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aving over-indulged during the holiday period, the New Year is
upon us once again, and the activity around the Games
Workshop Studio is as frenetic as ever — there’s no let-up for us!
At this time of year, people tend to lay down their New Year’s
resolutions, declaring their good intentions for all to see. It's a real test of
stamina just how many people manage to stick to their resolutions; |
know | rarely manage it. In White Dwarf, we've all decided to set
ourselves hobby-related challenges, and help each other through to their
~oletion. The two Andys (that’s Kenrick and Hall) have resolved to finish an army — they
we starting armies, but rarely complete them. As such, they've already started their
uragement campaign’, sending emails and text messages each week to hurry each
=r along, and arranging regular games as an incentive. Likewise, Christian Byrne and

~n More have resolved to complete new armies so that they can attend this year’s 40K

~ane of Skulls Grand Tournament — I'll let you know how they got on later in the year. |
¢ am determined to finish my Space Marines and Empire armies (regular readers will
vare that I've been working on them for what seems like an eternity). Matt Hutson, of
~urse, seems to paint an army every month anyway, so he’s yet to set himself any goals!

One problem that a lot of us have is that our heads are always getting turned by new

I
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&5, which distract us from our current armies. This issue proves that this needn’t be
= case — the Orks are getting a major revisit, which has reignited Orky enthusiasm
==ound the Studio no end. And this isn’t the last time we’ll be covering major releases for
= sting armies; there'll be some exciting surprises later this year. | can’t wait!

Mark Latham, Editor
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14 ‘DA BOYZ ARE BACK IN TOWN 54 WRAAGH! BORK
Phil Kelly delves into the psyche of the Orks and We've gone battle report crazy this month, with four
explains what makes them tick. The short answer: war! mad games charting the rise of Waaagh! Bork and da

Mighty Mangler. Nine players take to the field in this
WAR IN THE NORTH PART TWO il s Bl il
; cavalcade of greenskin carnage.
Our all-Chaos campaign concludes as the players find
out if daemonhood or spawndom beckons.

In a new series, Mat Ward explains the philosophy
behind the forthcoming War of The Ring.

NEW RELEASES

This month’s latest Citadel releases.

NEWS

New Apocalypse kits sighted!

FONE 0F S0mOR 86 RED ONES GO FASTA!

Simon Grant returns with more words of wisdom, this : 1 ;
§ i Some advice and examples on how to give your Ork
time focusing on the proud men of Gondor. : LT ; ; :

vehicles that individual ‘Orky’ touch.

s sshera . 92 CITADEL HALL OF FAME
More ramblings from our resident hobby sage. s i )

We open the miniatures hall of fame this month, and ask
HOBBY ESSENTIALS Jes Goodwin to pick his favourite model for inclusion.

Have your Hobby Drill handy, as we cover pinning. 94 DARK ELF DREADLORDS

The latest events and activities near you.

The painting talents around the Studio are challenged to
paint the best Dark EIf they can.




40,000

BOSS ZAGSTRUK KAPTIN BADRUKK

Boss Zagstruk is the much-feared leader of the Vulcha Kaptain Badrukk is the most infamous Freebooter of all, the
Squad. Zagstruk’s Stormboyz specialise in lightning absolute epitome of the Flash Gitz. He has plied the stars
attacks, falling from the sky and only igniting their in his steel-jawed Kill Krooza for many blood-soaked
jump packs when mere feet from the ground. This decades. For such a prestigious Ork personality, Martin
metal miniature by Seb Perbet perfectly encapsulates Footitt has created the ultimate Flash Git. This metal
this merciless character and is modelled in a dynamic character is replete with his kustom kannon, big banner
: pose, with his clawed, bionik legs poised to strike as and ‘don’t mess with me’ attitude. In battle, Badrukk'’s
i he lands on top of the unwitting enemy. reputation is fully justified, as he has the best armour and
weapons that teef can buy.
BOSS ZAGSTRUK $20 KAPTIN BADRUKK $15
Product code: 99060103128 Product code: 99060103130
Sculpted by Seb Perbet Sculpted by Martin Footitt

BOSS SNIKROT

Snikrot is a deadly presence on any
battlefield and, like all Kommandos, he
goes about war in a very un-Orky way,
preferring to ambush and take his foe
unaware. As you can see from Seb'’s
brilliant model, he is armed with two
large knives, named ‘Mork’s Teeth’.
These keen blades give Snikrot an extra
attack and allow him to re-roll all failed

s s BOSS SNIKROT $15
rolls to hit in an assault. Snikrot’s Product code: 99060103129
expertise in guerrilla warfare also allows Sculpted by Seb Perbet

him to move on from any table edge
when he’s been held in reserve.

Pletures for iustrative purposes only. Product contents may vary. Products soid unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, pléase contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.
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=== e PR e 25 Forethought and pla’nning_are avoidgd by
CATIVHILY el Product code: 99120103020 most Orks, who prefer to just make it up as
\ agsee Sculpted by Martin Footitt and they go along. The Stormboyz are the
. Dave Thomas 2 P ) ’e
exception, preferring to take to the battlefield
with at least some military intelligence under
their caps. They're also keen on fast, lightning
raids and so use jump packs to blast into the
enemy lines. This new plastic kit allows you
to make five complete Stormboyz that can be
assembled in a wide variety of Orky poses.
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GRETCHIN MOB

Gretchin may be smaller than their brawnier
cousins but they possess something that not
every Ork is gifted with — low cunning.
Compared to the Orks they're also good
shots and, as Troops, are good for holding
objectives — if there are no enemies close by!
This plastic set contains ten Grots, and an
Ork Runtherd to keep them all in line.

GRETCHIN $15
Product code: 99120103018
Sculpted by Mike Anderson

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 fo press, please contact us for current

availability and prices. Prices quated are for products sold by Games Workshop through its own stores, calalogue or websile. retailers are resp for determining their own prices.
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Ork Nob with slugga and
big choppa.

Ork Nob with slugga and
power klaw.

ORK NOBZ

Ork Nob with slugga
and choppa.

Product code: 99120103019
Sculpted by Seb Perbet

There are loads of Ork heads to
choose from, so you can make
each Nob in your mob look
unique but no less fierce.

This motorised big choppa reflects
the Nobz using their status to get
hold of the best weapons a Mek
can cobble together.

Nobz rule over and dominate other Orks
because they're bigger, scarier and ‘arder than
all the ladz below them. With this status also
comes the wealth and means to get hold of
weapons and equipment that a normal Boy
can only dream of. This new plastic kit by the
ever-talented Seb Perbet allows you to field
five Nobz, either as a powerful Nobz Mob, or
as champions for your Boyz Mobz. The box
set contains every option available in the
army list - just a few of the many possible
variations are pictured below.

Ammo Runt.

Ork Nob with shoota/skorcha
kombi-weapon.

| =N

Nobz can be armed with a This Nob is armed with a
selection of kustom weaponry, shoota/rokkit kombi-weapon — the
making these brutes even more new kit comprehensively covers
deadly in combat. the options from the army list.

Pictures for llustrative purposes only. Praduct contents may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current

availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website.

D retailers are ble for determining their own prices
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As long as there have been Orks in 40K they’ve had Battlewagons, but it’s been
a good few years since we've seen a plastic kit. Warbosses will be glad to know
the wait has been worth it as the new Battlewagon is a tremendous model and
one of the most customisable kits we've ever produced. This box set contains a
host of weapon options, extra gubbinz and kustom bitz, and is a modeller’s
dream. We couldn’t hope to show all the bitz on this page, so turn to page 26
for the complete breakdown of this mighty vehicle,

See the Battlewagon in
action on pages 54-81

BATTLEWAGON $50
Product code: 99120103017
Sculpted by Tim Adcock, Seb
Perbet, and Dale Stringer




OLLECTORS RANGE

The Citadel Collectors Range offers some exceptional and unusual models exclusively via mail order. The
Collectors Range allows us to produce showpiece models and dioramas for the discerning collector, plus
alternative and unusual miniatures for armies, together with the very best of our extensive historic
archive. The latest releases are shown here; log onto our online store for the full selection.

DARK ELF DREADLORD
WITH GREAT WEAPON

Mike Anderson is fast becoming an honorary
Druchii, thanks to his incredible recent sculpts for
the Dark EIf range. This model is another classic
in the making; an intimidating Dreadlord with his
pet drake perched menacingly on his shoulder.

DREADLORD $15
Product code: 99060212096
Sculpted by Mike Anderson

DARK ELF DREADLORD
WITH HAND WEAPON

This cold-hearted lord carries a fearsome blade
and strikes an aggressive pose, perhaps pointing
to a failed supplicant or calling out the enemy,
daring them to face him in a challenge. A surprise
release from the bottomless Citadel vaults.

DARK ELF DREADLORD WITH
TWO HAND WERPONS

Dreadlords are skilled warriors, able to
cleave through the ranks of lesser races with
consummate speed and grace. This female
Dreadlord is another classic Gary Morley sculpt
from our secret cache.

MOUNTED DARK ELF
DREADLORD

Gary Morley is a veteran sculptor
of the Elves, whether Wood, High
or Dark. Here we have a Dark Elf
Dreadlord mounted for battle upon
a Dark Steed and bearing a rack of
gruesome trophies.

DREADLORD ON DARK STEED ~ $22
Product code: 99060212097
Sculpted by Gary Morley

Turn to page 94 to see some

more great painted examples

Pictures for Mustrative purposes anly. Product contents may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used incorrectly. Prices correct at time of going to prass, piease contact us for current
availability and prices. Prices quoted are for products sold by Games Workshap through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.

www.games-workshop.com 7




BLACK LIBRARY

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

_Www.blackiibrary.com

Sz sspu v

TIME OF LEGENDS: MALEKITH ICE GUARD

The latest book in the epic Warhammer Time of Legends series! The fifth book in the po pe series. After the
Passed over to succeed as king, EIf general Malekith is wracked withdrawal of Impe the ice world of

wac

with jealousy and bitterness and plots his revenge. When he Cressida, a band of Val on a rescue
attempts to seize the Phoenix Throne for himself, Malekith triggers mission to find a strand the occupying
a tragic sequence of events that plunges the realm of the Elves into Chaos forces are ever soldiers spend on
a civil war from which they will never recover. Cressida, the more ta

TIME OF LEGENDS: MALEKITH ICE GUARD

by Gav Tharpe by Steve Lyons

ISBN: 978-1-84416-673-2 ISBN: 978-1-84416-672-5

UK £6.99 Denmark 70dkr ¢ UK £6.99 Denmark 7odkr

Euro €9 Swe/Nor  80skr/nkr Euro €9 Swe/Nor  B0skr/nkr

— TIME OF LEGENDS#—

=40

MALE TH m AN MPERIAL GUARD NovVEL 2+
A Tale of fha-’. Sundering l c E G UAR D
GAV THORP E Steve Lyons

Pictures for flustrative purpases only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at lime of going to press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own slores, catalogue or website. Independant refailers are responsible for datermining their own prices.
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FORGE WORLD

Forge World makes a huge range of resin kits and accessories.
These include super-heavy battle tanks, Titans, upgrades for
Games Workshop’s plastic kits, scenery pieces and busts of some of our
most popular characters. These products are intended for experienced
modellers and are only available directly from Forge World.

www.forgeworld.co.uk

MKIV VENERABLE DREADNOUGHT TR

There are two new Venerable Dreadnoughts stomping around the Forge World bunker this
month. One is from the Ultramarines (main picture), complete with a heavily decorated This Khorne Lord was designed by Simon Egan and
Tyrannic War banner; the other is from the Red Scorpions Chapter (inset). features in Imperial Armour Volume Six — The Siege of
Vraks part 2. The model includes the option of having |
Zhufor helmeted or bare-headed. Another cool detail is |
| the corpse of an Imperial Commissar impaled on his |
trophy rack.

Dreadnoughts designed by
Simon Egan and Will Hayes.

Model designed by Simon Egan.

Pictures for ilustrative purposes enly. Product conlents may vary. Products sold unpainted and unassembled. Certain Gitade! products may be dangerous if used incorrectly. Prices correct at time of going fo press, piease contact us for current

availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, logue or website. pendent retailers are resp ble for g their own prices.
www.games-workshop.com 9
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New Super-heavy Tank Inbound!

The word ‘apocalypse’ might mean the end of all
things, but in Warhammer 40,000 that’s far from the
truth — this March we’ve got a swathe of Apocalypse
releases, including a brand new super-heavy tank. Yes,
the Shadowsword above is no Forge World model, but
a new plastic kit! The best news is that this is just one

Our friends at Fantasy Flight have been busy
making sure that Warhammer 40,000 Roleplay:
Dark Heresy is back in stock. In addition, the
Games Master’s Screen, Purge the Unclean, and
the Inquisitor’s Handbook are also back in stock,
and this time in glorious hardback. As if that
wasn't enough, a brand new supplement,
Disciples of the Dark Gods is also out now.
Fantasy Flight has also been polishing up the
latest version of Talisman, with new packaging,
plastic playing pieces and rules. For those of you
who have already bought the fourth edition of
Talisman, then there’s a special upgrade pack that
includes the new figures and the rules updates —
check out the Fantasy Flight website for details.

Fantasy Flight Games and the FFG logo are trademarks of Fantasy Flight Publishing, Inc. All Rights Reserved to their respective owners.

NEWS

You can find more details at:

REINFORGEMENTS

of six possible super-heavy variants you can make
from the same box set.

To find out more about the continuing Apocalypse
- not to mention the other new stuff out in March —
you'll have to wait until the special bumper edition
WD350 in a few months time.

FantasyFlightGames.com




At the time of writing, the Studio has just finished
unpacking after a successful UK Games Day
2008 (I know, | know, it was ages ago, but we
work quite far in advance, you understand — Ed).
Some of the best painters in the Studio entered
some fantastic models in the Golden Demon
Open Category. This hotly contested category
was won by Joe Tomaszewski’s fabulous Marneus
Calgar miniature. Congratulations should also be
extended to sculptor Mike Anderson, who won
bronze with his large-scale Warhammer pirate
diorama, and to ‘Eavy Metal painters Fil Dunn
and Keith Robertson, who made the final cut with
their respective Tau Battlesuit and Lizardman Scar Joe Tomaszewski won gold in the Open
Veteran models. A big ‘well done’ to all of them — Category with this fantastic model.
they've done the Studio proud.

‘Eavy Metal’s Fil Dunn made the final cut
with this great Tau Broadside Battlesuit.

Keith Robertson’s beautifully painted Skink
Chief was a finalist in the Open Category.

Matt Hutson has just
finished his Mighty
Empires-esque map of
Armageddon for his
latest Warhammer
40,000 campaign.
Space Marine and Ork
players across the
Studio are busy
preparing their forces
to re-enact this famous
piece of 40K history.
We'll reveal how he
made this cool map
later in the year.

Mike Anderson won
bronze with this
scratch-built diorama.

John Blanche is on the
hunt for new talent, as
he’s in talks about
starting up a new art
apprenticeship
program. Budding
young illustrators
should start sharpening
their pencils now, as
we'll be giving you
more details very soon.

www.games-workshop.com
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What's on the Weh!
The Games Workshop website

continues to be the next best place
(after White Dwarf, of course) for all

your gaming news and needs. Under FIREBALL

the stewardship of Adam Troke, the

website is a great archive of hobby Cast ON 5%

lore, with articles both for new S

releases and fresh material for all T.f.’f.:srf'-'r-etff"*";;m
rowaras

your favourite armies. explodes ar
magical fire.

e Step-by-step guides for the O

hits.

new Ork kits. e
® Reprinted Warhammer magic

cards ready to be downloaded

for your games!
¢ Rick Priestley revisits Mighty

Empires in this web-exclusive!
e Showcase of the various Ork

armies found around the Studio,

with a handful of tactics thrown

in for good measure.

Coming Soon

e A closer look at the Lizardmen
plastics.

e A Necron Tactica.

www.games-workshop.com

Direct Dehit Suhscriptions

For years, the best way to get your favourite hobby
magazine has been to take out either a 1 or 2 year
subscription. As well as offering great value for money,
subscriptions ensure you never miss an issue, and each
month it gets delivered straight to your door.

Now, however, there is a new, better way to subscribe.

When you take out a White Dwarf Subscription with
Direct Debit you can make even greater savings as we give
you your first three issues for just £5! Continue your
subscription for only £9 every three months and get every
third issue for free!

Setting up a subscription by Direct Debit couldn’t be
easier. Simply fill in and post the form at the back of this
magazine, then sit back and wait for your next copy of
White Dwarf to arrive. Alternatively, if you can’t bear to
take a pair of scissors to your beloved magazine (and who
could blame you), copies of the form are also available to
download from our website or from your local store.

12 WHITE DWARF NEWS
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Become a Retail Manager

For the last few months we have been running our
Become Legendary Recruitment Crusade to find great
people to come and run our retail stores. So far, we've
seen and spoken to hundreds of potential candidates
and even as we write, over a dozen people are
currently going through our Management Training
Programme in preparation to running their very own
Games Workshop store.

We will always be looking for great people to come
and work with us, so why not visit our specially
designed website to find out more and to see if you
have what we are looking for or, if you can’t wait, you
can call us on 0115 8766860 or 0115 916 8§479.
Alternatively, send a CV and covering letter to
hr.recruitment@games-workshop.co.uk.

www.become-legendary.co.uk
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REGISTRATION BEGINS NOW..

= _'*' stmas has come and gone, bringing with it a

w o= o terrible songs, lashings and lashings of ginger
Se=e e :"'Ktmas Turkey and depending upon Whether

5o had been really nice may (.VEI'I have |ece|ved
s tow soldiers from caring relatives.
%5 so many of you now in possession of (hopefully) a
S 2=y, regiment, or perhaps even just an army general,
w==ed only right and proper that we kick off the New
=2 wth our lron Halo in-store winter activity.
ssoushout January and February all of our stores will
series of modelling, painting and gaming
; <. Like all in-store activities they are completely
“== sowever, when you complete a number of workshops,
be rewarded with an awesome Iron Halo pin
d certificate.
store will be setting their own workshops so, to
“ out what's going on near you, simply pop into your
oCa es Workshop store and have a chat with our
<= They're a friendly bunch, eager to share their passion
- the hobby, and will soon have you well on the way to
=cting, painting and gaming with your very own army.

Te register for this year's Iron Halo, simply pop
imte your local Games Workshop store and ask
2 member of staff. Find your local store with
pur online store locator at:

www.games-workshop.com
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4 Orks love being Orks because all they care about is carnage
{ and war. Phil Kelly looks at the new Orks storming into the
fray and — more importantly — why it’s good to be green!

Go to any Games Day anywhere in
the world and you'll find them -
screaming, stomping, shouting masses of

crazed brutes bellowing at the top of
their lungs, and (you guessed it) this is
just the players we're talking about here.
Little else in the 40K universe can invoke
such unbridled enthusiasm.

Perhaps the Ork appeal is in their
unguenchable lust for fightin” and
scrappin’ — heinous acts of violence are
as natural to a greenskin as eating or
drinking are to a human. Perhaps it's in
their ramshackle but robust technology,
or their love of big, loud guns — guns that
spit out great torrents of bullets, crackling
energy beams or even more bizarre
ammunition (release the Snotlings!).
Maybe it's the fact that, because of their

T here’s just something about Orks.

brawny and ready-to-rumble outlook,
the Orks can never truly be beaten.

Then again (and my money’s on this
one), perhaps it's the absolutely stunning
models in the Ork range, a collection of
alien warriors so fine that hordes of
people have been ‘going green’ ever
since last year’s Codex was released. A
few months back the warbands from the
Assault on Black Reach boxed game
made their mark, boasting amazing new
Warboss, Nob and Deffkopta models,
and the Ork range became even more
appealing. This month, the greenskin
hordes are bolstered yet again by even
more top-notch releases, including manic
Stormboyz, cunning Grotz, deadly Nobz
and the killiest, growliest vehicle a
Mekaniak could wish for.

Grab yer shoota, we're going in...

VYVVVVVVY

IN THIS ISSUE:

m Waaagh!: One Ork is
bad news, a planet’s
worth can collapse an
entire system in a
crusade of violence.

b7 Rolling Thunder: The
nuts and bolts of the
new Battlewagon kit
- it’s a beast.

Py Clan Loyalties: The
major clans of Ork-
kind, from the light-
fingered Death Skulls
to the speed-crazed
Evil Sunz.

Waaagh! Bork: The rise
of the crazed Ork
Warlord known as the
Mighty Mangler of
Bork, including no less
than FOUR battle
reports and the largest
gun we've ever seen!

Red Ones Go Fasta:
A Mek-tastic vehicle
showcase.
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The Ork Codex is a
104-page book that is
crammed full of all the
rules and background an
Ork Warlord needs to
wage war across the
galaxy. Inside you'll find
the Ork army list that
allows you to muster
your collection into a
lean, green killing
machine suitable for the
tabletop battlefield.
There are also pages of
detailed background
about the greenskins,
including their culture,
their tribes and the
genesis of the Ork race.

AAAAAAAAA

rks are the most brutal and warlike of

all the alien races that plague the

galaxy. Green-skinned monsters that
live only to fight, the Orks delight in
spreading carnage and mayhem. In fact, so
great is their need for conflict that they will
happily fight amongst themselves,
indulging in bloody wars with their own
kind just for the thrill of battle. Though
these battles satisfy the Ork bloodlust in
the short term, eventually the greenskins
will hunger for war on a massive scale.
Inspired by a vision, one Ork will rise up
to lead his fellows in a mighty crusade that
the greenskins call the Waaagh-Ork - or
more commonly, the Waaagh!, which is far
easier to shout.*

*Waaagh! always carries an exclamation mark because
it is an alien word that can only be correctly
pronounced at deafening volume.

JANU-WAAAGH!-RY
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THE SEEDS OF DESTRUCTION

Ork Waaaghs! are galactic crusades that
start with a vision of conquest harboured
by a single Ork. Although the Weirdboyz
fulfil the role of shamans in Ork society,
the real high priests of the barbaric Ork
gods are the Mekboyz. The Mekboyz are
far more than simple mechanics; in many
ways they stand at the core of Orkish
civilisation. Without the Meks the Orks
would be without their beloved guns, bikes
and engines of war. Without the Meks the
Orks would be confined to their parent
planets, unable to take the fight to the stars,
And without the Meks the Orks would be
bereft of that most inspiring of sights, the
metal-skinned incarnations of the Ork
Gods themselves. It is the building of these
titanic effigies that triggers the most
important and epic of all events in Ork
society — the Waaagh! itself.




The Waaagh! is a spontaneous
happening which starts suddenly in
obscurity but gradually gathers a deadly
momentum. More and more Ork
warbands, clans and tribes become part of
the gathering strength of the Waaagh! In a
process that may take up to 300 years to
reach its peak, the whole of Orkdom in a
star system becomes agitated, disturbed
and dynamic (well, even more so than
usual). The Waaagh! is the ultimate
expression of Orkdom in the universe, a
time when the disparate tribes come
together; a time of great works, migrations,
wars and conquest. Orks throughout the
system and beyond take to the warpath,
and a relentless avalanche of violence is
unleashed upon the world.

OF GODS AND ORKS

Orks and the Ork way of life are strong
and robust forces in the universe. After all,
Orks are a highly successful race, able to
survive, expand and prosper almost

66 he Waaagh! is the ultimate expression
of Orkdom in the universe, it is a fime
of great works, wars and conquest 9@

effortlessly in comparison to the struggles
of the civilised races. Because of this the
Ork character, which is strong and virtually
invulnerable, has its reflection in the Warp
in the form of the belligerent, boisterous
and indistinguishable Ork deities known as
Gork and Mork. War, conquest, migration,
feuding, the din of weapons and the
warcries of the greenskins are but the
laughter of these barbaric gods.

An idea of the appearance of Gork and
Mork can be garnered simply by looking at
the titanic Ork war machines known as
Gargants — and to a lesser extent, the more
common Stompas — which are constructed
in the image of the Ork deities.

Experienced greenskin players know that
the Orkiest tactic of all is to overwhelm
the enemy with sheer numbers. Luckily,
Ork Boyz are among the best basic
Troops in the game — cheap, tough and
able to dish out a ton of attacks on the
charge. A full mob can take a great deal
of punishment and can potentially dish
out no less than 120 Strength 4 attacks,

DA GREEN

so make sure you have lots of dice! Even
better, a Nob with a power klaw can
take out anything the Boyz struggle with.
Grots are great for cementing your
numerical advantage and, like the Boyz,
they are excellent at claiming objectives
- they can sneak onto that vital location
whilst the Boyz get on with the business
of clobbering the foe!

www.games-workshop.com 17



One of the most notorious Ork
Freebooterz in the galaxy, Kaptin
Badrukk plies the stars in his steel-
jawed Kill Krooza.

The largest of these Ork war machines
behave very much like the Ork gods — they
lumber about leaving a trail of devastation
wherever they roam, and never shun a
fight. After all, in Ork mythology, Gork and
Mork are never truly defeated — they
simply shrug off the blows of the other
gods with a laugh before clobbering them
with a swing of their mighty clubs.

A Waaagh! usually begins in earnest
when one of these metal monstrosities is
constructed upon an Ork-infested world.
The Mekboyz who build them work from a
vision held within their imagination,
adding more and more guns and gubbins
as they go. Despite their individual
differences, each Gargant is not only a
towering war machine with awesome
destructive power, but also a smoke-
belching, fire-breathing idol built in the
image of the gods themselves. A Gargant is
hence both the ultimate war machine and
religious idol united in one form. During
the process of contruction the largest and
most belligerent of the tribe’s Orks will
bash together enough heads to guarantee a

kind of leadership and perhaps even an
anarchic kind of organisation. It is these
Orks that form the Warbosses and Warlords
of the emergent Waaagh! - after all, the
Mekaniaks at the heart of the burgeoning
crusade already have their hands full
building more and more engines of war.

THE GREAT GATHERING

As word of the emergent Waaagh! spreads,
more and more Orks will hurry to the
construction sites and shanty towns at its
heart, each tribe gearing up for a tussle of
galactic proportions. Soon the numbers of
greenskins pass into their millions. Vast
flotillas of war machines and vehicles are
hastily constructed and more and more
Orks flow to the side of the new Warlord at
the forefront of this new age of violence.
Other Meks, somehow aware that the time
of gathering has come, follow the psychic
reverberations produced by the emergent
Waaagh! fever to its source. Wherever they
may be, Meks begin constructing machines
for transporting themselves and their
entourages of Lootas, Burnas and Grots to

18 WHITE DWARF

Ork Stormboyz are absolutely great at
getting into combat really quickly. Their
Rokkit Pack special rule allows them to
move 12+D6" per turn, bolstered by a
further D6" if they opt to run instead of
shooting their sluggas — very useful for
getting into position. With a potential
assault range of 24" and the option to
take a tooled-up Nob, this is truly a Fast
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Attack unit to be feared. If you want
even more punch, why not take Boss
Zagstrukk? He enables the unit to Deep
Strike straight into combat, meaning
your Boyz won’t get shot up, and as he
drops onto his prey the grizzled old
buzzard’s bionik talons act as a power
klaw that strikes at his normal Initiative
value. Kerrunch!




