

CW MILTOM KEYMES:

Uit 2, 506 Silbory Bowlevard, MES 2AD
Ted: 0190 B65 0477

AYLESBURY, Bear Mecessities:

Tel: 01296 42109

BUCKINGHAM, Abacus Toys:
Tel: 012040 B21815

GERARDS CROSS, Howard Marshall:
Tel: 01753 BE2952

MILTON KEYNES, HobbyCrait:

Teed: B SRR 306 350
NEWPORT PAGKNELL, Doodles
Tal: OTS0E &104 9%

* LW CAMEBRIDGE:

54 Regent Sreet, CHZ T0P
Tel: 61 E2 151 3350

GW PETERBOROUGH:
1 Wentwarth Street, PET 1DH
Tel: 01733 8% 052

5T NEOTS, Gamers:

Tel: GiT480 207 443

ELY, City Cycle Centre:
Tol: 11353 663131
HUMNTINGDOM, Sports & Fashions;
Tel: 01480 454541

PETERBOROUGH, Your Story:

Tel: 01733 341007

WISBECH, Poppycrait:
Tel: 1945 475596

JERSEY, ST. HELIER, The Little Shop:
Tel: D534 TI2187

JERSEY, 5T SAVIOUR, The Jersey
Train and Maodel Centre

07797 TIG4TE

GLUERMSEY, ST. PETERS PORT, Carousel:
Tel: 481 721721

« GW CHESTER:

112 Foregate Street, CHIT THH

Tied: 124 431 1967

= GW MACCLESFIELD:

Linit 38, Chestergate Mall, Grosvenor Cenire,
SK11 GAR

Ted: 0162 561 9020

CW STOCKPORT:

A2 Mersey Square, 5K1 TRA

Tel: BiGT 474 1427

LW WARRINGTON:

Unit 20, Bank Street, Time Square, WAT ZAP
Ted: 0192 565 1584

ALTRINCHAM, The Gaming Crypt:
Ted: 161 929 9979

BIRKENHEAD, Kit Shop

Ted: 0151 647 906LT

CHESTER, HobbyCrait:

Ted: 01244 650 110

CONGLETON, Deans Toys & Cycles:
Ted: 04 26 2TI2TFT

CREWE, ABC Maodel Sport:

Ted: 01270 505 048

CREWE, Jac in a Box:

Ted: 09270 581 118

CREWE, Jac in a Box:

Tel: 01270 581 118

ELLESMERE PORT, W Homer Cycles:
Tel: 0951 3552130

MARPLE, Marauder Games:

Tel: 0161 4274949

NANTWICH, HobbyCraft:

Tel: 0845 051 6537

NESTON, Carousel:

Tel: 0151 336 621

MNORTHWICH, Level 1:

Ted: 01606 45057

NMORTHWICH, The Model Shop:
Ted: 0606 836 346

STALYBRIDGE, Hardcastles:

Tel: 0161 303 5402

STOCKFORT, HobbyCrafi:

Tek 0161 429 5400

HYDE, Goslings Toymaster:

Tel: 0161 427 20499

WIDNES, The Hobby Shop:
Tel: 01514 241 947

CLEVELAND

* GW MIDDLESBROUGH:
Linit 33, 39 Dundas Sireel, TS50 1HR
Tel: 0164 225 4091
HARTLEPOOL, llusions:

Tel: G1429 233 199
MNORMAMBY, PC Tech:

Tel: 01642 4R1010

REDCAR, PC Tech:
Tel: 01642 401888

CORNWALL

GW TRURD:

Uit 1, Bridge House, Mew Bridge Stroed, TRE 2404
Tel: Q187 232 0047

BODMIM, Bricknells:

Tel: 1208 770BH

BUDE, Mitro RC:

Tel: 0260 153 368

BLIDE, More Value:

Tel: D120 352 362

CALLINGTON, GMS Games:

Tel: 31370 384 837

CAMBORNE, Kernow Model Rail Centre:
Teel: 012069 714099

FALMOUTH, Kernow Toymaster:
Tel: 11336 312 571

HAYLE, Blewetts of Havle:

Tel: 317346 753 0132

HELSTOM, Exit:

Tel: 11326 565117

LISKEARD, Bricknells:

Tel: B157% 342 167

LISKEARD, Trago Mills:

Tel: 61579 148 B77

NEWLYN, Newlyn Post Office:
Tel: 11736 364592
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NEWQUAY, Planet Hobbywood:

Tel: 01637 B5% 941
ST AUSTELL, Mad for Miniatures:
Tel: 0726 72254

ST IVES, Dragon's Hoard:

Tel: 01736 79548

TRURO, Toymaster:

Tel: 01872 271 453

WADEBRIDGE, Bricknells:

Tel: 01208 813 274

COUNTY DURHAM

= GW DURHAM:

b4 Morth Boad, DHT 450

Tel: 0197 374 1062

CW DARLINGTOMN:

78 Skimnergate, DL 7LY

Tel: 0132 538 2463

BARNARD CASTLE, Toy Shop:

Tel: (1B 617 T

BISHOP AUCKLAND, Windsock Modeds:

Tel: 01388 600 Thh
COMNSETT, Kwikpart:

Tel: (207 581024
SEAHAM, Games of War:
Tel: 01915 B17 118

STOCKTON ON TEES, Stockton Modeller:

Tel: DI642 616 GARO

& GW CARLISLE:

Linil 2, Earls Lame, CAT 104

Tel: 0122 B39 AZ16
BARROW-IN-FLIRNESS, Heaths:
Tel: 01229 820 433
BOWMESS-ON-WINDERMERE,
Ernest Atkinson & Sons;

Tel: 0153% 443 (47T
COCKERMOUTH, The Toy Shap:
Tel: 0190 25855

KENDAL, Aireys of Kendal:

Tel: D153 720 781

PENRITH, Harpers Cycles:

Tel: D176E Bh4 475

WIGTON, Jacksons Diecast Models:
Tel: B16ST 342 557

WORKINGTON, ToyTown:
Tel: 01900 B73 322

DERBYSHIRE

GW DERBY:

42 Sadler Gate, DE1 3NR

Tel: @133 237 1657
ASHBOURME, Lumbards Toys:
Tel: 01335 345115

BELPER, Children’s Choice:

Tel: 41773 B25865

BUXTOMN, Knowles Toys and Models
Tel: i1 258 24200

CHESTERFIELD, Chesterfield Department Store:

Tel: (12446 220 200
GLOSSOP, Wain Services:
Tel: 01457 B53 548
ILKESTOM, llkeston Co-op:
Tel: 01959 327 777
MATLOCK, Shawes:

Tel: 01629 SAT 4832

RIPLEY, Chimera Leisure:
fel: 01773 747849

= LW EXETER:

Aa Sichaell SEreed, EX4 NN
Tef: 07139 249 0305

GW PLYMOUTH:

M Cormwall Streed, PLT 1LE
Tel: 0175 225 411

GW TORQUAY:

1% Market Sirect. TOT 3AQ
Tl 0180 320 1034

BARMATAPLE, The Battlezone:
Tel: 01271 321 334

BIDEFORD, The Tarka Train Company:

Tel: 01237 424 BOT

BRIXHAM, Mainly Miniatures:
Fel: 01RO BA2355

DARTMOUTH, WG Pillar & Co:
Tel: 01803 832 139

EXMOUTH, Gamezone Models:
Teld: 01395 267 T15

HOMITON , Honiton Toy Shop:
Tel; 7404 43741

ILFRACOMBE, K] Hobhycrafts:
Tek: 01271 879502

KINGSBRIDGE, The Trading Post:
Tel: 01548 852 923

. MEWTOM ABBOT, Auslins:

Tel: 01626 533 444

NEWTOMN ABBOT, Games Outpost:
Tel: 0126 330680

PAIGNTON, Paignton Model Shop:
Tel; 0 B0% 555882

PLYMOUTH, Maodel Shop:

Tel: M175% 2F1 851

TAVISTOCK, Kaleidoscope:

Tel: 01822 615 236

TEIGNMOUTH, Jackmans Tovbox:
Tel: 01626 778 260

TIVERTON, Banbury's:

Tel: 018842526217

TORQUAY, Action Model Centre:
Tel: 01258 4800499

TORRINGTOM, Tovzone:
Tel: 01805 624 TH)

DORSET

GW BOURNEMOUTH:

24 Post Office Road, BH1 184

Tel: 0120 I31 9I%2

= OW POWCOLE:

Unit 12 Towngale Cenire, BH15 1ER

Tel: 0120 268 5614

BLANDFORD FORUM, Inspirations:
Tel: 01258 480955

BOURNEMOUTH, Hobbycraft:

Tel: 01202 362 444

BRIDPORT, Frosts Tovmaster:

Tel: Q1306 422 %

DORCHESTER, Dorchester Toys:
Tel: 31305 261 152

SHAFTESBURY, Hardings:

Tel: 01747 B50295

SHERBOURME, The Corner House:
Tel: 01935 815 615

SHERBOURNE, The Toy Barn:

Tel: 1935 815 040

WEYMOUTH, Rarramataz:
Tel: 1305 THO 601

GW CHELMSFORD:

Linit 4L, The Meadows Centre, C82 &FD
Tel: 0124 54% D048

GW COLCHESTER:

2 Short Wyre Strect, OO0 TN

Tel: D120 676 7279

LW SDUTHEMD:

12 Soathchurch Road, 551 2ME

Teld: 3170 2d6 1251

CW THURROCK:

Uinit 4158, Level 3,

Lakeside Shopping Centre, RM20 XX]
Ted: 0170 BRA 7133 _
SAFFRON WALDEN, Game On:
30 High Sireet, Tel: 01799 506 070
BASILDON, HobbyCraft:

Tel: (01 268 240 100

BRENTWOOD, B&EM Cycles:
Fel: DI277 214 342

CLACTON ON SEA, Clacton Art & Craft Centre:

Tel: 01255 436 346

CLACTON ON SEA, This N That:
Tel: 01255 431 4313

COLCHESTER, 4TK Gaming:
Teh I 206 756300

FRINTOMN ON SEA, Game On:
Tek: 01255 67259400

HARLOW, Marquee Models:
Tel: 01279 423 114
HORNCHURCH, Tole Haven:
Tel: 01708 475051
LEIGH-OM-SEA, Caliver Books:
Tel: 01702 473 986

MALDOM, Colin Bliss Models:
Tel: 01621 851 327

RAYLEIGH, Toys N Tuck:
Tel: 01268 775 50

GLOUGESTERSHIRE

GW CHELTENHAM:

16 Fittville Street, GL52 2L

Tel: 0124 222 8419

GW GLOUCESTER:

35 Clarence Sireed, GLY TEA

Tel: 0143 250 5033

BOLURTON ON THE WATER,
Bourton Model Railway:

Tel: 01451 B20 686

GLOUCESTER, HobbyCraft:

Tel=: G1452 424 49

STOW OMN THE WOLD, Cleaver Models:

Tel: 0145830424
STROLID, Anlics:

Tel: D453 Ti-d 487

STROLID, Psisoil Games:

Tel: T 242 T42E

TEWEKESBURY, Toy Zone:

Tel: DIGES 295 77h

HAMPSHIRE

GW BASINGSTOKE:

1 Fotters Walk, RG2T TG0

Tel: 2125 G646 HI50

GW PORTSMOLUTH:

14 Arundel Street, POT 1ML

Tel: D23 287 6265

GW SOUTHAMPTOM:

23 Easl Street, 5014 THD

Ted: 0238 033 19632

GW WINCHESTER:

35 Jewry $Mreet, 5023 BRY

Tel: 0796 TRE 799

ALDERSHOT, The Game Shop:

Ted: (M252 311 443

ALTOM, Alton Model Centre:

Tel: 01420 542 244

ANDOVER, Hoggosaurus Toymaster:
Tel: 01264 352 261

BOTLEY, Just Add Imagination:

Tel: 01489 781 177

FARMBOROUGH, Dark Star:

Tel; D252 545019

GOSPORT, IC Books:

Tel: 02392 580 931

HAVAMT, Hu-h-h'y{ rafi:

Tel: D845 051 6554

MILFORD OM SEA, Milford Models and Haobbies
Tel: 01590 642 1132

NEW MILTOMN, Toys of New Milton:
Tel: 61425 617 805

PETERSFIELD, Folly Models:

Tel: 01730 267 932

PORTCHESTER, Wicor Models:

Tel: 03392 351 164

RINGWOOD, Toys of Ringwood:
Tel: 01425 470 444

ROMSEY, Roundabout:

Tel: Q1794 312 145

SOUTHAMPTON, Rock Bottom Toystore:
Tel: 02380 633 247

SOUTHSEA, Southsea Models:

fels 02392 733 208

WATERLOOVILLE, Forever Toys Lid:
Tel: G342 26b 253

WATERLOOWVILLE, Paul's Huhb‘y’ 5|'|~u-|:|:
Tel: 01705 259 1846 -

GW HEREFORD:

40 Eign Gale, MRS DAB

Tl BF432 355 040

HEREFORD, Hereford Model Shop:
Tel: D1432 352 B9

LEOMIMNSTER, Martin's Models & Cradis:
Tel: 01568 613 782

ROS5 OMN WYE, Revalutions:

Ted: 1 909 562 639

HERTFORDSHIRE

GW HEMEL HEMPSTEAD:
16 Bridge Streel, HPT 1EF

Tel: 0144 134 9752

GW 5T ALBANS:

18 Heritage Close, AL2 4EB

Ted: 172 TG 1197

BARNET, Toys Toys Toys:

Ted: (200 449 D9k

BISHOMS STORTFORD, Boardmans:
Tel: 01279 654 013

COCKFOSTERS, Murray & Brand:
Tel: DEREL 490 B27

HARPENDEN, Felicitations:

Tel: 1582 767 A1

HERTFORD, Marquee Models:
Tel: 01702 504718

HITCHIN, Mainly Models:

Tel: 01462 427 204

LETCHWORTH, Model Images:
Tel: 01462 GE4 B5D

STEVENAGE, HobbyCraft:

Tel: DB45 051 6553
STEVENAGE, KS Models:
Tel: Q1438 744 616

WELWYN GARDEN CITY, Toys Toys Toys:
Tiel: MITO7T 391 119

WATFORD, HobbyCrait:

Tel: MA45 057 G538

ISLE OF MAN

DOLUGLAS, Toymaster:

Ted: DiG2 622 154



ISLE OF WIGHT

COWES, Chivertons Newsagents:
Teel: (M19E3 292 013

NEWPORT, Cheap Thrills:

Tel: 1683 530 570

NEWFPORT, Toy & Models:

Tel: (1983 528 258

RYDE, The Sports & Model Shop:

Tel: 01963 862 454

LW BLUEWATER:

Linit 0528, Upper Thames Walk, Eluesater, DA 950,
Tel: m1322 242 THAD

GW CANTERBURY:

Uit 5, Iron Bar Lane, CT1 2HMN
Tel: 3122 745 T80

CW MAIDSTOME:

7a Pudding Lane, MET4 1PA
Tel: M6 267 7435

GW TUNBRIDGE WELLS:
6 Grosvenor Boad, TNT ZAP
'I'H Iiﬂ-'.l ]51 5?33

BEXLEY HEATH, Hll Krazry:
Tel: OXO08 X988 7177
BROADSTAIRS, Time & Space:
Tel: 018471 B OB
CHATHAM, Mavnes:

Tiel: 01634 4040 031
CRAYFORD, HobbyCrait:
Ted; (0 580 7131298

DOVER, Turners Models:
Tel: 041 3048 203 711
FAVERSHAM, Abacus Toys:
Tel: 01795 591 203
FOLKESTONE, Fuﬂu'ﬂ’t:
Tel: (1303 2792491

GRAVESEND, Steve's Cﬂlledal:-lei and Maodels:
Teld: D1 474 564 465

GRAVESEND, The Stamp Centre:
Ted: D1 474 534 166

HERNE BAY, Spearings:

Tel: 1227 374 045

HYTHE, Apple Jax

Tel: 11 303 2h2 GOZ

MAIDSTOMNE, HobbyCrait:

Tel: 01622 623 750

ORPINGTOMN, |H Lorimer:

Tel: 1683 BZ5193

SEVENOAKS, |H Lorimer:

Tel: 017352 452 B40

SEVEMNOAKS, Manklows:

Tel: D732 454 952
SITTINGBOURMNE, A) Blundell & Son:
Tel: 01795 424 371

GW BLACKPOOL:

# Birdey Street, F¥Y1 10U

Tel: 0125 375 2056

GW BOLTON:

Uit 14 (158 fhowr), Cromplon Flace, BL1 10F
Ted: 071 20 436 27131

GW PRESTON:

15 Miller Arcade, PRI 20Y

Tel: 0177 282 1855

ASHTOMN UNDER LYME, Rounclabout Tovs:
Tel: 01613 432 344

BLACKEURN, Batcave:

Tiel: 01254 54T 488

BLACKELRN, Mercer & Sons:

Ted= 125 458 T

BLACKPOOL, Who

Tel= 01253 625602

BOLTON, HobbyCraft:

Telz: 01204 374 300

EURMLEY, Compendium

Tel: 01282 457 Db

BURY, Conways Toymaster:

Tels QI6AT 616 209

CLITHEROE, Cowgills of Clitheroe Lid:
Tel: O1200 423 587

KIREHAM, RK Boyes:

Tel: QU772 671 S04

LAMCASTER, Micro Markets:

Tel: 01524 840 486

LEIGH, Toymaster:

Tel: D942 &71 116

MORECAMBE, Micro Markels:

Tel: 01524 416 306

DORMSKIRE, Taylors:

Tel: D169% 571516

ROSSENDALE, Rossendale Models:
Tel: 07706 250 007

PRESTOMN, HobbyCrait:

Ted: D772 661 200

STALYBRIDGE, Hardcastles:

Teld: 0161 FIATA51
THORNTOMN-CLEVELYS, Toy2save Collectabdes:
Tel: BTZE53 R5S 9405

WIGAN, Wigan Model Centre:
Tel: 01942 245 b3

LEICESTERSHIRE

GW LEICESTER:

Urndt 2,16,/20 Sitver Street, LEY SET
Tel: 0116 253 0510

GW LOUGHBOROUGH:
12 Biggin Street, LE11 TUA

Ted: 01540 523 8107

FI!D!ELFEH, Wargames Inc:

AS!-IB‘FDE—LA-IGUEH Steve’s Models:
Tel: 01330 416 827

LW GRIMSBY:

9 Weat 51 Mary's Gate, DINI1 118

Tel: 0147 234 7757

GW LINCOLN:

Uinit SLIA, Saltergate,

{mitside of Waterside Condrej, LA 1AP
Tel: 0152 254 BO27

BOSTON, Maodels and Computers:
Ted: 01 205 365 102

GRANTHAM, Portprince Models and
Hobhies Lid:

Tel: 07476 592 001

LOUTH, Castaline:

Tol: 01507 G2 149

MABLETHORPE, Belas Toymaster:

Tel: 0507 473 TEA

SCUNTHORPE, Shermans Model Shop:
Tel: 01724 842 439

SKEGNESS, The Model Shop:
Tel: 01754 763 429

SPALDING, Mason's Models:
Tol: 61775 722 456

GW BRENT CROSS:

Linit 3, Lower Mall, Brent Ceoss Shappisg Cendre, KW 3L
Tel: D208 02 4979

= GW BROMLEY:

Unit 24, The Mall, Bromiey, BRI 175
Tel: 02048 466 067N

GW COVENT GARDEN:

Linit 33, The Markel, WCZE 88T

Tel: 0207 240 5106

LW CROYDON:

Undl 35, Druenmond Cenire, Keeley Boad, CHRO 1TF
Tel: 0208 580 4600

GW EPSOM:

8 High Street, KT19 BAD

Tel: 01372 7518H1

GW KENSINGTOMN:

S.huq-p 7, Lancer Spuare, Kensinghon Chisrch
Stresl, WH 4EH

Tel: G207 937 7001

GW KINGSTOMN ON THAMES :
T3 Fide Road, KT1 15F

Tel: D208 549 5224

GW LONDON (Oxiord St):

Uit F10, The Plaza Shopping Centre, 15t
Floar, 1 16-128 Oxfard Street, W10 1LT
Tel: 0207 436 DE3Y

GW ROMFORD:

12 Quadrant Arcade, RM1 3ED

Tel: 01708 742 140

GW STAIMES:

B Clarence Sireel, TVW18 45¢

Tel: 0178 446 0675

GW SLITTON:

Linit 36, Tinses Squane Shappeng Centre, 5441 1LF
Tued: 0208 770 9454

= W UXBRIDGE:

Uinit 32, Chequers Mall, The Pavilions
Shopping Centre, LUBE TLN

Ted: 01 8% 525 2000

GYW WATFORD-:

Uit Q. 1A Queen Street, Harlequin Centre, WD1 ITB
Tel: 01923 245304

GW WOOD GREEN:

Limit 99, The Mall Wood Green, High Streel. NIZ 6BA
Tel: D208 AA91O7S

BARNET, Clever Toys:

Tel: O20R 275 BREOS

BLACKHEATH, 2Znd Impressions:
Fel: DH8 B52 G192

BLOOMSBURY, Just Games:

Tel: D30T 323 3080

CLAPHAM, Russ:

Tel: 0207 228 6319

DULWICH, The Art Stationers:
Tel; 02KE 693 5930

FIMCHLEY, Leisure Games:

Tel: DE0E 346 237

GREENFORD, HobbyCrafi:

Tel: 0208 747 7500

HAMPSTEAD, Happy Relurns:

Tel: D207 435 2431

HERME HILL, Just Williams:

Tel: 207 733 9955

LEYTOMN, Ditchiields

Tel: 208 5392071

PUTMNEY, Toystop:

Tel: 0208 785 9555

RLUISLIF, John Sanders:

Tek: 018495 634 B4

WIMBLEDOM, Elys:

Tel; G200 Sdb 9191

MANCHESTER AREA

GW ALTRINCHAM:
Unit 1, 19 Grafton Streel, WAT4 10U

Tel: D161 939 GRG

GW MANCHESTER (Central):

Uinil K15, Mareden Wrrﬂym:ﬂﬂ M4 JAT
Tel: D161 B34 6871

GW TRAFFORD CENTRE:

Linit L40e Traiford Cendre, MI1T BEN

Ted; 0161 755 (W65

ALTRINCHAM, The Gaming Crypt:
Tel: D61 920 919

ECCLES, Amazon Miniatures:

Tel: &1 TR TE50

NORTHEMDEN, Stelorac:

Ted: D161 946 1759

TYLDESLEY, JPL Models
Tel: 01942 B9 134

» GW LIVERPOOL:

13 Central Shapping Centre, Rancleth Sereel, L1 10E
Tel: G151 703 G963

GW SOUTHPORT:

Unil 2, The Erdge, 7 Hoghton 5t, PR OTE

Tel: 170 450 1355

ST HELEMS, 1D Gaming:

Tel: 01744 755 T05

WALLASEY, Wirral Model Shop

Tel: @151 200 BI55

WIRRAL, Thingwall Garden Centre

Tel: 0151 GABDZART

EAST SHEEM, Play Inside Oul:
Tel: 02088 765 229

EAST SHEEM, Pandemonium:
Tl IN2OHEH THI Hhis

EMFIELD, Jennings Stores:

Tel: G208 204 1 H04

ENFIELD, Pearsons:

Tel: D208 373 42040

HARROW, Toy and Nursery
Tel: G208 42226010

NORFOLK

GW MORWICH:

1214 Exchange SEreel, MEZ TAT

Tel: 0160 376 Th56

CROMER, Cromer Furnilure:

Tel: 01263 515153

EAST DEREHAM, Starlings Toymaster:
Tel: 1362 697 THa

EAST DEREHAM, Youngsters World:

Tel: 1362 636 3540

FAKENHAM, Lou Lous Toys and Gifts:

Tel: 01328 B3 118

GREAT YARMOUTH, Kerrisons:

Tel: 01943 B53I891,/0 493 850039

HOLT, Starlings Toymaster:

Tel: 31263 713 101

HUNSTANTON, Hunstanton Models:
Tel: 01485 533324

HUNSTANTORN, Pavilion Toymaster:
Tel: 01485 533 108

MORWICH, Battlenet:

Tek: 01603 7R3 595

NORWICH, Langleys:

Tel: D160 621959

NORWICH, § P Models:

Tel: 01953 BETHTR

SHERINGHAM, Starlings Toymaster:
Tel: 11263 821 36H

TAVERHAM, Morvic Models Ltd:

Ted: 01603 BB5213

WROXHAM, Foint House Toyshop:
Tel: 01503 706 BO4

* GW NORTHAMPTOMN:

24-6 Ahingion Square, MM 404
Tel: 01604 636 AT

DAVEMNTRY, The Games Vaull:
Tel: B1327 310541

KETTERING, Green Angel Cards & Games:

Tel: 01536 359 248
NORTHAMPTON, HobbyCraft:
Tel: QU604 5391 800

NORTHAMPTON, Project Hydra:
Tiel: 00604 &3 isR

RUSHDEN, Oshorne Sports & Toys:
Tel: 01933 312 415

WELLINGBOROUGH, Software Seller:
Tel: 01933 440 861

ASHINGTON, Blue Box Models:
Ted: 01670 520279

CORBRIDGE, The Village Square:
Ted: (M1 434 634 056

HEXHAM, Robbs:

Teel: 1434 502 150

MORPETH, TG Allan:
Tel: 01670 515 136

NOTTINGHAMSHIRE

GW NOTTINGHAM (Central):

Tda Friar Lane, NG 60

Tel: @115 948 D651

GW WARHAMMER WORLD:

Wilkow Road, Lenion, NGT 2WS

Tel: 0115 #16 8410

MANSFIELD, The Games Emporium:
Tel: 01623 640 02

MEWARK, Access Models:

Tel: 636 673 116

NOTTINGHAM, HobbyCraft:

Tef: D845 651 6247
SUTTOMN-IN-ASHFIELD, Bastion Gaming;
Ted: 07E14 157168

WEST BRIDGFORD, Inspirations

Ted: 115 92 1200

WORKSOP, Model Base:
Tl 1909 504 752

GW OXFORD:

14 Bush Hoisse, Mew nn Hall Sireet, OX1 20H
Tel: 01865 242 182

ABIMGIDOM, Just Toys:

Tel: 01235 524 333

BAMNBURY, Trinder Bros:

Tel: 01295 262 546

CARTERTON, Giles Sports:

Tel: 019073 B42 T

OXFORD, Boswells Toymaster:
Tel: 01865 241 244

THAME, Pied Pedaller:

Tel: 01844 260 022
WALLINGFORD, Pettits of Wallingford:

Tel: 01497 835 253

WITNEY, Rombkrish:
Tel: 061993 704 979

HAVERFORDWEST, Emry’s:

Tel: 1437 779 bdls

RUTLAND

OAKHAM, Jack in the Box Toys:

Tel: BI5F2 755 999

SHROPSHIRE

» GW SHREWSBLIRY:

i Market Street, SY1 1LE

Tel: 0174 336 2007

TELFORD, Sanda Games:

Tel: Hﬂ!! i?ﬁ m
BRIDGENORTH, Hobby Horse:
Tel: 0174 & Thb 659

OSWESTRY, Funfayre:

Tel: K16T] 670 G46

TELFORD, Questing Knight Gamies:
Tel: 01952 417 747

SOMERSET

* LW BATH:
510 Wesigate Buildings, Avon Sireel, BAT 10N
Tel: 3122 5373 4044

BRIDGWATER, Dragon Slayers Hobby Centre:

Tel: 01278 4277232

BURNHAM ON SEA, GW Hurley:
Tel: GV2TH TES 281

CLEVEDOMN, Just For Fun:

Tel: 01275 341 819

FROME, The Ellenbray Press:

Tel; 01373 462 139

FROME, Frome Model Cenlre:

Tel: 01373 465295

GLASTOMNBURY, Pedalers Toymaster:

Ted: G458 834 Fid

GLASTONBLURY, PC's PC's:

Ted: 1 458 BXE000

MINEHEAD, Minehead Toys & Models:
Tel: dik43 705 550

TAUNTON, Krackers:

Tel: DTH2Y 335 057

TAUNTON, Hatcher & Sons:

fel: Q1823 272 377

STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE
i+ Indicates Gaming Reom facilities.

ME ELITE STORE

MNE PARTNER STORE
Stocks most of the Games Warkshop range.

INDEPENDENT STOCKIST
Oiffscial sellers of Games Workshop products.®

NEW STORE OPEMNING
Iredicates mew stores and siopckisis,

Stacks the complete Games Workshop range and affers introductory gaming and painting lessons,

* T we guire ey have sefasl vor waml in slock, we recommend calling fhe shore fird

WELLS, Wells Models:

Tel: 1749 675 262

WESTOMN SUPER-MARE, | Toys:
Tiel: D934 418 151

YEOVIL, Yeovil Collectors Centre:
Tel: 01935 433 739

YEOVIL, Witch Engine:

Tek: OV935 427077

STAFFORDSHIRE

* GW BURTOMN ON TRENT:

Uinil B, Unian Coard, Unlon Sireel, DET4 1AA
Tel: D128 353 5HAS

GW STOKE:

27 Lrafiord 51, 5T1 1JU

Tel: 01TE 220 5287

Alsager, Alsager Toys and Models:
Tel: 01270 BA2Z 87

LEEK, Chapter 1:

Tel: 01538 399 BA5

LICHFIELD, Digital Dragons:

Tel: 07941 637793

NEWCASTLE UNDER LYME, Sundowner Models:
Tel: 01782 610 606

STAFFORD, SLD Models:

Tel: 01785 258 731

STAFFORD, Stafford Games:

Tel: 09785 255577

STAFFORD, Too Fat Gobling:

Tel: 01785 244 45949
STOKE-OM-TRENT, Battlezone
Games & Collectables:

Tel: k1 7R BET 633

TAMWORTH, Hobbycraft:
Tel: TBZT 300 R

* GW IPSWICH:

i3 Westgate Street, IP1 3B)

Tel: 01473 210 031

BECCLES, Toy Box:

Tel: 01502 712 785

BURY 5T. EDMUMNDS, Model Junclion:
Tel: 01284 753 456

BURY ST. EDMUNDS, Starlings Toymaster:
Tel: 01284 761 646

FELIXSTOWE, Wizards Workshop:
Tel: 01394 277 233

IPSWICH, Galaxy Models & Hobbies Lid:
Ted: 00473 719 179

IPSWICH, Toyworld Ipswich:

Tel: D1473 728 535

NEWMARKET, Moons Toyland:

Tel: 1638 bhd 147

STOWMARKET, D ] Collectables:

Tel: 1449 771 015

STOWMARKET, Simpson & Sons:

Tel: 1449 612 914

SUDBURY, FT Games:

Tel: 01767 466 060

SUDBURY, Tinetty's Toys:

Tel: 01787 372238

WOODEBRIDGE, Toytown:

Tel: 613%4 383 170

GW GUILDFORD:

Uit 1, 9/12 Tunsgate, GL1 3QT
Tel: 01448 345 1793

CW WOKING:

Unit 1, Cheary Conret, 169 Charch Streell East, GLIZY &HY
Tel: D148 377 1675

Tel: 01276 6A5160
CATERHAM, Modeller's Loft:
Tel: 1BAY 341 B18
COULSDEN, Taylors Toys and Sports:
Tel: (5208 666 00710
CRANLEIGH, David Mann:
Tel: G 4B 273 777

DORKING, Dorking Models:
Tel: 01306 BB 747

FARMHAM, Darkstar:

G&Tel: 1252 820 324

PURLEY, JH Lorimer Lid:

Tel: G181 GR0 59716

REDHILL, Gamers Guild:

Tel: 01737 789 123

REIGATE, The Toy Shop:

Tel: 11737 245 300
RICHMOND, Toy Station:
Tel: 0200 940 4805

GW BRIGHTOMN:

Lini 7, Mile Pavilions, BNT THW
Tel: 0027 320 3333

GW CRAWLEY:

11 Eroadway, KHIG 10X

Tel- 01 2% 355 2072

GW EASTBOURNE:

33 Cambield Rosd, BNI1 404G
Telz 3132 364 1421

BEOGMOR REGIS,

Trains Models and Hobhbies:
Tel: 01243 BG4 727

BURGESS HILL, Kid's Stuii:
GTel: 01444 257 724

CHICHESTER, Chichester Toys:

Tel= G243 FAA 055

CRAWLEY, HobbyCraft:

Tel: (45 051 G552

EASTROURMNE, Phaniasias

Tael= 01328 721 08

EAST GRINSTEAD, Martells of Sutton
Tel: 31542 3213@3

EAST GRINSTEAD, Ready To Run Models
Tel: 01342 300 917

HAYWARD'S HEATH, Clarkes:

Tel: 01444 457551

HORSHAM, Walerstones:

Tel: 01403 268 0&A

HOVE, Kids Dreams:

Tel: 01273 420 6bb

5T LEOMARDS OMN SEA, Silverhill
Muodels and Toys

Tel: 01424 431 133

UCKFIELD, Kid's Stuff:

Tel: 0 B25 768 398

TYNE AND WERR AREA

» GW NEWCASTLE (Cenltral):

Linit f, Newgale Shopping Cenlre, NE1 5FY
Tel: @191 232 2418

GW METRO (Metro Centre):

Unil 2, First Floor, The Arcade

imear the Mediterranean Villagel, ME11 9L
Teh 0#91 461 0950

GW SUNDERLAND:

2538 High 5treed West, Sunderland, SR1 30H
Tel: DR 5 100 4345

GATESHEAD: HobbyCraft

Fed: fitr 482 7410

MORTH SHIELDS, SR Cladston & Son:
Ted: 01912 570 335

SUNDERLAND, Joplins:

Teld: 0% 510 2105

SUNDERLAND, Toy and Computer Store:
Teld: 191 565 51946

WHITLEY BAY, Alan’s Model Shop:
Tel: D191 253 3682

GW COVENTRY:

Linit 39, Upper Level, Cathedral Lanes
Shopping Centre, CV1 TLL

Tel: 0247 622 7I11

GW LEAMINGTON 5PA:

12 Regenl Street, T3 SEG

Tel: 01926 435771

BEDWORTH, Railway & Modellers Junction:
Tel: 02476 316 285

COVENTRY, Hobbyoraft:

Tel: 02476 234 520

KEMILWORTH, Abacrait Aris & Pictures:
Ted: %26 511 294

NUNEATON, Heart of England Co-op:

Tel: 02475 382 331

RUGRBY, Joto Railways & Models:
Tel: i 788 562 372
STRATFORD-UPON-AVON,
Much ado about toys;

Fel: i 789 295 A50

WARWICK, Castle Trains:
Tel: N 926 497 505

WILTSHIRE

GW SALISBLIRY:

1B Winchesster Street, SF1 THR

Tek D172 333 0955

GW SWINDOMN:

18 Brunel Plaza, SM1 ILF

Tl 0079 43 M6

CHIPPENHAM, Thorntons at Signature:
Teld: 012659 $6F 100

DEVIZES, Hopggosaurus Toymaster:
Tel: 01300 723 841

MALMESBURY, 5P5 Malmesbury:
Tel: 0666 B24440

MARLEOROUGH, H Duck:

Tel: 01672 512 170

MELESHAM, The Tovshop:

Tel: 01225 Fal 415

SALISBURY, Salisbury Model Centre:
Tel: 01722 134757

SHAFTESBURY, Harding's:

Tel: 1747 B5E295

SWINDON, HobbyCraft:

Tel: 0843 051 6551

SWINDOM, SPS Swindon:

Tel: 01793 78 170

TROWBRIDGE, The Toy Shop:

Tel: 01225 768 415

WESTBLIRY, The Gas 'Cuph-uird
Tel: 01373 825 825

WORCESTERSHIRE

« GW WORCESTER:

23 Lychgate Mal, Cathedral Plara, WRT 205
Tl D190 567 &I07

DROITWICH, HobbyCraft:

Tel: 6845 051 6548

DROITWICH, Look-rite Ltd T/A Toyworld:
Tel: D1905 772 400 ;

REDDITCH, Hobby Hut:

Tel: 01527 540 &40

REDDITCH, Hoggosaurus Toymaster:
Tel: 0152 766 092

STOURPORT ON SEVERN, TP Activity Toys:
Tel; 01254 £72 8OO

www.games-workshop.com
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YORKSHIRE

GW BRADFORD:

4 Ficcadilly, Bradiord, B0 ILW
Tel: 0027 473 ®430

LW DDOMCASTER:

26 High Street, Doncaster, DNT 1DW
Ted: 01 360 232 0535

CW HARROGATE:

53 Statéon Parade, HGT 1TT

Tel: 142 356 4310

GW HULL:

0 Paragon Sireet, HLIT 3ND
Tel: D148 258 9576

GW LEEDS:

1A Lamds Lane, L51 &LE

Tel: 0171 242 0834

CW SHEFFIELD (Central):
I Fitzwilliam Gate, 51 4H

Tel: 0014 275 0114

GW SHEFFIELD (Meadowhall Centre):

Limit 910, High Street, Upper Mall

(neall 1o entramce near Bools); 59 16

Ted: 0974 256 9835

= W WAKEFIELD:

5 Kirkgate, The Ridings Centre, WF1 1TB
Tel: 0092 436 9431

CW YORK:

134 Lendal, YOT BAL)

Tel: 0% 462 BOTA

BARNSLEY, Janco Toys:

Tel: 01226 208654

BRIDLINGTON, Icy Tea Ltd:

Tel: 11626 403 0549

GOOLE, Pursuits4You:

Tel: 01405 7H0044

HALIFAX, Conways Toymaster:

Tel: 01422 353 906

HALIFAX, Halifax Modellers World:
Tel: 1422 3459 157

HUDDERSFIELD, Something Wicked:
Tel: O1484 559 226

HULL, Archeron Games Workshop:
Tel: GT462 221011

KEIGHLEY, Conways Toymaster

Tel: 01515 GO4045

LEEDS, Hobbycraft:

Tel: G113 389 TO2D

MALTON, World Wide Shopping Mall:
Tel: 01653 602480
MNORTHALLERTOM, T & FM Grover Lid:
Tel: D160 773 334

OTLEY, Conways Toymiaster:

Tel: 01943 462 DE5

PICKERING, Puffers of Pickering:
Tel: 01751 472 762

POCKLINGTON, Chylds Play:

Fel: 1759 306 041

SCARBOROUGH, Games Centre 2:
Tel: 1721 369444

SCARBOROUGH, Space, Myth and Magic:
Tel: DRSS 441 113

SELBY, A1 Sports and Toys:
Tel: 1 T57 705 115

SHEFFIELD, JL Software:

Tel: 01142 510668

SHEFFIELD, Imp Miniatures:

Tel: 07773 D29388

SHEFFIELD, Wargames Emporium;
Tid: 01142 T54 816

SKIPTON, Craven Model Cenlre:
Tel: D1756 797414

THIRSK, Thirst Art Store:
Tel: 1845 574457

WAKEFIELD, Model and Crafl Centre:

Tel: 09924 374 097
WHITEY, John Anderson - Toymaster:

Ted: 01947 h02Z 213

GW CARDIFF:
31 High Street, CF10 1PU

Telz: 0292 b4 4917

= GW NEWPORT:

25 Skimner Sireel, NP0 |HE

Tiel: DU63 325 6295

GW SWANSEA:

53 Kingsway, SA1 SHF

Tel: D75 246 34969

CARDIGAN, Helm's Deep:
Tel: 01219 EHIEII

ABERGAVENNY, Richards of Abergavenny:
Ted: A7 B52 dik
ABERYSTWYTH, Albatross:

Ted: 01970 617 36

BAMGOR, Acme Games:

Tel: 01248 371 457

BRECON, ] Clark Toys & Gifts:
Tel: GVA74 622 BAS

BRIDGEND, Joust for Fun:

Tel: D656 767 GO0
CARMARTHEM, Good Mews:
fel: 1267 237 789
CARMARTHEN, Hardings:

Tel: 01267 247 774

CEREDNIGION, Yokemon Batiles:
Ted: 31239 615346

CHEPSTOW, Artists Corner:
Tel: 1291 627 393

COLWYMN BAY, Hippo Toys:

Tel: G492 574 1&%

CONWAY, Hippo Toys:

Tel: 07492 534 1659
DOLGELLALL Mars Vs Yenus:
Tel: 01341 423 467

LLAMDRINDOD WELLS, The Manor:
Tel: 01597 829111

LLAMDUDMNCO, Treasure Trove:

Tel: 07847 577 962

LLAMTWIT MAJOR,. Rainbow Plaza:
Tel: 01446 794 118

MACHYNLLETH, The Toy Box:

Tel: 01654 703 901

NEWPORT, HobbyCraft:

Tel: D845 051 G540

PEMBROKE, Dragon Alley:
Tel: 00 646 621 456

PONTYPRIDD, Sugar and Spice;

Tel: OFETS 221 370

PORTHCAWL, Game Itd:

Tel: 01656 TH4 428

PORTHMADOG, Alma Figures:

Tel: 01766 BIODED

RHYL, Lightioot Models:

Tel: 01745 331 564

WHITE DWARF

SWANSEA, Comix Shoppe:

Tel: 01792 42 OO7

WREXHAM, Brite ldeas Toymaster:
Tel: G978 261 244

= GW ABERDEEM:

Unit 1, 12-14 Upper Kirkgate, AB10 184
Tel: MIZT 464 9779

GW AYR:

Uinit 2, Larne Arcade, 115 High Street, KA 158
Tel: 0 152 TR BO5

GW DUNDEE:

110 Cosnvmeercial Strect, DDT 2A)

Tl (M1 30 220 2362

LW EDINBURGH:

186 HI_EH Sireet, EHT1 1045

Tel: 0131 220 6540

LW FALKIRK:

12 Cow Wynd, FK1 1PL

Tel: 0132 462 4553

= GW GLASGOW:

1 Undon Street, GI 3TA

Teld: 0147 227 1673

GW LIVINGSTON:

26 Almondvale Centre, FH54 6NB

Teld: 01506 443256
HADDINGTON, Model Mania:
Tel: 01620 B25 931 )
ABERFELDY, Freaders Books:
Tel: GVHAT 829 519

ARBROATH, Hags:

Tel: 01241 72195

ARGYLL, Alba:

Tel: 01631 563645

AYR, Toy Town:

Tel: 01292 2B2945

BANCHORY, Toy and Gift Shop:
Tel: 01330 B25 586

BRECHIM, Gardiners:

Tel: 01356 622 265

CRIEFF, Happy Craft Company:
Tel: 01764 653706

DINGWALL, Sports and Model Shop:
Tel: 01340 B62 346
DUNFERMLINE, Abbey Models:
Tel: 01363 731 116

DUNFERMLINE, Fife Council Libraries:
Tol: 013653 G032 200

DUMFRIES, Toviown:
Tl 01287 264084

EAST KILBRIDE, DTS Models:
Tel: 01355 238 958

EDINBLURGH, Marionville Models:

Tel: 11313 177 10

EDINBURGH, Toys Galore:

Tiel: (13T 447 1006

ELGIN, Junner's Toymaster:

Tel: 11343 542 492

FORFAR, Haqs:

Tel: 01307 461261

FORT WILLIAM, The Granite House:
Tel: 11 397 703 651

GLASGOW, Abacus:

Tel: 141 34T %00

GLASGOW, Stalic Games:

Teld: (141 552 9FA%

INVERCLYDE, Arts Crafts & Hobbies:
Ted: 1475 TES 304

INVERMESS, Junners Toymaster:
Teld: F1463 233 234

ISLE OF LEWIS, A D MacDonald and Son:
Tel: 0851 705 650

KILMARMOCK, Scolch Corner:

Tel: 01567 520 262

KINROSS, The Hope Chest:

Tel: 11577 862 516

KIRKCALDY, The Hope Chest:

Tel: 11592 260 116

LANARKSHIRE, Figures in Comfort:
Tel: 01 236 B70 740

NORTH AYRSHIRE, Bus Stop Toy Shop Lid:
Tel; 01475 GBYHGE

NMORTH BERWICK, Laws Cycles:
Tel: 11620 890 H43

ORKNEY, Cycle Orkney:

Tel: 01856 BTSTT7

ORKMNEY, Mclennan-Toymaster:

Tel: 01856 BF7 7HE

PERTH, Millars Models:

Tel: 0173 B56 1035

PERTH AND KINROSE, Freaders Books:
Tek DVBET B29 519

PETERHEAD, George Donald Lid:
Tel: 01779 474 737

PETERHEAD, Uniguie:

Tel: B1770 472 705

SHETLAND, Harrys Dept Store:

Fel: B1595 G693 097

STIRLING, Abacus:

Tel: 0ITEG 478 TE4

THURSD, Durrans:

Tel: B1E47 #9373 159

TURRIFF, E Rae and Son:

Tel: D188 562 &10

OGW BELFAST:

204 Castle Courd, BTT 100 (towards the back
of the cenbre)Tel: 5289 023384

ARMAGH, Kidzone Toymaster;

Tel: 028 37515166

BALLYMEMA, Camerons:

Tel: 028-25648621

BANBRDGE, Toymaster Banbridge:
Tel: (K2B-4062 225

BAMGOR, Replay Games:

Tel: 02B-91452210

BELFAST, The Basement:

Tel: (028) 9046 (484

ENMISKILLEM, Hannas Toyworlkd Toymaster:
Tel: 02R-66122367

EMNMISKILLEN, Modellers Corner:

Tel: 0FR-663F236T

NEWRY, Murphy's World of Wonder:
Ted: 028-3026407 1

PORTADOWN, Toymaster Portadown:
Tel: 028-35 350850

FRONTLINE

INTERNATIONAL
ACCOUNTS

LISTED ALPHABETICALLY
BELGIUM

GW ANTWERP:

¥lemdnecksiraal 10, Antwerp, AnlwespenZiH
Tel: 0032 3485 B62T

BRUGGE, Fair Play:

Tel: 050 38 51 &3

AARSCHOT, Conect'r:

Tek: 06 56 BB 30

ANTWERPEN, Celtic Cross:

Tel: 03 2BE BY &5
DENDERMOMNDE, Tip Top Moens:
Tel: 052 31 17 %8

DEURME, The Gamestore:

Tek 833 25 55 35

HASSELT, Oberonn:

Tel: 017 351 350
LEOPOLDSBURG, NY Moestermans:
Tel: @11 39 38 46

MECHELENM, De fanaat:

Tel: G15 34 _::’ﬂ? EF!I
DOSTENDE, King Arthur:

Tel: 059 51 57 56

ROESELARE, Black Border:

Tel: 51 20 &2 50

AALST, Hermelijn:

Tel: 353 41 48 66

AALST, Plays2Be:

Ted: =32 (53) 41 93 83
BLANKENBERGE, De Speelhoek:
Tel: 500 41 49 23

BRUSSEL, Intertoys Anderlechit:
Tel: 25 23 84 73

BRUSSEL, Intertoys Laken:

Tel: (22 &8 71 41

GENT, Betty Boop:

Tel: #32 (049) 222 05 Th

GENT, Intertoys Genl:

Tel: (/02 24 42 86

HALLE, Mishra's Playground:
Tel: (623 &1 58 53

HALLE, Top 1 Toys:

Tel: 023 56 04 03

IXELLES, Intertoys Ixelles:

Tel: 025 14 17 03

KORTRIJK, Albion:

Ted: 056 32 43 OF

LEUVEN, The Dicepool:

Ted: 096 29 49 94

MEERPELT, ‘t Spellenhuis:

Tel: 011 74 45 79

OVERIJSE, Intertoys Owverijse:
Tel: 026 87 42 53

SCHELLE, Van de Velde:

Tel: +32 (D485 53 17 58
TOURMNAL Intertoys Tournai:
Tel: OG5 21 42 22

VILVOORD, Bockcenter BVBA:
Tel: +32 (827 251 20 05
WESTKERKE, What Ever:

Tel: +32 (B4730 77 16 41

SOFIA, Magic Worlds:
Tel: 359 2 9Bb G855
SOFIA, Black Citadel:
Tel: +359 BA55397T1

SOFIA, Maoria:
Tel: 360 2 966 (A58

SHANGHAI, Zark:
Tel: B6 (21 57631665

SHAMGHAI, Zhanchui Store:
Tel: 86 21 52360000

OSIJEK, Land of Magic:
Tel: 385 311 275 704

OSIJEK, Land of Magic:
Tel: 385 31 368 412

RIJEKA, Game Master:
Tel: 385 51 371 108

SPLIT, Land of Magic:
Tel: 3685 21482249
VARAZDIN, Land of Magic:
Tel: 385 42200161
IAGREB, Land of Magic:
Tel: 345 14870077

ZAGREB, Land of Magic:
Tel: 30514923917

CYPRUS

NICOSIA, ANT Comics:
Tel: 00 357 22 Gh0384
WICOSIA, Megaland:
Tel: 0 3% ?z;at%iu

KATO PAPHOS, Cyprus Crusade:

Tefr +35F 976 49072

CZECH-REPUBLIC

BRNO, Cerny Rytir:

Tel: +42054121 4860

CESKE BUDEJOVICE, Chaaotit:

Tel: +42(602489158

HARADEC KRALOVE, Knihkupectvi Valhalla:
Tel: 4420495522005

KOPRIVNICE, Magic:
Tl « 42045955 F3H00%

LIBEREC, Battle Games-Obchodni Pavilion:

Tel: 4420777526154

OSTRAVA, Matrix (knihkupectvi):
Tel: +420774 404 024

PRAHA, Ogri Doupe:

Tel: +42022493481 1

PRAHA, Cerny Rylir;

Tel: +4202 32T 2461
PRAHA, Cerny Rylir:
Tel: 42022271246
VSETIM, Atlantis:
Tel: 420571411697

GW KOBENHAVN:

" Frederlksborggade KL, 1360,

Tel: QM5 23 12 2217

STORE FINDER KEY

CAMES WORKSHOPF HOBBY CENTRE
i=} indicates Gaming Room facilities,

HOBBY STOCKIST
Odffers a hobby gaming and painting service.