SNEARY DEATH

Kommandos are extremely good at taking
out those annoying Heavy Support units at
the back of the enemy lines. With their
Infiltrate, Move Through Cover and Furious
Charge special rules, Kommandos can pile
into the enemy lines from an unexpected
direction. Ork players who have had
trouble with enemy weapon teams might
like to upgrade their Kommandos with a
couple of Burnas, or even take Boss Snikrot
himself. Snikrot is the embodiment of Orky
kunnin’, his arms wrapped with the dog-
tags taken from his many kills. The Boss’
Ambush rule allows his Kommandos to
enter play from any table edge they wish
and, with his six S6 attacks and re-rolls to
hit, Snikrot’s mean as hell in a fight.

Boss Snikrot

Kommando

Kommando

Kommando with burna

Kommando with big shoota

the Gargant production sites. Some grind
across the wastes in immense steam-
powered tractors, others float across the
mountains in gyrocopters or dirigibles, and
some even plough through the seas in
ramshackle submarines. The site soon
becomes like a buzzing swarm of disturbed
insects as more and more Meks arrive in
their odd contraptions every day and start
building their own projects. Soon, Meks
arrive from off-world in patched-up Space
Hulks, Roks and customised spacecraft.
Those without the vision or ability to
construct titanic engines of destruction

build large and impressive Battlewagons,
Dredd Mobz or battle fortresses with which
to roll into battle.

Before long, the site of the Waaagh!
reverberates to the clangour of hammers on
metal, the yells of overseers and the

 jabbering voices of millions of Orks,

Snotlings and Gretchin. Scaffolds are
erected and, within these cradles of steel,
the great metal hulks that will become
Gargants and Stompas begin to take shape
from the mountains of scrap metal gathered
by the Boyz. Great cranes and winches

66 Grear furnaces, like gaping red
mouths, make the entire vista
resemble some mechanical hell, ,,

move huge armoured plates into position.
Heavy machinery is dragged up ramps by
hordes of groaning slaves. The sounds of
pumps, bellows and drop-hammers
becomes almost unbearable. Great
furnaces, like gaping red mouths, light up
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Warbikes, Warbuggies and Trukks all
share one very important quality:
mobility. Large mobs of Ork Boyz,
though strong and resilient, can be
cumbersome and take a while to get into
position. A unit of Boyz mounted in a
Trukk, on the other hand, can get into
combat in the first turn without breaking
a sweat (OK, maybe a little extra

Waaagh! movement helps...). Small
mobile units of Warbikes and Buggies are
great for laying down suppressive fire,
mowing down infantry and grabbing
objectives toward the end game, but if
you want a real monster of an assault
unit, try a Warboss mounted on a
Warbike with a Nob Biker retinue — they
are practically unstoppable!

VVVVVVVVY]

ORKS AND THE
CULT OF THE IMPERIUM

The Orks know men
worship the Emperor as
a deity and have seen
his shrines on many
worlds. The Orks
regard him as the war
god of the humans,
something which they
can relate to since their
own gods are war gods.
They see the Emperor
as the power behind
vast armies, fleets and
military technology.
That his servants are
weedy humans does
not alter the view that
the Emperor is a
powerful deity of war,
accorded almost equal
status to Gork and
Mork, for he has sent
his armies against
Orkdom for millennia.

AAAAAAAAA
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the scene at night, making the entire vista
look like a feast in some mechanical hell.
Presiding over it all are the Mekboyz,
scrutinising plans and shouting instructions
to their Loota and Burna mates below.

Eventually the greenskin war fever
reaches critical mass. The Gargants are
nearly complete. The arsenals of the
Warlords are chock-full of weapons and
ammunition. Whole mobs of Deff Dreads
and Killa Kans stand in ranks amongst great
armed camps that sprawl| all the way to the
horizon. Feuds and rivalries are
temporarily put aside as every greenskin in
the system gathers under the banners of the
greatest of the local Warlords. The
scaffolding is pulled down from the Ork
war engines and, with a belching of smoke
and a terrible slowness, the Gargants come
to life. If any nearby worlds or continents
happen to harbour any non-greenskin
races, those unfortunate souls are in deep
trouble - those near the nascent Waaagh!
will be crushed by the Orkoid armies in a
series of wars that the Orks consider a nice
convenient warm-up to the real thing.

It is at this point — usually when the
Orks have managed to lay their hands on a
really big Space Hulk or other interstellar
craft — that the Waaagh! boils forth into the

JANU-WAAAGH!-RY

galaxy at large. Such Waaaghs! are all but
impossible to resist, as millions of battle-
crazed warriors descend upon each world
in their path in a tide of Orkish
malevolence. It is through these massive
conquests that the Orks have spread across
the galaxy from the core to the outer rim.
A Waaagh! can change history or plunge
a system into a state of unending war, but |
a single Waaagh! can theoretically be
stopped. Unfortunately, according to
Imperial records, there have always been
dozens of active Waaaghs! in progress at
any one time. If ever the Orks truly united
as a race in a single galaxy-spanning
Waaagh!, no force in the universe could
stop them.

THE LAUNCHING OF THE WAAAGH!

A Waaagh! may take years to reach

a planet that has something worth
conquering upon it. The Space Hulks,
Roks and Kill Kroozas of the Ork fleet often
just blast into space in a random direction,
often becoming lost or even entering a
gateway into the Warp in their in their
haste to find something to kill.
Unsurprisingly, this optimistic approach
frequently backfires, so that entire fleets of
war-starved Orks are always adrift out in
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Mek with
kustom mega-blasta

Loota with Deffgun

The Lootas and Burnas box set bursts at
the seams with big shooty guns. Lootas
come to battle packing Deffguns — so
called "cos they mean death to anyone in
the crosshairs, and deafen the user into
the bargain. These ramshackle creations
fire D3 shots each - simply roll once and
multiply the result by the number of
Orks in the unit. This can result in a

Burna Boy

massive 45 Strength 7 shots from a full
unit of fifteen Lootas! Burna Boyz carry
Burnas, fired as flamers (yes, you can
theoretically get up to 15 flame
templates out of the unit) or used as
power weapons in an assault. This may
not be ‘dakka’ as such, but fifteen angry
Orks with power weapons and Furious
Charge definitely makes up for that!

Burna Boy

Loota with Deffgun

Lootas and Meks wield all manner of bizarre weaponry.

Bic CAME

UNTAS

Tankbustas like nothing better than getting in
close and launching their rokkits, or even running

up to vehicles and whacking them with a

tankhammer. The secret to using the Tankbustas

correctly is getting them close to a vehicle, where
their specialised weaponry can do its thing.
Altogether now: ‘Release the Squig bombs!’

Squig bomb

Tankbusta Nob

Tankbusta

Tankbusta
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The Orks call the specialist castes of
greenskins within their society
‘Oddboyz’, and with good reason.
Mechanically-obsessed Meks carry
force fields and the infamous Snotling-
launching shokk attack gun to war; the
Runtherds shepherd great mobs of
shrieking Grots into the enemy; and the
sadistic Painboys stitch the richest of
the Boyz back together when the limbs
start flying. But oddest of all Oddboyz
are the Weirdboyz, conduits of
Waaagh! energy, who can launch great,
crackling blasts of psychic power at the
foe — even if a few of the Boyz cop it in

the process!

Weirdboy

Big Mek with kustom force field

Painboy

Runtherd

VYVVVVVYVY]

ASSAULT ON

BLACK REACH

The Assault on Black
Reach is famous for
the epic struggles of
Captain Sicarius of the
Ultramarines as he

| tries to locate and
destroy the ferocious
Warboss Zanzag. It's
also famous for being a
boxed game packed
with tons of gorgeous
new Space Marine and
Ork models, including
a magpnificent Warboss
model, twenty Boyz,
five Nobz and three
lethal Deffkoptas!

&
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the void. Still, the Orks aren’t fussed about
strategy or planning, and so the first
inhabited world they find will normally
suffice. By the time the Orks identify their
target planet, they are buzzing with pent-
up frustration and violent energy that they
simply cannot wait to take out upon
whatever they find on the world below. At
an unspoken signal, their fleet of ugly and
ramshackle ships surges towards low orbit,
with bulk landers and asteroid-based Rokks
plummeting earthwards and making
planetfall to disgorge thousands of Boyz
and war machines into hastily assigned
drop-zones below. Some Ork Warlords
have Meks who employ erratic ‘telly-porta’
technology, allowing them to send the
Boyz planetside in the blink of an eye.

It is then that the Waaagh! truly musters
for war. These grand assemblies are an
awe-inspiring sight, a teeming, anarchic
mass punctuated by loose pockets of order
and discipline where the Nobz and
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Warbosses hold sway. The lands around
the drop-zones are quickly covered in
bellowing aliens and smoke-spewing
vehicles. Armies of greenskins stretch
across the horizon, raising their banners '
high to proclaim their reputations and
allegiances. A heaving tide of Ork warriors
roars and chants in what passes for unison,
the thumping tread of a million iron-shod
boots like the threatening rumble of a
storm about to break. Bikerz, Deffkoptas
and Trukk Boyz zoom off into the distance
in all directions, pushing their kustomised
engines of war to the limit in their haste to
locate the planet’s defenders. Behind them,
Deff Dreads and Killa Kanz hiss and stomp
forward, piston-driven klaws snipping and
shearing as pilots test their deadly
machines for combat readiness. Throngs o
gun-toting Boyz fire streams of bullets into
the air in sheer jubilation, the crackle and
bang of experimental weaponry a searing
counterpoint to the staccato rattle of sh
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Ork Nobz are the ruling caste of the
greenskin race by virtue of their size,
strength and hed-kickin’ skills. Sure,
some Nobz may smell like a

Squiggoth’s hindquarters, but anyone
who points this out invariably ends up
as dinner. They can be found leading
mobz of Boyz, or ganging up into well-
‘ard Nobz Mobz. There are many
different kinds of Nobz and, as they
‘konfiscate’ all the best gear from the
lads, they are inevitably well equipped.
Nobz with custom kombi-weapons,
Nobz with power klaws, Cybork Nobz
with bionic bodies, Nobz with big
choppas, the list goes on. Lucky the
new plastic kit is so versatile, especially
when bolstered by the metal Meganobz
and the mob from Black Reach!

Meganob with kombi shoota-skorcha

Nob with power klaw and slugga Nob with slugga and choppa

Nob with slugga and choppa

fire, Swarms of Gretchin scurry out of the
way of iron-tusked Battlewagons, mighty
beasts made of metal and menace that
prowl toward the front of the horde, their
totem-clad kannon turrets swivelling in
search of prey. The skies above are
streaked by rokkit contrails as mobs of
Stormboyz corkscrew and dive through
the air, their guttural barks of excitement
drowned out by the roar of jet engines as
Fighta-Bommas streak overhead. At the
rear of these hordes, from the cavernous
hellies of the Ork bulk landers, the colossal
Gargants stride forth, the earth itself
breaking apart at their thunderous tread.
In response to the sight of their living gods,
a deafeningly loud roar issues up from the
horde. It is a sound so loud that it shakes
the bones and scars the psyche of all those
who hear it.

This is the Waaagh!, the earthly
incarnation of an insatiable alien warlust.
Those who stand in its path are lost.

WAAAGH! BORK

Not all Waaaghs! start
with a visionary Mekboy.
Some Warbosses are
possessed of such strength
and fierce personality that
they can simply bash
their visions of conquest
into their tribemates with
a blunt instrument! One
such Warboss was the infamous Mighty Mangler

of Bork, Killjaw. Killjaw was a raving-mad tyrant who resolved to
shoot down the moon of Bork with an unfeasibly large gun known as
da Krater Maker before taking his Waaagh! to the stars. Naturally, the
Imperial troops stationed on and around Bork had other ideas, and
called in the Space Marines to defend their beleaguered planet from
the raging hordes. Turn to page 54 to see how the struggle between
this mad Warlord and a resolute Imperium unfolds...

AAAAAAAAAAAAAALAAAAAALALAALAA
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RoLLNCTHUNDER

For both the prestige and the sheer amount of killin” such steel monsters can rack
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up, any Warboss worth his teef wants a Battlewagon or three in his warband.
Andy Hall talked to one of the designers, Dale Stringer, about this great new kit.

as a plastic Ork kit released soon after

the original Rhino way back in 40K's
history, in the days of Rogue Trader. This
venerable old kit went off sale quite
sometime ago and so there’s been a bit of a
Battlewagon drought in the intervening
years; a drought greenskin players will no
longer have to suffer thanks to the brilliant
new model.

Vehicle master Tim Adcock created the
first mock up of the new-look wagon while
Seb Perbet tackled the crew, but it was
design engineer Dale Stringer who took up
the lion’s share of the work on this project.
‘It was very labour intensive. | think |
worked on it for about 12 weeks but the
results have been worth it’, says Dale.
Working from the mock-up, he set about
digitally creating the vehicle inside an
application called SolidWorks. For those of
you thinking this happens with some kind
of 3D laser scanner that zaps the mock up
into the computer in a magical fashion,

T he Battlewagon's first incarnation was

you couldn’t be more wrong! This is a
manual process. On the desks of the
designers, along with some incredibly
powerful desktop computers, there are all
sorts of geometry apparatus and other
mathematical instruments that Dale and his
colleagues use to measure and input the

&6 When it comes to designing your
battlewagon your Mek’s twisted

imagination is the only limit! @

On The Web @

Visit the Games
Workshop website for
the definitive guide to
assembling and
painting your Ork
Battlewagon, including
Neil Hodgson’s
awesome illustrations.

dimensions of every single component into
the SolidWorks programme. ‘Once the
designer has handed us the mock-up, as
was the case with the Battlewagon, we rip
it apart, breaking it down into its
constituent parts, which are then measured
up and created as wire-frame models in the
application’, Dale says.
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Once a digital model of the kit exists,
the real value and expertise of the
designers begins to shine through, the
Battlewagon being the greatest example so
far of driving this process forwards, as Dale
explains. ‘Digital modelling allows us to
get the best possible fit between the
components. What | wanted to do with the
Battlewagon is get the tight, snug joins
you'd expect on clean, streamlined kits like
Space Marine vehicles, but still have that
characterful, ramshackle look that makes
an Ork vehicle so distinctive.”

Tim Adcock and Codex author Phil
Kelly worked closely together when
coming up with the concept and rules for
the Battlewagon, the idea being that no
wo Battlewagons were the same, and so
the model needed to reflect that. ‘The
challenge was to keep the definitive Ork
look but make the kit as modular as

- possible,’ continues Dale. ‘The digital

BATTLEWAGON RiT

process really helped us with this, so we
could keep the hatches the same size and
make the turret bases in unconventional
shapes that looked very Orky, but could
still be placed on the main chassis in
numerous ways. The weapons, too, can be
placed just about anywhere. You can even
use vehicle upgrades from other recent and
to-be-released Ork kits, such as the
wreckin’ ball from the Ork Trukk.’

This all means you can create a vehicle
in any configuration you choose. You can
keep the deck area sparse so that you can
transport loads of Boyz or, by moving the
turret forward on top of the cab, you can
have a halfway house between gun
platform and troop carrier, or you can turn
your Battlewagon into a heavily armed
tank, it really is that versatile. When it
comes to designing your Battlewagon for a
forthcoming battle, your Mek’s twisted
imagination is the only limit!

1 Main chassis
assemblies
ST
8 Enginegrille

9 Rear plate

REEP ON TRUCRIN'

Coming soon to a Mek’s
workshop near you, a
special Direct-only
frame that will allow
you to add even more
bitz to your shiny new
Battlewagon —
specifically the all-
important deff rolla
which is perfect for
turning your cowering
enemies into paste, and
the killkannon - a gun
with a really big bang!
The frame will be
crammed with lots of
extra Orky bitz, too;
the greenskins have
never had it so good,
and trust us, there’s
even more to come!

AAAAAAAAAL
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Continuing our look at all things green, Big Mek Phil Kelly braves the greenskin
Squig-eating contests to find out more about the six major clans of Ork-kind.

rk society may seem to an outsider to be a hopeless, Any warband or tribe may consist of Orks from several
anarchic rabble, but it is actually divided into clans and, though they pay homage to the war leaders that
warbands, tribes and clans. An Ork warband is are at the top of the heap, they still have bonds of
simply all the Orks fighting under a given Warboss, who brotherhood to their clan-mates which transcend such
holds the whole thing together with an iron fist. A tribe is a temporary affiliations. Each clan has distinct cultural
far larger unit that consists of dozens of warbands all in preferences and abilities and they will stand by their kin
roughly the same place, usually led by a Warlord who is more often than not when the scrappin’ starts. Put simply, if
even bigger and fiercer than everyone else. a bunch of Goffs want to band together and bash the teef
The Ork clans, however, are far larger and more out of the local Blood Axes, no force in heaven and earth

enduring. They span the galaxy from one side to the other. can stop them.

and just as odious, a savage clan who
are much like their primitive ancestors
in their style of dress. The clan emblem is a
poisionous snake, and Snakebites often
decorate their bodies with swirling tattoos
to represent serpents, or red dags to
represent fangs. This preoccupation with
the snake comes from the coming-of-ay,e Sl).!keb."(f‘ vehicles are usually painted in earthy
. d colours such as vellow, green and brown, and are
rCI)tukal [;‘ralcnce.ﬂ bﬁ the dan! WhQFEby ant adorned with animal skulls and totemic trophies.
rk whelp will allow venomous serpents
and daggersnakes to bite him time and
time again, sweating out the poisons as
best he can. Those that survive this
gruelling ritual are proved to be amongst
the toughest of all Ork-kind.

A ritualistic and tradition-bound clan,
Snakebites often wear the bones and pelts
of wild beasts and the claws and feathers
of birds of prey. Snakeskin belts are
popular amongst the clan, with some even
going so far as to wear live poisonous
snakes around their waist to show how
tough they are. Those Snakebites
progressive enough to own vehicles almost
always adorn them with tusks, teeth and
animal skulls, painting their wagons like

T he Snakebites are tough as old boots

h ; Snakebites are staunch followers The Snakebite clan excels at A Snakebite Nob is
totem animals and regarding them much of the old ways, tough as old raising and herding Grots, happiest when smashing
like the riding beasts of old. boots and “ard as nails. Snotlings and Squigs. victims with his axe.




he Goffs are the most violent and
T thuggish members of a violent and

thuggish race. They eschew all this
shooting and manoeuvring stuff that the
other clans seem to be into, in favour of
good old-fashioned close combat — a Goff
is never happier than when he is stomping
something to death under his hobnailed
boots. Goff Warbosses and Nobz are the
largest of their kind, thriving on a diet of
near-constant warfare — Ghazghkull Thraka
himself is a Warlord of the Goff clan.

The Goffs favour a no-nonsense
approach in all aspects of life. This is
reflected in their battle dress, which is a
utilitarian black trimmed with checkered
patterns and the occasional splash of red.
Goffs take a black bull’s head as their
emblem, presumably because they identify
with foul-tempered, vile-smelling, muscle-
hound, thick-headed beasts. A bull’s head
or pair of tusks is often sported on their
vehicles, which the Goffs take great delight
in ploughing straight into the enemy ranks.

Able to channel the power of the Ork gods into himself
and his followers, Ghazghkull is both war leader and
prophet to the Ork hordes in the Armageddon system.

Envious of their larger cousins, not to mention eager to The Goffs are the biggest and
get their own back, some Goff Gretchin get hardwired ‘ardest of Ork clans, and their

Nobz are their best fighters.

into Killa Kans by the Meks.

Some Orks make the mistake of thinking that becoming a Deff Dread pilot is
a shortcut to power. Unfortunately, the only thing it’s a shortcut to is a life
spent in a big, walking metal can, albeit one with big claws and guns.
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he Death Skulls are looters, plunderers and

the fallen of everything from bootlaces to gold
teeth so that they can augment their own wargear

and trade with the other unscrupulous Orks in their

warband. This often results in bizarre mish-mashes
of clothing and wargear cobbled together. For
example, the Boneheadz tribe once overran and
plundered an Imperial Penal Colony, and wore
fragments of convict clothing printed with black
arrows for generations afterwards.

The tribes show their identity with variations
upon the clan glyph, the horned skull. There are
many variants, but the skull is commonly coloured
white against a blue background. Blue is
considered to be a magical colour among the
Death Skulls, who paint everything with blue
warpaint to attract good luck. The clan adheres to
the superstition that war paint wins the attention of
the gods — and what could be more eye-catching
than painting their faces bright blue?

As well as painting themselves blue, the Death Skulls paint their
machines blue as well — a risky job best left to the Gretchin when
it involves daubing a homocidal Deff Dread in smelly blue paint!
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T battlefield scavengers. They strip the bodies of

Above: Death Skulls are a superstitious
lot, believing that daubing their armour
and faces blue will bring them luck.

Above right: Lootas are the most
heavily armed of Orks, mainly as a
result of their liberal views on
ownership. If it’s not nailed down, it’s
not safe from the light-fingered Lootas!
Right: Death Skull Nobz always muscle
to the front of the queue when new loot
is up for grabs, meaning that they're
amongst the best-armed of all the Orks.

Cobbled together from a dozes
or more scavenged vehicles,
it’s a wonder that this Death
Skull Deffkopta flies at all.




rks get a massive buzz from zooming

along at breakneck pace, which is

almost as good to them as the thrill of
breaking heads and shooting stuff. The Evil
Sunz endeavour to do all three things at
the same time as often as possible.

Obsessed with speed, the Evil Sunz

clan has more Warbikers, Trukks,
Wartrakks, Battlewagons and Fighta-
Bommas than any other clan, and very
proud of it they are too. They like nothing
more than being the first ones to the front
lines, pitching in and getting the best fights
started before the lumbering footsloggers of
the other clans have even got close. The
Evil Sunz are characterised by more than
just the manic grins that Orks sport after a
particularly good death-race; they are
easily identifiable because of the red paint
with which they daub themselves and their
vehicles. It is a commonly held belief in
Ork society that ‘red ones go fasta’, so
every Evil Sunz vehicle has red paint on it
somewhere. If there’s no red paint around,
the clan’s warriors will simply butch
hapless victim and smear his bloody corpse
upon the vehicle until it’s good to go.

can't get a bike or buggy of their own,
next best thing for an Evil Sunz Boy is to
into the back of a Trukk or Battlewagon.

Evil Sunz are keen adherents to
the Kult of Speed, getting a kick
out of zooming to war on their
red-painted bikes and buggies.

Evil Sunz Nobz not only daub
themselves red, but also their
weapons, in the hope it will
make their bullets fly faster!
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he Bad Moons are the most
Tostentatious of all the Ork clans. They

are obsessed with wealth, wargear and
just generally showing off. They love gold,
often sporting mouthfuls of gold teeth, and
paint their wargear yellow if they can't get
hold of the real thing. The Bad Moon clan
especially values large, impressive kustom
shootas that make tons of noise and fire
absurd amounts of ammunition whenever
the trigger is squeezed.

The source of all this wealth is, of
course, their teeth, which grow faster than
those of the other clans. This is much to
the annoyance of the clan’s less-fortunate
brethren, who view the Bad Moons as a
bunch of smug show-offs with far too
much money for their own good.

Though they are not as numerous as
clans such as the Goffs, they are a deadly
force on the battlefield, for the Bad Moons
boast the best of all wargear. Only a fool
underestimates the violent temper lurking
behind the merchant’s gold-plated smile.

Bad Moon Trukks are invariably tooled
up much more than those from other
clans, bedecked with all sorts of
expensive extras such as wreckin’ balls.
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The Bad Moons are the wealthiest of the clans, and love to spend their teef on the
‘ardest armour money can buy, such as the mega-armour sported by the Meganobz.

Bad Moon Warbaosses love

kustomised shootas, gaudily
painted armour and pet

Attack Squigs strapped to
their arms.

This Bad Moon Nob is well on b
way to having a cybork bodly,
a reconstructed skull and a buz
saw in place of his arm.

showing off their wealth with




mongst Ork society, the Blood Axe

clan is noted for two things — its

cunning, and the fact it consists of
treacherous, sneaky, good-for-nothing gitz.
The Blood Axes are the only clan who
deals openly with humankind; inevitably to
obtain more tanks and guns with which to
go to war against the Imperium. It is not
unheard of for a Blood Axe Warlord to
keep a human advisor — or ‘pet’ - the
better to devise cunning plans. This sort of
behaviour is seen as rather un-Orky by the
other clans, but most turn a blind eye and
just let the Axes get on with their deals.

The Blood Axes usually wear combat

fatigues, helmets and forage caps in a
variety of shades of green and other drab
tolours, commonly in camouflage patterns.
They also like to sport medals, cap badges
and even the occasional eagle wing, which
just adds to the other clan’s suspicions. In
fact, the Blood Axes adopt these as purely
warlike decoration, though medals are
thought to contain potent magic. Despite
ll this the Blood Axes are Orks through
and through — their symbol, a pair of
stylised axes covered in gore, is an allusion
1o what happens to any ‘ooman skum’ that
Ity to out-sneak this most sneaky of clans.

Blood Axe Nobz favour the big
axes that their name suggests.

iny Kommandos are Blood Axes,

excelling at sneakin’ and stabbin’.

Blood Axe Boyz often go to war daubed with mud
and warpaint in crude camoutflage patterns.

This awesome Blood Axe warband was
painted by the Studio’s Chris Peach.
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N-sTORe THIS MoNTH

With the new Ork releases this month, stop in your local Hobby Center to get in on
the greenskin madness! At the end of the month, get ready for the upcoming
Lizardmen release featuring the nautical menace of the Dark Elves!

Kick-off to Janu-Waaagh!-ry Weekend
1/3-4

Your local Games Workshop Hobby Centers will be

capping off the Holiday Season by jump-starting the New

Year with a mighty WAAAGH! It will definitely be a big

month for the Greenskins, but even if you're not green,

(and why aren’t you?) you won’t want to miss this

celebration! All weekend, we will be doing raffles,

contests and have tons of gaming and hobby activity to

start 2009 right!

New Ride for a New Year 1/3
Battlefields in the 41st Millenium will tremble with sounds
of the mechanized might of the Orks. The Orks have got a
new ride and it’s a Battlewagon. Grab this incredible new
release as it rumbles into Hobby Centers. Get help with
“assembly, pick up some painting tips and get it on the field
1o participate in all manner of Orky gaming and hobby
activity. Ask staff for details.

It’s Good to be Green! 1/17

Whether your Greenskins come from Mordor, Isengard, the
Badlands or the depths of space in the 41st Millenium,
you'll want to check out these workshops that will show
you the hobby and painting techniques to get those
Snakebites or Savage Orcs ready and looking good on

the tabletop.

“Black Arks on the Beach” 1/31

The Witch King has sent his favorite Dreadlords at the head
of raiding parties to the golden temple-cities of Lustria.
Malekith’s lust for power and desire to plunder the
Lizardmen’s wealth of ancient, arcane items of
unspeakable power will not go unchecked. The children of
the Old Ones have mobilized and will respond without
mercy to this threat on their shores. Bring your
Warhammer forces to bear in this Legendary Battle. Ask
store staff for details.

Call your local store for details, or log onfo:
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WARLHAMMER
WAR IN THE NORTH

WE TURN OUR GAZE NORTH ONCE MORE, WITNESSING THE BATTLES AND
TRIALS OF FOUR BURGEONING CHAOS LORDS AS THEY SEEK TO PROVE

THEMSELVES WORTHY IN THE EYES OF THEIR DARK GODS.
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WARRIORS OF CHAOS

From the north they
come, a race of cold
killers who fight for glory
and the favour of their
bloodthirsty gods. The
Warriors of Chaos
Warhammer army book
has all the information
and rules you need to
collect and field a force
of Chaos Warriors on
the tabletop.
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plans and the accompanylng rules for

an all-Chaos Campaign set in the
environs of Troll Country. Four Chaos
Lords (well, three Lords and a Greater
Daemon) had decided to test out their
freshly painted Chaos forces in a Mighty
Empires campaign, in a quest to draw the
Dark Gods’ attention and gain their
unholy favour.

The twist was that the gifts awarded to
their army generals through the Eye of the
Gods table found in the Warriors of Chaos
book remain in play throughout the
campaign, not just in the battle they attain
them, thus reprebenhng the budding Chaos
generals gaining power and influence.
When the Chaos Champion has rolled
eight results on the Eye of the Gods table
then they have achieved Daemonhood and
are turned into a Daemon Prince. Or, in

I ast month we recounted our nefarious
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the case of the Daemon player, one of hi§
Heralds is turned into a Greater Daemon.
However, if an Insanity result is rolled the
he has shrivelled into a Spawn instead -
such is the fickle favour that the servantsd
the Chaos Gods are blessed with!

The full rules for this campaign,
including the cool new scenarios that
Warriors of Chaos author (and campaign
partlupant) Phil Kelly devised, can be
found in last issue. This month’s instalme
is more concerned with following our fol
players — Phil Kelly, Nick Bayton, Wade
Pryce and Pete Foley — as they fight itg
to decide who will gain the honour of
commanding the next Studio Chaos
invasion southwards. When we left our
players, they were on the cusp of playing
their first Campaign Turn, so let’s find ouf
how things have developed in the four
weeks since then.



359G 0. O GO, St Fan=riua WA R R OF CHAOS;
CAMPAIGN TURNS 1-4 et e
apparent on that the
Tower of Skulls feature
To give the campaign a kick-start, each of tactics such as All or Nothing and Land would be a key location
the players started with three territories Grab. This certainly paid off for Pete, and to control throughout the
each. Because every player had the same his empire grew in leaps and bounds early campaign. In case you
number of territories, they diced to see on, but less so for Wade, whose hapless can’t remember what it
who had the biggest empire. Pete won Khorne forces were defeated again and doe:' TI brief it lets the
{reasoning that his Daemon empire was again early in the campaign. 5::; ’:: tf\re';to:::':fftfh:
huge on the other side of the portal to the Phil’s mine proved bountiful too, game. That unit gets a
Realm of Chaos). enabling him to have the numerical free roll on the Eye of the
The first turn saw the players squaring advantage where it really counted — in the Gods chart, in the same
off against each other, with Nick taking on early, low-pointed games. Unfortunately, manner as the Chosen.
Phil (and losing) and Pete taking on Wade Phil’s riches (exemplified by his Wily old Phil had no
{and winning). The first turn also signalled ostentatious gold Chosen unit) attracted the qualms about grabbing it
the tactics that the players would use jealous gaze of Nick, who kept hitting him at the start of the
throughout the campaign — whereas Phil with Fool’s Gold and Disaster, scuppering 2;':"1'5"'; al!dhough "
and Nick were content to play tactically, his plans as the campaign rolled on. of t::ﬁa ands a couple
; e ; ; ] over the course
favouring building mines and using events The key battle of the first half of the of the campaign.
such as Building Boom, Pete and Wade campaign was the game between Phil and

played far more offensively, going for Wade (see overleaf).
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WADE'S CAPITAL

Below: Wade had tooled up his
general especially for the occasion
of meeting Phil’s army, and
because he went to war on foot
this meant he could take the
Bloodskull Pendant. In game terms
this allowed Wade’s Champion to
deal a Strength 8 hit with Killing
Blow on every enemy model in
base contact - no wonder he
carved through Phil’s army with
such ease to start with.

The first Campaign Turn saw Wade's
Khorne force meeting Phil’s warrior band
on the battlefield. Wade dominated early
on as his Chaos Knights and Exalted Hero
churned through everything Phil sent
against him. This was largely due to Wade
arming the Khorne Hero with the
Bloodskull Pendant. For a mere 45 points
the pendant inflicts an automatic Strength
8, Killing Blow hit on every enemy model
in base contact — ouch! Not always useful
—in a challenge, it's more devastating to
unleash the Exalted Hero’s normal number
of Attacks, rather than inflict a single
Wound on the opponent. For this reason,
Wade took to moving his Exalted Hero
around alone, confident that he could
handle most units on his own.

At first, even Phil’s large unit of Chosen
of Chaos couldn’t stand against the
slaughter and they fled, managing to
outrun the frenzied Khorne Lord. Phil
wasn't done yet though, as his Chosen
rallied and then charged back into the
Chaos Lord, keen not to lose face under
the gaze of the Dark Gods of Chaos.

As Phil’s Chosen were engaged in a
frantic to-and-fro duel with the forces of
Khorne, his pair of Chaos Sorcerers were

TR a—

KEY BATTLE: WADE VS. PHIL
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busy making a nuisance of
themselves elsewhere on
the board. Grumbleguts,
Sorcerer of Nurgle,
spent much of the
game bathing under
a Plague Squall after
repeatedly misfiring
with the template.
Far more usefully,
Proteus Klaw,
Sorcerer of
Tzeentch, proved
key to the game
on a number of
occasions, with astute
castings of Baleful
Transmogrification turning a
number of Wade’s Chaos
Warriors into squealing piglets.
The eventual defeat of
Charnal Gorehand (Wade's
Khorne Exalted Champion)
marked the turning

-3

point of the

battle with Phil

fighting on to

pull back Above: Phil borrowed Nicks
a draw. plastic Giant, converted

with added tentacles.

38 WHITE DWARF WAR IN THE NORTH




Phil: Chaos players are purists — for them it’s all about getting into combat
caving in a few heads. At least, that’s what I've noticed about the games I've
played during this campaign. For me, | wanted to mix it up a bit and have thus
relented on the speedier units; I'm more patient when it comes to dealing out
death! However, this has meant that I've taken a lot of charges throughout the
campaign. To counter this I've taken Chaos Warhounds and Marauder Horsemen
as shielding units and this has worked a lot of the time. The other position | took
was just not caring if they charged me by having a unit hard enough to withstand
the impact. A unit of 20 Chosen with the Banner of Rage and a Champion with the
Helm of Many Eyes has been my -

candidate for this, and it really has

stood against pretty much
anything that has had a go!

As the author of the Chaos
army book, Phil may have an
advantage, simply because
he’s been convening with the
Chaos Gods far longer than

any of the others.

Phil painted the rest of his army to
match the Chosen that he finished
last month. All his Warriors have
elaborate gold-plated armour. Phil
has added metal halberds from a
Bitz Pack, as well as spare Chaos
Knights shields.

R P
- B v - vy -
WADE PRYCE

e is only able to paint
red, so has shunned
full gamut of the Chaos
on in favour of a
e-only force.

Wade is particularly pleased with
his bright red Spawn and the
Exalted Hero, Charnal Gorehand.

Wade: I've always been a very inconsistent gamer, flitting from one system to the next before I've had enough
practise with an army to become anywhere near competent. That's why I'm enjoying this campaign, because it has
ed me to stick with my Khorne force, and while I've yet to win a game I'm already learning from my mistakes.
biggest blunder so far has been in my army selection, in my first two games | took as many Exalted Champions
| could fit in the army, but all this did was feed my opponent’s Exalted Champions with the fuel they needed to
art rolling on the Eye of the Gods table. The others have been far cannier, fielding as few as possible on their own
de preventing my own general from rolling on the all-important table, they've also thus far stubbornly refused to

him in combat with their own generals — spoilsports!
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Nick’s two units of Chaos Knights
face off against Phil’s large unit of
Chosen at the climax of the battle.
It should have ended badly for
Phil, but some deft manoeuvring
and a canny spell turned the tide.

F P ¥

" LS VS
HIL'S STONE
CIRCLE

Below: Nick thinks that he stands
on the cusp of victory against
Phil... but he hasn't anticipated
that Phil has made unholy bargains
with the Dark Gods and is about to
snatch victory!

KEeY BATTLE: NICK VERSUS PHIL

As the campaign entered the sixth turn
Nick was keen to get to grips with Phil’s
Chaos horde. At this stage Nick’s army
consisted of 15 Chaos Knights split into
two units along with Marauder Horsemen
and Warhounds aplenty. Nick’s cavalry
army was facing Phil’s infantry-based force,
which was grounded by a large unit of 20
Chosen, alongside big blocks of Chaos
Warriors, led by his Exalted Champion.

Nick started the game on the offensive,
sending his Chaos Warhounds and Dragon
Ogres to destroy Phil’s own fast-moving
units, and this they did with aplomb. The
Chaos Chariot charged Phil’s Chaos
Warriors, killing seven and then running
the rest down. Nick wasn't finished yet
though; he lured Phil’s Khorne Champion
on a chariot away from the safety of his
battlelines with the Marauder

Horsemen, stranding him out in the open.
Nick finished the manoeuvre with his own
general and Chaos Knights charging in and
cutting Phil’s Champion down! This gave
Nick a crucial roll on the Eye of the Gods
table, gaining +1 Toughness. As Nick left
the game midway through that night he
was satisfied his army was in the best
position, having wiped out a good part of
Phil’s army — the survivors were
surrounded in a vice-like grip.

However, Phil is not an opponent to
underestimate and, when play resumed the
next day, he proved why. At the start of the
fourth turn his massive unit of Chosen werg
out of position, so he turned them to face
Nick’s general and Chaos Knights. Nick
assumed they were preparing to receive the
inevitable charge but Phil had something
else up his sleeve. In the Magic phase his
two Sorcerers unleashed their dark powers;
upon Nick’s light cavalry, causing much
damage. But Phil still had one more
fiendish trick to play, casting Unseen
Lurker, allowing him to move his Chosen
once again. The massive unit of favoured
warriors slammed into Nick’s Chaos
Knights and his surprised general. Robbed
of the charge, the Chaos Knights quickly
succumbed to the Chosen and were wipé
out. Nick’s army was still reeling from this
setback but Phil kept up the attack with
more devastating magic. By Turn 5 the
tables had been thoroughly turned, and al
Nick had left on the battlefield was a
fleeing unit of Dragon Ogres — the day
belonged to Phil even though he'd lost h
Exalted Champion.




Focus oON: NICcK BAYTON

Nick: For me it's been a campaign of I've been taking a couple of Heroes to
mixed luck. That's because I've had games battle — an Exalted Hero, named Vashnaar
where I've given my opponents a good the Tormentor, as well as a Chaos Sorcerer,
hiding — one of my early battles against who I've left without a Mark so as to have
Wade is particularly memorable — but I've a choice of Lores of Magic — both are

also been soundly beaten myself. mounted on Daemonic Steeds, naturally.

What | have taken from this campaign
is a new way of playing Warhammer.
Previously I've played with Empire and
Orcs, which mainly consisted of large
blocks of infantry. An all-cavalry force has
been a very interesting experiment, |
especially like the way it's put the enemy
on the back foot and forced them to react
to me rather than have the time to
implement their own plans.

That being said, when | expand this
horde after the campaign the first thing Ill
invest in are some Chaos Warriors. While
cavalry units have their strengths they
undoubtedly have their weaknesses, too,
and this has been reflected in the
performance of the army, which has lacked
staying power. The Chaos Warriors will not
only give me some rock-hard infantry

Nick has quite a reputation
for not only painting well but
painting very quickly. This
man can knock out an army
faster that you can read this
short bio. Probably.

Below: Nick’s completed Warriors
of Chaos army. Every single model
is mounted or fast-moving, from

but th dd h ded the Marauder Horsemen and
support, but they a much neede ; Above: One of Nick’s Marauder Horsemen, armed Chaos Warhounds to the two big
strength and numbers to my battleline. with hand weapon, shield and throwing axe. units of Chaos Knights.
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Pete: The high point of the campaign for
me was facing down my some-time
nemesis, Phil Kelly (Phil seems to have a
lot of nemeses — Ed), and actually beating
him! Not only did | beat him, but | gave
him a proper whupping! That felt good. Of
course, Phil and Wade got their own back
on me in the final game, but | guess |
deserved that after kicking butt throughout
the campaign.
The stars of the show were my
Bloodletters, led by the humbled
Skarbrand, who sported the lcon of Endless
War. The +D6" bonus to their first charge
caught both Nick and Phil out, letting me
get the drop on unsuspecting foes.
Sadly, Skarbrand didn’t make it back to
daemonhood — he got four gifts in the end
_ although he did manage to kill Sigvald in
the final game, which must have counted
for something, right?
| think the campaign rules have skewed
the results and army selection somewhat,
as | was disappointed | never faced very
many magic users in my games. |'d have
: loved to have seen a Chaos Sorcerer go
Beardy Pete’ has been using against my own characters and Horrors in
Daemons in this campaign i . s
bacaisse, accocding to him, a magical duel with the power of the new
“he’s already achieved Chaos Lores in full flow. Alas it was not to
daemonhood...” be, although it's a perfect excuse for
another game of Warhammer!
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LORD OF CHAOS

CAMPAIGN TURNS 5-8

The stage was set for the
The latter half of the Mighty Empires More so than Vashnaar, both the final showdown between
campaign saw a couple of interesting Khorne generals (Skarbrand, Pete’s Herald, Pete and Nick vs Wade
turnarounds. Up until now, Pete had been and Charnal Gorehand, Wade's Hero) were ﬂcd Phll::etlg'(?'.baﬂle;(;
comfortably in the lead, with Phil trailing really attracting the attention of the Chaos Cha:':gl‘he battlp:r:;s
ever so slightly behind. From Turn 5 Gods. An early victory against Phil netted dombietsd by a huge
onwards, however, Wade's tactic of going Skarbrand improved armour, and Wade’s brawl in the centre of the
for All or Nothing really began to pay off, Hero gained no fewer than five gifts during battlefield between the
as he won game after game, each victory the Clash of Blades scenario, including leaders of both sides.
netting his Empire of Blood twice the Magic Resistance 3 — Khorne really was Slaanesh’s favoured son,
normal number of empire points. All too paying attention to his Champion. Sigvald, struck down
swiftly, the hounds of Khorne were It was all to play for in the final turn of Nick's Champion, before
snapping at Pete’s heels. the campaign, with a huge multiplayer x’:&:‘:‘; 's';‘;“;m
The various Heroes at the heads of the game set to decide the victor (see the himse:f i ﬁn;ll
warbands were becoming swollen with sidebar on the right). Pete had the largest banished by WadZ’s
dark blessings by now, too. Nick had been empire, but Wade’s Hero was closest to Chaos Lord. The game
very astute with his Hero, Vashnaar the ascending to Daemonhood. ended with a solid victory
Tormentor, giving him the Favour of the With Wade crowned Emperor of Chaos for Wade and Phil,
Gods magic item, maximising his potential and Pete’s empire swelling in size, the true although it could be said
for gaining useful gifts in the campaign. victor of the campaign was Khorne himself. that the real victor was
Khorne. After all, Khorne
cares not from where the
blood flows...

TTRICAPITAL

Above: The forces of Chaos clash for the

title of Emperor of Chaos in the final
battle of the campaign. The victor would
win the campaign, as well as the right to
wage war on the rest of the Studio —
hence their pensive demeanours!
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SONS OF GONDOR

In the Third Age of Middle-earth, perhaps the greatest
warriors hail from the land of Gondor. In this Tactica, Simon
Grant takes to the field of battle with the Men of Gondor.

eemingly alone against the
S numberless hordes of the Dark Lord
Sauron, it is the brave men of
Gondor that stand firm and true. It is a
thankless task that they have selflessly
undertaken for over an age, but as the
forces of Mordor are gathered in
preparation for Sauron’s final assault upon
the Free Peoples, the descendants of
Namenor have found themselves pressed
on all fronts like never before.
~ Itis with this in mind that | shall
deavour to bolster the resolve of the
‘Gondor players out there and provide them
th advice and tactics that will give even
most evil, flaming, eye-shaped Dark
d cause for concern.

:.' e Lords of Gondor

he first decision to make before writing
our army list is which army list you will
your force around. There are no less
five Gondor lists to choose from in the
or in Flames sourcebook, each with a
ent selection of Heroes and warriors
can have a huge impact on how the
imy works most effectively. Your choice of
iy leader also affects which type of
lied armies are available to you. Firstly, |
ill focus on the Heroes that, in my
inion, are particularly good against
rdor armies, followed by a look at the
under their command. | will break
Heroes down into two sections:
of Men and Supporting Heroes.

s of Men

lowing Heroes represent some of
shtiest in Gondor’s long and glorious
Such men will be relied upon to
ondor’s armies in the dark times
They all come with a high

e value, essential against the many
using nasties from Mordor, plenty
It points, and a great selection of

t - perfect leaders for the brave
Gondor.

rst Hero, and perhaps first

all Good Heroes, is Aragorn, King
. Having claimed his birthright, the

as indeed returned in style with this
g version of Isildur’s heir. His

r provides him with a fantastic
of 7, affording him much better
gainst the Strength 4 attacks of
Jruk-hai or Morannon Orcs, as
‘need a 6 to wound him. With a

ht value of 6, he has an

n combat over almost any

y, and even a Fight 7 Troll
ice about attacking him,
should Aragorn win he will

ort work of them, needing only a

4+ to wound with Anddril, Flame of the
West. His greatest strength lies in his
Mighty Hero special rule, giving him a free
Might point every turn. If mounted, this
can help to keep him (and any cavalry near
him) charging the inevitable horde of
Mordor infantry, or to cleave his way
through the centre of the enemy lines if on
foot, hunting out enemy Heroes and
dispatching them with ease.

The second option is mighty Boromir,
Captain of the White Tower and finest
general of his generation. His
characteristics and Might points alone are
enough to make your mouth water. Let's
cut to the chase — if you want a leader that
can not only bring the fight to the enemy,
but can tear his heart out too, then Boromir
is your man. With the option of being
mounted with a shield (giving him a lovely
Defence of 7!), and the addition of a lance
to further pour on the pain, Boromir’s
whopping 6 Might points will keep him
and any mounted chums charging all the
way to Far Harad and back again! Boromir
also works well on foot, though to unleash
his full potential in this manner, | would
always recommend giving him the Banner
of Minas Tirith. Improving the Fight value
of himself and any Men within 3" by 1 is
priceless when faced with a teeming horde
of Morannon Orcs, as even your basic
warriors will have the upper hand, and it
allows Boromir to handle even the largest
Trolls on an even footing.

Great though Aragorn and Boromir
might be, they do come in at a hefty price.
This is where Faramir comes into his
element. At only 70 points, Faramir has a
solid Fight value and Courage of 5, and is
a match for all but the hardest Mordor
Heroes. Not only does Faramir have a
fantastic choice of equipment, including a

Hardened Fighters

It is worth mentioning
at this point the stalwart
Osgiliath Veterans. By
positioning them
anywhere within 6"

of either Boromir or
Faramir, they will be
inspired to fight even
harder for their valiant
captains, making a cheap,
durable, Courage 4
warrior with a Fight
Value of 4, giving them

a huge advantage over a
horde of Orcs. This can
save you the 50 points for
Boromir’s banner, but if
you want to pull a fast
one, give him the banner
anyway, as Osgiliath
Veterans within 3" will
have a Fight Value of 5
and cost less than 10
points each!

(44 Long has my father, the Steward of
Gondor, kept the forces of Mordor
at bay. By the blood of our people
are your lands kept safe. 99

horse, lance and heavy armour (his 3
Might points again come in useful for
keeping cavalry on the front foot), but he
can also be taken in his Ranger guise,
equipped with a bow. It is in this guise
that, in my opinion, Faramir excels;
deterring enemy attacks on your firing line
and calling Heroic Shoots.

|
|

— Boromir, at the Council of Elrond
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An Age of Heroes

I am a great believer in
letting the background of
The Lord of the Rings
dictate the choice of
army lists. There are
many Heroes that could
be used as army leaders,
but at the climax of the
War of The Ring, it seems
only right to me that one
of Gondor’s great heroes
leads an army to battle
with their arch-foes. Try
leading an assault on
Mordor with King Elessar,
or defending Osgiliath
with Boromir and
Faramir - it has a more
epic and climactic feel to
it. Oh, and did | mention
that they’re not bad in a
fight either?

Cirion’s Boldest of the Bold special rule allows him to courageously charge against even the fearsome Black
Nidmenéreans. Madril, Captain of Ithilien, can be relied on to arrive when and where you need him thanks
to the Master of Ambush rule. Both of these Heroes alsa have a healthy store of 3 Might points to call upon

and come in at an inexpensive 110 points for the pair.

Prince Imrahil is undoubtedly one of
the best Hero choices available to a
Gondor general, as his characteristics are
excellent, able to crush even one such as
Gothmog or Shagrat with impunity, yet he’s
a bargain 135 points. Perhaps his greatest
strength lies in his ability to inspire any
Knights and Men-at-Arms of Dol Amroth
within 12", acting as a banner for them and
making these skilled fighters even better
than they already are!

Supporting Heroes
These Heroes can also be used as leaders
at a push, but their main strength lies in
either supporting more powerful Heroes, or
leading a smaller section of the battleline,
inspiring the troops and dominating the
fighting there. Here is a small selection that
shine when faced with Mordor’s hordes.
Madril is a good-quality cheap Hero,
with a good Shoot value, third Might point,
and excellent knack at ambushing foes — in
any scenario featuring reserves, Madril
really comes into his own, as he allows
your reserves to come on when and where
you need them. He is best suited to leading
the Rangers in support of your front line.
For a real bargain Hero, you could do
much worse than Beregond. The trick with
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this fellow is to assign him to a powerful
Hero, such as Boromir or Imrahil, but
deploy him with some cheap warriors. His
Bodyguard rule means that, while his liege
is still alive, Beregond himself
automatically passes Courage tests. When |
your force is broken and your back’s
against the wall, this means that all
warriors within 6" of Beregond
automatically pass Courage tests, too,
keeping them in the fight long after they
should have, by rights, cut and run.

For Supporting Heroes more suited to
leading the charge, Forlong the Fat and
Anghbor the Fearless make good front-line
Heroes. Forlong's strength lies quite
literally in his mighty girth, giving him
unusually powerful and resilient
characteristics. Angbor’s Courage of 5,

3 Will points and double-handed weapon
make him fantastic for dealing with Terog
causing, high-Defence enemies like Baro
Wights, Spectres and Shades. Both Heroes
have great hitting power and can give
anything in a Mordor army a great cause
for concern.

Cirion is one of my favourite Gondor
Heroes, as he can really take the fight to"
the enemy. The additional Courage he
gains when attempting to charge any




models that cause Terror is really useful,
especially with the introduction of the
fearsome Black Nimendrians and the
Harbinger of Evil Courage penalties that
are the bread and butter of Mordor armies.
His higher Defence value is also useful, as
is his third Might point.

Men of the West

Throughout the Third Age, it has been the
brave men of Gondor that have stood
alone before the wrath of Sauron’s armies.
It is perhaps no surprise then, that Gondor
army lists have access to some of the most
elite and experienced warriors in all of
Middle-earth.

Warriors of Minas Tirith are the most
common, yet perhaps the most reliable and
consistent warriors available to the Free
Peoples. 8 points will buy you a solid,
Defence 6 line warrior with a shield and
respectable characteristics. For their points,
and especially when backed up with
spears, there are few better warriors for
holding back a teeming horde of Orcs. If a

" Harbinger of Evil is starting to get you (or
your men's Courage!) down, then you can

" invest an extra point to command Osgiliath
Veterans instead and take advantage of

" their additional Courage — and if you have

Boromir or Faramir in your army, then all

the better!

Amroth infantry line highly effective. This
will certainly cost a lot of points, including

SONS OF GONDOR

If you want to rely on quality, not
quantity, or you are after an improved Fight
value of 4, then Gondor’s forces are
blessed with no less than 5 elite infantry
choices! Citadel Guards are the same
points as Warriors of Minas Tirith,
swapping the use of a shield for superior
skill-at-arms. Which one you choose is
down to personal preference, either attack
or defence, but unless faced with a
multitude of Strength 4 enemies, | find it
makes little difference.

The Guards of the Fountain Court are
very different, however, as their Defence of
7 when armed with shields and Fight value
of 4 gives them fantastic staying power,
even against the elite of Mordor. Add their
Bodyguard rule into the mix and even the
scariest gribbly will hold no fear for them.
So equipped they do come in at 11 points
per model, but if you absolutely, positively
have to fight off every evil minion in
Mordor, accept no substitute!

The Knights of Dol Amroth are superb
all-round infantry, able to take on any foe,
any time, any place, anywhere — especially
if supported by the pikes of their city’s
Men-at-Arms. Their main strength,
however, lies in Prince Imrahil, whose
inspiring presence can make a solid Dol

Lesser-known
Heroes

As generic all-rounders, a
Captain of Minas Tirith or |
a King of Men can be a
used either as a Leader of
Men or as a Supporting
Hero. Although not

‘named characters’, itis |
just as easy to give them |
names so that they can |
develop a personality of |
the own. There were

others involved in the

war with Mordor, such as
Lord Hdrin, Warden of :
the Keys of Minas Tirith; 3
Hirluin, Lord of the .
Green Hills; and 2
Mablung, one of g
Faramir’s Rangers. Any

of these could be
represented by a Captain

or King, so there are

plenty of options for
naming Heroes yourself,

or delving into Tolkien’s
stories for ideas.



Shadow of Mordor

With the advent of the
Shadowlord and his Pall
of Darkness special rule,
Mordor players now have
a way to limit the
effectiveness of their
enemy’s shooting. Do not
let this alarm you,
however, as it is unlikely
that they will be able to
protect all of their
numerous force in this
manner. Simply
concentrate your ranged
attacks on the
unshrouded enemies,
who will more often than
not have a lower Defence
anyway, or focus on any
cavalry that may be
racing ahead of the safety
of the protective shadow.
Failing that, hide your
archers out of harm's way
and Volley Fire into the
shadow, as you'll need 6s
to hit anyway!

|

!

Imrahil’s 135 points, but they will be able
to handle even the best Mordor infantry
with relative ease. Finally, there are the
Rangers of Gondor who, | believe, are
some of the best warriors in the game for
their points. At 8 points, they cost the same
as a Warrior of Minas Tirith with a bow, yet
hit on a 3+ and have a Fight Value of 4.
However, their lower Defence of 4 makes
them more vulnerable to enemy bowfire.
Their firepower is devastating against lower
Defence troops, but do not be afraid to use
them in combat when the enemy get too
close, thus relieving the pressure on your
other troops, as they are more than
respectable fighters, if a bit more fragile. If
you really want to give Sauron’s minions a
kicking, try sandwiching a line of Rangers
equipped with spears in between some
Knights of Dol Amroth on foot and some
Men-at-Arms with pikes (a tactic that will
win you more games than friends! — Ed).
Among the best warriors to counter the
nasty Black Nimendreans are the mighty
Clansmen of Lamedon, and they even cost
1 point less! Their massive Courage of 5
should be more than enough to overcome
the worst effects of the evil warriors’
terrifying aspect, and their two-handed

With Prince Imrabil at their head, this it of'
before rushing to the aid of the y C
Clansmen have ca_rve_d it in°
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swords are perfect for chopping through
their resilient Defence of 6. Clansmen also
excel as monster hunters, especially when
led by their Chieftain, the heroic Angbor
the Fearless. Trolls and Fell Beasts would
do well to steer clear of these hardened
fighters. Losing combat just once is enough
to be hacked to pieces by the swords of
these enraged Clansmen.