MNE ELITE STORE

NE PARTNER STORE
Shocks most of the Games Workshop range.

INDEPFEMDENT STOCKIST
Oefficial sellers of Games Workshop products.”

NEW STORE OPENING
Indicates new stores and stockists,

Stocks the complete Games Workshop range and aifers introductory gaming and painting lessons,

* T b sre thisy have wiad vodr wand i stock, we recomaiend Calirag B slode farst

AALBORG, Dragons Lair:

Tel: 98 12 16 18

AARHUS C, Dragons Lair:

Tel: 86 19 00 63

HILLER®D, Hobby & Fritid:

Tel: 48 25 Th Th

KQBENHAVYN K, Faraos Cigarer:
Te: 33322211

KG@BENHAVMN NV, Arena Kebenhavn:
Tel: 38 33 57 00

MNASTVED, Arena Naestved:

Tel: 55 54 67 D0

ODENSE C, Dragons Lair:
Tel: 65 %1 %7 O

RAODOVRE, MR Games:
Tel: 36 72 02 55

ROSKILDE, Fanatic Roskilde:

Tel: 46 36 35 48

LYNGBY, Faros Cigarer:

L ey e
HELSINGER, Hobby og Fritid:

Tel: 49 21 45 42

HERNING, Farges Kelder:

Tel: 35 10 18 47

VORDINGBORG, Legekaden Vordingborg:
Tel: 55 34 04 31

AABENRA, Legekeden Aabenra:
Tel: 74 62 24 05

AALBORG, Aalborg Hobby Service:
Tel: 98 12 13 15

AALBORG, Bog & idé Aalborg:

Tel: 98 11 6k 11

AALBORG 5V, B.O. Boger Aalborg:
Tel: 98 79 15 45

AARHUS C, Goblin Gate:

Tel: B6 19 43 11

AARS, Ting og sager:

Tel: 98 62 45 52

ASNES, Bog & lde Asnaes:

Tel: 59 65 00 14

ESBJERG, Bunkeren:

Tel: 75 18 11 59

ESBJERG, Adventure Corner:

Tel: 35 11 11 56

ESBIERG, B.O. Boger Eshjerg:

Tel: 75 12 11 77

ESPERG/ERDE, B.O. Bager Espergaerde:
Tel: 44 13 19 46

FREDERICIA, Bog & Ide Fredericia:
Tel: 76 24 59 64

FREDERIKSBERG, Legekaden Frederiksherg:
Tel: 36 19 70 25

FREDERIKSSUND, Legekaden Frederikssund:
Tel: 47 30 19 549

GILLELEJE, Lillys Legelaj:

Tel: 48 30 30 0

GORLEY, Sparetime:

Ted: 58 B5 B0 B3

GRENA, Bog & idé Grena:

Tel: 86 32 19 33

GREVE, B.O. Boger Hundige:

Ted: 43 0 640 08

HELSINGE, B.O. Boger Helsinge:
Tel: 48 79 40 M

HERNING, Buddy Legetnj:

Ted: 97 22 05 52

HILLER@D, Legekaeden Hillerad:
Ted: 48 24 61 61

HJBRREING, Hjorring Hobby:

Tel: 30 &8 40 13

HOLBEK, Storkfelt Bog & idé:

Tel: 59 43 00 74

HOLTE, Legetajshutikken:

Tel: 45 46 17 82

HORSENS, Legeka®den Horsens:
Tel: 75 61 60 11

HORSENS, MYCLIX Miniatures:
Tel: 0045 75626233

HBRSHOLM, GAD Hersholm:

Tel: 45 86 04 08

HUMLEBEK, Rodes:

Tel: 49 19 12 20

KALUNDBORG, Koch's Bager & Papir:
Tel: 59 51 00 54

KJELLERUP, Ide & Hobby:

Tel: BG B8 13 26

KQBENHAVN K, Fantask:

Tel: 33 93 85 38

KOLDING, B.O. Boger Kolding:

Tel: 75 50 I8 14

KOLDING, Good Games:

Tel: 75 5 03 04

KEGE, Sema;

Tel: 56 63 07 04

LYNGBY, B.O. Boger Lynghy:

Tel: 45 B7 04 45

MNYKBRBING F, Hundehuset:

Tel: 54 86 08 46

NYKOBING M, Morse Boghandel:
Tel: 97 72 07 00

DODDER, Legekaden Odder:

Tel: 6 54 42 76

ODENSE 5, B.O. Beger Rosengardscentret:
Ted: b 15 99 28

RANDERS, Bog & Ide Randers:

Tel: 6 43 08 10

RANDERS, Byrge Serensen Hobby:
Tek: BE 42 58 14

RANDERS, Randers Hobby Import:

Tel: Ak 43 39 23

RINGKDBING, Buddy Legetaj:
Tel: 97 32 08 D&

RINGSTED, Bog & Ide Ringsted:
Tel: 537 &1 00 10

RINGSTED, Buddy Legetoj:

Tek 57 67 14 B0

REDOVRE, B.O. Boger Rodovre:
Tel: 36 41 04 85

REMNE, Dorthe's Hobbystue:
Tel: 56 95 94 49

ROSKILDE, Onskeleg:

Tel: 46 32 14 &3

ROSKILDE, B.O. Ro's tory:

Tel: 45 46 54 2

SKAGENM, Legekaeden Skagen:
Tel: 98 44 54 &5

SKANDERBORG, Schmidt Bog & idé:
Tel: 86 52 00 27

SKIVE, Jydsk Boghandel:

Tel: 97 51 25 99

SLAGELSE, Uldtotten:

Tel: 58 53 50 15

ST HEDDINGE, Hobbystalden:
Tel: 56 50 &6 10

S\I‘ENDHDRE, Farve & Hobby Hjarmet:
Tel: 62 21 31 31

SVENDBORG, B.O. Boger Svendborg:
Tel: 62 17 12 W

TASTRUFP, Genbrugsbhager:

fel: 43 71 67 15

THISTED, Buddy Legetaj:

Tel: 47 42 19 33

VE|ILE, B.O. Boger Vejle:

fel: 75 B2 05 44

VIBORG, Battle Bunker:
Tel: 6 &0 17 40

EIRE

GW BLANCHARDSTOWRMN:
Uinit 24%a, Blanchantdsiown Ehnpp'r-;l_ Cendre,

nshlin, Tel: 00 B22 3868

GW DUBLIN:

Uindt 3, Lower Liffey Street.

Tel: 01 872 5791

CORK, Other Realms:

Tel: 021 4279508

DUBLIN, Models Inc.:

Tel: 01 8792993492

GALWAY, Model World:

Tel: (91 Ta5655

ATHLONE, Valhala Games:

Tel: DE7-9210030)

BALINA, World of Wonder Balina:
Tiel: 6 ThETR

CAVAM, Apex Games:

Tel: 044 4126504

COBH, Toytown Toymaster:

Tel: 321 4814 362

CORK, Murphy's Toymaster:

Tel: B03%S 24 93520

CORK, Toylown Toymaster:

Tel: 321 4814 162

DOUGLAS, Art and Hohby:

Tel: 021 436 35840

DROGHEDA, Art and Hobby:

Tel: 041 987 3270

DUBLIN, Art and Hobby Jervis Centre:
Tel: 018 745 312

DUBLIN, Models Inc.:

Tel: 01 0735007

DUBLIN, Toymaster Banba Dublin:
Ted: i H72 T

DUBLIM, The Toy Store:

Ted: 01 6774420

DUN LADGHAIRE, Toymaster Banba Dan Laoghaire:
Ted: 012 804 011

DUN LAQGHAIRE, Art and Hobby:
Tl (] ZROS047T

DUNGARVAN, Toymaster Murphys:
Tel: 03B 41376

ENMIS, World of Wonder Ennis:
Tok 065 G4 BE97

KERRY, Cabal's Toymaster:

Tel: 00353 66 7121847

KILLKENNY, The War Forge:

Tel: +353 B7 BhHOZWEE

LACHS, Grahams Toymaster:

Tel: 057 B62 107

LIMERICE, Art and Hobhby:

Tel: BE1 W9757

LIMERICEK, The Gathering:

Tel: B 115133

LOUTH, Kideone Toymaster:

Tel: BIE5E 42 9330318

LOUTH, The Wargamers:

Tel: #353 B6 3BT159

MACROOM, Toymaster Marys:

Tel: 026 42491

MULLINGAR, Stars & Bows Hobbdes and Crafts:
Tel: (44 GIH6H3Y

MULLIMNGAR, Stars and Crafts:

Tel: 00 333 B7940279%

NEWBRIDGE, Art and Huhb}':

Tel: (45 450280

NAVAM, Game Bandits:

Tel: Db S07 5094

MNEWRY, Murphy's Toys:

Tel: 028 30264978

OFFALY, Kelly's Toymaster:

Tel: DOASE 57 9351505
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Join the hundreds of others who have already
~earned themselves a FREE Battalion or Battleforce!

&
Following the huge success of last
year’s I Want a Store promotion, we’re

~delighted to announce its return!

Last year you guys, our brave pathfinders,
‘sought out loads of new suppliers in your
area who now stock our amazing products.

Now, in an effort to make the hobby even
more convenient, we’re again asking you to
seek out those vital shops and stores in
your area that you would like to see carry
our products and tell us about them.

. WARHAMMER

L Raaet,________
o it -

Dark EIf Battalion

Tyranid Battleforce

In particular, we’d love to hear from you if
you live in the following ares:

Beverley Folkestone
Braintree Glasgow
Carlow [slington
Chippenham Kilmarnock
Cirencester Lowestoft
Derry Newtown
Eastleigh Oldham
Fareham Rochdale

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

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

Or write to us at:
[ want a Store!
Games Workshop
Willow Road, Lenton, Nottingham
England, NG7 2WS

For more information please go to the website below
www.games-workshop.com

Terms and Conditions

1. The ‘I want a Store’ promotion is a limited offer provided by Games Workshop Limited
gratuitously and on such terms as it deems appropriate. Games Workshop Limited
reserves the right to amend the terms of this promotion at any time and in its absolute
discretion, and no part of this promotion by itself shall form any binding contract or
relationship between Games Workshop Limited and any third party.

2, Only Persons aged 12 years or over are eligible and you must be resident in the
following countries to take advantage of this promotion: Great Britain and Northern
Ireland, Belgium, Denmark, Eire, Finland, Norway, The Netherlands and Sweden.

3. Games Workshop staff may give away products 1o persons it deems o have
appropriately satisfied the requirements of this promotion in its absolute discretion.

4. An individual may only take advantage of this promotion once. Therefore, any
individual may only receive one product in connection with this promotion.

5. This promotion begins September 15t 2008 and will terminate on December 31st 2008.

6. No employees of the Games Workshop group of companies or members of their family
may take advantage of this promotion.



SANTRY, Art and Hobby:

Tel: 01 B&2 4500

STILLORCAN, Toymaster Nimble Fingers:
Tel: 01 2880788

TIPPARARY, RB Models:

Tel: D053 52 24803

WATERFORD, Tall Tales Bookshop:
Tel: 051 BT 967

WEXFORD, Toymaster Play and Learn:
Tel: 053 23788

WEXFORD, WOW New Ross:

Tel: 051 421473

WICKLOW, Toymaster Hopkins:

Tel: 040 467225

WILTON, Art and Hobby Wilton:

Willon, Tel: 021 434 7207

FALKLANDS

STAMLEY, Falkland Collectibles:
Tel: 0050021174

GW HELSINEKI:

Simankatu 9, 00100,

Tel: 09 75 15 45 25

HELSIMNKI, Fantasiapelit Helsinki:
Tel: 09 65 0HO3

LAHTI, Puclenkuun Pelit:

Tel: Ik 751 5151

ESPOO, Puolenkuun Pelit Espoo:

Tel: N941 249941

PORVOOD, Puolenkuun Pelit Porvoo:
Tel: 019 5348377

TURKL, Fantasiapelit Turku:

Tel: 02 232 8413

ESPOO, Pelimesta:

Tel: 09 813 3203

JOENSUL, Fantasiapelit Joensuu:
Tel: 013 284 314

YVASKYLA, Fantasiapelit Jyviskyli:
IF:I: 014 !1%&3! 7 hﬁl
KUOPIO, Fantasiapelit Kuopio:

Ted: 017 36171748 Pd

LAFPEENRANTA, Fantasiapelit Lappeenranta:

Tel: 05 341 1375

OULU, Fantasiapelit Oulu:

Tel: 08 37 49046

TAMPERE, Fantasiapelit Tampere:
Tel: 03 222 5200

AHTARI, Honkaniemen Kirjakauppa:
Fel: 06 553 0027
HAMEENLINNA, Lelushoppi:
Fel: 03 682 3950

HARMA, Kirjakauppa Pellame:
Tl (eh 484 5080

HEINOLA, Talousmuovi ja lelu:
Fel; 03 715 3905

HYVINKAA, Royal Toys:

Tel: 050-5235836

IMATRA, Kirja-Lahja Alex Ky:
Ted: 0% 431 9555

JAKOBSTAD, Tovs 4 Fun:

Ted: Ok TET THED

JAMSA, Jaakko Saari:

Teld: 004 7497215

JARVENPAA, Askartelutarvikeliike Taitaville:
Fel: 050 413 4760

KARJAA, Bli Lada:

Tel: 019 23 3494

KERAVA, Antikvariaatti Kersa:
Tel: 009 294 4210

KLAUKKALA, Karuselli:

Tel: 0% B75% 5G9 7

KOTKA, Eagle Card:

Tel: 05 21 4238

KOUVOLA, Muoviepox:

Tel: 5 311 7955
LAPPEENRAMNTA, Antikvariaalli Suma:
Ted: OF 541 170

MAARIEHAMM, Dillen:

Tel: G1H 18570

MANTSALA, Papado:

Tel: 019 688 1911

MIKKELI, Muppela:

Tel: 315 36 1611

OULL, Lelu-tapuli:

Tel: {h8 375 ..-'-I-I

PIEKSAMAKIL Sirkkis:

Tel: 015 34 8170

PORI, Porin Pitkis:

fel: 02 633 2860

PORI, Porin Askartelu:

Tel: 02 632 6671

RAAHE, Raahen Astartelu ia Paperi:
Tel: O 223 GRS

RAMA, TT-Pop:

Tel: 02 823 4840

RIIHIMAKI, Royal Toys:

Tel: 0530-5235016

ROVAMIEMI, Liigacenter |dssi:
Tel: 06 356 0545

SALO, Salon Harraste:

Tel: 026 356 0545

SAVOMLINMNA, Savonlinnan Antikvariaatti:
Fel: 15 53 4412

SEINAJOKI, Pitkikiekko:

Tel: 6 417 7EA0

SEINAJOKI, Fantasialinna:

Tel: 040 561 61318

SODANKYLA, Vekkuli:

Tel: 016G &1 5456

TAMMISAARI, Kungshookhandeln:
Tel: 019 246 1028

TAMPERE, Pelimaa:

Tel: 040 THATETS

TAMPERE, Info Koskikeskus:

Tel: 0F 225 1850

TERVAKOSKI, Tervakosken Coconut:
Tel: D19 754 119

TORMNIO, Peliketut:

Tel: 016 44 G266

VAASA, Pelimies:

Tel: +358 & 312 5111

VAIKEAKOSK], Koskiviide:

Tel: 03 584 7917

VANTAA, VPD Kauppakeus Tikkuri:
Tel: 09 230 2288

VAMTAA, Mirkun Kirja:

Tel: 09 230 2288

VEHMAA, Vanha Kaarti:
Tel: 050 527 49040

ATHENS, Avalon Games:
Tel: 0030 210 8016081
ATHENS, Fantasy Shop:
Tied: 0030 270 823107F

ATHENS, Fantasy Shop: Ag. Paraskevi:

Ted: (M330 210 &005312

ATHENS, Fantasy Shop: Exarcheia:
Ted: D030 210 IE28BTT

ATHENS, Fantasy Shop: Kallithea:
Tel: 0030 210 959 2922

ATHEMS, Fantasy Shop: Pagrati;
Tel: 0030 210 560780

ATHENS, Hobby Flanet:

Ted: 00340 210 6042814

ATHEMS, Kaissa Amarousiou;
Ted: 0030 210 6141675

ATHENS, Kaissa Glyfadas:

Tel: 0030 210 8982 057

ATHEMS, Kaissa Halandriou:
Ted: 0030 210 EEIB4A5

ATHENS, Kaissa Kallidromiou:
Tel: 0030 210 36648

ATHEMS, Kaissa Monokeros:
Tel: 0030 210 2813 990

ATHENS, Kaissa Neas Filadelfias:
Tel: 00 30 210 %51 7044

ATHENS, Kaissa Neas Smimis:
Ted: 00 30 210 93177044

ATHENS, Kaissa Pagratiou:

Ted: 00 30 210 7218 318

ATHEMS, Strategy Hall;

Tel: 00 302104138757

CHAMIA, Kaissa Chanion:

Ted: 0030 2021 0BHISG

CRETE, Fantasy Shop: Herakleion:
Fel: GO0 2BT0 2312

HALKIDA, CD Comer:

Tel: 0030 2221 BB7315

LARISA, Kaissa Larisas:

Tel: 0030 2410 538555

LARMIA, Kaissa Lamias:

Tied= 00 30 22310 24393

NAFPLIO, Miniature Shop:

Ted: () 30 275F0Z4RR4

PALLIMNIS, Hobby Planet:

Tiel: 210 G4 B16

PATRAS, Kaissa Falras:

Ted: G0 0 2552

PERISTERIDY, Kaissa Peristeriou:
Ted: (030 105 TRRTOT

THESSALONIKI, Kaissa Kalamaria:

Tl OHN3A) 2000 449377

THESSALOMNIKI, Kaissa Thessalonikis:

Tel: 00 30 2310 257 397
THESSALOMIKI, Underworld:
Tel: (030 2310 2401 93

VOLOS, Fanlasy Shop:

Tl K0 24210 2HTHE

HOMG KOMG, Fun Atelier:

Tel: (A52) XHBG-4RTD

HUNGARY

BUDAPEST, Kristalcsarnok:
+16 209 251 030

BUDAPEST, Silverland:

Fel: D0HG 12 504757
MISKOLC, Deron:

Tld: (W36 46 410526

STEKESFEHERVAR, Legendak Csarnoka:

Tel: 0036 70 IR57926

SZEGED, Csillagveg:

Teel: D136 200 3571500

ICELAND

REYKJAVIK, Nexus:
Tel: 552 9011

JAKARTA BARAT, Comics N Games:

Ted: 021 S696-3855

JAKARTA SELATAN, Fantasy N Games:

Ted: 03 1-600-50:343
SURABAYA, Fantasy N Games;
Ted: (3 1-G0M-50341

SURABAYA, Fantasy N Games:
Teds 517 bk 2475

INDEPENDENT STOGKIST?

Games Workshop is the largest and the most successful tabletop fantasy and
futuristic battlegames company in the world. For more information on how

to become an Independent Stockist, contact one of our dedicated specialists
on 08700 134411 or visit our website:

ISRAEL

HAIFA, Kitaro:
Tel: 0472 4B509232

HERZLIA, Frieak:
Tel: 072 99580077
RAMAT HASHARON, Tapuah:
Tel: 0072 15404711
TEL AVIV, Freak:

Tel: IFIT2 396 THEE

TEL AVIY, Kitaro:

Tel: B0O9T2 T629%320

Riga, Barin:
Tel: 4371 10505135

HiFa, Sia Prata Speles:
Tel: +371 67334034

LITHUANIA

Vilinius, D6 Necona:
Tel: D 370 5 2133269

MALRYSIA

KOTA KINABALL, Sahah, Just Wargame:

Tel: 60132 - BAS 5269

KLUALA LUMPLUR, Comics Marl:
Tel; 0F - 2287 26

KUALA LUMPUR, MySciFiFan Outpost:

Tel: (&) 016 - 2E2 1506

PENAMAG, Comics Mart;

Tel: 04 - 226 2504

PETALING JAYA, Woli's Game Shop:

Tel: 0121 2599951

PETALIMG JAYA Selangor, The Games Circle:

Tel: & D16 - 431 0940

SHAH ALAM, SELANGOR, Dakka Dakka Games:

Tel: 5 017 -292 D525

KINGDOM OF BAHRAIN

154 TOWN, Carousel World of Imagination:

Tel: DD 973 36T 3635

MALTA

MALTA, Forbidden Power:
Tol: D056 21 227999

MALTA, K Hobbies Ltd:
Tel: 00356 21 895423

MNAUCALPAN, Quest Hobbies and Games:

Tel: D52 555 590 92 78
NEUVD LEON, Imperial Fleet:
Tel: 321 #11 066 7936

PUEBLA, La Fortaleza:
Tl D52 223 409 S0 30

THE NETHERLANDS

GW AMSTERDAM:

Rokin 36, 1012 KT,

Tel: 020 622 3863

GW DEN HAAG:

Schoodsiraat T2E, 2511 AKX,

Tel 070 392 783G

GW ROTTERDAM:

Van Dldenbarmeveldplaats 452, 30012 AP,
Tel: 010 280 0268

ARNHEM, Spelkwartier Arnhem:
Tek 026 370 2028

DEN BOSCH, De Dobbelsteen:
Tel: 073 614 5530
LEEUWARDEN, Spellekijn:
Tel: 058 213 1712

LEIDEM, Viiegershop:

Tel: @71 513 2763
MAASTRICHT, Viieg-er-uit:
Tel: 043 325 1653

TILBURG, De¢ Dobbelsteen:
Tel: 013 544 3700

IWOLLE, Games-n-5Stuff:
Tel: 038 421 G385

ALKMAAR, Bookers & Strippers:
Tel: 072 512 1213

ALMERE HAVEN, Fantasia:

Tel: 036 531 6017

AMERSFOORT, Spellenwinckel:

Tel: 033 470 0322

ASSEN, Plok:

Tol: 059 231 3292

BERGEN OP ZOOM, Big Boys Toys:
Tk o164 25 00i8 | i
DEN HAAG, Spellenhuis:

Tel: 070 364 4782

ENSCHEDE, Pijplines:

Tel: 053 430 5727

GRONINGEN, Krikke's Hobbyshop:
Tel: 050 312 9314

HAARLE lenhuis:

Tel: 023 s:f"i'ﬁ':?ﬁ'

MIDDELBURG, De Burchi:

Tel: 011 BOSO048

MNIIMEGEN, Moenen & Mariken:
Tel: 024 323 6119

UTRECHT, Whoops:

Tel: @30 230 4123

VENLO, Modelbouw Luthart:

Tel: 077 354 2688

WORMERVYEER, Mini-Wonders:

Tel: 075 640 1617

ZOETERMEER, RC-Pitstop:

Tel: &% 316 0564

www.games-workshop.com
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FRONTLINE

ALMELO, Somberg Modelbouw:

Tel: 054 681 2981

ALPHEN AAN DEN RN, Top 1 Toys Arie vd Panne:
Tel: D172 47 2354

AMSTELVEEM, Het Ganzenbord:

Tel: 020 h41 2552

APELDOORN, Top 1 Toys - De Kinderdroom:
Tel: 055 571098

APELDOORMN, Villa Wammus:

Telz O55 5766 741

BAREMDRECHT, Peter’s Posttrein:
Tel: 0180 619539

BEILEM, Top 1 Tovs:

Telz #371 593 54 17 540

BERGEGEK, Wouters Technohobby:
Telz 49 755 0248

BREDA, De Dobbelsteen:

Tielz B7 6 5284700

DELFT, Top 1 Toys Speldorado:

Tel: G153 213 4516

DEVENTER, Knibbel Comics:

Tel: 057 (61 6879

DORDRECHT, Hobby Modelbouw Dordrecht:
Tel: 078 631 2711

EDE, Tinnen Soldaat:

Tol: 0318 65 1296

EINDHOVEM, Gameforce Eindhoven:
Tel: 040 2447030

EMMEN, Spirithoes:

Tel: 0591 645787

GELEEN, Tactica:

Tl 044 47 48 TAS

GOES, Fantus Fantasy 5tore:

Tel: 011 325 8174

GORINCHEM, Netten Modelbouw:
Tel: 018 163 G000

GOUDA, Intertoys v/d Wal:

Tel: OFE 251 3525

GROMINGEM, Wirwar:

Tel: 050 314 8424

HARDERWIJK, Top 1 Toys Volgers Spel & Hobby:
Tel: 0341 412983

HEEMSKERK, Bob Hes:

Tel: 431 (0251) 24 19 99
HEERHUGOWAARD, Huider Modeltreinen:
Tel: 0723714157

HEERLEN, De Houten Sleutel:

Tel: 432 (D45) 54 91 428

HOOFDDORP, Modelsport:

Fel: « 31 (021) 565 44 42

HOORN, De Spellenhoorn:

Tel: 31 (0229) 29 55 &5

LEIDEMN, Freetime Warrior:

Tel: +31 7i 51 30 523

LEIDEN, Tolkienwinkel:

Tel: 071 541 2324

LELYSTAD, RE Mind Creations:

Tel: + 310 TH0244003

MAASTRICHT, Houmnjet:

Tel: 043 363 67TH

NUENEN, Schellens Speelgoed:

Tel: 040 Z8T J9ES

OLUD-BEIERLAMND, Mourils Mﬂdﬂl-Hth"':
Tel: aT8& & 1911

ROERMOND, Bloemboetick Hermien:
Tel: 047 531 A24

ROOSENDAAL, Top 1 Toys Jadin:

Tel: D165 535 7964

ROTTERDAM, AVS Gameshop:

Tel: BRI42401W)

ROTTERDAM, Eternal War:

Tel: B619910057

ROTTERDAM, Metal Dragon Shop:
Tel: 633041326

ROTTERDAM, Rogue Trader:

Tel: 010 2709233

SCHIEDAM, BTS:

Tel: 010 473 8755

SCHIJMNDEL, Top 1 Toys Anniek:

Tel: 73 5477758

SCHOONHOVEN, Modelbrouwers.nl:
Tel: +31 (0182} 38 17 87

SITTARD, Atomik:

Tel: D46 4515074

SPIJKENISSE, Lord of Magic:

Fel: DTHT 615161

TIEL, Goblincave:

Tel: 344 654 G5O

UVDEN, Goblin:

Tel: 041 327 0662

UTRECHT, Subculiures:

Tel: B30 2311122

UTRECHT, Labyrinth:

Tiel= Q34 38T 7157

UTRECHT, Never Never Land (Wieder & Kugan):
Tel: B30 233 2293

WASSENAAR, Top 1 Toys Kouwenhoven:
Tel: B70 511 0211

WINTERSWIIK, Top 1 Toys Winterswijk:
Tel: D54 351 2827

IWOLLE, Boekenhalte:

Ted: 038 422 1077

GW DALD:

Mallergata 7, D175,

Tel: 22 33 19 W
KRISTIAMSAND, Hobby Huset:
Tel: 38 02 03 10

BERGEN, Outland Bergen:
Tel: 22 33 33 04

TRONDHEIM, Gotham:

Tel: 73 571 28 88

ALESUND, Kremmerhuset:

Tel: 70 14 37 70

AREMDAL, Morli Arenasenter:
Tel: 37 02 54 54

BERGEN, Ringo Lekeklossen:
Tel: 55 92 26 50
BIGRKLANMGEN, FX Hobby:
Tel: 63 A5 11 95

BODE, Underholdningsmagneten;
Tel: 75 52 50 70

BERLUMS VERK, Muki Loker:
Tel: 657 13 13 10

DOEKA, Yes vi leker Dokka:
Tel: 61 11 20 90

DRAMMEN, Kreativ:

Tel: 32 81 49 00

FAGERMES, Lekesenterel:

Tel: 61 36 06 92

FAUSKE, Ringo Smart:

Tel: 75 64 G 22

FLISA, Ringo Bamsefar:

fel: 62 9% 02 90

FORDE, Ringo Leikehuset:

Tel: 57 B2 01 02

FREDRIKSTAD, Leketorvet:

Tel: 59 31 56 30

G]@VIK, Ringo Leke-Olsen:

Tel: 61 10 B2 10

HAMAR, Lekehuset Maxi:

Tel: 62 53 I8 GH

HARSTAD, Smitt og Ratt:

Tel: 77 06 57 74

HAUGESUND, Norli Haugesund:
Tel: 32 72 1% 33

HITRA, Ringo Hitra:

Tel: 72 44 12 45

KOMGSBERG, Ringo Rolf Liane AS:
Tel: 32 73 11 &1

KONGSVINGER, Ringo Gagata Leker:
Tel: 62 81 Ti 11

KRAGERD, Brio Karis Hobby:

Tel: 35 98 04 84

KRISTIAMSAND, Ouitlind Kristiansand:
Tel: 38 09 94 20

KROKSTADELYA, Helmax Leker:
Tel: 32 @7 99 10

LANGESUND, Notabene Langesund:
Tel: 35 97 36 62

LARVIE, Yesl:

Tel: 33 18 54 37

MO | RANA, Ringo Lekehjornet Mo:
Tol: 75 15 17 17

MOLDE, Yes vi leker Leke Jarnet:
fel: 71 21 93 63

MOS]E@EN, Hobbysentret:

Tel: 75 17 01 70

MIO5S, Brio Frisenfeldi:

Tel: 69 25 12 90

MYSEN, Brio Saker og Ting:

Tel: 69 89 01 94

MARVIK, Ringo Barnas Verden:
Ted: 76 94 63 03

MESBRU, Ringo Holmensentret:
Tel: 66 77 94 10

OSLO, Brio CC Yest:

Tel: 22 73 17 77

OS5L0, Brio Notabene Lambertseter:
Fed: 22 28 05 51

O5L0, Outland Paleet:

Fel: 22 32 04 10

OS5L0, OQutland Vasthane Hallen:
Tel: 69 B3 B8 08

SANDNES, O Sacland:

Tel: 51 6 15 09

SAMDVIEA, Hobby Larsen:

Tol: 67 54 01 07

S5KI, Brio Titt-Inn:

Tel: b4 85 77 77

SKIEM, Sokratis Hobby Garden:

Tel: 35 52 87 64

SOLA, Ringo Sola Gaver og Leker:
Tel; ST 65 17 63

SONGDAL, Ringo Sogndal Glasmagasin:
Tel: 57 &7 18 80

SORTLAND, Ringo Bamse Leker:
Tel: TR113374

SPIKKESTAD, Trollmannen Leker:
Tel: 47 26 51 19

STAVANGER, Qutland Stavanger:
Tel: 51 93 &0 &0

STAVANGER, Veslefrikk:

Tek 51 89 52 32

STOKMARKNES, Stokmarknes Aktietrykkeri:
Tel: 7 11 77 S0

SYKKLYVEN, Ringo Blindheim:

Tel: TO 25 10 29

TOMNSBERG, Gledeshuset;