That said, among the mightiest of
fiefdom troops are the Axemen of
Lossarnach; they fall somewhere in
between the Clansmen of Lamedon and
Men-at-Arms of Dol Amroth in terms of
battlefield role, and their versatility is not
to be sniffed at: they can do it all, and do it
well. With their handy axes, they are able
to fight in the front rank equally as well as
the second rank, gaining +1 Strength when
they need it, or a supporting attack when
they’re up against it.

Riders of Gondor

Remember that it isn’t just the Riders of
Rohan that can crush the lines of Mordor
beneath their thundering hooves — Gondor
has access to its fair share of cavalry too.
First of all are the Knights of Minas
Tirith. At only 14 points with a lance and

vhelm the Black Nimendreans,
Angbor the Fearless and the
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Machines of War

There are two war

. machines available to the
forces of Gondor: the

- Battlecry Trebuchet and

' the Avenger Bolt
Thrower. Both of these
are terrifyingly powerful
if used correctly. When

« using the Battlecry,
establish your shield wall
at least 18"/42cm away
from it, so that you can
maintain constant fire on
the enemy, even when

* combat is joined. Use it
to target tough, multi- )

+ wound models like Trolls. ©
- The Avenger has no

~ minimum range, so
choose a sound vantage

~ point and pump bolts into |
the enemy to your heart’s
content. It is accurate (so |

- only scatters 3"/8cm,

rather than 6"/14cm), so

it can offer fire support to =

* your troops even when

they are engaged in

combat. It also has a

Strength of 7, so can

scythe down Morannon

Orcs and Black

Nimenéreans on the

. score of 4+.
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shield, these are some of the best value
cavalry available. Their Fight value of 3 is
: nothing to write home about, but you can
. take them in huge numbers to make up for
that fact, and with Aragorn, Boromir or
g Faramir leading them, you will have an
v abundance of Might points with which to
" keep them charging over and over again-
i and remember that they receive +1 to
- wound when they do so because of their
sharp lances.

And from the walls an answering shout went
; for foremost on the field rode the swan-
nights of Dol Amroth with their Prince

and his blue banner at their head. 99

— The Return of the King

If you really want to teach those
Mordor upstarts a thing or two, then you
can unleash upon them the finest heavy
cavalry in Middle-earth — the Swan Knights
of Dol Amroth. At a hefty 19 points per
model, they certainly cost a lot, but each

SONS OF GONDOR

knight is capable of besting many times his
own number of Sauron’s minions. If you
fork out the 155 points for Prince Imrahil to
lead them on horseback, they truly become
a near unstoppable force, able to crush any
enemies from Mordor or any other evil
realm besides!

Aid Unlooked For

Remember that there are still plenty of
other options available to the forces of
Gondor. Gandalf the White is an
appropriate choice if you want to
command a powerful Wizard, or Gondor’s
allies from neighbouring Rohan can
provide you with some fantastic cavalry or
cheap infantry.

Saviours of Middle-earth

Never forget that the fate of Middle-earth
rests squarely on the shoulders of Gondor’s
brave warriors. Every victory over the
forces of Sauron buys the Free Peoples of
Middle-earth a slight reprieve from the
encroaching shadow of Mordor. It is with
that responsibility in mind that | have given
you Gondor players out there a bit of hope
and sagely advice. If all else fails... send in
Boromir and hope nobody shoots him!
Until next time, happy gaming!
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Something massive is
coming for The Lord
of the Rings strategy
battle game, and the
wait is almost over.
We asked the Studio’s
Ringbearer, Mat Ward,
to spill the beans.

t was back in 2001 that Games Workshop first

unleashed The Lord of the Rings strategy battle game

on the world. Seven years, a dozen supplements and
hundreds of miniatures later, we're about to lift the
curtain on War of The Ring — the battle for Middle-earth
will never be the same again.

There's no question about it, we've come a long way in

a short time. There’s scarcely an aspect of The Lord of the
Rings story that we've not battled our way through. We've
fought for the fate of Frodo on W sathertop, battled the
hosts of Mordor upon the Pelennor Fields, and even pitted
plucky Hobbits against Sharkey’s ruffians to save the
sanctity of the Shire. We've thoroughly explored the
of Middle-earth, but that doesn’t mean there’s nothing left
to do. Close your eyes for a moment, and imagine
able to unleash hundreds upon hundreds of warriors to
battle, not merely a few dozen. Soon you'll be able to
command a host truly worthy of Mordor or Minas Tirith,
Rohan or Isengard — the War of The Ring is upon you!

WHITE DWARF WAR JOURNAL

In The Beginning

Back when Rick penned The Lord of the Rings strategy
battle game system, it was designed to accommodate
skirmishes between The Fellowship (a mere nine models,
lest we forget) and perhaps as many as, say, forty Moria
Goblins. Since then, we've used the v me set of rules
to fight battles upon the Pelennor Fields, before the walls
of Dol Guldur and Helm’s Deep, and many more conflicts
besides. In recent books, scenarios regularly call for three
or four times this number of models and still the game
plays wonderfully.

A Question of Scale
Of course, we gamers are a terrible lot — we always
our next battle to be bigger and better than the last.
Pelennor Fields with a hundred models aside? | want t
hundred! Of course, we all know that unless you hav
couple of days to spare, anything bey 150 models
per side is pretty impractical. It’s a bit like swimming the
English Channel — it can be done, but only with a great
deal of preparation, commitment and time to spare. Truth
i ything beyond 150 per side, the game sys
cannae take it’ (to quote a famous, fictional starship
: and play slows down to a crawl. At this point,

time another game to take up the reins - this is
where War of The Ring comes in.

In terms of scale, War of The Ring will be picking up

e the battle game leaves off. IUIl start at around 50

els a side (for a small game of about an hour).
still not quite sure where it'll stop. Rece
game set in Osgiliath where the Evil ¢ alone numbered
in excess of 500 models! Where this would take at least a

want




day to play using the skirmish game rules, War of The Ring warriors into companies of eight infantry or two cavalry

allowed us to fight this battle in a little over three models (monsters still fight as individuals). You might want

excitement-filled hours. ce them on movement trays or bits of card (I
recommend a minimum size of 110mm x 60mm for

A Battle Game to Rule Them All infantry and 90mm x 50mm for cavalry), which makes

‘0il', | hear you cry, with one curiously unified voice. moving lots of models around that much easier. And |

‘Does this mean | can’t play skirmish scenarios any more?’ mean lots of models...

By all that's good and sweet in Gandalf’s beard, nc

The Lord of the Rings strategy battle game is here to stay —

this is but a new way to play.

Think about it — the skirmish game is all about derring-
do; small groups of warriors battling across ramparts,
through field and over mountain. It's Aragorn battlir
Uruk-hai atop Amon Hen, or Treebeard rescuing Merry and
Pippin from Grishndkh.

On the other hand, War of The Ring recreates the full-
blown grandeur of massive battles — Aragorn leading the
Grey Company against an Orc horde on the Pelennor
Fields, or the Last March of the Ents smashing Isengard
asunder. Both are aspects of the story we know and love. i ‘

We're just making sure that the rules are flexible enough i i-:,:(::!:w]:?:‘f ll(llrﬂltr::f](’;(] ’nl'r:::-:-.‘];lif’;'::‘{i-.-ud.
to accommodate both.

3 ) Anyway, that'll have to do for now as I'm rapidly
We GOII“lg to War running out of space. Besides, | have to go and finish
o', | fictitiously hear you cry once again, ‘that ¢ writing the blessed book, lest everything I've just said turns
great. Is there anything | can do to start getting my army out to be lies. Hopefully, by the time you read this article,
ready?’ Well, the most important point is that the bulk of the book will already be printed (or else I'll have been
the plastic troops will remain the same — you'll just need hung by my heels from the Space Marine statue out front
more of them! Now’s the time to stock up on the core as a warning to the next ten generations that missing
warriors for your army. There’s one other important thing to deadlines comes with too high a price).
bear in mind, too — hc our models will be grouped I'll see you next month, when (if | remember) I'll go
see, War of The Ring will require you to arrange your into a hit more detail about how the game works. Adieu!

Ever wanted to play a game on
scale in less than a fortnight?

Well, War of The Ring will make

the dream a reality!

www.games-workshop.com
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r determining their own prices.




t is an age of darkness and strife. Mankind
teeters on the brink of oblivion, stayed only by
the eternal vigilance of the Imperium’s armies.

In Warhammer 40,000,
you and an opponent
All this for: take control of opposing

- / armies of miniatures and
WARHAMMER batle it out acrossthe
3 tabletop in a variety of

40,000 thrilling missions.
» »

The Assault on Black
ASSA | \ Reach boxed game has
everything you need to
B LAc K start playing Warhammer
y 40,000 including two
WAR HAM MER Eom;_)le;e forc:: - the y
= eroic Space Marines an
, 40,000 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

1 Space Marine
Dreadnought

¢ Orks
1 Ork Warboss
20 Ork Boyz
5 Ork Nobz
3 Ork Deffkoptas

RULE BOOK

¢ Pocket-sized
rulebook

¢ Starter booklet
* 2 range rulers
* Dice

¢ Transfer sheet

e Templates






You might remember that a few months back we tried something a bit different for
the Space Marine battle report, featuring three games instead of one. Well, not to
be outdone, Phil Kelly is going one step further in the name of the Waaagh!

known as Bork to the greenskin tribes
that infested its dark side, was once
one of the unremarkable frontier worlds
that fringed the Ghoul Stars. Towards the
latter half of 978.M41 it became
synonymous with death and destruction
on a galactic scale.

History will remember the greenskin
known as the Mighty Mangler of Bork for
two reasons. An Ork who scarred the stars
themselves with the ferocity of his
Waaagh!, Warlord Klawjaw, named the
Mighty Mangler by his followers, was
notable for a peculiar genius in the field of
warfare. However, Warlord Klawjaw’s true
infamy stemmed not from his ferocity or
even his ingenuity, but from his lunacy.

The Mighty Mangler was once simply
known as Kog; a primitive thug living upon
the Ork-held side of the once prosperous
planet known as Bork. Though slow of wit,
Kog grew to a formidable size on a diet of
fighting and eating and eating and fighting,
and many believed he would one day rule
his tribe. They were right, but Kog's
meteoric rise through the ranks was not at
all what they expected.

One stinking, humid day, Kog was idly
hunting Grots in the disused industrial
complexes of Bork. Down in the dark and
waterlogged bowels of a rusting
manufactorum, Kog found a fat, meaty
squig that was too bloated to escape. The
critter glowed a sickly greenish-yellow in
the dark and Kog gobbled it down in short
order. His guts felt strange and his head
pven stranger. When he awoke days later,
he was a very different Ork.

B horc Prime, an industrial world

5

When Kog eventually stormed back to
his tribe, he was virtually unrecognisable.
Clad from head to toe in rusted metal and
with fluorescent drool dribbling from his
ravaged lips, Kog towered over even the
oldest and gnarliest Orks of the tribe. His
jaws had been reinforced with great shards
of iron bashed together into the rough
shape of a power klaw, and he had a look
in his eye that would make even a
rampaging Squiggoth shuffle back into its
pen. The first Ork to ask if this was Kog got
his head smashed in and his arms bitten off
for his trouble. The newcomer called
himself Klawjaw.

Though many of the Orks in Klawjaw’s
tribe saw a natural leader in their midst,
others whispered that the newcomer was
dangerously unstable. Anyone who
disagreed with his wild claims or objected
to the deranged antics of his Madboy
retinue was not killed but instead
permanently maimed. For Klawjaw knew
that although Orks did not fear death, they
certainly did not relish the thought of a
lifetime spent as a mangled lump of torn
flesh. It was only a brave or exceptionally
stupid Ork who would meet Klawjaw’s
baleful gaze for long.

Before long, Klawjaw had united the
neighbouring tribes. Thousands of
greenskins were bound together in awe of
his brutality. A Waaagh! was slowly
buildling, with a madman at its heart.

All that stood between da Mighty
Mangler and the rest of the galaxy were the
brave men of the Imperial Guard and their
steadfast Space Marine allies, prepared to
sell their lives to stop the Orks.
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GO TEAM GREEN!

The Orks have been
tearing up the battlefields
around the Studio for a
year now, with countless
new armies springing up
wherever you look. With
the new wave of releases
this month, we’re sure
the next 12 months will
be even greener. To
properly celebrate, we've
decided to assemble
Team Green, a motley
crew of Orks ready to put
their money where their
mouths are and prove
that being green really is
da best. So, without
further ado, bring on not
one, not two, not three,
but four battle reports!

On The Web @

To read the complete
story of the rise of da
Mangler, as well as full
versions of each of the
four scenarios we've used
in these battle reports,
check out the Games
Workshop website.
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Tue WaR For BHORC PRIME

The war for Bhorc Prime revolved around four mighty battles:

DA Sus DoCKYARD

Mission: Seize Ground.
Deployment: Dawn of War.
Points: 1750pts.

Forces: Dark Angels vs. Orks.

To go with the Ork submersibles we have lying around
the Studio, Chad Mierzwa built us a cool dockyard.
We felt it would be a shame not to have the
submersibles take part in the game, so as well as being
objectives we decided that the Ork player could roll a
dice for each in his Shooting phase — on a 6 it could
fire its guns, but on a 1 it disappeared, heading out to
sea. To keep things simple, we also decided to make
the water impassable to all but
skimmers and jetbikes — anything else
that moved into the water would be
removed as it gets drowned, set
on fire or eaten by
ravenous Squigsharks
(or all three)!

DA SCRAP IN DA SCRAPYARD

Mission: See below.

Deployment: Roll as normal.
Points: 1500pts.

Forces: Howling Griffons vs. Orks.

We piled as much scenery onto the board as we could
find about the Studio, using this as an opportunity to
use all of the Ork buildings we hadn't used so far. To
represent Orks hiding out in the scrapyard, \{ve_salci
that any Orks left in reserve had a chance of either
outflanking or deep striking onto the l)oafd. The
objective of the game was to claim the high _g_round -
the player with the model in the \1|g|1est position at the
end of the game would win — so We made
sure there were lots of ramshackle
towers and cranes to climb.

DA Grear AR STRIP BASH

Mission: Annihilation.
Deployment: Spearhead.

Points: 2500pts.

Forces: Imperial Guard vs. Orks.

We wanted this game to be all about the armour, so
|gnqred restrictions on Fast Attack and Heavy Support
choices. We also placed a few Ork pilots about — if
they can get to one of the aircraft or rokkits, they can
Iaungh it. Once launched, the aircraft can either take
part in this game — using the Apocalypse datasheet —
or disengage to fight in the final battle. If the rokkits
launch, they’ll hit in the same turn in the final battle.
We allso made up rules for the flakkacannon tower,
allowing the Ork player to fire a random number c'of
s.hot.s a turn, but on a 1 or 2 the Imperial Guard get to
fire it instead as the Grots get carried away,
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DA Raater MAKER

Mission: Apocalypse.
Points: 5000pts.
Forces: Blood Angels & Ultramarines vs. Orks.

VVVVVVvYVVVVVVVVY

For the final game we needed a suitably impressive
centrepiece, and we had just the thing — Colin
Grayson’s Ork supergun, da Krater Maker. The gun will
slowly move across the board as the game progresses.
If, or rather when, the gun reaches the other side of the
board, the gun fires and a random roll is made to see if |
it blows the hive up or not! To give the Space Marines
a chance to stop it, the more the gun is damaged, the
harder the roll will be. But even that won't be easy, as
da Krater Maker is armed with all manner of weaponry,
and is accompanied by 5000pts of angry Orks.

22AAAAAAAAAAAAAAAAL
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The Mighty Mangler’s submersibles are key to his success, allowing the Orks to

travel between the captured proto-forges and the main warzone of Bhorc Prime.
Unable to destroy them from orbit, the Dark Angels must teleport to the surface.

Ork Army

Ghazghkull Thraka
Warboss

3 Meganobz

2 Battlewagons

5 Nobz

12 Boyz in Trukk

12 Boyz in Trukk

10 Grots and Runtherd

Fil: Being a big fan of the Dark
Angels, having played with
them for years, | knew this
wasn’t going to be easy.
However my new Ork army
was proving quite nasty (except
in the Tale of Four Gamers) and
were more than up for the job.
Knowing that this game would
be objective based | made sure
all four of my Troops choices

2 Deff Dreads S B i
; had a ride in either a Trukk or
3 Killa Kans . ’
Battlewagon to race forward and take the fight to the
3 Deffkoptas : T g
Dark Angels. Facing Space Marines is always
challenging, and their armour and accuracy rarely fails
to impress. | knew | would need some serious
firepower to make a difference. Step forward the new
Battlewagon armed with a killkannon. A large blast
AP3 weapon, a squadron of rokkit-armed Deffkoptas
and as many power klaws as | could find, all led by
Ghazghkull Thraka Ghazghkull himself. What could possibly go wrong?
Alessio: Knowing in advance that
Dark Angels Army the battle was going to be about
Belial capturing objectives, | thought that
Sammael | needed as many scoring units (i.e.
§ Deathwing Troops) as possible. And since | was
Terminators going to use the Dark Angels, | had
5 Deathwing the perfect army for that! You see,
Terminators the trick is to field Belial and

6 Ravenwing Bikes,
Landspeeder Tornado
and Attack Bike

10 Tactical

Space Marines

10 Tactical

Space Marines

Whirlwind

Sammael, as the Masters of the
Deathwing and Ravenwing
companies both have the great
ability of making your Terminators
and your Bikers respectively count as Troops. So you get
Fearless Bikers to turbo-boost towards the objectives and
Fearless Terminators that can teleport directly onto the
objectives (of course, making use of the bikes’ inbuilt
teleport homers) and defend them against all enemies.
How can you beat that?

Well, | guess this army does have a weakness:
numbers. As it is made of elite warriors it risks being too
small, subject to being overwhelmed by a more numerous
enemy. To tackle that, | used my remaining points to field
two Tactical Squads (more scoring units, and quite a few
extra Space Marines) and a Whirlwind to blow up large
Ork units. In the end, if I split all units into combat squads,
my army could have nine scoring units!

Alessio used this Dark Angels Captain
as Belial, Master of the Deathwing.
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DocKkyYARD BASH

to point out that, because he had

both a Warboss and Ghazghkull, both
his Nobz and his Meganobz counted as
Troops. Alessio swiftly rebutted by saying
that his inclusion of Belial and Sammael
made most of his army Troops!

The mission was Seize Ground, with
the three submersibles and the void shield
generator counting as objectives. To avoid
precariously balanced miniatures on the
decks of the submarines, the players agreed
that scoring units within 3" of the boarding
point counted as claiming the objective.

We rolled a Dawn of War deployment,

A t the start of the game Fil was quick

Orh Submersible g

GROT OUERKILL

i i ins, the Gretchin ran for cover.
ing the carnage that befell their larger cousins, t covel
‘?’fﬁs fidn’l sparegthem from Alessio’s wrath, l:lowever, who Ian‘deq a Whirlwind
barrage right on top of them, killing 8. Amazingly the Grotz dlldn't run. It may

seem like overkill, but Grotz are just as able to capture an objective as Boyz.

meaning that only a small part of the
armies would start on the table. With Fil’s
Orks, this really was the tip of the iceberg
as he placed a Battlewagon in the corner,
filled with Meganobz and Ghazghkull.
Alessio deployed a bit more
ambitiously, seizing two of the
submersibles with his Tactical Squads,
and then deploying the Master of the
Ravenwing as far forward as he could.
On the first turn the Ravenwing turbo-
boosted onto the battlefield, forming a
mobile defence line down the centre
@ of the board between the Orks and
two of the objectives.

Uoid Shield Gmcrator& -
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STAY ON TARGET...

The Attack Bike gunned forwards straight
towards the Battlewagons. At point-blank
range, its multi-melta reduced the
Battlewagon to a heap of smouldering slag,

AAAAAAAAAAAAAAAAAAAAAAAM AAAAAAAAARARA]L
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B INCOMING!

Alessio quite
underestimated just
how fast Trukks can
g0, moving Sammael
too far forwards to
shoot at the side
armour of the
Battlewagon. Not
even the Master of
the Ravenwing could
withstand attacks
from 20 Ork Boyz.

I YYVVVVVVVVVY]

DEFF FROM ABOUE

The Deffkoptas used the submersible as cover to get
close to the Tactical Marines, before unleashing a
salvo of rokkits that forced the Dark Angels to
withdraw. Fil had made sure that the Deffkoptas
were close enough to the Space Marines so that they
couldn’t rally in time and departed the board.
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AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA
% : , I | SAMMAEL AUENGED!

Even as the remains of
Sammael’s Land Speeder
lay smoking in the centre
of the battlefield, the
Dark Angels set about
exacting their revenge.
Alessio assembled a
formidable gunline,
pelting the Boyz with
innumerable bolter shells,
missiles and assault
cannon rounds. After the
fusillade had ended, only
five Boyz remained from
the twenty that had been
there at the start of the
turn, but that was still
five too many.

R N T M ——————
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WAAAGH! GHAZGHRULL

The centre of the battlefield was dominated
by two combats: the Warboss and his Nobz
versus the Deathwing squad; and
Ghazghkull and his Meganobz versus Belial
and his Terminator Command Squad.

The Terminators deep striked on Turn 2,
contributing to the decimation of the Boyz.
As the Terminators moved on to take out
the Ork Trukk, the Nobz Mob piled
forwards towards them.

Elsewhere, Ghazghkull clambered from
the wreckage of his Battlewagon and tore
apart the Attack Bike responsible. Sensing
an opportunity to turn the tide, Belial’s
retinue teleported next to the Warlord,
peppering the Orks with everything they
could, although most of the shots simply
bounced off their mega-armour.

In Turn 5 Ghazghkull called his
Waaagh! and both the Nobz and the
Meganobz piled forwards and into assault.

The struggle between the Nobz and the
Terminators was bloody, and at the end
only a couple of Dark Angels still stood.

Ghazghkull and Belial squared off, the
Deathwing managing to kill all of the
Meganobz before Ghazghkull struck all but
one of them down in return, including
Belial. Unfortunately, in the next Assault
phase, the lone Terminator with lightning
claws managed to inflict a wound on
Ghazghkull, so it was all down to his 2+
invulnerable save. Not for the last time this
game, Fil rolled a 1 at a critical juncture
and the Warlord fell!

YYVVVVVVVVVVVVVVVVVVVVVVY
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THE GRETCHINS' LAST STAND

The Ravenwing Bike Squad swooped on the submersible objectives guarded by
a rabble of Gretchin, including one wired into a Killa Kan. The Grotz, plucky
as they are, were swiftly gunned down by the bikers, but the Killa Kan was a
tougher prospect, smashing one of the bikes to pieces against the dock.
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ANYTHING BUT A ONE!

On the very last turn of the
game, Fil’s Battlewagon was
racing towards the Tactical
Squad holding one of the subs in
an attempt to contest it. He
wanted to Tank Shock with it,
but because the move would
have to go round the corner of
the dock he couldn't... until
Alessio suggested he try anyway,
but only if Fil made a dangerous
terrain test to see if the
Battlewagon could make the
jump. It was at this point that our
trusty editor, Mark, wandered
over to see how the game was
going. ‘Anything but a 1/, he
joked as the dice clattered down
on the table. After these baleful
words, the dice couldn’t roll
anything but a 1, and they
happily obliged. ‘Sploosh!” went

i Fil’s wagon!
'VYVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVV
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MAN OF THE MATCH

I nominate Brother
Eduardus of the
Deathwing - the
Terminator armed with
twin lightning claws that
managed to stop the
bellowing Ghazghkull
Thraka in his tracks with
a well-placed stab of his
blades. The feat of killing
the charging Warboss
when protected by the
power of the Waaagh! will
be remembered in the
Hall of Heroes of the
Chapter for ages to come
(how we laughed when Fil
rolled a 1)!

Uictory for the Dark Angels!

Fil’s attempt to contest the objective
with his Battlewagon ended in failure
(and a lot of wet Orks), and the
tenacious Dark Angels clung onto
victory. The dockyard was in the
hands of the Imperium and Klawjaw’s
supply lines were cut. All eyes now
turned to da Mangler’s airfields...

ILARIOUS!

Alessio: The game was unbelievably entertaining. Both
funny and tactically interesting. It kept changing all the
time, the advantage swinging wildly from one player to the
next. There were many heroic moments, including three
famous special characters going down in a rather amusing
fashion. | cannot help smiling when | imagine the surprised
expression on Sammael’s face when two Trukkloads of
Orks emerged out of the darkness, intent on smashing his
funky Land Speeder to pieces and then drag him out of the
wreck and beating him to a pulp in a flurry of choppas and

power klaws.

I have to admit that my dice rolls were quite good most
of the time, except for my Tactical Squad, who decided to
abandon their objective instead of despatching the thrice-
accursed Deffkoptas! More importantly, Fil's dice were
completely the opposite, most of the time completely
abysmal, culminating with the two ‘anything but a one’
moments that made for a very entertaining afternoon (well,

for the rest of us at least...).

favourite Moment

WAAA...PLOP!

It has to be when, on the
very last player turn of
the game (Turn 7!), if Fil
could Tank Shock my
Tactical Squad, he would
have either forced them
to fall back or simply got
to within 3" of the
objective and, in either
case, changed the game
from a loss into a draw.
Technically he wasn't
allowed to do it, as he
needed to move the
Battlewagon in a straight
line to do so. However,
with a bit of goading
from yours truly, he went
for it with disastrous
consequences.

VVVVVVVVYY
ORR OF THE MATCH

Without a shadow of a
doubt the Deffkoptas
remain my favourite unit
from the Ork Codex.
They spent most of the
game using the Ork
submersibles as cover
before emerging to wreak
havoc on the Dark Angels
Tactical Marines and
forcing them to leave
their objective and flee
off the board. Being fast,
deadly and fairly durable
makes Deffkoptas

L Waskeo U

Fil: What can | say, that was probably one
of the closest results I've had in a long
time, and definitely one of the most
entertaining. However once again lady
luck was on the other side of the table and
although it was a close game, my dice rolls
were terrible. Seeing Ghazghkull fail his 2+
invulnerable save was priceless, as was my
Battlewagon plummeting into the depths
on the last turn. The words ‘anything but a
one’ will haunt me forever. With a bit of

a constant
headache for
your opponent,
and one that is
difficult to deal
with quickly.
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hindsight (funny how it's always 20:20)

| perhaps should have taken more Troops
choices instead of the expensive Meganobz
as half of my Troops were caught up in the
battle in the middle of the board that
ended with a lone Deathwing Terminator
surrounded by the remains of my most
expensive units. Although it did not go
well for my Boyz, it was a great game and
I'm looking for an opportunity to exact my
revenge on the Emperor’s finest.

favourite Moment

FOR THE EMPERARRRRGCCHHHHH!

The look on Alessio’s face when Sammael
was dragged from his Land Speeder and
beaten to a squishy mess on Turn 1 was
hilarious (for me anyway). Ork Boyz in a
red Trukk are quick. No, quicker than that!
And they can deal out a whole world of
pain — even the Grand Master of the
Ravenwing in his fancy armour 14 Land |
Speeder couldn’t escape a beating. '




s BATTLE %5, AigsTRIP

The Imperial Guard have been tasked with the destruction of the Ork airfields to
prevent Klawjaw’s escape, but the captured proto-forges have been working
overtime churning out a ramshackle convoy of Ork vehicles.

Jeremy: I'm a staunch ground-pounding Ork Warlord. | like 30-strong Ork mobs
and lots of “em. Trukk Boyz and Speed Freekz are OK, if you're a bit light in your
iron-shod boots (that is, if yer a sissy). So when | was asked to play a mechanised
Ork force | was a bit wary. This could be a plot by the other Ork Warlords to
damage my well-cultivated, brutal reputation. After all, I've never lost a game (no
matter what they might tell you...). Phil Kelly had written a scenario and it sounded
like a good scrap — specifying a tank battle pitting the

mighty Leman Russ versus a column of Ork
Battlewagons. | admit, that sounds brutal
enough for my tastes. My Ork force
historically struggles to destroy tanks of
Armour Value 13 or 14 and I'd be facing
loads of them under the generalship of well-known tank ace Andy
Hoare. Perhaps the other Ork Warlords were setting me up (as |
said, they are a petty, jealous lot). Still, a 2500-point Ork
army with an armoured wedge of Battlewagons, Looted
Wagons, and Deff Dreads sounds unstoppable to me.

Ork Army
Warboss 6 Battlewagons
11 Tankbustas 3 Big Guns
20 Ork Boyz 2 Looted Wagons
10 Ork Boyz 5 Deffkoptas The thopefully)
20 Ork Boyz 3 Deff Dreads unstoppable
10 B armour 14 of the
gt Borz Battlewagons should
save the Orks” day.
i
| Andy: Being an Imperial Guard
h]ltl'lil Guard Army player there’s little | like more than
IS Corrinand Squad the chance to field as many tanks as |

can, particularly against a horde army
like Orks. The problem is, of course,
that the Orks won't be sitting around

2 Anti-tank Support Squads
[\ chpriest Enginseer

JSecr:::mnd Squad whilel | shoot them — these are a
kunnin” bunch, clearly blessed by
Ry Squacs Mork, so they’ll no doubt be hurtling
Qi command Squad towards me at top speed in their
nfantry Squadls

shiny new Battlewagons.

fleman Russ Battle Tanks That means I'll probably only get

leman Russ Demolisher a turn or two shooting before the tide of green-skinned
ound naughtiness hits my lines. Thankfully, under the new
ilisk Warhammer 40,000 rules the Orks won't be able to overrun ]
Sentinels one squad and immediately engage the next. So for me this ( !:]Ii':jliﬁ:f,IL:J:;‘\:'-”'-?\]:::;:"f“'“(}“
battle will be all about targeting the biggest threat to my lines Giisrdag “:’_.,;,:,ﬁ,},, reprieve in
and containing those assaults that do hit home. the Assault phase. Maybe.
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ndy set up first, cramming as

many of his tanks into the far

corner of the board as he could, to
keep them out of Jeremy’s clutches for
as long as possible. The Orks were far
more forthcoming, deploying as close
to the centre as possible.

The Imperial Guard set up expecting
to open fire on the greenskin horde first,
but Jeremy rolled a 6 and seized the
initiative. The Battlewagons raced
forward in a crude imitation of ¢
armoured spearhead, as rokkits and
shells whizzed overhead from the
supporting vehicles and the Dreads. To
bolster his force, Jeremy had borrowed

/'s Blood A ed Leman Russ to
use as a Looted Wagon; a decision that
Andy quickly regretted as its first salvo
wiped out an Imperial Guard Anti-tank
Support Team.

The Imperial artillery returned fire,
but barely made a dent in the
approaching Ork horde.

i
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SMASH "EM, CHOP EM!

The armour of the Evil Sunz Battlewagon allowed it to weather a hail of battle-
cannon shots that would have mulched a lesser vehicle. It disgorged a mob of
Boyz right on top of the Imperial Guard tanks, the Orks charging in to
immobilise both and leave the Hellhound weaponless and out of the game.
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DA UULCHA SWooPs

At the start of the second
turn, Boss Zagstruk and his
Vulcha Squad deep striked
right in the midst of the
Imperial Guard lines, leaping
from the belly of da Vulcha as
it swooped low overhead.
Normally a squad arriving via
Deep Strike in such a location
would get shot to pieces
before they could assault, but
Zagstruk has a trick up his
sleeves. On the turn they
arrive from Deep Strike,
instead of shooting, Zagstruk
and his Stormboyz can make a
special swoop attack and
assault, although the squad
takes D3 casualties w they
do so. Da Vulcha Boyz
powered into one of the

Basilisks causing it to explode
in a great plume of fire.




Radar Tower &

BOMMERLZ HIGH

Despite the best efforts of the Imperial Guard, both

Fighta-Bommerz successfully took off. Jeremy used one
to make a strafing run against the Infantry Squads on the
flank, before disengaging both to go and fight elsewhere.

WOTZ GOIN’ ON?

The Imperial Guard flamers claimed a
high toll from the Boyz clustered around
| the base of the radar tower, killing ten.

All three units of Sentinels were used to
m outflank. One of the units appeared over

by the flakkacannon tower, whilst the

others arrived right on top of the Orks.

The Orks dealt out a fair amount of
firepower with the various kannons, kill-
kannons and boomguns bolted to their
vehicles. Jeremy’s scatter dice kept hitting
but he rarely scored penetrating hits.
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BLAST OFF!

We decided that, whilst the Fighta-
Bommerz could be used in this game if
they launched, it would be more fun if any
Pulsa Rokkits that launched landed in the
final game of the campaign. Unfortunately,
for Adam and Matt - the Imperial
commanders in that game — this meant
that Andy spent more time trying to stop
the Bommerz from launching. In the end,
two Fighta-Bommerz took off and a Rokkit
launched, all of which could now take part

WAGONS ROLL

Whilst an ‘ard case might help a Battlewagon cross the
battlefield in one piece, leaving it open-topped allows
the Orks to get a piece of the action sooner. On Turn 4,
20 Ork Boyz piled out of this wagon, stomping their way
through two Infantry Squads in a single Assault phase.

Flakhacannon Ragl
Tower ”

TANK BUSTING | FLAKK ATTACK

Although their ride got immobilised far from the action, the Tankbustas didn’t The flakkacannon tower kept up a steady, if
let that spoil their fun, hollering as they fired their rokkits at the Sentinels and | fairly inaccurate, rate of fire throughout
Leman Russ in the distance. And when their rokkits didn’t do the job, a good the game, the Grotz in control of the guns
swing from a tankhammer finished the Leman Russ off with a bang. taking great glee at blowing things up
across the battlefield. Unfortunately, it
didn’t just target the Imperial Guard, as
the Grots kept getting carried away.
Perhaps the worst — or finest, from
Andy’s point of view - piece of Grot
shooting was when the converted Goff
Battlewagon turned round to take a shot at
the Sentinels behind it. Jeremy rolled a 1 to
see how many shots the tower fired,
meaning that Andy got to fire it instead.
Mistaking it for an actual Land Raider, or
perhaps just looking to get their own back
for years of abuse, the Grots took careful
aim and blew it to pieces! Grots 1, Orks 0.

AAAAAAAAAAAAAAS
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MAN OF THE MATCH

My ‘man of the match’
was definitely my
Sentinel, which had lost
its autocannon, for the
entertainment it provided
when it charged the Big
Gunz battery, stomped a
single Grot flat and sent
the rest packing - if I'd
been using my own model
I’d have modelled a
squished Gretchin to the
base to commemorate the
event!

FINAL RESULTS

UVICTORY FOR THE ORKS!

For the first half of the game the kill
point tallies were neck and neck, the
damage to both sides equally bloody.
Predictably, however, as soon as the
Orks closed with the Imperial Guard,
their kill points increased
exponentially. The airfield was secure
and Waaagh! Bork was airborne.

oLo THe Line!

Andy: Looks like my first turn or two's shooting just wasn't
quite enough! As Jeremy’s army came towards the centre of
my line | made an effort to engage it in the flanks and draw
it in to my centre (a ‘defence in depth’) but this didn’t quite
pay off as those Ork Battlewagons and Deff Dreads are
incredibly tough and a combination of misses and failed

penetration rolls took their toll..

It was interesting to see how a large mob of Orks needs
only its choppas and Furious Charge to prove a real threat
to a tank, as they always strike the tank’s rear armour in
close combat. It was also extremely threatening to see
Zagstruk and his mob Deep Strike into my lines, even
though | knew he would do so. He was always going to
take out one unit, but again, thanks to the current
Warhammer 40,000 rules he wasn't able to make a
Massacre move and get stuck into another unit. As it was,
it took every single gun that could see them to take down
Zagstruk and friends, distracting valuable firepower from
targeting the Orks heading towards my lines.

favourite Moment
UH-OH!

There were loads of great
moments in this game,
and a lot of them were
provided by the fact that
1 had to worry not only
about the Orks, but the
pilots heading towards
the planes and launchers.
I had scant firepower to
spare against these, but |
knew too that if I let
them through, the
Imperium players would
really get it in the final
game! Sorry guys...

VVVVVVVVYY

ORK OF THE MATCH

Without a doubt the
Battlewagons proved to
be worth their weight in
teef. They are fast, easy to
assault out of, and can
hold a twenty-strong mob.
They can also be geared
to fight as a tank (with a
killkannon), to act as a
super transport (with an
‘ard case), or something
in between. When my
Battlewagon'’s kannon or
killkannon failed to smash
the frontal armour of an
enemy Leman Russ, | just
deployed the Boyz, ably
led by a Nob with a
power klaw. The only
Battlewagon | lost in the
game was the one my
own flakkacannon tower
gunned down from behind
(the less said about that
the better, those
treacherous Grotz will
pay!), the rest just kept on
rolling forwards.

Tane Dar!

Jeremy: There | was, an Ork Warlord
satisfied with his army, but now... well,
now | covet Battlewagons; heavily armed
metal monstrosities! Long-ranged assaults
for mobs of 20 close combat-seeking Orks!
You can even shoot as you trundle along!
This battle has opened my eyes to the glory
of Battlewagons faster than a kick to the
doo-dadz. I must get my Mekboyz working
on some of those, and maybe a Looted
Wagon into the bargain, as that boomgun
was nothing if not entertaining. The
armoured wedge was nicely punctuated by
Boss Zagstruk and his Vulcha Squad,
bringing Basilisk-killing death from above.
As usual, the Imperial Guard unleashed an
impressive amount of firepower and those
three Basilisks made me quake in ways
unbefitting a fearless Kommander. Andy
was a great opponent, although I'm almost
certain he was using strategies and
outsmarting me at every opportunity,
which in my opinion was a bit uncalled
for. Still, as we smug, self-satisfied
conquerors say, "All’s well that ends with a
choppa in it".
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favourite Moment

SNEARY TRICKZ

The best part of the battle was the whole
scenario! Story-driven battles are my
favourite way to game. The battlefield was
an airstrip and | had krew (cunningly
disguised!) racing to pilot their planes or
Pulsa Rokkits while Andy hurled
bombardments at them. Would Andy blast
the pilots before

takeoff or even

remember that they

weren't just barrels?

The whole situation

had us laughing,

especially in the end

when Andy’s lone

Sentinel chased my

last pilot to crush

him underfoot. The

straightforward

story made the

game more

memorable.
leremy’s disguised Ork pilot




Da Mangler’s Gargant fields are clanking away at the heart of the scrap continent
of Rustia, building bigger and better idols to stomp all over the forces of the
Imperium. Unless the Howling Griffons can put a spanner in their works, that is.

tough Space Marines from those hard-to-reach areas. Step forward the Lootas with their 10 Grots and Runtherd
48" range deffguns. A Mek toting a shokk attack
gun can really complement this unit, as
whatever survives the AP2 blast template can
quickly be mown down by the Mek’s Loota
mates. The battle plan? Charge forward

into every unit | can reach and shoot the

hell out of everything | can't...

Phil: So, the victor is simply the player with the highest-up

model at the end of the game, huh? Well, I'll need some fast, Ork Army
mobile units to bring Rob’s Howling Griffons down from their Warboss
lofty perches. Two Trukks full of Boyz led by a third Trukk Big Mek

carrying a Warboss and his Meganob mates should enable me
to zoom into combat at the first opportunity. The vehicles will
be bolstered by my Warbikes, which are great at tipping the
balance of a hotly-contested combat. All the while, my
Gretchin units will be clambering up those piles of scrap, and
Boss Snikrot and his Kommando crew will be sneaking up on
any Space Marines deployed in Robin’s back field.

I'd need some long-ranged firepower, too, for cleaning out 12 Grots and Runtherd

10 Lootas

Snikrot & 7 Kommandos
3 Meganobz in Trukk
Battlewagon

12 Boyz in Trukk

12 Boyz in Trukk

3 Deffkoptas
3 Warbikes
1 Dreadnought

The Grots step up,
eagerly hoping to earn
‘man of the match’.

'L,;Wlng

Griffons Army
Space Marine Captain
Command Squad
Dreadnought

10 Tactical
| Space Marines

10 Tactical
Space Marines

10 Tactical
Space Marines

Space Marine Scouts
5 Space Marine Scouts
10 Assault Space Marines

nd Speedler

Space Marine Devastators

Robin: Ever since Phil’s Orks
stomped to victory in the Studio
staff tournament 1've heen itching
to give them a proper scrap with
my Howling Griffons Space il
Marines. As the mission objective
was to occupy the battlefield’s
highest positions, | eschewed my
tanks and instead spent the points
on more infantry. Two Tactical
Squads should provide me with
plenty of troops to occupy the
towers and scrap-heaps, and two units of Scouts should
prove ideal in this scenario. The plan is simple; the first
thing to do is to get my heavy weaponry into elevated
positions where they’ll have a commanding view of the
scrapyard. Once there, I'll target Phil’s fastest units before
they have a chance to climb to the top of anything. My
main forces will march towards the greenskin line, making
use of the cover, and flush out any Orks who think they're
kings of the castle. A Command Squad and a Dreadnought
will prove invaluable should Phil send any Nobz, Killa
Kans or Deff Dreads my way. I'll keep my faster-moving
units back to counter any Orks that threaten my more static

x v ’ 3 Robin planned to use his
units that will, hopefully, be supplying a torrent of fire from Command Squad to bolster his

the highest point in the yard. lines against the Ork onslaught.
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LIORRS I

TIME oz A SCRAP

hilst the scenario was something
w a bit special - capture the high

ground - we rolled for deployment
as normal. We rolled a Spearhead
deployment type and Robin opted to set
up first, making sure he seized the highest
point on the board.

Robin put his Scouts atop the crane and
his Devastators on the tower itself, before
making sure the base was surrounded by a
defensive circuit of Tactical Squads.

The Orks were less tactical in their
deployment — the Big Mek with the shokk
attack gun and his Loota bodyguard
grabbed the top of the refinery, hoping to
shoot any Space Marines that were higher;
and the rest of the Orks simply piled in as
far forward as they could.

Phil started the game by seizing the
initiative, displaying an uncanny ability to
roll 6s on demand. He kicked the game off
by blowing apart the Dreadnought, killing
a handful of Tactical Marines in the blast!

Unfortunately his second roll of the
game saw his shokk attack gun roll a

9

WOTZ GOIN' ON2

ﬂ a lascannon, the Nobz and Warboss pile

out to stomp forward on foot, only to re-

embark a turn later when it’s fixed!

ﬂ In an uncharacteristic display of accurate

shooting (for Orks, if not for Phil ‘6s’

Kelly), the first shot of the game - a volley

from the Lootas on top of the tower -
destroyed Robin’s Dreadnought.

Robin managed to squeeze a fair amount
of plasma weaponry into his Tactical
Squad, including a plasma cannon, a

plasma gun and a Sergeant with a combi-

plasma. The squad racked up quite a kill
tally throughout the game.

as the Kommandos, firing shots into the
back of the Land Speeder and
immobilising it right under the grabba

explode and kill five of their own mob!

After their Trukk is stunned by a shot from

m The Slugga Boyz arrived at the same time

magnet. Just to make sure it was junk they
then assaulted it, unwittingly causing it to

double-1 and explode in a violent blast
from the depths of the Warp.

The first Howling Griffons Shooting
phase was remarkable only for the
mediocrity of the shooting. Between the
Tactical Squad'’s lascannon and the missile
launchers of the Devastator Squad, the
only damage done was the stunning of a
couple of Trukks — evidently, amidst all of
the junk, the Space Marines had trouble
making out what was scrap and what was
an Ork vehicle! The Tactical Marines
armed with an abundance of plasma
weaponry killed a couple of Gretchin,
which was more than the Scouts with
sniper rifles could manage.

After a slow start to the game, the
second turn began with multiple
units arriving from
reserve to try to
seize the
high points.

RING OF THE HILL

The objective of the game
is to capture the high
ground. The highest point
was a close-run thing
between the crane in the
Space Marine deployment
zone - held by the Scouts
- and the Loota-held
refinery complex in the
Ork deployment zone.
After careful measuring
we decided the crane was
highest, meaning the
Scouts were target #1.

A\AAAAAAL)L




SNEARILY DOES IT

Boss Snikrot and his Kommandos snuck onto the board from reserve on
Turn 2. Snikrot’s Ambush special rule allows him to appear on any board edge,

ZIAP! KRAKK! BOOM! so Phil deployed him at the base of the crane, hoping to sneak the Kommandos
up to take out the Devastators and the Scouts.

Phil cunningly placed his Big Mek with a
shokk attack gun atop the refinery, hoping
to take advantage of the superior line of
sight to zzap any Space Marines who
climbed up too high. Unfortunately, the
first time its gizmo spun up to speed, Phil
rolled a double-1 and the whole thing
exploded in a sphere of unreality, taking
both the Mek and two Lootas with it.
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LAST MAN STANDING RING OF DA KASTLE

Phil’s second mob of Grotz piled up the ramp towards the
tellyport tower, held for much of the game by the Scouts.
Ork shooting had taken a hefty toll upon the squad, leaving
only a couple of Scouts left, and they were not prepared to
be overrun by a bunch of Gretchin! The only casualty was a
single Grot, which was enough to make them run away!

Robin’s Captain clambered up the watchtower, but he was
closely pursued by Phil’s Warboss. The Captain inflicted
three wounds on the Warboss, but the Ork’s cybork body
saved him. The Boss wounded the Space Marine back, but he
in turn was saved by his Iron Halo. He wasn’t so lucky on
the next turn, as the Warboss instantly killed him.

TV V7 7 7 7 7 V77V VVY V777V V7V VVVVVVVVYVVYYY

e S Y -
g T O CNRCANO i Yo

| 0 e | e 4



WOTZ GOIN’ ON?

A good chunk of Phil’s army found
itself mired in the difficult terrain of
the scrapyard.

The Warbikers, Gretchin and Deff
Dread charge the Howling Griffons
Command Squad. The Dread tore
apart most of the squad, but then the
Veteran with power fist wrecked it
with a single solid blow. The next
turn the Captain destroyed the last of
the Bikes and ran down the bold, if
foolhardy, Gretchin.

Instead of deep striking into Ork-held
territory, Robin used his Assault
Marines to counterattack, dropping
them on top of the Slugga Boyz
threatening his lines. The Slugga Boyz
were little match, but the real target
was the Kommandos on the crane.

e - ’ ‘ {
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SILENT RILLAS

Phil’s Warboss called a Waaagh! in Turn 3, and Snikrot used this distraction to
bound up the crane and into combat with the Devastators. Snikrot has six
attacks on the charge with re-rolls, knifing both the Sergeant and a Space
Marine. The Kommando with a Burna killed another, and then the rest of the
Kommandos finished off the Devastators. After the Devastators had fallen, the
Scouts on the arm of the crane were next, easily overpowered by the Orks.




MAN OF THE MATCH

I'd have to nominate the
heavy bolter-toting Scout,
surrounded by the enemy
and taking on all comers.
Not only did he manage
to single-handedly wipe
out an entire herd of
Gretchin (whilst perhaps
not exceptionally heroic,
it was extremely cool) and
gun down several Lootas
(much more like it), he
distracted a large portion
of Phil’s Orks throughout
the game and, in doing so,
allowed my own force to
fight the Orks on my
terms. Alas, his promotion
to full battle-brother was
not to be, as the sheer
volume of dakka Phil
poured into him finally
took its toll.

FINAL ReSULTS

FIELDS OF FIRE

Robin: That was one of the closest games |'ve ever played.
Having the initiative seized from me was not the start |
would have wished for, and then | lost my Dreadnought
and most of a combat squad to the very first shot of the
game. Still, | could hardly complain about bad luck when,
with his very next shot, Phil’s shokk attack gun sucked the
Big Mek into the ether! With a big chunk of my offensive
force taken out | had to rethink my plans and adopt a more
defensive strategy. Thankfully it paid off. | was able to
delay, distract or else destroy Phil’s most powerful units
from getting close and stomping over the troops deployed
within the crane. The balance of the game shifted several
times, but when Boss Snikrot and his Kommandos arrived
along with a massive unit of Boyz things looked pretty dire
for the Howling Griffons. If it hadn’t been for the timely
arrival of the Assault Marines | doubt any of my units
would have made it back in time to halt Snikrot's rampage
to the top. The duel in the centre was a fantastic end to the
game and whilst Phil’s Warboss proved to be the king of
that castle, he wasn’t king of the scrapyard.

HOWLING GRIFFONS UICTORY!

In a bold move, the Assault Marines
jumped onto the crane on the
penultimate turn. The ensuing assault

=W slew the Kommandos and seized the

o WIN US Loss

high ground for the Space Marines.
With commanding fire positions, they
could press their attack on the
Gargant fields and slow the Waaagh!

favourite Moment

CHAAAARRGE!

It had to be the nail-
biting ascent of the
Assault Marines, engaging
their jump packs and
smashing their way
through twisted metal to
reach Boss Snikrot. | had
no choice but to opt for
speed over safety, but
each jump saw a few
more Howling Griffons
fall. Then a plasma pistol
exploded, killing another,
and it was touch-and-go
if enough would survive
to defeat the Orks. The
assault came down to a
single dice roll - had
Snikrot made his final
armour save it could have
been a completely
different story.

favourite Moment

THE DUEL

Rob and I both thought it
would be cool if our
champions duked it out,
so we fixed things so that
this could happen -
gentlemen’s agreements
like this are perfectly
acceptable. I suggested
that our commanders
duelled on the fightin’
stage in the centre of the
board, and Rob agreed,
on the condition I left my
Meganobz out of the
fight! Though the Space
Marine Captain wounded
the Warboss twice, the
big green meany’s power
klaw eventually snipped
the Cap clean in two.
Waaagh!

Ano Scrae IT!
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Phil: Ha! It looks like newcomer Robin is
my new gaming nemesis (Another one? —
Ed) — his tight fire discipline and calculated
risks make for a potent combination. |
really loved playing a mission with such an
unusual victory condition, as it really
forced me to rethink my tactics and
consider which of the high points to focus
on. As a result we had some really
dynamic struggles — the Gretchin running
pell-mell up the ramp to engage the lone
Scout on the tellyport tower, Snikrot and
the Kommandos slaughtering their way up
the crane to the very top of the crane, and
the duel between my Warboss and Rob’s
Space Marine Captain on the watch tower.
However, Boss Snikrot’s last stand was
perhaps the defining moment of the game
— a fierce duel between my Kommandos
and Rob’s Assault Marines, which ended in
victory for the Adeptus Astartes. Still, we'll
be back, and the Krater Maker Apocalypse
game is yet to come...

ORK OF THE MATCH

Snikrot did me proud, turning up at the first
opportunity, scaling the crane like a giant
green gorilla and slicing up the Devastators
all nice and stealthy-like. Afterwards, Rob’s
entire army let loose at the kunnin’
Kommandos, but to no avail. If only I had
fluked a few armour saves, too, Snikrot’s
rippy-knives could have carved me out a
victory; but it was not to be — the Boss
Kommando had to make his escape with a
swan dive into the drops below.




The Mighty Mangler’s pride and joy, known only as da Krater Maker, is the biggest
land-based gun the sector has ever seen. Not content with simply firing their titanic
creation, the Orks intend to ram the super-weapon into Furnacehive.

campaign and Matt Holland
and | are in charge of making
sure Colin Grayson's Krater
Maker gets to do its thing. I've
only got one thing to say - that

So how best to make sure
of it? Well, we knew the Space
Marines were planning on a
surprise strike, so we made

Phil and Matt: This is the
Ork Army climactic battle of the
Warboss 10 Tankbustas
2 Big Meks 3 Battlewagons
3 Skorchas Zagstruk
3 Wartrakks 7 Stormboyz
8 Warbikes 3 Deffkoptas hive is coming down!
12 Ork Boyz in 3 Deff Dreads
Trukk 6 Killa Kans
12 Ork Boyz in 8 Zzap Gunz
Trukk
10 Ork Boyz in S nn . ¥ ; i O TR 4 3
Thikk 20 Ork Boyz in sure we had a nice big rapid response force in the form of a Kult of Speed -
8¢ Ork Goyz Gargantuan their r(:apld redgployment ability would ensure they were only ever one turn
Squiggoth away from a big scrap. A Dredd Mob, being extremely durable, is always a
Bk foyz huge asset in any game of Apocalypse and of course a massive horde of Boyz
20 Ork Boyz was a must. The plan was to protect the flanks of the Krater Maker from any
20 Ork Boyz melta-related chicanery and shield its vulnerables from any shoooting that
20 Ork Boyz might slow it down — a Blind Barrage combined with a Camouflage strategic
20 Shoota Boyz asset should do that nicely. The Boyz would try and lock down any enemy
10 Kommandos tanks early on. If the Krater Maker reaches the walls of Furnacehive, our plan
is to cross our fingers and pray to Gork. Or possibly Mork.

Adam and Matt: There's a lot that an
eager Space Marine player can cram
into 2500 points, and we were sorely
tempted to max-out on Tactical
Squads. What dissuaded us though
was a trip to the Warhammer World
store to pick up some paints, where
we saw their Line Breaker formation
gleaming evilly in their great display
cabinets. With that, we went for a
very different army indeed — tanks,
lots of tanks. We opted for a Line
Breaker Squadron, an Armoured Spearhead and a Suppression Force. To these
intimidating formations, we added a couple of Tactical Squads in Drop Pods, a
Combat Squad in a Razorback and Chaplain Cassius (who I've always had a soft-
spot for). It's amazing how quickly you can use up 2500 points.

Look out for the Land Raider Terminus Ultra. Crewed by Sergeant Chronus
we're expecting it to be the ace in the hole. Also, beware the Line Breaker
formation — if any decent sized mobs of Orks come anywhere near it, they’re gonna
die in a sticky green mess!

But it wasn't all about the tanks — the Orks would have had a field day charging
Lthem if it was — so we made sure that the Blood Angels force was predominantly
‘made up of infantry. Led by Mephiston himself, we were fairly confident that we
could carve through anything the Orks threw at us.