Tel: 92 2517 OF

TROMSE, Tromss Brukthokhandel;
Tel: 77 6B &9 74

TROMDHEIM, ODutland Trondheim:
Tel: 73 52 05 45

TROMNDHEIM, Tronderirim:

Tel: 73 52 OB 40

TYMSET, Ringo Tynset Bokhandel:
Tel: 62 48 OO 18

VADSE, Brio Vadse:

Tel: 78 94 32 29

QUEZON CITY, Neutral Grounds:

Tel: 00 11 63 2654 H9E2

BIALYSTOK, Department Gier:
Tel: OB 057442950

BIELSKO BIALA, Gnom:

Tel: G048 33 213432
BYDGOSZCZ, Wszystko Gra:
Tel: DIME GOBLST 909
CZESTOCHOWA, Strateg:
Tel: D048 G0NB777ET '
GIDANSK, Iskra:

Tel: D0AEE 58 5300552

GDANSK, Rebel:
Tel: BO4E 58 3470204

GDANSK, Spider Games:

Tl G 38 5119335

GDYMIA, Fulurex:

Tel: BO4E 01563060

JAWORZNO, Mgla:

Tel: pO4E SE13TTTT

KATOWICE, Bard:

Tel: OB 32 2571817

KRAKOW, Bard:

Tel: DeOBE 1 26T HETIS

KRAKOW, Imperium Gier:

Tel: DB G361 TH800

LODZ, Gamelord:

Teel: el 42 EITTT6E0

LUBLIN, Krzys:

Tel: N0E0 &1 5120191

OFOLE, HMS Computers 11

Tel: D14E 77 4547413

OSTROW WIELKOPOLSKI, Centrum Gier Arena:
Teed: G0kl GRETTETT

FILCHOWICE, Imperator FF:

Tel: G048 GE2Z50201

POZNAN, Bard:

Tel: Q048 61 BSIHZTT

POZNAN, Bard:

Tel; D040 61 BRIGT9S
POZNAN/TORUN, Bitewniaki:

Tel: 00 48 603874135

SWIDNIK, Monaolith lcon:
Teelz QO4H BhHAGUSITT



SWIEBOQDZIN, Czempioni:

Tel: D048 GOGZI045T

SICIECIN, Fenix:

Tel: 0048 BUS9I4995

TORUMN, Sklep Papiernicry:
Tel; 0048 56 6523593
WARSFAWA, Faber i Faber:
Tel: 0048 22 B491 265
WARSZAWA, Graal Blue City:
Tel: o048 22 3117627
WARSZAWA, Graal CF Skorosze:
Tel: 0048 22 BAZTE95
WARSZAWA, Graal Galeria Mokolow:
Tel: pO48 22 5413018
WARSZAWA, Hobbyt:

Tel: B048 22 8340206
WARSZAWA, Komikslandia:
Tl el-id 2T BS54 1066
WARSEAWA, Modelarski Dom
Handlowy Chematic:

Tel: BO48 22 BH45917
WARSZAWA, Modelarski Dom
Handlowy Chematic:

Ted: (048 22 6432718
WARSZAWA, Morion:

Tel: (148 22 4239120
WARSZAWA, Panda Zabawki:
Ted: (4B 2T BRG-4461
WARSZAWA, Pelta:

Tel: (048 1T BIT6614
WARSZAWA, Stary Swail:

Tel: 0048 23 BOYIGTE
WROCLAW, Bard:

Ted: 0048 T13417472

WROCLAW, Ogryn:

Tol: 0048 71 3771872
WROCLAW, Pracownia Fantastyczna:
Tel: G048 71 3544344

ZIELONA GORA, Level:

Tel: 48 6OI2E5T6ED

IYWIEC, Model-Fan:

Teld; D04 R0GINAH05

PORTUGAL

COIMERA, Inforhobhies LDA:
Tel- BOEST FT9 7/ 14 6l

LISBOA, Homem Azul:

Tel: BOE5T FT18 62 0% f2F

LISBOA, Lojas Arenad

Tel: 0351 213 15 55 80

FORTO, Mundo Fantasma;

Tel: 0351 226 09 14 &0

SINES, Galeria BT:
Tel: (0357 269 &3 25 11

BUCHAREST, Hobby Games:
Fel: 00 40 21 3231 41

RUSSIA

KRASNODAR, Alegris-Jug (South):
Fel: TOR592H3T17

MINSK, Valahanovich ent:

Tel: (OBOZS 63158212

MIMNSE, "i-al.th:mmir:h ent:

Tel: DOgES 65484 26

MOSCOW, Ald.-gm.

Tel: TOO5 2168126

MOSCOW, Alegris;

Tel+ TOFAOSSTATEYT

MOSCOW, Urfin Juice:

Tel: +7R057E46355

MNORLISK, Ma Styke Mirov:

Tel: BOAOZS B548426
NOVOSIBIRSE, lcehummer:

Tiel: TS TOT B0

SARATOV, Detskiv Mir:

Tel: B4 S840

5T PETERSBURG, Art-Miniatures:

Tel: 0812 332T1H2R

TAMBOW, thhl.r and Igrushki:

Tel: OT5 27288

SERBIA- HIIHTIEH EGRO

BEIL-L_E.I‘LDF, AMET Hobbystore:
Eéizﬁln:;_r,:]ﬁ:. :\r:-.IH Hckbines:
f:lll:ﬁ:i.lﬂf\l}1[. i.;:'{ll-'l:llli'lluhhy' store:
IE:EI.:II:.IFIEI.":L; 1E.II';-"n.‘l'.lli{la' Dragon:

Tef: {0 38T GIHZT22E

NOVI SAD, Dragon:

Telz (50 387 17 636 24038

NOWI SAD, Valhala:
Tel: (80 381 21375538

PODGORICA, Meutron Podgorica:
Ted: (1 3BT &9 0G0 6T

IHEIA'\I[\I Takeda:
: 0 381 2364572

SINCGAPORE, Comics Mart PTE Ltd:
Tel: GREY 3724
SINGAPORE, Comics Mart PTE Lid:
Tel: 6836 $065

SINGAPORE, Comics Mart PTE Lid:

Tel: &5 6462 2751

SINGAPORE, Forgeworks Hobbies:
Tek: 65 6438 5975

SINGAPORE, Paradigm Infinitum Pte Ltd:
Yol 65 6734-3858

SLOVAKIA

KOMARNO, Jonako SRO:

Tel: +IA704550489

KOSICE, Draco:

Tel: +421557296557; +4219055 18060
SPISSKA NOVA VES, War Gaming:
Tel: 421903219195

SLOVENIA

LIUBLIJANA, Crna Luknja:
Tel: 038G 59031220
LIUBLIJANA, Pri Goblinu:

Tel: MICRSE S0H33230

SOUTH AFRICA

BELVILLE, The Boys and Mens Hobby Shop:

Tel: (H)27 21 914 BGAS
BLOEMFONTEIN, The Games Dungeon:
Ted: (MIZT 51 446 5040

CAPETOWRM, Pastimes Retail:
Tel: BOZ7 20 421 1191

CAPETOWN, Wizards Books and Games:

Tel: (027 21 BED 0360
CAPETOWN, Warld of Wargames:
Ted: (027 21 71 4649
!}ID-RIF-GHL[}GF Battle Planet:
¢ (4 27 A24S5 53433
D'I.EBAN The Hobby Specialists
Tel: 0027 31 566 4306
EAST LONDON, Slaters Toy Magic:
Tel: +27 43 7265762
EDENVALE, Plastiks:
Tel: D27 B 7HE 1489

GAUTENG, The Underground:

Tek 427 11 795 3946

jE}HAN'\IESEUHI‘.— Esswex Retail:
(HIZT 11 BHBIGIS

IDHJ".."-.:hEEEL RG, Cruter Limits johanneshurg:

Tel: OOZT 11 48Z 3771

JOHANNESBURG, Outer Limits Pretoria:

Tel: 0027 17 142 4360

JOHANKESBURG, Wirards Book and Games;

Tel: 0027 11 F90 G355
JOHAMNESBLIRG, Warfair:

Tel: 0027 &2 431 2242

JOHAMNESEURG SOUTH, Dragons Den:
Fel: 0027 11 432 3996

MEMLYN,; Top CD:

Tol: 0027 12 361 3122
PIETERMARITZBURG, Games Direct:
Tel: +27 33 342 9978

RUSTENBURL, Warcry:

LUMLANGA, The Hobby Specialists:

il EHlg 1 S AdiH

SOUTH KOREA

SEOQUL, Orc Town:

Til: 026 407 5045

GW GOTEBORG:
Doiimimgaten 52, 411 07,
Tel: @31 133958

GW STOCKHOLM:
Regeringsgatan 30, 111 53,
Tel: 6 213 840

GAVLE, Hobbyshopen:
Tel: 26186259

KARLSTAD, Spel och Fantasi:
Tel: 054 15 10 70

NORRKOPING, Lekhuset:

Tel: 011287070

UMEA, Fantasia:

Ted: 0207 FO3E0 ,

KRISTIANSTAD, Spel pa Vallgatan:

Ted: 044 1071091

GOTEBORG, Wizard Games:

Tel: 01514150

SHE‘.I.EFIEJ«, Lek & Hobby:

Tel: 09101 2980

STOCKHOLM, Dragons Lair:

Tel: 08 654 &0 50

STOCKHOLM,

Science Fiction Bokhandeln:

Tel: 08215052

SUNDSVALL, Orionspel och bicker:

Tel: DED155947

LIPPSALA, Prisfyndet:

Tel: 018106607

VASTERAS, Zetterlunds:

Tel: 021 10 44 W

VAX]O, Helges Hila:

'!F|: 047 02 T8 B9

AMGELHOLM, Brio:

Tel: 0431 #0527

ARVIEA, Perry Data:

Tel: D701 066G

ASARLIM, Lek & Fritid:

Tel: 0454329906

AVESTA, Vega Video:

Tel: 0Z26R0078

BORAS, Hobbex:

Tel: 33418380

BEROMMA, Boink!:

Tel: (26 S04

DALARD, Butiken Svanen:

Tel: 0709625203

ENKOPING, Nallens Leksaker:
Tel: 0171 32750

ESKILSTUMA, Barnens Hus:
Tel: 01481138

ESKILSTUNA, Lasses Leksaker:
Tel: 016130135

FALKEMBERCG, Brio:

Teld: 346 807 &0

FALUN, Tv-spelshiirsen:

Tel: 02327775

FARJESTADEN, Leksaksmagasinet:

Tel: (4B524570

GALLIVARE, Brio:

Tel: (197 GE502

GISLAVED, Brio:

Tel: 037110731

HALMSTAL, Brio:

Tel: 035159175

HAPARANDA, Barnens Hus:
Tel: 049 23 36 G0

HELSINGBORG, Spel Pa Kullagatan:
Tel: 642 1210%

HUDIKSVALL, Albins Leksaker:
Telk: OG505935082

_IE]-N KOPING, Play Planet:

Tel: 036122054

KALMAR, Kalmar Lek & Hobhy:
Tel: 048024717

KALMAR, Ojloy:

Tl 48072003

KARLSHAMM, Brio:

Vel: 045410381

KARLSEDGA, Lekladan:

Fel: 058633333

KARLSEROMNA, Brin:

Tel: 45524082

KARLSKROMA, Fact & Fiction:
Tel: 045516710

KATRINEHOLM, Brio:

Tel: 0150 79720

KIELMNA, Brio:

Fel: OBORZS50

KOPING, MD Hobby:

Tel: 7 3R426T 7T

KUNGALY, Lek & Hobby:

Tel: B30313940

KLMGSBACKA, Brio:

Tel: G001 41 905

LAHOLM, Brio:

Tl I'-'._L_l-lllll:r-l

LIDKOPIMG, Game Maniacs:
Tel= 705 100274

LINKOPING, Alltilek:

Ted: 01310970
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STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE
(=} Indicates Gaming Room facilithes,

HOBBY STOCKIST
Offers a hobly gaming and painting service.

NE ELITE STORE

MNE PARTNER STORE
Stocks mast of the Games Workshap range.

INDEPENDENT STOCKIST

Crificial sellers of Games 'r".'l.lrh'\|l:||l |':|r|:||,||.|| s, *

MEW STORE OPEMING
Indicaies mew slares and slockists,

Stocks the compleie Games Waorkshop range and ofiers Introduciory gaming and painting lessons,

* T B suve fhiy e what vou want in sfock, we recommend caliing the sione st

LINKOPING, Sagoland:

Tel: 013122294

LIUNGRBY, Brio:

Tel: 037213481

LULEA, Barnens Hus:

Tel: (020220045

LUND, Spel pa Clemenstorget:
Tel: 046127810

MALMO, Spel pa Djiknegatan:
Tel: B0 120410

MORA, Lek & Hobby:

Tel: 025071628

MACKA, Amusar:

Tesl II-HI’.-1-1_I:I'.III

NORRKOFING, Hobbvhiirman:
Tel: 11162120

NYKOPING, Laka TV-spel:

Tel: 0135281000

NYMASHAMM, Svens Lek Och Hobhby:
Ted: 068 520 10 991

OREBRO, Brio:

Ted: 1596114989

OREBRO, Modellex AB:

Tel: 9% 611 15 34

ORMINGE, Happies:

Tel: GRT152501

ORNSKOLDSVIK, Lajbans:

Tl (GiRER 3 100

OSKARSHAMM, Brio:

Ted: 491 70 &6

ﬂSTEH.‘.LJNn. Htrhh?h{:ﬂun;
Ted: 06351 1500

FITEA, Barnens Hus:

Teldr 01119910

SAFFLE, Bergers Lek & Bosdttning:
Tel: 053310345

SALA, Elons Leksaker:

Ted: 22410304

SKOVDE, Partaj:

Tel: 051070490

STENUNGSLIND, Brio:

Tel: 0T05EEES

STOCKHOLM, Arcane:

Tel: 0709594500

STOCKHOLM, Brio:

Tel: 087497 146

STOCKHOLM, Happies Hammarby Sjistad:
Tel: 08522394800

STOCKHOLM, Fidelur:

Tel: OB 5302 0270

STROMSTAD, Kjells Lek & Haoblbyy:
Tiel: 05261 54980

STROMSTAD, Leksaksbutiken:
Yel: 0526407333

SVEDALA, Brio:

!::I_ D405 TR

TABY, Hobby & Prylar:

Tel: QRS 1050426

TOMELILLA, Alfs Leksaker:

Tel: 041710008

TROLLHATTAN, Partaj:

Tel: 05207094949

TUMBA, Leksakskungen:

Tol: GBS HESM0

TUMBA, Kom & Lek:

UDDEVALLA, Partaj:

Fel: 052285180

UPPLANDS VASBY, Barnen Hus:
Tel: 086269940

VALLINGBY, Hobby fiir Alla:
Tel: 0707523724

VARBERG, Morrgatans Spel:
Tel: 0340678610

VASTERAS, TV-Spelsborsen:
Tel: 021 113 0014

VASTERAS, Zetterlunds Erikslund:
Tel; 021 104 350

VASTERVIK, Brio:

Tel: 049036171

VASTRA FROLUNDA, Toys:
Tel: 011459401

VETLAMDA, Brio:

Tel: G3AT19990

VIMMERBY, Brio Vimmerby:
Fel: 049231188

VISBY, Lekstugan:

Tel: D498215050

YSTAD, Tv Spelshiirnan:
el 0411 GbbEG

l-l"nl"r‘l-f-'\f"-.' ko6, Games 'R' Us:

Tel: G071 164 D409 2750

thﬁHﬂH F-'lnhum[T‘- Tavs):

DNEPROPETROVSK, Book Shop (Goblin):
Tel: B0 3100 &75 648 558
ﬂﬂ“ﬂﬁlﬁ Maugli:
430 44 456THTY
KHARKOV, Aladdin Toy Store:
Tel: 060 380 577 157 730
KIEV, Budinok lgroshek:
Tel: 00 380 4457 851121
KIEY, Budinok lgroshek:
Tel: (o) 380 445 717 974
KIEV, Budinok lgroshek:
Tielz O 300 445 B2 305
KIEY, Budinok Igm'-uhl.k
Fel: 60 SHD 442 308 156
KIEY, Budinok lgroshek:
Tel: 00 180 444 567 71
KIEV, Charge:
Tl OERSI456TET 1
KIEV, Kinder Land:
+30 (4 4567671
KIEV, Movi EI:a:k:l
Tel: M) 380 442 872 7
ODESSA, Madﬂalmlre Maodell:
&30 449 4567671
UIJ'EE-E'.-\... aodels:
Tel= () 380 505 &2 277
':nl:‘l.-.-t!'rTUl-'Ul., Sevmodel:
Tel: 06 ilh 053 65 400

"-‘I"'n-l”‘.'i-ﬂ Spellscape:

+ 06 TR0 B34 409 ao1

IIIIIIIII ARAB EMIRATES

DUEBAI, Bishops Trading:

Ted: DOST 155 R4ETAT

www.games-workshop.com 111



Club Directory

Gaming clubs are groups of fellow gamers and hobbyists who meet regularly to enjoy the

hobby together.