Imperial Army
Blood Angels:
Mephiston
Chaplain

5 Terminators

6 Death Company
Furioso Dreadnought
Drop Pod

Scout Squad

10 Tactical

Space Marines

10 Tactical
Space Marines

10 Assault

Space Marines

10 Assault

Space Marines

10 Devastator
Space Marines
Whirlwind

Baal Predator

Ultramarines:
Chaplain Cassius

10 Tactical
Space Marines

Drop Pod

10 Tactical
Space Marines

Drop Pod
Combat Squad
Razorback
Land Speeder
3 Whirlwinds
Land Raider
Terminus Ultra

Land Raider
Redeemer

Chronus
4 Vindicators
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nsurprisingly, the Space Marines

bid the least amount of time for

deployment, deploying their army
in under two minutes. The Orks were
more conservative, bidding a stately
ten minutes. Colin’s Kannon took up
much of the board, and Matt and Phil
took advantage of that to deploy many
of their Boyz behind it as an escort.

The game started with the Orks
revealing both of their strategic assets —
Camouflage, as the Orks w
surrounded by clouds of dust; and Blind
Barrage, as one of the many Fighta-
Bommaz buzzing the battlefield
dropped a line of oily black smoke right
down the centre of the board.

The Space Marines had a trick or
two of their own, as Matt’s Careful
Planning asset brought his Terminators
| onto the board on Turn 1.

The Space Marine turn
opened in inimitable
style, as a pair of Drop
Pods slammed into the
dirt. A Furioso
Dreadnought clambered
out of the Blood Angels
Drop Pod, taking up
position alongside the
Terminators to menace
the Orks’ rear. The
Ultramarines were off
target, scattering back
into the Space Marines’
own lines. This turned
out to be fortuitious, for
the Tactical Marines
inside were well-placed
for a counter-attack.







Boom Town

BOUNCING BACK

Adam’s cunning plan to
get rid of the Squiggoth
was to put Cassius and
Mepbhiston in a Drop
o Pod, with a vortex
grenade, and drop them
right next to it. It
worked, after a fashion,
as the vortex grenade
weakened the Squiggoth
_ . enough that Matt’s
Devastators could finish
™ it off. Unfortunately, the
vortex grenade then
scattered straight back
towards Cassius,
sucking him, his Drop
Pod and his Tactical
Marines into the Warp.

.‘,‘_.'?“_5
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DEATH FROM ABOUE!

Zagstruk and his Stormboyz dropped right on top of
Chronus’ Land Raider Terminus, da Boss ripping it asunder
with his claws. The tank exploded, killing two Orks, but
Chronus miraculously survived to assault the Vulcha Squad
on the following turn. Luckily he wasn’t entirely
unsupported, as the Blood Angels Assault Marines jumped in
to help, and between them they cut the Orks down to size.
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dropping like flies. Cassius managed to kill himself
with a vortex grenade, whilst Mephiston was brought
low by a Big Mek with a burna. Even the Blood Angels
Chaplain with a Legion Relic (Matt’s new favourite
strategic asset since last month’s battle report) was slain
by the guns arrayed on the rear part of da Krater Maker.
It wasn't all going the Orks’ way, however; the Line
Breaker Squadron, the Land Raider Armoured
Spearhead and the Suppression Battery all
continued their withering
bombardment of the
greenskin horde.

T he second half of the game saw Space Marine heroes

Da Krater

Maker “ é

\;-]
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The ‘wall of iron” - a
veritable broadside of
guns awaiting the Orks’
assault on Furnacehive.

WHAT GOES UP...

Because Andy Hoare
had failed to stop the
Ork aircraft launching,
Adam and Matt would
have to bear the brunt
of their impact. As the
rokkit and one of the
bommerz launched on
Turn 3 of the second
battle report, they

W_Ould impact on Turn 3 BLOCKADE RUNNER

of this game.

Fortunately the Pulsa As the Krater Maker loomed ever closer, a lone Land Raider

Rokkit scattered widely made a run across the battlefield in a vain attempt to stop it.

and missed most of the The Redeemer tank shocked a mob of Boyz, forcing them to

Space Marines, but the flee, before flaming another unit. It then haired across the

bommer strafed the board and fired its multi-melta, damaging the kannon. Whilst
not stopping it, it hindered Phil’s chances of blowing up the

Ultramarines with
devastating effect. hive by inflicting a penalty to the final roll on the table.

=VVVVVVV\ IAAAAAAAAAAAL VNAAAAAAAAAAAAAAAAAAA
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MAN OF THE MATCH

For me, the man of the
match (OK, well, gigantic
gun of the match) was the
Krater Maker and its crew.
I love the sheer Orkiness
of it, and the traktor unit
gun emplacements took
an impressive toll
themselves. One pivotal
moment was when the
Death Company, having
disposed of everything we
could throw at them in
assault, neared the Krater
Maker, only to be shot by
a storm of killkannon and
big shoota fire. Who said
Orks were stupid?

FINAL ResuLTS:

*Yep, that’s bad news if you live in Furnicehive.

RAs0000000M:

UICTORY FOR WAAAGH! BORK

The Space Marines threw everything
they had at the Orks and the Krater

Maker, but in the end it just rumbled

ever onwards. Phil rolled high on the
table and even the Orks couldn’t miss
a hive at such close range. With a
mighty kaboooom! the hive spire
came tumbling down.

Booom! Hur Hur Hur

Phil and Matt: Well, we did it, but it was a
very close call. The Ork infantry died in
droves protecting the Krater Maker from
the Space Marines assault. Then again,
that’s what they were supposed to do - if
anything the Space Marine players focused
on killing the Orks a little too much. They
bought themselves another turn by
crippling the Krater Maker’s front tractor
unit, and could have bought themselves
even more time to damage the gun itself by
taking out the rear one too. Still, a multi-
melta from one of Adam’s many Land
Raiders did manage to inflict a decent hit
on the metre-thick barrel of the gun,
meaning both sides had a one-in-three
chance of outright victory. At this stage in
the campaign no-one really wanted a
draw! The Krater Maker had enough speed
left to plough into the hive walls, though,
and we rolled that fateful dice to see if the
hive would come toppling down onto the

Orks or collapse in grand style. Naturally
we used the largest dice we could find (this
is the Studio, so it was about the size of a
Rubik’s cube) and up came a nice juicy
five, spelling doom for the Imperials. Woo
and indeed hoo!

favourite Moment

HOW MANY ATTACKS?

Phil: Never let it be said that the greenskins
can’t recognise a dead-hard warrior when
they see one. I'll never forget grinning
evilly as I sent in three Killa Kans against
the Death Company, thinking ‘Feel No Pain
eh? You'll feel this one matey boy’ only to
see Matt's Chaplain unsheath his Legion
Relic and, like a hero in an animated film,
carve the three lumpen mini-dreadnoughts
into burning scrap metal before they knew
what hit them. Impressive.

We WIN.

RERRUNCH!

One of our favourite
moments was the look on
Phil’s face when the
Blood Angels Chaplain
cleaved straight through
three Killa Kans with
eight Strength 10 attacks!
Chronus’ last stand
against Zagstruk was
good fun too. Who'd
have thought he’d survive
long enough to take on
Zagstruk in single
combat. Although
between you and me |
think he might have
copped it if the Blood
Angels hadn’t sent in
their Assault Squad to
save the day
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.. WELL, ALMOST

Adam and Matt: The objective was very
tough, the mega-uber-dakka-blast-gun-thing
could not be stopped (literally) and the
Orks outnumbered us with swathes of
kannons on the traktor units, not to
mention the Pulsa Rokkits, Fighta-Bommerz
and the maniacal intentions of Phil. And
still, in spite of all that, we almost won.

Mr. Hutson’s Blood Angels caused carnage
at every turn, my Vindicators blasted
massive holes in the Ork lines and our plan
(slaughter everything green, then advance
on the gun) nearly paid off — my Redeemer
got a great hit on it in our last turn.

In fact, Matt and | agree that we did so
well, we're the moral victors! There were
too many great moments to mention and
the tension and excitement had us all
waiting with bated breath for that final roll
of the dice. So, if you can have that much
fun playing a game, you've got to be the
winner, right?

VVVVVVVVVVVVYVYY
MAN OF THE MATCH

Adam: With so many tremendous efforts
across the army, it’s hard to pinpoint a true
man of the match. I've got to nominate the
Redeemer though, which managed to smash
through the centre of the board and cause
some damage to the mega-iiber-dakka-blast-
gun-thing. | also liked Sergeant

Orelian, who fended off
the remnants of the
massive Ork shoota
mob all on his
own - true
Space Marine
heroism.




Mayhem, carnage and crazy amounts of
dakka — another working week in the
Games Workshop Studio draws to a close.
And what a week it was. Four staggeringly
good-looking battle reports, plenty of
heroic duels and more large-scale
destruction than you can shake a
megakannon at.

The dockyard smash was especially
notable for a clash of some real
heavyweight characters — Sammael of the
Ravenwing, who ended up buried under a
mass of greenskins, and Belial of the
Deathwing, who took on his old nemesis
Ghazghkull Thraka in close combat. Just
like at the
dockyards of

ricina v, e e @@ The game itself was
the stuff of which

Iegcnds are made. ,, full-scale game

fight ended with
Ghazghkull
smashing Grand
Master Belial to
the ground. The
big greenie didn't
get to crow about it for long, though —
Ghazghkull copped it from one of Belial’s
faithful bodyguard in the same turn. The
Dark Angels still managed a win, mainly
due to Fil Dunn’s battlewagon plunging to
a watery doom.

The Orks fared far better in the battle
for the airstrip. Not only did Jeremy’s
Battlewagon mob ride through the hail of
battle cannon shells coming its way, with
the Orks inside disembarking and taking a
terrible toll on the Imperial tanks, but the
armoured assault bought the Ork pilots
enough time to launch their aircraft and
make strafing runs in the latter half of the
final game.

The Scrap at da Scrapyard was harder-
fought than any that had come before, a

WAAAcH!

CIORKS

LB & -

8 GoRK, MORK av s
& MancLeR OF BORK

game of ‘king of the castle’
which, though the Ork Warhoss
crushed the captain of the
Howling Griffons in single
combat, the Adeptus Astartes
won. After stabbing his way
through Devastators and Scouts
alike, that sneaky git Boss
Snikrot held victory in his
clutches for a few turns, only
to have it snatched away at the
last instant by the desperate
assault of the Assault Marines.
The last, most climactic game
was the battle for the Krater
Maker, which
was the most
memorable of
all. The players
had a great time
cutting loose in a

of Apocalypse,

and needless
to say Colin’s gigantic artillery
traktor made a magnificent 1
centrepiece. In fact, Phil kept |
tracking round the barrel so |
that it continually pointed at l

Adam Troke’s head during the
Imperial’s turn — surely a little
off-putting! The game itself
was the stuff of which legends
are made, especially seeing as
the Mighty Mangler drove the
Krater Maker into Furnacehive
and lived up to his name by
bringing the spire crashing
down, cementing his conquest of
Bork and paving the way for a
galactic invasion of daunting
size. One more time:

|
|

(A) Da Big Boss himself, Phil Kelly, makes
final adjustments to da Krater Maker.

(B) The two Matts duke it out as Zagstruk takes
on Chronus.

(C) Adam struggles to decide which tank to
move first — so many to choose from!

(D) Matt removes handfuls of Ork casualties.
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No mere mortal of
flesh and blood,
Jervis Johnson was
cast in the Citadel
forges to be a
hobby paragon, a
guiding light to
gamers new and
old, and keeper

of the ‘whys’ and
‘wherefores’ of the
Design Studio.

The Apoc d:",-’phf_’ expansion was released
tober 2007. In a couple of

back in (

ARLD

his month sees the release of a

veritable horde of new Ork models,

most notably the wonderful new Ork
Battlewagon kit that I'm certain will be
gracing more than a few gaming tables for
years to come. However, amidst all of the
excitement over these impressive new
miniatures it’s easy to miss the fact that
there is something very different about
this month’s release. What is this radical
change I'm talking about? Simply that all
these new models have come out without
a rulebook or army book being released at
the same time.

I know, | know, it hardly seems all that
amazing, does it? But trust me, this simple
change resents something of a
watershed in the way we support the
armies used in our games. You see, some
months ago we realised that our miniature
designers could be making more models
than they were, but were being held back

> models that they wanted to
| in a codex or army
ok. This was obviously a crazy situation

to be in. After all, if one of our designers

comes up with an idea for a great new

miniature, we should be encouraging them
to make it so we can get it out there to you
guys, not asking them to ‘hold on until the

months it will get a second hit, filled with

even more apocalyptic goodness.
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army list comes out’. Nonetheless that was
the position we were in, so we decided to
do something about it. Our solution was
twofold; first of all, we’d start to inc ILI(IU
units and upgrades in our army lists that
weren't yet available as Citadel miniatures,
in order to allow us to release new models
before a new book was released. And
secondly, we'd let the miniature designers
know that if they came up with an idea for
a really wonderful model, then they should
go ahead and sculpt it and we’d bring it
out as part of the Collectors Range.

But how did we end up in this strange
position in the first place? To understand
how this came about, I'll need to explain a
little bit about the history of Citadel
miniatures and how their release became
linked to the publication of rulebooks and
army books. The first Citadel miniatures
made back in the mid-eighties weren't
designed for use with a specific game, and
the designers simply concentrated on
making great individual models. Such was
the quality of those early sculpts (especially
compared to what else was around at the
time) that Citadel miniatures quickly took
off, and soon people were asking if there
was something they could do with their
large collections of miniatures other than




use them in the occasional game of D&D.
This gave Rick Priestley the opportunity he
needed to write the first edition of
Warhammer rules, and soon after that the
first Warhammer army lists were published,
making it easy for collectors to use the
Citadel miniatures in their collection with
those rules.

And that's when things started to get a
bit complicated. The Studio back then was
an anarchic place, and because of this
those early army lists were very different to
the highly polished and professional
publications we produce now. In particular,
the writing of an army list was somewhat
divorced from the creation of the
miniatures to go with it. The author would
write the book in splendid isolation, and
simply include all of the troop types and
options he thought would be appropriate.
As one of those authors, I’'m forced to
admit we did occasionally get a bit carried
away, and included far more things than it
would ever be possible to make models
for, at least back then. This left the poor
old Citadel Miniatures design team with
something of a mountain to climb, and so
they concentrated on making as many of
the models needed for the army lists as
they could in the limited amount of time

J
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they had available. Unfortunately this very
quickly led to us having quite a few army
lists that included units or weapon options
that simply weren’t available in the Citadel
range, an undesirable situation that many
players found highly frustrating (and quite
right too!). It was in response to the
umpteenth letter of complaint about this
sorry state of affairs that Alan ‘The Ranter’
Merrett stepped in. Making maximum use
of the fearsome verbal arsenal that has

“ The Studio back then was an
anarchic place... and we did
occasionally get carried away.,,

earned him his nickname, Alan made sure
that all of the Studio’s games developers
were aware that from then on nothing
should be included in an army book unless
there was already a model available or one
was about to be made. Alan’s sensible
embargo on the whimsical inclusion in an
army book of anything that took the
writer’s fancy brought things under control,
and in time became one of the immutable
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The Imperial Guard will get a few
reinforcements later this year — this

is the new Doomhammer.

Please write in if you have any
comments about this month’s
Standard Bearer, or anything
else to do with the hobby for
that matter. Remember to
include your name and
address if you'd like a reply.

Write to Jervis at:

Jervis Johnson

¢/o White Dwarf
Design Studio

Games Workshop
Willow Road
Nottingham NG7 2WS$
United Kingdom

‘laws’ by which the Studio was run.

But, as with so many things in life,
there was a downside to this law, although
it only really became apparent very
recently. In a nutshell, it made it hard for
us to just release new models without
bringing out an army book at the same
time. This was because the units and
weapon options could only be included in
the army list if a model was going to be
available when the list was published, and
thus we couldn’t include entries for models
we'd like to make later on. This was
compounded by the fact that we had fewer
miniature designers back than, and they
were all working flat out just making the
miniatures needed to come out alongside
an army list, and so really didn't have time
to make individual miniatures ‘when the
muse took them’. Over time, though, our
miniature design team has grown in size,
and the designers are also getting better
and better at turning out new models at an
amazing rate. The result was that the boot
is now firmly on the other foot; it is now
the games developers who can't produce
army books quickly enough to keep up
with the number of models the miniature
designers wanted to make!

We fretted long and hard about this
problem, unwilling at first to change the
law that Alan had laid down and which
had served the Studio well for many years.
Nonetheless, it was becoming increasingly
clear that something would have to be
done and, led chiefly by Alan himself, we
eventually decided that things would have
to change. Fortunately the Studio isn't quite
the anarchic and ill-disciplined place it
once was, and this meant that, after some
consideration, it was decided that the

WHITE DWARF STANDARD BEARER

games developers (intluding a certain
devilishly handsome developer with the
initials J]) could be trusted to include some
new units and weapon options in an army
book even if there weren’t models ready to
represent them. The difference was that,
this time round, the games developers
would have to talk to the miniature
designers first and plan out what the
miniature designers wanted to make and
when the models for these new things
would be made. In addition it was decided
to create the ‘Collectors Range’, that would
give the miniature designers an outlet to
create miniatures simply because they’'d
had a great idea for a new model.

Anyway, the Ork miniatures that were
included in Assault on Black Reach and
which have come out this month, along
with the new miniatures included in the
Collectors Range, represent the first fruit of
this new regime, and | have to say that the
results far exceeded even our most hopeful
expectations. Its effect has been to allow us
to bring out more than double the number
of Ork miniatures we would have been
able to bring out under the old system in
the same period of time, and also bring out
a small selection of great individual models
to boot. But that’s not all, oh no, because
there has been another, unexpected, by-
product of this new approach. The new
models made by the Citadel designers were
just so wonderful that they inspired the
games development team to write more
background and gaming material to go
along with them. We very quickly realised
that these ‘second hits’, as we'd started to
call them, not only gave us the chance to
bring out more models, they also gave us
the opportunity to bring out additional
written material that we hadn’t been able
to include in the Ork Codex. In other
words, it was a wonderful opportunity to
add more depth to the Ork army, both in
terms of models and published material.

I think that all of this is tremendously
exciting. No longer will you have to wait
for a new Codex or army book before you
can expect some new Citadel miniatures
for your army. Now new models could
come out at any time at all: next week,
next month or next year. And on a deeper
level | think it shows just how far the
Studio has come, from a place that made
wonderful individual models but in a rather
anarchic way, to a place that combines the
freedom just to ‘bring out new models’ as
we did in those early days, but tempered
by the experience that's needed to make
sure that we do so in a disciplined manner
which ensures that every army gets all of
the models it needs.

And that’s all for this month. As ever, if
you have any thoughts, comments or
feedback on the article or the hobby in
general, then please write to me c¢/o White
Dwarf. I'd love to hear from you.




Pinning

IIIIBBY ESSENTI

Following on from last month’s article on bonding, this month
we take a look at pinning, an essential technique when working
with multi-part metal models. Nick Bayton explains more.

WhY Use Pmnlng? Apply a spot of superglue to a length of
Pinning is used to strengthen the joints brass rod or straightened wire paperclip
between heavy components, especially and insert it into the hole. Make sure the
those on models that will be handled often. wire juts out of the hole by at least 5mm.
It's usually metal miniatures that need The actual length of the wire you'll need to
pinning, simply because they have heavier use will depend on how deep the hole is
components — Greater Daemon wings are a and what you're pinning: generally the
good example. But it is not just heavy deeper the pin the stronger the join will be,
components that should be considered for and it’s always better to leave more wire
pinning; any joint that has a small contact protruding than you need, because you
area will benefit from a pin. As well as can always cut it back down again.
strengthening joints, you can also use Using an old brush, place a small
pinning to position a model in a way you dollop of paint onto the tip of the pin.
wouldn’t normally be able to — with Start to join the two pieces together as if
flapping wings, for example. for a dry fit (B). The paint on the pin will
mark where you need to drill your next The Hobby
How It’s Done? hole. Do this just as before (C), but before Drill comes
To start with, test the joint with a ‘dry fit’, adding glue, do another dry fit and cut off ‘;:;‘;ﬁf;;rf”""'
making sure that, when glued, the parts any excess wire. Then dab superglue into "
will be flush. The pin should be inserted at the hole and around the join area before
a 90-degree angle to the joint for the pushing the parts together. When the glue Pinning Ti
strongest bond. Drill into the larger of the has dried you’ll have a fully pinned and WHANE. ipe
two components with a Hobby Drill (A). very strong joint.

* How deep should
you drill your
pinning holes? Nick
says that if you take
your hand away from
the Hobby Driil
while it’s still in the
hole and it doesn't
fall out, then the hole
is deep enough.

To make an extra-
strong join, place a
ball of Green Stuff
into each hole prior
to inserting the pin.

p‘_emporary Pinning

It's not always necessary to

Flying bases are

glue both parts of the pin always best attached
joint. Sometimes you may with a pin.
want to keep the separate )

components. This could be * For particularly large

or wide joins, such as
Ogryn bodies, then
double pinning
should be considered
- simply add two
pins to the joint
instead of one. The
alternative is to use a
much thicker pin and
to drill deeper into
the model. Both of
these methods will
make the joint
stronger still.

for a variety of reasons, such
as storage considerations or

having the option to change

weapon configurations from

game to game.

The pin that keeps the Hobbits
salely on top of Treebeard is
not glued, so they can be
removed when placed in a
carry case or storage, or so
Treebeard can be used
separately in a game.
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ORKY GLYPHS

Orks use a primitive
alphabet made up of
crude symbols known
as glyphs, spelling out
words and phrases
with pictoral images.
Many of the Ork
vehicles shown here
are adorned with
glyph plates taken
from the Ork Glyphs
Bitz Pack.

Orks love their vehicles almost as much as they love their
choppas. For an Ork it’s about more than just getting from A
to B, it’s more to do with getting from A to ‘Battle’.

On the forge worlds of the Imperium,
incessant production lines produce a
never-ending stream of tanks and vehicles,
each one the same as the last barring a
digit change in the serial number. The Orks
are a little less structured in their vehicle
manufacturing — in fact, they just make it
up as the along. The result is that all
Ork machines have a distinc tly ramshackle
look and every one is unique, as no two
Meks will put together a Trukk, buggy, bike
or even a Battlewagon in the same way.
This means that Ork vehicles are truly
modeller’s dream as there really is no limit
to what an adventurous Mekaniak can
come up with.

RED ONES GO FASTA!

The Studio has been a breeding ground for
Ork infestations for many years now and
this has only grown over the last twelve
months with all the cool new stuff being
released. It's now grown to epidemic
proportions with the latest batch of Ork
stuff. So before the Imperium blunders in to
cleanse the area, we thought it'd be cool to
check out all the great vehicles that have
appeared alongside the Ork armies now
gracing the desks in the Studio. We've also
asked hobby stalwart Chad Mierzwa to
take the existing plastic Ork vehicle kits
into his workshop and kustomise them to
show you just how easy it is to become an
accomplished Mek.




DA Rannon Wacon

This Battlewagon is fully kitted out
with kannons, turrets upon turrets,
grabbin’ klaws and all manner of
gubbinz. It belongs to a very wealthy
and proud Goff Warboss who was
keen to show off to his rivals just
how much killin" he could do.

The kannon has
been placed in the
main turret, but it
could also be
assembled with the
The grabbin’ klaw uses the standard very ‘urty zzap gun.
cupola mount and can be placed over
any of the hatches on the Battlewagon
and easily be used on the Trukk as
well, conversely the wrekkin’ ball
from the Trukk kit will happily fix
onto the Battlewagon.

The turret can be placed towards
the rear of the Battlewagon or it
can easily be brought forward and
set on top of the cab.

- 5 b

" B 1 DA Mer’s WorksHop

GOFF BUGGY

This Warbuggy is great at
fire support, firing into
enemy troops with its
twin-linked big shoota.
For this model Chad has
done a minimal amount
of conversion work but
the bitz he has added are
very effective.

The dangling Grot and
the banner pole he’s The Warbuggy's original gun
holding onto have also has been replaced with the
been pilfered from the Warbike’s mount.
Warbike frame.

The Ork gunner
was converted
from the Boyz
frame while the
driver and his
steering column
come from that
heavily used
Warbike kit.

The trophies mounted onto the
front of the Warbuggy are also
from the Warbike.
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BuILT For Seeep

Of all the Ork clans, the Evil Sunz have the
greatest love for all things wheeled. They are
the ultimate Speed Freeks, racing forward to
close with the enemy as fast as possible. The
Evil Sunz Battlewagon seen below is typically
unencumbered by large guns and towers to
keep the weight down for maximum speed and
to get the Boyz across the battlefield and into The freehand Evil Sunz glyph is The deck area is left

combat as fast as possible. nearly as important as the red paint. uncluttered to get as many
passengers on as possible.

The Battlewagon and the Trukk kits
are completely interchangeable, so
a budding Mek has endless variety
to choose from.

EVIL SUNZ TRIKE

The Evil Sunz trike is a very typical The crew are made
vehicle found in the motor pools from plastic Boyz,
whenever the Sunz gather in large while the legs of the

l " Th f t t flh < b.k . sunner come from fhe
numbers. The front part of the bike was Warbuggy and the
created from an old Ork Warbike kit driver’s bottom half is
found in Chad’s bitz box — this was from the old bike kit.
‘cut and shut” onto the back half of a
Warbuggy kit.

The front wheel arch
was simply created by
joining the two front
arches from the
Warbuggy kit together.

The grille is from the Trukk kit and
is in turn mounted to the front from
the Warbuggy.
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The barrels of the skorcha itself
have been replaced with shoota
components from the Warbike kit.

DEATH SKULL WARTRARR

The Death Skull Wartrakk was
another simple conversion. Chad
started off with the Wartrakk kit
and then built up from there with
bits from both the Trukk and
Warbike frames.

BAD MOON SKORCHA

Skorchas are the
machines of choice for
those Orks that like
flames as much as
speed. This Bad Moon
vehicle is made from

] - the venerable Skorcha
The front half of the kit with a ¢ laof
Skorcha is made from It with a couple O
the Warbike kit. Chad-added tweaks.

Except for the gun and the bike

~RN hitz, the rest of the Skorcha is
A built straight out of the box, and
simply painted in the Bad

o ) Moon’s clan colours.

The wheel arch and trophy mantle
tied to the handlebars come from the
Warbike, as does the shoota

The driver’s torso and head are from the Warbike
frame, while the legs and arms are part of the Wartrakk
kit. The gunner’s legs also come from the Wartrakk but
the torso and head is from the Boyz frame and the
arms are actually plastic Warhammer Orc parts.
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|‘ As we may have mentioned
(It once or twice this issue, the

“ Studio really has gone green,

g with Ork warbands stomping
about everywhere from the art
department and miniatures
design, to 'Eavy Metal and
games development.

Glenn More has been
scouting about the Studio, on
the look-out for the finest
examples of Ork konvershuns

Artist Alex Boyd doesn’t just limit himself
to spare Ork frame parts; can you spot
and Mekboy craziness. the piece of Terminator armour?

No one is going to want to stand in the
way of Dave Cross’ particularly vicious
Warbike conversion.

| Matt Holland has madified Dave Cross turned his Trukk
‘ | his ride with widened axles kit into this Warbuggy and
1 2 and lowered suspension. then used the spare bitz for
{|

more mad conversions.

With all those spare parts
from his buggy conversion,
Dave has been able to
convert his Battlewagon by
adding boarding ramps.
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Gabrio Tolentino loves sporty red cars, and has built this

Formula Waaagh! Warbuggy from ork Trukk parts. We can't Andy Hoare got all caught up in the Waaagh!

wait to see what he does with the spare bitz. and turned one of his Imperial tanks into a
looted vehicle using scavenged parts.

John Blanche has added a spare
Trukk exhaust to this Warbike.

By raiding his bitz box, Matt Holland has converted
his Wartrakks and armed them with a skorcha and
rokkit launcha rather than the standard big shoota.

Chad Mierzwa hasn’t completely
glued his Battlewagon together. He
has instead pinned it in strategic
locations so he can field it in multiple
tofigurations. He can now choose to
field it with or without an “ard top.
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to induct the
to the Hall of
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nany
i es himself

will be inducted into the hall.

The stern, lined face and
narrow nose emphasise the
no-nonsense ('i'?dhi‘{'f(’f (]f'
the model.

T

Jes: I've always been a big fan of Brian
Nelson — quite simply, | think he’s the best
miniature designer in the world. So my
nomination was always going to be one of
Brian’s models. | could have chosen the
Warhammer Giant or Ghazghkull Thraka
and, while these large centrepiece models
are excellent, | plumped for something far
more understated — the Cadian Colonel.
This model is my favourite because it
oozes character.

The pose, which initially may look
static, gives this figure’s personality away
with just a mere glimpse. He's a blade of a
man, full of severity and a bleak sternness.

Brian’s emphasised this by building up
the model with strong vertical lines, the
upright sword, the sash, the narrow face,

With a ramrod-straight back
and his left arm folded
behind him, you can tell he
doesn’t suffer fools.

i £

P

ITADEL

HALL OF FAME

JES" FAVOURITE MINIATURE

This issue we open
the doors to the
Citadel Hall of Fame,
a collection of
miniatures nominated
for inclusion by the

eople who know

est - GW's sculptors,
artists and painters.

LA

the pleats in the coat and the long holster
all add height and power to the model.

It's the details | love as well, again they
reinforce this officer archetype with the
lined, scornful face, the immaculate hair
and the way the hand is gripping the
pommel of the sword, between thumb and
forefinger — just outstanding work.

When making my choice it was a close
run thing between this figure and Ursarkar
Creed. They were both sculpted around the
same time and | think they make great
counter-points to each other. While the
officer has this vertical severity, Creed has
a blocky authority, like a bulldog, that's
emphasised by his Churchillian stance; his
strong horizontal lines are a perfect foil,
proving just how versatile Brian is.

Brian rarely chooses the easy way of doing things, and the
grip on the hilt of the sword is a classic example. A palm grip
would have been much easier to sculpt, but Brian had the
figure hold the sword between forefinger and thumb.
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Ursarkar Creed is an
interesting contrast
to the Colonel.
While the Colonel is
whip thin and stern,
Creed is stocky and
bullish. Take the
holsters on both
figures as a clear
example - Creed’s
are short and squat,
while the Colonel’s
is long and narrow.

Lord Castellan Ursarkar Creed




Ghazghkull Thraka

Ludwig Schwarzhelm

Brian: It's extremely fl.l!lvring to have Jes,
who I've admired for many years, to
nominate one of my models,

The miniature Jes has chosen is quite
special as | based the head and face on my
grandfather; it’s him down to the haijrc ut,
although I didn’t set out to do that. This is
quite a common occurrence with
designers; you'll often find yourself
sculpting someone you know or who's
famous. | once subconsciously sc ulpted an
Orec as Elton John!

The other area I focused on was the
hands, because I think they’re very
important, and easy to overlook as just the
bit of putty used to join the weapon to the
model, so | thought very carefully about
how he’d grip his sword.

When sculpting a model, I like to start
with a strong profile as the shape of a
model denotes the tone. That's what | did
here as I wanted him tall and narrow to
give him an air of haughtiness.
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|  There are four new Dark EIf Dreadlord models out this month, ready to sow death
and destruction across the civilised lands of the Warhammer world. To show off
these great new models, we’ve let some of our best painters loose on them.




DARK ELF DREADLORDS | (E
|

e decided that this month’s
release of the new Collectors
Range Dark Elf Dreadlords

deserved something a little bit special. We
thought we’d unleash the full force of
some of the best miniatures painters from
around the Studio — including three
members of the 'Eavy Metal team — upon
these models, letting them loose for the
best part of a week on one miniature
apiece. They could do as much conversion
work as they felt appropriate, and paint
the miniature however they chose. There
will be no judging, no prize; just the self-
satisfaction of a job well done and an
outstanding collection of miniatures.

Over the next couple of pages, we take
a look at the end results of this painting
and modelling challenge, showing off
exactly what our painters are capable of
when we let them off the leash. We also
show off a collection of ‘Eavy Metal
miniatures produced for the army book, so
you can see quite how many characterful
Dark Elf Hero miniatures are available for
your army.

M Keith and Christian used one of the
M Dark EIf Shield Bitz Packs (see p117)

Right: ‘Eavy Metal’s Keith, Neil and joe hard at work
painting their Dark EIf Dreadlords.

Joe Tomaszewski

Joe carried out an extensive amount
of conversion work on his Dreadlord
before painting him. He used a crest
from a Cold One Knight on the head
to add a bit more height to the model.
He then replaced the hand holding
the dragon’s tail, resculpting the tail
with wire and green stuff to hang
behind the model, and the hand to
hold an old Marauder shield (with a little help from the
model’s sculptor, Mike Anderson). The weapon was then
swapped with a lance from the Cold One Knights, and the
grip was resculpted and extended slightly.

Deciding to emphasise the draconic theme of the
model, Joe painted the armour dark green, painting
freehand dragon scales on the armour plates. He used a
pinky-red colour on the cloth and cream on the robes to
contrast with the greens. Joe employed a great deal of
freehand techniques on the model, including the pattern
on the dragon’s wings and the verdigris on the shield.
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Keith Robertson

Keith decided to emphasise the Corsair aspect of paint gold armour to contrast with the existing

his Dreadlord. He removed the cloak, trimming models in the Studio army.” The red cloak and
it away with a rotary tool, and replaced it with the gold armour provided a really warm look,
the cloak from a plastic Corsair. He then which Keith took care to contrast with cooler
removed both hands at the elbows, again colours. He did this with the greys and blues of
replacing them with the gloved hands from the the base, along with a blue glaze applied to the
Corsair frame, as well as the sword from the sword, and a green one to the recesses of the
Reaver. “| enjoy painting gold, so | decided to gold armour.

Neil Green

over the whole model. He added blues to the

Neil restricted his modelling work to a simple

but effective hand swap, removing the pointing black, highlighting the edges of the armour with
hand and weapon and swapping them for two Bleached Bone so as to avoid a stark look. For
hand weapons. The sword was taken from the the cloak Neil used a mixture of blues, greens
Dreadlord on a Cold One and the off-hand and creams to give it an appearance distinct

weapon from the Corsair frame. Neil opted for a from the other ‘Eavy Metal Dreadlords in the
cold colour scheme, using blues and greens Studio collection.

96 WHITE DWARF DARK ELF DREADLORDS



Nick Bayton

Nick wanted to emphasise the sea-faring theme
of his Dreadlord, mounting him on a scenic
base complete with pile of cannonballs
(replacing the High Elf helmet modelled onto
the miniature), decking and a mast. He also
swapped both hands for Corsair hands, arming
him with a boarding pick and handbow. Unlike
the 'Eavy Metal team, who were all eager to
make their miniatures different from the Studio

Christian Byrne

Before painting, Christian converted his
Dreadlord with parts from the Corsair frame and
the Dark Elves Shields Bitz Pack, swapping both
hands for a sword and a shield, and adding a
crest to the helmet. Whilst the sword hand was
fairly easy to swap, the shield hand required
pinning, and a bit of sculpting with Green Stuff.

DARK ELF DREADLORDS

army, Nick decided to paint his Dreadlord to
match the Studio Corsairs, using a palette of
greens and purples. The armour was painted
differently, however, so as to make the
Dreadlord stand out. Nick used a mixture of
metallic paints for a lacquered, copper effect. “It
was a luxury to have four days to paint a single
model — me and Chris Peach (overleaf) normally
paint an army in that time!”

Christian used techniques learnt from the
Chaos Lord Masterclass in WD347, to dull the
armour and weather the gold. To tie the colours
together, he repeated the turquoise and red in
different areas. “I tried to choose colours that |
thought were a bit unusual for a Dark EIf
model,” says Christian.

A
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Chris Peach

To make the model stand out on the field of
battle, Chris mounted his Dreadlord on a scenic
base. “l wanted the base to give the impression
that the Dark Elf was in the midst of battle,
perhaps on the war torn plains of Ulthuan or
Naggaroth” He says. Chris also emphasised the
pose of the model, the flowing cloak and hair in

Anja Wettergren

Anja restricted her conversion to a simple head
swap, before leaping straight into painting the
model. She painted the armour first, painting it
as green lacquer. The overall effect ended up

quite shiny, so Anja decided that painting the
rest of the model with non-metallic metals

WHITE DWARF  DARK ELF DREADLORDS

particular, with the smouldering pennant
flapping in the same direction. He used purple,
black and cream across the model, the colours
that most people associate with Dark Elves.
Chris also used this opportunity to really go to
town, employing a bit of freehand painting on
the cloak.

would complement it nicely. Anja started with a
dark green — a colour that used to be associated
with the ‘Eavy Metal Dark Elves — for the
armour, but ended up making it lighter. “I
couldn’t help it!” Anja said. “It didn’t turn out as
planned — it turned out better!”




 DARK ELF DREADIORBS

|

DREADLORD SHOWCASE

Here we present a selection of the fantastic ’Eavy Metal
Dreadlords painted for White Dwarf and the Dark Elves
army book, including Joe’s Battle Standard conversion.

‘1
|

’ 3 ik Painted L J aszewski
Painted by Kirsten Williams REBLNEIRE TRV CARREL

Painted by Joe Tomaszewski

Painted by Darren Latham Painted by Keith Robertson

?
;.
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30t-31st May 2009, Warhammer World, Nottingham

WHAT WILL YOU NEED TO ATTEND?

* You must bring a fully painted 1,000,000
Gold Crown starting team as described in
the Living Rulebook, free to download
from the Specialist Games section of the
Games Workshop website.

* You must be at least 12 years of age to
enter. Players between the ages of 12 and

15 years must be accompanied by an adult.

* Tournament pack now available to
download from www.warhammerworld.org

WHAT DOES THE TICKET COVER?

* Six games over two days.

* Lunch on Saturday and Sunday and an
evening meal on Saturday. It also includes
tea and coffee in the morning on both days
and doughnuts on Saturday morning to get
you started.

* Access to Warhammer World facilities
including the Citadel Miniatures Hall.

* Tickets cost £55 per person.

TIGKETS NOW AVAILABLE FROM MAIL DRDER - 0115 91 40000
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Event Profile: Warhammer World
Summer Hobhby Camps

Need a change from endless Sports Camps and dull trips to the
cinema? Fancy assembling, painting and gaming with a brand new
Warhammer or Warhammer 40,000 army? Then the Warhammer
World Holiday Hobby Camps might be just the thing for you!

number of Hobby Camps, at our

purpose-built gaming arena in
Nottingham, England. Upon registration
for the week-long activity, each of the
participants told us which Warhammer or
Warhammer 40,000 army they would like
to collect and as they arrived on the first
day, a brand new Battalion or Battleforce
containing the army of their choice was
waiting for them!

The following five days were spent in a
blur of hobby activity as models were
assembled and painted, all under the
friendly, watchful eyes of our expert Hobby
Coaches. Afternoons were spent in the
cauldron of battle, trying out new tactics
on the tabletop and making last-minute
adjustments to that ‘perfect’ army list. We
even managed to arrange a few celebrity
visits from the Design Studio including
members of the ‘Eavy Metal team who
dropped by to provide some expert
painting and modelling tips.

In fact, so successful were the camps
that we've been burried under a mountain

I ast summer, Warhammer World ran a

of letters and emails asking when the next
series of Hobby Camps will be held.

A new season

So, without further ado, we are delighted
to announce that the Summer Hobby
Camps are to be expanded, becoming
year-round Hobby Camps. Dates for each
Hobby Camp can be found opposite, and
further information can be found on the
Warhammer World website.

Each Hobby Camp costs £190 and
includes a Battalion or Battleforce of your
choice, a large army case to take your
models home safely, and a scenery lesson
at the Warhammer World Hobby Bar. Also
included in the price is a cooked lunch
with a dessert and drink every day of the
camp at the world famous Bugman's Bar.
You won't need to bring anything with you
as we'll provide all the glue, tools, paints,
brushes and materials you'll need to create
your army and get it battle-ready.

Following last year's success, places are
sure to sell out fast, so make you book
early to avoid disappointment.

FOR MORE INFORMATION

For more information or to book your place in one of this year’s Hobby Camps, send
us an e-mail at: whworldevents@games-workshop.co.uk or phone Matt Lincoln
directly on 0115 9004177 and he’ll happily answer any questions you may have.

All our Hobby Camp Staff are fully trained and CRB checked so the Hobby Camps are
particularly suitable for youngsters aged 12-16. Each coach will work with a small
group of hobbyists over the course of the week.

Hobby Camps
in 2009

The provisional dates
for Hobby Camps in
2009 are as follows:

Spring Half-term:
16th-20th February

Easter Holiday:
6th-7th April
13th-17th April

Summer Half-term:
25th-29th May

Summer Holiday:
27th-31st July
3rd-7th August
10th—14th August
17th-21st August
24th-28th August

Autumn Half-term:
26th-30th October

Christmas & New Year:
19th-23rd December
27th-31st December

For more details of
these Hobby Camps as
well as the many other
events hosted by
Warhammer World, go
to page 104.

Alternatively, check out
all the lastest news on
the Warhammer World
website:

www.warhammerworld.org

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

Upon arrival, you will receive a
Large Army Case and a Battalion
or Battleforce of your choice.
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10th-11th
January 2009

10thh Warhammer 40,000
Doubles Tnurnament

Date: 10th-11th January, 2009 iR “
Venue: Warhammer World, Nottingham
Details: Compete in a friendly tournament
with a friend as your ally. Designed to
challenge players’ abilities to work together to
achieve their goals, who will emerge as this
year’s Warhammer 40,000 Doubles Champions?
Tickets: Tickets cost £85 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

"18th> Yorkshire Open

40,000 Tournament

Date: 18th January, 2009 [chhes woRrksHORS
Venue: Wakefield Hobby Centre

Details: The Yorkshire Open tournaments are
now into their 9th year, With Heats held all
over Yorkshire, have you got what it takes to
be the best? You will need a 1500 point
Warhammer 40,000 army to take part in this
tournament.

Tickets: Tickets cost £10 per person.

Contact: GW Wakefield — 01924 369431

24t The Lord of the Rings
Grand Tournamem

Date: 24th—25th January, 2009 m o
Venue: Warhammer World, Nottrng,ham
Details: Compete in a total of eight games
over the weekend across the many battlefields
of Middle-earth to become this year's The
Lord of the Rings Champion. You will need
two fully painted 700 point armies; one Good
and one Evil, according to the rulespack and
the Legions of Middle-earth supplement.
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.

11l The Plunder of Fenn ) |

Date: 11th January, 2009
Venue: Belgrave Social Club, Haln‘ax
Details: The Pennine Raiders gaming club
invites you to take part in their annual
Warhammer 40,000 campaign. Battle your
way through a series of linked scenarios set
on a dying world being plundered by
countless bands of space raiders.
You will need a 1500 point army. A hot meal,
trophies and certificates are included in the
entry fee and there is an all day bar on site.
Tickets: Tickets cost £5 per person.
Contact: matthewtownson@blueyonder.co.uk
hardplin@tiscali.co.uk
01274 427623 or 01422 369834

23rt) Warpcon KIX

Date: 23rd-25th January, 2009
Venue: University College Cork, Cork City,
Ireland
Details: Warpcon is the largest and most
active student convention in Europe. In 2006
Warpcon jointly won the Diana Jones Award
for Excellence in Gaming. This year’s event
features tournaments for both Warhammer
and Warhammer 40,000 as well as special
events including Blood Bowl. Members of the
Games Workshop Design Team will also be
in attendance as special guests who will be
only too happy to answer your questions.
Tickets: €20 for a weekend ticket.
Contact: matthewtownson@blueyonder.co.uk
hardplin@tiscali.co.uk
01274 427623 or 01422 369834

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




WARHAMMEX
DOUBLES
TOURNATMENT

The Battle for Antoch 15th Yorkshire Open

Date: February Half-term, 2009 @AGFIEEEIED" 'ﬂ“mamem

TV "L 'Nd ¢ i i o -
Venu.e. W 1|I1?|1W{7we:_ World, Nottingham Date: 15th February, 2009 TR
Details: The Staff of Jade has been lost. Now, b

Venue: Wakefield Hobby Centre

the Lizardmen are on the rampage to recover : :
fui bR Details: The Yorkshire Open tournaments are
it from the Crusader City of Antoch at all : g i
; now into their 9th year. With Heats held all
costs. The war spans the entire Warhammer ; :
: ! e over Yorkshire, have you got what it takes to
World so bring any of your forces to join the ‘ :
s 3 be the best? You will need a 2000 point

carnage as the armies of the Old World are e

; $ ; i Warhammer army to take part in this
assaulted from all sides by the ferocious

tournament.

warriors of Lustria. it :
i Tickets: Tickets cost £10 per person.

Contact: Warhammer World Store on )
. afiald — 0192 C
0115 916 8410 Contact: GW Wakefield — 01924 369431

st Fult Tilt Vil

21st) Winds of War ‘09

Date: 1st February, 2009 Date: 21st February, 2009 S8
Venue: St. Michiel School, Leopoldsburg, Belgium Venue: St. Paul’s United Reformed Church,
Details: Full Tilt is an annual tournament for Bracknell, Berkshire
Warhammer and Warhammer 40,000, Age Limit:15+
organized by the White Knights gaming club. Details: Battle against all comers with your
You will need a 1850 point army for the friend as your ally in this Warhammer 40,000
Warhammer 40,000 tournament and a 2000 doubles tournament. You will need a 500
point army for Warhammer. Both tournaments point Warhammer 40,000 army.
are part of the “Ranking der Nederlanden”. Tickets: Tickets cost £24 per two player team. IBTH _lHTH
Tickets: Tickets cost €5 per person. Contact: club@bfgclub.org.uk

Contact: FullTilt@de-witte-ridder.be Website: www.bfgclub.org.uk HPH[L 2005

Website: www.de-witte-ridder.be

his winter we are once again
running the hugely successful Iron
Halo Hobby Programme, and it
couldn’t be easier to take part!

o Simply get down to your local
store and pick up your Iron Halo
vity Flyer.

e Talk to our helpful staff and fill in L Wpas ‘4 - .
the activities in which you wantto  § ‘. f GRAND

participate.

s Come into the store for great f ) i . pr Ttlgﬁ!ﬁﬁalglﬂ'

sessions of assembling, painting,
converting and gaming.

+complevou erand oo 87 88 WEC e il 30TH-31ST
| ' | MAY 2009

So, visit your local store and find out more, today!

Event information correct at time of going to press, Games Workshop is not responsible for events not run by Games Workshop. www.games-workshop.com 103
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# What’s On at : Y A A
% Warhammer World? ; A Bl 1 A ‘
_ Warhammer World offers visitors a huge e e _
| variety of things to see and do from our 3 ',\ g 5
. fantastic themed ‘bring and play’ gaming - W, R L 43 «
' tables through to exciting ‘hands-on’ e o ( i ¥ L
modelling projects. To get the latest news on s PRI ; s oo d
~ our programme of special events and Sat Sun [wrwme| Sat Sun |[xrwme| Sat Sun §rvme
. exhibitions as well as opening times and how 2 . =
. to find us, please visit our website at: e = = AR & et e = ——
~ www.warhammerworld.org 3 = e
¥ o an £
' The Citadel Miniatures Hall ] : o, o
' The Citadel Miniatures Hall contains the finest = : e . o ST = . e
~ collection of painted fantasy miniatures in the " - . - E B
. world, all housed in a stunning gallery setting. Feb : 1 i : ‘ I
The displays include models, dioramas and - |— = e
miniatures from the Studio’s ‘Eavy Metal Team g ks s
' as well as the breathtaking work from many { 1 1-6 7 8 Skils 14 15 1620
other highly individual painters, modellers e Ope ; s | ‘
and artists. Mar 0
~ Inaddition to these permananent displays, we , et - -
~_ also feature a regularly changing programme ———— — 3 5 e -10 11 12 o |
of exhib.it.ions th_at highlight the work of new ‘ ;w Easter Easter .
= and aspiring painters — from talented staff and Apr H g s
hobbyists through to recent Golden Demon ; : —
- Award winners. .y X : . m—— o
“ " o e 2 = ! 2 3 3= " 9 10 plais =
. Art and Design Exhibitions ﬁ :
4+ Warhammer World also features a constantly May it
' changing programme of Art and Design - -
exhibitions that show off original works from L = - "i-,-' 4 - -
 the Studio artists, illustrators and designers. e -
- These exhibitions focus both on new releases ' 4

as well as older material so that visitors not
. only get to see new artwork and miniatures so
| fresh that they have yet to be released, but
also classic images, concept sketches and
designs from the Studio archives!

* Warhammer World Hobby Bar

. The Warhammer World Hobby Bar provides
visitors with a fantastic variety of modelling
" and painting projects from assembling a unit

Mac

Open Gaming

of troops through to scratch building a - _ o
% stunning piece of scenery. Projects last from s e -1 5 6 71 12 13 - 18
 one to two hours and all of the miniatures, G
- tools, paints and materials you'll need are Se : =
~ included in the cost. P ' fm
__ The Hobby Bar is open: = - - : — 10 = -
\ 10am until 6pm on Saturdays ) e
*  10am until 4pm on Sundays oct PER LRUGNS |
And during half-terms and school holidays: -
g 10am until 6pm on Monday to Friday - — - - — - -~ - u
. School Holiday Hobby Camps r WARBIAMMER |
L~ New for 2009 is our programme of School Nov :
. Holiday Hobby Camps. Come along, make i
© new friends and immerse yourself in a week- = 5 = e 5 T THE
. long activity programme built around 1
- assembling, modelling and painting a new Dec { & L
¢ army or force and then taking it to war on the ’ '
. tabletop.

i ]
.. Look for more details online at:

¥ www.warhammerworld.org WWW. Warham merworld ! Qr : jg

For more information on Games Workshop Tournaments talk to staff in your local Hobby Centre, call Games Workshop Direct on 0115 91 40000-ar visit Warhammer World's website. All our events and activities‘operase guldelines
many of our events are two day weekend events, requiring an overnight stay, as well @ providing entertainment in a licensed venue. In the interests of safety all attendees below the age of Il need i;
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Warhammer World hosts a range of events from .
the prestigious Throne of Skulls Tournaments to
action-packed Battlefields weekends.

Our ticket prices all cover admission to the
event with a guaranteed number of games and
also include coffee and doughnuts, lunch on
both days and dinner on Saturday evening.

Throne of Skulls Tournaments - £55
Throne of Skulls Grand Tournaments are our g
premier events that offer a weekend of &
competitive gaming and the chance to become
the Throne of Skulls Champion.

W ,hammer 40,000 g
To enter you'll need a fully-painted 1500 point =
force drawn from the current lists. (6 Games)

o

Warhammer
To enter you'll need your own pamted 2000
point army drawn from the current lists. (6 Games)

Grand Tournaments - £55
We also run exciting tournaments for both The
Lord of the Rings and Blood Bowl.

The Lord of the Rings Strategy Battle Game

To enter you'll need two fully-painted armies: a *
700 point Good force and a 700 point Evil

force drawn from the current lists. (8 Games)

Blood Bowl -
To enter you'll need a fully-painted team and

o

If you find going it alone a bit daunting then
why not team up with a mate for a weekend of
gaming action?

Warhammer 40,000

,-‘_—,

ce to produce a combined 1000 points army |
drawn from the current lists. (7 Games)

Warhammer o
Each player will need to contribute a fully- =
painted 750 point army to produce a combined
1500 point force. (6 Games)

The Lord of the Rings Strategy Battle Game
Players in each team will both need to N
contribute a fully-painted 350 points Good i
force and a 350 point Evil host ito produce two
combined armies of 700 points each. (8 Games)

Battlefields Event Weekends - £55
Battlefields Events are there to provide players
with an opportunity to indulge themselves in a
fun gaming weekend in the company of like-
minded enthusiasts.

We currently run Battlefields Events for both &
Warhammer and Warhammer 40,000. For both
game systems players will need a fully-painted
3000 point army that can also be broken down ¢
in to a number of smaller forces. (6 Games)

Open Gaming
Just what it says... come along and spend the
day battling across one of our themed gaming
tables before relaxing over a pint or nice cup of
tea in Bugman's!

“age up to 18+ years a‘{)age Thase reslric‘ﬂuns are in place ta reflect suitability of the event for younger hobbyists as many of them require a higher level or maturity and experience. In addition to this,
naed a qspunmhle adult to accompany them. at the ?knua Although thare may be exceptions and varying levels of maturity, we have taken into consideration the enjoyment and safety of all players.



STORE FINDER

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

esues WoRtsHop Hobhy Centres

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

106 WHITE DWARF FRONTLINE

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

the store listings.