THE GAMES WORKSHOP CONNECTION

The Gaming Club Network (GCN) is a volunteer
organisation which was started in 1999 to bring together

like-minded clubs for lots of gaming fun.

GCN registered clubs work closely with Games Workshop
on events like Games Day, Conflict events and Campaign
Weekends, making them an integral part of the Games
Workshop hobby. Use the club listing to find a GCN

gaming club near you and get involved.

The GCN strives to meet the following objectives:
* Promote good communications between Gaming Clubs
and Games Workshop.

* Assist in the running of local gaming events.
¢ Support other clubs’ activities.

* Assist in the running of games at the national level.

* Provide a forum for Gaming Clubs.
e To facilitate club development and growth.

e To create a safe environment for people to play in.

GCN BRISTOL,
Porthury Knights:

Contact: Alan Vowles
Tel: 07771 GAS488

GCN BEDFORDSHIRE,

Bedford Gladiators Association:
Contact; David Wilkin

Fel: 0779 1559297

E-mmail: gladiatorbdulkyahoo.co.uk

GCM BRACKMELL,
Bracknell Forest Gamers:

Contact: Dan Currey
E-rail: ducurneyiitalk 1 .com

GON MAIDENHEAD,
MAD Gamers:

Contact: FrancHs |ose
E-mail: fsposciflimey.plus.com

GCN READING,
The Spiky Club:

Conlact: David Cole
E-rnail: spikyclubdhabmail.ooouk

GCN DUDLEY,
Dudley Darklords:

Contact: Paul Sheldon
Tel: 01384 JHB 160

GCM SOLIHULL,
Toll Road Gamers:

Comdact: Mark Shmkin
Ted: (1790 418 7517
E-mezil: tollroadgamersithlueyonder.couk

GOM WALSALL,
Warlords of Walsall:

Camact: Martyn Fumival
Teel= OF 717 475047
E-mmuail; marfyniurmivabi@#hdueyonder.co.uk

GCN WOLVERHAMPTON,

Da Boyz Club:

Lomtact: Llarren i'll:i'_l‘l

Tl 07790 507 351

E-mail: dahoyrkiubiigoogiemail.oom

GCMN HIGH WYCOMEE,

Armageddon Inc.:
Comtact: lames Schafiebd
Tel: 11494 85 905

GCMN BRELADES,

Jersey Privateers Gaming Club:
Conlact: Paiud MNoel

Tel: 31534 738192

F-mail: norlwarlock@anl, com

112 WHITE DWARF

GCN CHESTER,
Roval Guild of Minted Boards:

Comlact: { |1I‘i'\|l:||:||1t'l Hry
Tielz 7976 BTETY2
E-mail: cheis fry@Ervupiilms. cam

GCN CHELTENHAM,

Hyde Clarendon Strategy Games Club:

Contact: Paul Mather
E-mail: paslmatherfitameside. acak

GCN MACCLESFIELD,

Macowargames:

Contach: Duncan Harradine

Wiehaibe: warw mar cwargamees. orgulk
E-mail: harradine 202 @vahoo.co.uk

GCN STOCKPORT,
Stockport Slayers:

Conlacts Laura Keily
F-emadl: marplemarawdersihotmail.com

GCN WARRINGTON,

Spawn:

Contact: Anthony Spiers

Tel: OFF9 313 3077

E-mail: anthany.spiers@btinternet.com

GCN WARRINGTOM,
Warrington Warlords Gaming Club:

Comdact: Pasl Termant
Telk: 09244 67hH 429
Email: parltennantidbntmail . com

GCM CLEVELAND,
East Cleveland Warsmiths:

Comadcl: lames Adams
Teld; 0364771754
E-enauil: jamnses-lord ersi@lnve ook

GCMN MIDDLESEROUGH,
Middlesbrough Gamers Club:

Ceamadct: Sesn Alheetan
E-mail: mgc.clubiigmail.com

GICN REDMCAR,
Redear Ironbeards:

Contact: lan Widdowson
Teld: 01642 503207

CORNWALL

GCN BUDE,
Dice and Dagger:

Contact: Kurl Baker
E-mail; celiofkernowi@aal.com

GEN CORNWALL,
West Cornwall Games Clulb:

Contact: Meil Sha T
E-maik: neilasharpitaol.com

GCN WINDERMERE,
Morth West Warriors:

Contact: Adam or Davinia Turmer
Tel: G7825 511 BE?
E-mail: north_west_warriors@hotmail.com

FRONTLINE

THROW DOWN THE GAUNTLET!

Whether you are new to the hobby or a veteran gamer,

GCN clubs are an ideal place to find and challenge new

opponents. Play in campaigns, leagues and tournaments in

a friendly environment with fantastic scenery, all created by
dedicated hobbyists like you.

SETTING UP YOUR OWN GAMING CLUB

If you would like to set up your own Gaming Club
please contact Bek Hawkby, our Community

Coordinator on 0115 900 4821, who will give you
advice on the basics of setting up and running a club.

This includes providing packs for schools, libraries,
independent clubs and information on the GCN.

Please note, if you are want to set up a gaming club in a

school we will need to speak to a teacher or member of
staff before we can register your club.

GCN CHESTERFIELD,
COGS:

Confact: Anthony Barmes
Tel: 0794 425 BTG4
E-muil: awlldbtinternet.oom

GCN DERBY,
Derby Wargames Sociely:

Conlact: Ben Curry
Tel: 07209 704 565
F-mail: beEndurry |||':|rr|:yw|l|r|znlll'||:'l\.‘=|'||’ fety. oo, uk

GOM PLYMOLUTH,
Cross Swords Gaming Club:

Contact; Anthomy Cross
Tel: D752 BAT 133
E-rruail; I|'|'|:||,.|irl|'l|.'|l L rl.,l:::..-‘f\.'l.'«'ul'l'!'c.l'-cl uk

GCN PLYMOUTH,
Plymouth Association of Wargamers:

Wehisile: www. plymoulrwargamesr.ooouk

GCM POOLE,
Battlescar:

Contact: Paul Cleveland
Tel: D1Z02 305 633
E-mail; panf@hatilescar.coouk

ESSEX
GCN CHELMSFORD,
Chelmsford Bunker:

Contact: Gareth Williams

Tel: 01245 JIRS542

E-mail: edgarethifsky.com
Wiehsite: waww bamkerassaull.co.uk

GOCM ESSEX,
Essex Warhounds:

E-mail: jamescukdianl com

GCM COLCHESTER,
Colchester Games Club:

Combact: Colin Wilsan
E-mail; infod@colchestergamesclub.orguk

GON SOUTHEMND,
Southend Toy Soldiers Club:

Contacts Paul Gayner
Tel: 070891 b 641
E-mail: clubenquiresdholiium,com

GCN SOUTHEND,

Warzone: Southend:

Croenfaci: Michael Byan

Tiel: 10 269 &94805

E-mail: warronesoulhendiisky. com

GOSN THURROCK & ROMFEORD,
Tempus Fugitives:

* Conact Suart Mackaness

Tel: 7R 153020
Webmile: w H'r'l'.ll.'ﬂlf'lllu"-fllﬂ'.ﬂ i, oo,k

GLOUCESTERSHIRE

GCM DURSLEY,
Dursley Games Club:

Conact: Dan Bishop
Tel: 00453 549 377

GCN BASINGSTOKE,
Sad Muppets Society:
Coenfact: Dasid Offen-lames
E-rail: |;|a'|.J|]'1'-'.\.1£||:|||_||,||jrr||.|,.er

GCM PORTSMOLUTH,
Hammer M Ales:

Cnfact: Danle] Fow
E-mail: sonoimy@hobmail.co.uk

GCN PORTSMOUTH,

Shadowspawn:
Contacl: Gary Donaldsan
Tel: 078A2 3L0669

GCHN ASHRORD,
Stanhope Gaming Group:

Contect: Simon Cannon
Tel: 01233 66T 996
C-maill; 5. cannon@ap-ac. ooouk

GCM TUMBRIDGE WELLS,
Tunbridge Wells Wargame Society:

Contact: Calin Stane
Teld: 0 75 240 0211
E-mail: colin@casione.freeserve.co.uk

GCM Lancashire,
Lost Boys Wargaming Club:

Contact: Paul Heron
Tel: 755 304 1458
E-muailt hed14badkarma@blueyonder.co.uk

LEICESTERSHIRE

GCN ARMESBY,
Leicestershire Warriors Wargaming Club:

Conlact: Pairick Foster
Tel: 0796 @16 3471
E-mail: pawinsifyaboo.co.uk

GCM LEICESTER,

Leicester Fal Kats:

Conlact: Anlony Evans

Tel: 7 OO3391 227

E-rimal: anlan% 70 |||'!.."||Ir||| i, I

GCM LEICESTERSHIRE,
S.0.ULG.:

Comtact: Adam Hulchinson
Tel: 0797 Q50 7179
E-rmail: ah 548 keicesier.ac.uk

GCMN LINCOLN,
Gohstyks:

Contacl: Anna Delafiedd
Tel: 0124 643 159
E-mail: adelafieldibtopenworld.com

LONDON

GCN CLAPHAM,
Clapham Wargames Guild:

Contach: Thiomas Pelit
Telk: 7 346h B9 309
E-muail: infofclaphamwargamers.org.uk

GCN COVENT GARDEN,

Cross Gaming Club:

Conlsct: Karl McWillon

Tel: DFBSSASERLE

E-mail; madmackarl53791 iaol.com

GCN LONDON,

Brent Cross Imps:

Confact: Daneel Hompage

Tel: OFBOT T76EM

E=rmail: mouse_of_dangerihotmalooom

GCN WANSTEAD,
Tanelorn Wargames Club:

Contact: Martin Turmer

E-rmaill; martimdurnerif ey com

GCN WATFORD,

Watford Wargames Federation:
Contaci: Bob | o,
Tel: 020 BOTEET 56

MERSEYSIDE

GCN LIVERPOOL,
Liverpool Gaming Guild:
Contact: Leon Lynch

E-mail: club.leon®thobmail.co.uk

GCN RUNCORN,

Halton Daemons:

Contact: Janctte Flemng

Tel: 1926 715 351

E-mall: janctie. flemming@hallon. govak

GCN MORTH WALSHAM,
Blackiish:

Caontact: Dave Hicks
Tel: OF8TT 312 B74

GCN NORWICH,
Aftermath:

Contack: Lew Lowe
Tel: 7921 8549 581

E-mail: lewaftermalhiEbbinbermel. cdim

GCM OLD BUCKEMHAM,
Old Buckenham Bone Crushers:

Contact: Paud Gieling
Wieh: wan banhamaendehebocks tu.lll'u'h-:lfl_:lﬂlh

GCN WYMONDHAM,
Wymaondham Wanderers:
Conlact: Barry McCarhiy

Tel: DT96E0 %95 Y8T

E-mail: xamila 1 @min.com



VISIT THE GCN ONLINE AT WWW.GCNM.ORG.UK
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GCN membership guarantees the highest standard of customer service and safety. As part of our ongoing commitment o our CUSHMErs, We do not promoate any club outside of the Gaming Club Nelwork.

Some of the guys from the Ripley Terror Troopers gaming club work together to construct a Skaven fortress for their gaming tables.

NORTHAMPTONSHIRE

GCN MORTHAMPTOM,

Morthampton Warlords:
Contact: Mark Peal

Tel: 077 D10 4HE 57

F-mail: markysparky TiEholmail com

GCN RUSHDEN,
Phoenix Gaming Club:

Contact: Carl King
Tel; BF9Ta ZR1350

E-smnabl: carlkin AL ibtimlernel.com

NORTHUMBERLAND

GCM BLYTH,

Morthumbrian Adventurer’s Guild:

Contacl: Mark Anderson Caizlier
Tel: OF 73 766 7398
E-miailz Baldyarod hotmail. ook

NOTTINGHAMSHIRE

GCN KIRKBY IN ASHFIELD,
K.LA:

Comdact: David Lot hwarle

F-frial: ||:||||'\-|I|:|||||'i|'\-:ll-''|.||ll'lll.l'II wk

GCN NOTTINGHAM,
Da Wol Notis:

Coantact: Scolt bMiskin
Tel: GFE1S 449875

E-muail; senll II1I-LIII:'|I|I.-|Il'h"l'h"¢ll':|!..l.ll||'l

GCN NOTTINGHAM,
15t Company Veterans:

Combtact l'..'|'|,||".|'|r Walsom
E-mail; swalo2 034Fhatmal, Com

GCM OXFORD,
Oxford Gaming Club:

Confact: Mike Shanp
[el: DTEDZ 7hH4143
E-mumil; make l.I'_.v.rp-Cl. |'|.:||1|l|1l.v..|r:|| iy

SHROPSHIRE

GCN SHREWSBURY,
Gatekeepers Wargames Club:
Combact: lames Sherry

L.kl infnEpatckeepers.me.ak

GCMN TELFORLY,
5. TAG.S Telford:

Contact: Carl Evans
Tel: D952 597927

E-mail: phocniv Jeblseyander.co.uk

STAFFORDSHIRE

GCN CANNOCEK,
Cames Club Cannock:
Contact: Richan] Brvoe=MNyve
Teel: MV547 454 1219

E=mail: lormrichafbricesive, anel ook

GCN TAMWORTH,
TGC:

Crenfaci: Phil Hamn AR
Tel: DI1B2T 2746
E-miail; phithannigan2 00k iy ahod.couk

SUFFOLK

GCM ASSINGTOM,
Suffolk and Essex Gamers:

Comtact: Mark Aldhause
Ted: DT440 TRSSES

GC™ BECCLES,

Crypt Keepers:

Cantact: Chridtine Worster

Tel: 07913 G006 549 (akter Gpm)

GCN BECCLES,

Curious Dwarf:

Contaci: Giles Kixbdnsien

Tel: 079212 Jh00

E-mail girart inusaltiscali.co.uk

GO IPSWICH,

Swarmm Wargames Club:
Conladt: Malt Haoldden

Tel: 01473 B27 208

E-miall; sivarte hiddenhouwse frecsenve ook

GCN NEWMARKET,

Mewmarkel Dwarf Wargames Society:
Cantact: Mark Haynes

E=miail; mark _I'i_'|'| meEser .I:II"{'l'II T ETETE

SURREY

GCH GUILDFORD,
Guildiord Games Club:

Conlacl; Ben Line
Tel: 07799 691188

E-mail: berdiplasticmanbas

GCN MITCHAM,
Mitcham Marauders:

{omlact: |asen Fowler
Tel: 0776 3403472
E-muail: smit chammarasdersihabmail. ook

GCN TOLWORTH,
Tolworth First Founding:

Cowkach: Peter Lomps
Tel: AT 78A 7901 36

GCN WOKING,
1st Founding:

Cisntadt: Ashley Homowood
Ted: 0193 278 7845

GCM BOGMOR REGIS,
BRGA:

Comlact: Frank Hill
Tel: D756 319 H3

E=mail: mrirankhilli#vahodocom

GCM BRIGHTOM,
Brighton Warlords:
Condact: Peler Cooke
Tel: 0797 409 4240

E-meail; pelier oosaked 2 1l arld.com

GCN BRIGHTOMN,
Gamhit Games UK:

Caiflact: Careth Wenn
E-mail: gareth, wynmAnkEnt hwarld.oom

GCN LANCASHIRE,
Coppull & Chorley Knights:

Contact: [onathan Taybos-Yorke
Wehsite: waw.cack-wargamesclub.org.uk

GCN CRAWLEY,
Crawley Magic and Tabletop Games:

Conlsct: Mark Lane
Tel: 74921 355 129

E-mail |."|.||'|n..':|'l'|||.||.lr-'-;u'_-\.'ll.l_1:|'|:ﬂll-'.i| com

GCM HASSOCKS,
Clayton Warlords:

Comiact: Roger Smilh
lel: 07 T1 556 296
E-mail: moger l{-_'a.l“:l!'l-l'-\:'llllll'l'h.'liF.l. (a1} 4]

GCN EASTEOURNE,

Eastbourne Elemental;

L owlach: Luke May

Tel: BF8T 700 3125

Eemiail: lukeswes therlghl@Egmal, com

GCN WALBERTOMN,
Walberton Wargamers:

Contact: Make RBoddham
Tel: 01245 554185

E-rnail: walberiomwarpamersiyahoo.co.uk

WARWICKSHIRE

GUMN MUMNEATOMN,
Muneaton Maodel and Games Clulb:

Cantact: Brian MoCormack

Ted: 0 8Rb 70T 1155

WILTSHIRE

GCN SWINDON,
SWAT:

Contact: john Heai
Tel: 01791 &%2 23R
E-maal: jilextaEntinternet. oom

GCN SWINDON,

Swindon and District Wargamers:
Cafact: Paul Metle

Tel: 00793 00609

E-mail; nettle.tribe@@nilworid, oom

YORKSHIRE

GCN HALIFAX,

Pennine Raiders:
Tel: B14Z 236 9034
E-mmakl: ha r|1|:-||r:'|i'\-':.J.|i.| o.uk

GCN HUDDERSFIELD,

Cellar Dwellars:

Contact: Bichard Ambler

Tel: 07904 11 3974

C-mail: uberiquackidyahoo.co isk

GCN LEEDS,
MNight Owls:

Comlact; Shivve Molan
Tel= 113 325 B4LT

GCM LEEDS,
Leeds Games Clulb:

Contact: Bob MoPherson
Tel: OFHI 144 5512
E'r |||.I' Fimg 'Ill'l"rl'l'l ||.|| L I.I.I.'L

GOCN OSSELT,
Osselt Wargames Club:

Tel: 0192 426 406+
E-mail: pavlmgracedibrinlernet.com

GCN SHEFFIELD,
Dysartes:

Contact: Mick Johnion
Ted; 07743 36808
E-muail; webmasteritdysaries, com

GCMN YORESHIRE,

York Garrison:
Contact: Robey jenking
Tel: 0796 727 7994

E-mnil: s e Imegai b capervvio b ¢ g

WALES

GCN BRIDGEND,

Bridgend YMCA Gamers Club:
Comnfact: Bell Evans
Ted: D165 bl H134

E-mail: billdragan] e tmscali, Cnouk

SCOTLAND

GCN CAITHMNESS,
Morthern Knights:

Conlact: Dase Yeodmans
Tel: 0784 976 048

E-mail: recoelassdbHndernelcom

GCN DUNFIRMLINE,
Dunfirmline Wargaming and
Roleplay Fellowship:

Contact: Brian Forresier

E-mail: dwarfclubisianl.com

GCN EDINBURGH,
Edinburgh League of Gamers:
Conlact: Andv Meechan
E-mail; leaguenigamers-

(T wa i |:':r|:|u|h-.'\.||.'.lh

GCM FIFE,

The Gaming Kingdom:
Tel: GTHE4L97T4
E-mail: krissherrifféthotmall. com

GCMN GLASGOW,

5t Aidens Warriors Club:
Caontact: Alan Hohbs
Eemail: macdonald ¥ 1 7 Shetmail com

GCN INVERMNESS,
Da Klub:

Conbacl: ‘_-.|_1_l|,|-‘.1|ln Alber
Tel: A7ATEH 571223

E-mail: steveindesilaolomm

GON KIRRIEMLUITE,
Kirriemuir Wargames Club:
Comacti David Tulloch

E-mmealls daviad tulboch 1@ lesonned

GCN RENFREW,

WIFPAS:

Contact: Andy Thompaon

Tel: 0141 &R6 2466

F-riail: akh smipenn Ejags 2 4. freeservein sk

GCMN STIRLING,

Stirling Wargamers:

Combact: Paul Brooks

Tel: D786 450 Db

F-enail: pauli@treeandlead phus.com

SAFETY IN THE COMMUNITY
GCN membership guarantees the highest
standard of customer service and safety.

As part of our ongoing commitment to
our customers and hobbyists, we do not
promote any gaming clubs outside of the
Gaming Club Network.

www.games-workshop.com
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AVAILABLE TO ORDE

As well as this mnn.th’s NEW 2, You can buy our products from
releases you can reinforce v 8 the following sources

your Chaos horde with e . ;

plastic kits and great metal
models such as the mighty
Hellcannon. For Space
Marine players don’t forget
about the brilliant new
Veteran models that you can
now buy individually.

* Games Workshop stores  Page 105
* GW Online store Page 119

www.games-workshop.com
e Games Workshop Direct  Page 119
* Independent Stockists Page 105

WARHAMMER
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STERNGUARD VETERAN STERNGUARD VETERAN STERNGUARD VETERAN STERNGUARD VETERAM STERNGUARD VETERAN
WITH POWER FIST WITH COMBI-WEAPON WITH BOLTGUN 1 WITH BOLTGUN 2 WITH BOLTGUN 3
Q9060101409 99060101412 S9060107408 Uu60T1O1410 DAoe0101411
£6, €9, 70dkr, B0sek, B5nkr £h, €9, 70dkr, 80sek, 85nkr 6, €9, 70dkr, 80sek, 85nkr £6, €9, 70dkr, 80sek, 85nkr fh, €9, 70dkr, 80sek, 85nkr

IIIIL |I.I[|I_""'_'. 'L-'.,!Ti.,rlli_‘l I'r;ur I:,'I:,:I!r'll'.li'l-"lq.l‘:-!'l"l.,l
and combi-melta)

Vanguard Veterans

VANGUARD VETERAN WITH VANGUARD VETERAN WITH VANGUARD VETERAN WITH VANGUARD VETERAN WITH VANGUARD VETERAN WITH
POWER SWORD 1 POWER SWORD 2 RELIC BLADE PLASMA PISTOL 1 PLASMA PISTOL 2
99060101415 99060101414 99060101416 GA0e0101413 29060101417
£6, €9, 70dkr, BOsek, 85nkr £6, €9, 70dkr, 80sek, B5nkr £6, €9, 70dkr, 80sek, 85nks £6, €9, 70dkr, 80sek, 85nkr £6, €9, 70dkr, 80sek, 85nkr
Pictures tor illustrative purposes only. Product contents may vary, Products sold unpainted and unassembled, Cerain Citadel products
114 WHITE DWARF AVAILABLE TO ORDER maty e dangerous it used incorrectly. Prices cormect at time of going to press, please contact us for current availability anmd Games
W |rL~.|'|:-|; prices, Frices el are for products sild by Gamies '.".'e>|hu||r|;| thirowgh its oswn stores, ¢ .|:._|||:|-.;|,|-|- or wehsite, Independent

retailers are responsible for determining their own prices



Warriors of Chaos

This set contains 12 multi-part plastic
Warriors of Chaos, which can be
assembled with additional hand

weapons or hand weapons and shields,

and includes options for a champion,
standard bearer and musician.

99120201006

WARRIORS OF CHAOS REGIMENT

e Archaon

¢ Galrauch

* Chaos Sorcerers
* Chaos Lords

e Chaos Chariot

* Dragon Ogres

* Chaos Trolls

e Dragon Ogres

* Dragon Ogre
Shaggoth

e Hellcannon

Example of a Chaos Warrior
with hand weapon and shield.

£18, €30, 225dkr, 270sek, 280nkr

This set contains 16 multi-part plastic
Chaos Marauders, which can be
assembled with flails or hand
weapons and shields, and includes
aptions for a champion, standard
bearer and musician.

CHAOS MARAUDERS REGIMENT
99120201003
£18, €30, 225dkr, 270sek, 280nkr

Pictures for illustrative purposes only, Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products

may be dangerows if used incormectly, Prices correct at time of going o press, |:|||'.'|w-r- contact us for current availlability and Games

Winrk<hon nrice<. Prices nunted aee for nrocduci sold by Games Winrkshon throueh its oaen stores. catalooue or wehsite. Indenendent

Example of a Chaos Marauder
arned with a flail.

www.games-workshop.com

retailers are responsible for determining heir oWn prioes
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This massive multi-part
plastic kit makes a
fearsome Warhammer
Giant and includes a
variety of options including
a club, rocks and even a
man in a cage!

This example shows a
Chaos Giant, and illustrates
just one of the many
configurations of this
versatile plastic kit.

The plastic Chaos Spawn Kit is
one of the most customisable
models we make, with countless
configurations possible using its
plethora of tentacles, claws, horns
and other gruesome appendages.

CHAOS SPAWN
99120102024
£15, €22.50, 175dkr, 200sek, 210nkr

AVAILABLE TO ORDER

g G
Bl

GIANT
99120299011
£25, €35, 250dkr, 300sek, 315nkr

Fallen Giant Template

Every plaver with a Giant needs a Fallen Giant
Template, for those occasions when your
lumbering monster flattens friend and foe alike!
This 3D plastic template is back this month by
popular demand.

IATADLIAAMAIED

. N LpllLLlH.a.".l,_u

FALLEN GIANT TEMPLATE
99220299027
£5, €7.50, 60dkr, 70sek, 75nkr

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



ViR Army Bundles

If you liked what you saw of the armies that appeared earlier in this issue of White Dwarf,
then the army bundles offer you a way of getting all the Citadel miniatures you need to
rampage across the battlefield in one easy purchase.

Phil Kelly's Warriors of Chaos Horde - 29th November :

Here’s your chance to own Phil’s battle report winning army. It’s a great bundle
containing some key models from the latest Chaos release, such as the Chaos
Lord on Juggernaut, Wulfrik the Wanderer and over 90 Citadel miniatures.

CONTENTS

* Chaos Lord on Juggernaut
of Khorne

* Hero on Daemonic Steed

* Sorcerer of Tzeentch

* Wulirik the Wanderer

* 5 Marauder Horsemen

(includes command)

36 Chaos Warriors

(includes command)

20 Chaos Marauders

(includes commancd)

* 10 Chaos Knights

(includes command)

10 Chaos Chosen

(includes command)

* 10 Hounds of Chaos

2 Spawn of Chaos

Alessio Cavatore’s Dwarf nefellllﬂl'S-mlluuamner

When facing Warriors of Chaos, the Dwarf army is a reassuring presence on the battlefield - solid
blocks of infantry with high armour saves, potent dispel abilities, powerful characters and more war
machines than you can shake a battleaxe at. This army bundle typifies these characteristics; there are six
war machines, a Runelord, plus rock-hard elite units such as the Hammerers.

CONTENTS

* Dwarf Lord

¢ Runelord

* Master Engineer

e Battle Standard Bearer

* Daemon Slayer

* Dragon Slayer

e 24 Dwarf Warriors
(includes commanc)

¢ 32 Thunderers/Quarrellers
(includes command)

* Cannon

* Organ Gun

* Flame Cannon

» 2 Bolt Throwers

* 20 Slayers
(includes command)

* 20 Hammerers
(includes commancd)

* 20 Longbeards
(includes command)

* Gyrocopter

PRODUCT CODE: 99110205148

--'l...-.

PEEN .u ;_ 2 -ci“ i s *_..h-t' -LHE__‘__J' e ﬁ'ﬂﬁp& T e b i e oy = Tl R T TR R Maodels supplied unassembled and unpaimied
Pictures for illustrative purposes only, Product contents may vary, Products sold unpainted and unassembled. Certain Citadel products
may be dangerous if used incomrectly. Prices comect at tlime of going to press, please contact us for current availability and Games
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Many hobbyists love to convert their models,
and Citadel Bitz Packs make finding those
ideal components more convenient than
ever. Here are some recent releases.

CHAOS WARRIOR GREAT WEAPONS*

99060201221
£7, €11.50, 85dkr, 100sek, 105nkr

CHAOS WARRIOR HALBERDS*
99060201220
£7, €11.50, B5dkr, 100sek, 105nkr

*These new weapon upgrade Bitz Packs are designed for converting the plastic Chaos Warriors plastic set. Now you can field a unit of these rock-hard
warriors with any of the weapon options allowed by the army list.

Can’t wait to get your
hands on the latest
releases? Read on...

* Get the latest products delivered to your door on the day of release!
* Postage for Advance Orders is only £2

The Lord of the Rings
4th October (released 6th December)

e The Tainted (Foot and Mounted)

* The Undying (Foot and Mounted)
Blood Bowl XXVII

4th October (released 6th December)
e Griff Oberwald

Collectors Range

4th October (released 20th December)
* Animosity Orcs

*£2 postage only applies to Advance Order

products being delivered to addresses in the UK The Tainted (Foot and Mounted) The Undying (Foot and Mounted)
or Ireland. Orders including Advance Order RELEASED 6/12/08 RELEASED 6/12/08
b Wi Bl ufi o i tE vt e " £15, €22.50, 175dkr, 200sek, 210nks £15, €22.50, 175dkr, 200sek, 210nk:
product is released.
Pictures for illustrative purposes only, Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products
] 13 WHITE nWARF ﬂVﬂﬂlLﬂELE TI::I (-}EDFR may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current availability and Gamwes
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HOW T0 ORDER

Our hobby range contains thousands of products, with more added every month. There
are three ways to get your hands on GW products.

At Games Workshop Hobby Centres

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

* In-store order point
All of our stores have a Direct in-store order point which you can
use to access our entire range, including Specialist Games, Collectors
and Bitz Packs allowing you to individualise your Warhammer,
Warhammer 40,000 and The Lord of The Rings forces.

e Gaming Rooms
Like regular Hobby Centres, all Gaming Rooms provide the full
range of Games Workshop services. However they are larger than a
normal Hobby Centre and have many tables, which makes them
perfect for meeting fellow hobbyists.

On Our website at: www.games-workshop.com

R — g T — At g?mes-workshup.cum we offer a fast, accurate and convenient

e service that allows you to order anything from our entire range of
miniatures and other hobby products and have them delivered to your
home or to your local Hobby Centre.

e We aim to despatch all orders in three days, straight to your door.

* You can order ANY Games Workshop product.

e Our Advance Order service lets you order models and products
before they are released, reserving your copy.

e Our complete range includes Specialist
R T ~ERK Games, Collectors and Bitz Packs, with
A new additions every month! Check out er|5|g

S e RS what’s new today. 59‘3'-“'9'1

By calling the Games Workshop
Direct Sales team

If you want to place an order, need

some hobby advice or have a question MAIL ORDER
about Games Workshop, just give us a
call on +44 (0)115 91 40000. OPENING TIMES
K i : . Monday: ...... 10am - 6pm
Our experienced team will guide you :
through the ordering process, answer ey 1 Tam S
N Wed-Sat: ......10am — 6pm

any queries you may have, and are
also on hand for any individual tips
and advice you may require.

Sunday: ........12pm - 4pm

Methods of payment
We accept the following credit cards: Visa, MasterCard, Maestro

(formerly Switch).
VISA '
e B ]

We only accept the following cards in Northern Europe: Visa and Mastercard.

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products

may be dangeraus if used incorrectly. Prices correct at time of going to press, please contact us for current availability and Games www_gameg-wﬂrkshﬂplcﬂm 119
Workshop prices, Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent

retailers are responsible for determining their own prices,
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A TALE OF FOUR GAMERS

Next month we go Apocalypse crazy
as our Four Gamers take their finished
forces to war in a massive fight. Can
the Eldar and Crimson Fists stand
against the Ork and Chaos horde?

LIBER APOCALYPTICA

In a Space Marines special, the
Emperor’s finest get a whole host
of brand new datasheets courtesy
of Jervis Johnson, as we return to
the Liber Apocalyptica series.

ALSO IN NEXT MONTH'S WHITE DWARF:

IORD

IS rL,- TEGY BAT *IE .

THE NINE RIDE OUT

The Ringwraiths are Saurons most
trusted and black-hearted servants;
we look at the new miniatures.

CLASH OF CHAOS

Phil Kelly presents a full-blown
campaign, as the followers of Chaos

battle it out in the north.
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