Full range of products

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

In-store order point

All of our stores have a 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!
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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 you'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

Store Directory

GW BRISTOL:

B7 The Harsefair, su 3R

Tel: 0117 925 15

GW BRISTOL (Cﬁlﬂls CAUSEWAY):
Unit 129, The Mali, BS34 SUP

Tel: 0117 959 2520
BRISTOL, Area 51:

Tel: 0117 9244655
BRISTO! HnbhyCrafL
Tel: 0117

BENFORDSHIRE

GW BEDFORD:

10 Greyfriars, MKA0 1HP

Tel: 0123 427 3663

LUTON, Ottakers:

Tel: 01582 486999

CRANFIELD, Wargames Workshop:
Tel: 01234 757678

* GW MAIDENHEAD:

Unit 2, 17 Market Strect, SL6 8AA
Tek: D162 863 1747

GW READING:

29 Oxford Road, RGT 7QA

Tel: 0118 959 8693

GW WINDSOR:

Unit 3, 6 George V Place, 514 1GP
Tel: 01753 861087
BRACKNELL, Waterstones:
Tl 01344 488124

NEWBURY, Toycraft:

Tel: 01635 38077

READING, HobbyCraft:

Tel: 0118 902 8600
WINDSOR, W) Daniels:
Tel: 01753 862106

GW BIRMINGHAM:
Unit L16, Buliring Link, B5 485
Tel: 0121 633 7193
GW DUDLEY:
Unit 36, Merry Hill Centre, DYS 159
Tel: D136 448 1818
GW SOLIHULL:
650 Warwick Road, 891 30X
Tel: 0121 705 7997
* GW SUTTON COLDFIELD:
45-47 Birmingham Road, B72 IRH
Tel: 0121 354 3174
GW WALSALL:
Unit 26, Old Square Shapping Centre, W51 1QF
Telt 0192 272 5207
GW WOLVERHAMPTON:
9 King Streef, WV1 15T
Tel: 0190231 D466
BIRMINGHAM Console Games:
Tel: 0121 477 002

IDDERMINSTER, T) Models:
m;ms‘znfohm"
WOLVERHAMPTON, HobbyCraft:
Tel: 0845 051 6543

BUCKINGHAMSHIRE

GW HIGH WYCOMBE:
No 55 Eden Walk Gallery, Eden, HP1T 2HT
Tel: 0149 453 1494
GW MILTON KEYNES:
Unit 2, 504 Silbury Boulevard, MK3 2AD
Tel: 0190 868 0477
AYLESBURY, Bear Necessities:
Tel: 01296 421098
BUCKINGHAM, Abacus Toys:
Tel: 01280 B21815
GERARDS CROSS, Howard Marshall:
Tel: 01753 BB295.
MILTON KE\‘NES HobbyCraft:
Tel: 01908 308 33
NEWPORT PACNELL. Doodles
Tel: 01908 610496

* GW CAMBRIDGE:

54 Regent Street, CB2 1DP
Tel: 0122 331 3330

GW PETERBOROUGH:
3 Wentworth Street, PET 1DH
Tel; 01731 890 052

ST NEOTS, Gamers:

Tel: 01480 217 443

ity Cycle Centre:

i

354 663131

HUNTINGDON, Sports & Fashions:
Tel: 01480 454541

FHEEBOROUGH Your Story:
Tel: 01731 3
WISBECH, qppycraﬁ;

Tel: 01545 4

CHANNEL ISLANDS

JERSEY, ST HELIER, The Little Shop:
Tel: 01534 7
JERSEY, ST SAVIOUR, The jersey
Train and Model Centre

07797 736478
GUERNSI
Tel: 01481 721721

* GW CHESTER:

114 Foregate Steeet, CHI THE

Tel; 0124 431 1967

* GW MACCLESFIELD:

Unit 38, Chestergate Mall, Grosvenor Centre,
SK11 6AR

Tel: 0162 561 9020

GW STOCKPORT:

32 Mersey Square, SK1 1RA

Tel: 0161 474 1827

GW WARRINGTON:

Unit 20, Bank Street, Time Square, WAT 2AP
Fel: 0192 565 19684

ALTRINCHAM, The Gaming Crypt:
Tel: 0161 929 9919

BIRKENHEAD, Kit Shop

Tel: 0151 647 9067

CHESTER, HobbyCraft:

Tel: 01244 650 110

CONGLETON, Deans Toys & Cycles:
Tel: 0126 0273277

CREWE, ABC Model Sport:

Tel: 01270 505 048
CREWE, Jac in a Box:
Tel: 01270 581 118

CREWE, Jac in a Box:
Tel: 01270 5681 118

ELLESMERE PORT, W Homer Cycles:

Tel: 0151 3552130

MARPLE, Marauder Games:
Tel: 0161 4274949
NANTWICH, HobbyCrait:
Tel: 0843 051 6537

NESTON, Carousel:

Tel: 0151 316 621

NORTHWICH, Level 1:

Tel: 01606 45053
NORTHWICH, The Model Shop:
Tel: D1606 47730
STALYBRIDGE, Hard:aslles‘
Tel: 0161 303 930
STOCKPORT, thhyCraft
Tel: 0161 429 5300

HYDE, Guslmgs Toymaster:
fel: 0161 427 209

WIDNES, The Hobhy Shop:

Tek 01514 247 ¢

GI.HIEIMII

« GW MIDDLESBEROUGH:
Unit 33, 39 Dundas Street, 151 1HR
Tel: 0164 225 4091
HARTLEFODL Illuslons'

Tel: 01429 233 19

NORMANBY, I’C Tech.

Tel: 01642 461010

REDCAR, PC Tech:

Tel: 01642 481888

CORNWALL
GW TRURO:
Unit 1, Bridge Hotsse, New Rridge Street, TR1 2AA
Telt 0187 232 D047
Bri

Tel: 01288 353 368

BUDE, More Value:

Tel: 01286 352 362

CALLINGTON, GMS Games:

Tel: 01579 384 637

CAMBORNE, Kernow Model Rail Centre:
Telt 011209 714099

FALMOUTH, Kernow Toymaster:
Tel: 01326 312 571

HAYLE, Blewells of Hayle:

fel; 01736 753 01

HELSTON, Esm:

Tol: 01326 56511
LISKEARD, Bru:imells.
Tel: 01579 342 1

LISKEARD, Tr'lgu Mills:
Tel: 01579 348 877

NEWLYN, Newlyn Post Office:
Tek: 01736 36459

NEWQUAV Flanet Hobbywood:
Tel: 01637 859 941

ST AUSTELL, Mad for Miniatures:
Tel: 01726 7225

ST IVES Dragon s Hoard:
Tel

TRURO, Toymaster.

WADEBRIDGE, Bricknells:

Tel: 07208 813 274

COUNTY DURHAM

* GW DURHAM:

&4 North Road, BH1 450

Tek: 0191 374 1062

GW DARLINGTON:

8 Sk'r-'n-gxu. DI3 71X

Tek: 132 318 2463

RAR\ARD CAS'I'LE Toy Shop:

BlSHOF AUCKLAND Windsock Models:
CO ETT, Kmkg)arl.

SEAHAM szes of War:
ﬂOCKTD\ ON Tf[S Stockton Madeller:

I:llllllll
!

BO! \BS{)N-WINDERMERE
Emes! .\lhnsnn & Sons:

COCKERMOUIH. The Toy Shop:
Tel: 61908

WORKINGTO , ToyTown:

DERBYSHIRE

GW DERBY:

42 Sadler Gate, DET 3INR

Tel: 0133 237 1657
ASHBOURI\E Lumhards Toys:

llKESTON Ilkzslun Co-op:
Tel: 0175
MATLOCK Shawes

Tel: 01629 5

RIPLEY, C |mera Leisure:
Tel: 01773 747849

* GW EXETER:

F1a Sidwell Street, £X4 6NN

Tel: 0139 249 0305

GW PLYMOUTH:

4 Cornwall Streel, PL1 1LR

Tel: 0175 225 4121

GW TORQUAY:

12 Marke! Street, TQ1 3AQ

Tel: 0180 320 1036

BARNSTAPLE, The Battlezone:

Tel: 01271 321 344

BIDEFORD, 'l'he Tarka Train Company:
Tel 01237 424 807

BRIXHAM, Mainly Miniatures:

Tel: 01803 \ﬁl 55
DARTMOUTH, WG Pillar & Co:
Tel: 01803 832 139

EXMOUT Gameznne Models:
Tel: 01395
HONITON , Homton Toy Shop:
Tel: 07404 43741

ILFRACOMBE, K| Hobbycrafts:
Tel: 01271 87950

KINGSBKIDGE The Trading Post:
Tel: 01548 052 423

STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE
(») Indicates Gaming Room facilities.

HOBBY STOCKIST
Difers 3 hobby ganting and painting service,

NE ELITE STORE

NE PARTNER STORE
Stacks most of the Games Workshap range.

INDEPENDENT STOCKIST
Official sellers of Games Workshop products.”

Stacks the complete Games Warkshop range and offers intrusuctory gaming and painting lessans.

* Ta be sure they have whal you want in stock, we recommend ¢

5 the store first.

NEWTON ABBOT, Austins:
Tel: LH[».‘: 331 444

PAIGNTON P ignton Model Shap.

Tel: 1603

FL\’MOUTH Model Shop:

GW BOURNEMOUTH:

24 Post Office Road, BH1 1BA

Tel; 0120 251 9292

* GW POOLE:

Unit 12 Towngate Centre BHI5 TER

Tel: 0120 268 5634

BLANDSFORD FORUM, Inspirations:
Tel: 01258 480999

BOURNEMOUTH Hobbycraft:

Tel: 01202 582

BR]DPORT, Fruﬂls Toymaster:

Tel: 01308 422 29

DORCH{STER, Durrhesler Toys:

Tel: 01305 261 15

SHAFTESBURY Hardings:

Tel: 01747 838293

SHERBOURNE, The Corner House:
Tel: 01935 815 615

SHEREOURNE The Toy Barn:

Tel: 01935 015 040

WEYMOUTH, Razzamataz:

Tel: 01305 780 601

GW CHELMSFORD:

Unit 4C, The Meadows Centre, CM2 6FD
Tel: 0124 549 D048

GW COLCHESTER:

2 Shori Wyre Street, COT 1LN

Tal: 0120 676 7279

GW SOUTHEND:

12 Sauthchurch Road, 551 2NE

Tel: 0170 246 1251

GW THURROCK:

Unit 4138, Level 3,

Lakeside Shopping Centre, RM20 22§
Tel: 0170 886 7133

SAFFRON WALDEN, Game On:
30 High Street, Tel: 61799 506 070
BASILDON, HobbyCraft:

Tel: 01268 240 100

BRENTWOOD, B&M Cycles:
Tel: 01277 214 342

CLACTON ON SEA Clacton Art & Craft Centre:
Tel: 01 46

(LACTON ON SEA, This N That:

Tel: 01255 431 431
COLCHESTER, 4TK Gaming:
Tel: 01206 756300

FRINTON ON SEA, Game On:
Tel: 01255 672900

HARLOW, Marquee Models:
Tel: 01279 423 334

HORNCHURCH, Tole Haven:

Tel; 01708 475051

LEIGH ON- SEA Caliver Books:
£ 01702 473

MALDON, C in Bliss Models:

Tel: 01621 851 327

RAYLEIGH, Toys N Tuck:

Tel: 01268 775 50

GLOUCESTERSHIRE

GW CHELTENHAM:

16 P reet, GL52 2L)

Tel: D124 122 8419

GW GLOUCESTER:

35 Clarence Street, GL1 1EA

Teh: 0145 250 5034

BOURTON ON THE WATER,
Bourton Model Railway:

Tel: 01451 B20 686
GLOUCESTER, HobbyCraﬂ;
Tel: 01452 424 999

STOW ON THE WOLD, Cleaver Models:
Telt 0145830424

STROUD, Antics:

Tel: 01453 764 407
TEWKESBURY, Toy Zone:

Tel: 01684 295 776

GW BASINGSTOKE:
3 Potiers Walk, RG21 760
Ted 0125 646 6050
GW PORTSMOUTH:
14 Arundel Street. POT INL
Tel: 0239 287 6266
GW SOUTHAMPTON:
3 East Streel, 5014 1HG
Tel: 0238 933 1962
GW WINCHESTER:
95 Jewry Street, S0O23 BRY
Tel: 0196 286 0199
ALDERSHOT, The Game Shop:
Tel: 01252 311 343
ALTON, Alton Mndel Centre:
Tel: 01420 542 24
ANDOVER, Huggosaums Toymaster:
Tel: 01264 352 763
BOTLEY, Just Add Imagination:
Telt 01489 701 17
FARNBOROUGH, Dark Star:
Tel: 01252 545019
GOSPORT, ]( Books:
Tel: 02392 580 9
HAVANT, HuhhyCrafl'
Tel: 0845 051 6554
M\lFOKD ON SEA Mllfnld Models and Hobbies:
el: 01590 642
NEW MIlTON Tuys of New Milton:
Tel: 0142 17
PETERSFIEI.D Fnlly Maodels:
Tel: 01730 267 93
PORTCHESTER. Wicor Models:
Tel: 02392 351 160
RINGWOOD, Toys of Ringwood:

Tel: 01425 479 4
ROMSEY, Rnundahnul
Tel: 01794 512 14

SOUTHAMFTON Rock Bottom Toystore:
Tel: 12380 b33 947

SOUTHSEA, Southsea Models:

Tel: 02392 733 208

WATERLOOVELLE Forever Toys Ltd:
Tel: 02392 266 25
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WATERLOOVILLE, Paul’s Hobby Shop:
Tel: 01703 259 186

GW HEREFORD:

40 Fign Gate, HR4 DAB

Tel: 01432 355 040

LEOMINSTER, Martin's Models & Crafts:
Tel: 01568 613 762

ROSS ON WYE, Revolutions:

Tel: 01989 562 639

HERTFORDSHIRE

GW HEMEL HEMPSTEAD:

16 Bridge Street, HFL 1EF

Tel: 0144 224 9752

GW ST ALBANS:

1h Hentage Close, ALY 4L8

Tel: 0172 786 1193

BARNET, Toys Toys Toys:

Vel: 0208 449 0966

BISHOP'S STORTFURD, Boardmans:
Tel: 01279 654 03

(OCKFOSIERS, Murray & Brand:

Tel: 02084 490

HARFENDEN, Fellc"alwns.

Tel: 01582 767 81

HERIFORD Marquee Models:

Tel: 01992 504718
HITCHIN, M nly Models:
Tel: 01462 422 204
LETCHWORTH, Model Images:

Tel: 01462 664 859

STEVENAGE, HobbyCraft:

Tel: 0845 051 6553

STEVENAGE, KS Models:

Tel: 01438 746 616

WELWYN GARDEN CITY, Toys Toys Toys:
Tel: 01767 391 319

WATFORD, HobbyCrait:

Tel: 0845 051 6538

ISLE OF MAN

DOUGLAS, Toymaster:
Tel: 01624 622
RAMSEY, Creal

Tek: 07624 436345

ISLE OF WIGHT

COWES, Chlveflons Newsagents:
Tel: 01963 292

NEWPORT, Cht‘ap Thrills:

Tel: 01983 530 570

NEWPORI, Tuy & Models:

Fel: 01983 528 258

RYDE, The Sports & Model Shop:
Tel: 01983 862 45+

KENT

GW BLUEWATER:
Uril 528, Uppor Thanies Walk, Bluswater, DA3 950,
Tel: 0132 242 7080
GW CANTERBURY:
Uit 5, tron Bar Lane, €T1 2HN
Teh 0122 745 2860
GW MAIDSTONE:
7a Putfding Lane, ME14 1PA
Tel: 0162 267 7435
GW TUNBRIDGE WELLS:
Road, TN 2AP
el: 3783
ASHFORD, GZ Computers Ltd:
Tel: 01233 (63996
BEXLEY HEATH, Kit Krazy:
Tel: 0208 296 7177
BROADSTAIRS, Time & Space:
Tel: 01043 B66 006
CHATHAM, Maynes:
Tel: 01634 400 031
CRAYFORD, HobbyCraft:
Tel: 01580 713298
DOVER, Turners Models:
Tol: 11304 203 711
FAVERSHAM Abacus Toys:

1: 01795 591 203
FDLKESTONE Peniraﬂ~
Tel: 01304 2
GRAVESEND Stew s Collectables and Models:
Tel: 01474 564 465
GRAVESEND, The Stamp Centre:
Yel; 01474 534 (66
HERNE BAY Spennngs
Tel: 01227 37
HYTHE, Apple Iax
Tel: 01303 262 602
MAIDSTONE, HubbyCrafl
Tel; 01622 623 7
ORPINGTON, IH Lorimer:

Tel: 01689 823193

SEVENOAKS iH Lorimer:

Tel: 01732 452 &

SEVENOAKS, Manklows,

Tel: 01732 454

SITTINGBOURNE AJ Blundell & Son:
Tel: 01795 424 371

LANCASHIRE

GW BLACKPOOL:

8 Birley Streel, FYT 1DU

Tel: 0125 375 2056

GW BOLTON:

Unit 14 (Is1 floor), Crompton Place, BL11OF
Tk 6120 4362131

GW PRESTON:

15 Miller Arca
Tel: 0177 282 185!

ASHTON UNDER LYNE, Roundabout Toys:
Tel: 01613 432 344

BLACKBURN, Batcave:

Tol: 01254 667 D6

BLACKBURN, Mercer & Sons:

Tel: 0125 458 700

BOLTON, HobbyCraft:

Tel: 01204 374 300

BURNLEY, Compendium

Tel; 01282 457 060

BURY, Cunwnys Toymaster:

Tel: 01617 616 209

CLITHEROE, angllls of Clitheroe Ltd:
Tek 01200 423 587

KIRKHAM, Rl( Buyes.

Tek 01772 90

LANCASTER, Mlcru Markets:

Tel: 01524 840 486

ity and Craft:

R1 2QY

WHITE DWARF

LEIGH, Toymaster:

Tel: 01942 671 116
MORECAMBE, Micro Markets:
Tel: 01524 416 306

ORMSKIRK Taylnr!.

Tel: 01695
ROSSEN lE Rossendale Models;
Tel: 01706 250 00

PRESTON HuhhyCrafl

Tel: 0 6

THOHNTON CLEVE[YS Toy2save Collectables:
Tel: 01253

WIGAN W gan Model Centre:

el: 01942

lEIcESTEIISHInE

GW LEICESTER:

Unit 2,76/20 Silver Streel, LE1 56T
Tel: G116 233 0510

GW LOUGHBOROUGH:
22 Biggin Street, LET] 1UA

Tel: 0150 923 8107
Geeks:

LEICESTER, Giits For

Tel: 07743 424063
LOUGHBOROUGH, Wargames Inc:
Tel: 01509

LOUGHBO i
Tok: 07877 503 il
ASHBY-DE-LA-ZOUCH, Steve's Mndels

Tel: 01530 416 B27

LINCOLNSHIRE ARER

GW GRIMSBY:
1 Wist 5t Mar
Teb: 0147 234 77
GW LINCOI
Uit SUA, Sall
{oulside of Walerside Centrel, LNZ TAF

Tel: 4152 234 8027

BOSTON, Models and Computers:
Tel: 61205 365 102

GRANTHAM, Portprince Models and
Hobbies Lid:

Tel: 01476 592 001

LOUTH, Castaline:

Tek: 01507 602 149

MABLE ORPE Belas Toymaster:

Tel: 015¢
SCUNTHORPE Shermans Model Shop:
Tel: 01724 842 439

SKEGNESS, The Model Shop:

Tel: 01754 763 429

SPALDING, Mason's Models:

Tel: 0177

LONDON

GW BRENT CROSS:

Uit 9, Lofwer Mall Bret Cross Shoppireg Centra; KW 3FE,
Tel: 0208 2024979

* GW BROMLEY:

Unit 24, The Mall, Bromiey, 8R1 115

Tek: 0200 466 D678

GW COVENT GARDEN:

Unit-33, The Market, WCZE 87

Tel: 0207 240 5106

GW CROYDON:

Unit 45, Drummond Centre, keeley Road, CR0TTF
Tel: 208 Gi0 4600

GW EPSOM:

8 High Street, K119 BAD

Teli 91372 751881

GW KENSINGTON:

Shop 7, Lancer Square; Kensington Church
Sireet, WH AEH

Tel: 8207 937 7011

GW KINGSTON ON THAMES :

33 Fife Road, KT 15F

Tel: 0208 549 5224

GW LONDON (Oxford St):

Unit F10, The Plaza Shapping Ceatre, 15t
Floar, 1 16-128 Oxford Street, W10 1LT

Tel: 0207 436 0B3%

GW ROMFORD:

12 Quadrant Arcade, AM1 SE0

Tels 07708 742 140

GW STAINES:
B Clarence Steeet,
Tel: 0178 446 0675

GW SUTTON:

Ul 26, Timas Sqpare Shopplng Centre, SM1 1L
Tel: U208 770 9454

* GW UXBRIDGE:

Unil 32, Chequers Mall, The Pavilions
Shopping Cenfre, UBS 1LY

Telk: 0189 525 2800

GW WATFORD:

Linit €, 1A Queess Shreed, Harlequin Centre, WD1 278
Tele 01923 245388

GW WOOD GREEN:

Uit 93, The Mall Wood Green, High Street, N22 6BA
Tel: G208 8891079

BARNET, Clever Toys:

Tel: 0208 27

BLALKHEATH 2nd Impressions:
Tel: 6208 852 6192

BLOOMSBURY, Just Games:

Tel: 0207 323 3080

CLAPHAM, Russ:

Tel: 0207 228 6319

DULWICH, The Art Stationers:
Telt 0208 693 5938

FINCHLEY, Leisure Games:

Tel: 0208 346 2327

GREENFORD, HobbyCraft:

Vel: 0208 747 7500

HAMPSTE. D Happy Returns:
Tel: 0207
HERNE HILL luﬂ Williams:
Tel: 0207 713 94

LEYTON, Dilchiields

Tel: 0208 5392821

PUTNEV Tuyslop‘

ate, DN3T LB

WiB 45

Tel: 0206 946 9191

MANCHESTER ARER

GW ALTRINCHAM:

Unit £, 18 Graiton Street, WA14 1DU

Tel: 0161 929 9896

GW MANCHESTER (Central):

Lnit B33, Marsden Way South, Arrdale Cesitre, MA JAT
Tol, 0141 634 6474

FRONTLINE

GW TRAFFORD CENTRE:

Unit L40¢ Trafford Centre, M17 88BN

Tel 0161 755 0065

ALTRINCHAM 'lhl- Gaming Crypt:
Tel: 0161 929 991

ECCLES, Amazon Miniatures:

Tel: 0161 788 7

NORTHENDEN, Stelorac:

Tel: 0161 946 1759

MERSEYSIDE AREA

* GW LIVERPOOL:

13 Central Shopplrrg Contre, Raneleigh Street, L1 10GE
Tel- 0151 703 0963

GW SOUTHPORT:

Unit 2, The Edge, 7 Hoghton SI, PRY 0TF

Tel: 0170 450 12
WALLASEY, Wirral Model Shop

Tel: 0151 200 BI55

WIRRAL, Thingwall Garden Centre
Tel: 0151 6400281

MIDDLESEX

EAST SHE Flay Inside Out:
Tel: 02084 7

EAST SHEEN, Panciemomum
Tel: 02088 780 B6h

ENFIELD, Jennings Stores:
Tel: 0200 604 1804

ENFIELD, Pearsons

Tel: 0208 373 4200

HARROW, Toy and Nursery

Tel: 0208 4222610

NORFOLK

GW NORWICH:

1214 Exchange Stroel, NK2 1AT

Telt (1160 476 7656

CROMER, Cromer Furniture:

Tel: 01263 515153

EAST DEREHAM, Starlings Toymaster:
Tel: 01362 697 769

EAST DEREHAM, Youngsters World:
Tel: 01362 698 150

FAKENHAM, Lou Lous Toys and Gifts:
Tel: 11328 853 118

GREAT YARMOUTH, Kerrisons:

Tel: 07493 853891/01493 850019

HOLT, Starlings Toymaster:

Tek: 01263 713 101

HUNSTANTON, Hunstanton Models:
Tel: 01483 533324

HUNSTANTON, Pavilion Toymaster:
Tel: 01485 533 108

NORWICH, Battlenet:

Tel: 01603 765 595

NORWICH, Langleys:

Tel: 01603 621959

NORWICH S P Models:
78

SHERiNG AM, Starlings Toymaster:
Tel: 01263 822 368

TAVERHAM, Norvic Models Ltd:
Tel: 01603 865213

THETFORD, Berties Craits;

Tel; 01342 766297

WROXHAM, Point House Toyshop:
Tel: 01603 706 804

NORTHAMPTONSHIRE

* GW NORTHAMPTON:

24-26 Ahington Square, NN1 4AA

Tel: 01604 636 687

DAVENTRY, The Games Vault:

Tel: 01327 310541

KETTERING Green Angel Cards & Games:
Tel: 01536 359 248

NORTHAMPTON, HobbyCraft:

Tel; 11604 591 BOO

NORTHAMPTON, Project Hydra:
Tel: 01604 639966

RUSHDEN, Osburne Sports & Toys:
Tel: 01933 312 4

WEI.LINGBOROUGH, Software Seller:

Tel; 07933 440 861

NORTHUMBERLAND

ASHINGTON, Blue Box Models:
Tel: 01670 521279

CORBRIDGE, The Village Square:
Tel: 01434 634 05

HEXHAM, Robl.ls

Tel: 01434 502 151

MORPETH, TG Allan:

Tek: 01670 515 136

NOTTINGHAMSHIRE

GW NOTTINGHAM (Central):

Fda Friar Lane, NGT 6DQ

Tel: 0715 948 0651

GW WARHAMMER WORLD:

Willow Road, Leion, NG7 2WS

Tel: 0115 916 8410

MANSFIELD, The Games Emporium:
Tel: 11623 640 022

NEWARK, Access Models:

Tel: 01636 673 116

NOTTINGHAM, HobbyCraft:

Tel: 0845 051 h249
SUTTON-IN-ASHFIELD, Bastion Gaming:
Tel: 07814 157168

WEST BRIDGFORD, Inspirations

Tel: 0115 982 1200

WORKSOP, Mudel Base:

Tel: 019089 501 7

GW OXFORD:

1A Bush House, New inn.Hall Street, OX1 20H
Tel: 01865 242 182

ABINGDON, Jusl Toys:

Tel: 01235 524 333

BANBURY, Trmder Bros:

Tel: 01295 262

CARTERTON Glles Sports:

Tel: 01993 842 396

OXFORD, Boswells Toymaster:

Tel: 01865 241 244

THAME, Pied Fedaller:

Tel: 01844 260 02.

WAL[INGFDRD Pettits of Wallingford:
Tel: 01491 835 253

WITNEY, Dentons:
Teli 01993 1%‘4 a7

HAVERFORDWEST, Emry’s:
Telt 01437 779 646

RUTLAND

k in the Box Toys:

99

X Rutland County Museum:
TS s County Museu:
SHROPSHIRE

* GW SHREWSBURY:

& Marked Street, 5Y1 1LE

Tel. U174 334 2007

TELFORD, Questing Knight Games:
Tel 0i952 417 747

TELFORD, Sanda Games:

Tel: 01952 676 722

BRIDGENORTH, Hobby Horse:

Tel: 0174 6 766 659

OSWESTRY, Funfayre:

Tel: 01691 670 646

SOMERSET

* GW BATH:

5+51) Waslgafe Buildings, Avan Sirest; BA1 TUN
Tel: 0122 533 4044

HREDGWATEH Dlagon Slayers Hobby Centre:
Tel: 01278 42

EURNHAM ON SEA, GW Hurley:

Tel: 01278 789 281

(LEVEDON lusl For Fun:

Tel: 012

FROME The Ellenbray Press:

Tel: 01374

FROME, Frome Model Centre:

Tel: 01373 465295

GLASTONBURY, Pedalers Toymaster:
Tel: 01458 834 562

GLASTONBURY, PC’s PC's:

Tel: 01458 533900

MlNEHEAD Mlnehead Toys & Models:

WELLS Wells Mudels.
Tel:

WESTDN SUI‘ER -MARE, ] Toys:
Tel; 07934 418 151

YEOVIL, \’enuil Cnllm:lurs Cenlre:
Tel: 01935 433 7

YEOVIL, Wll(h Engine:

Tel: 01935 42707

STAFFORDSHIRE

+* GW BURTON ON TRENT:
Unil 8, Unien Court, Unlon Streel, DET4 144
Tel: 01128 353 Sé6;

GW STOKE:

27 Stafford St, 5T1 (iU

Tel 0178 220 5267

ALSAGER, Al: gcr Toys and Models:
Tel: 01270 84

Tl 741

LICHFIELD Digital Draguns

Tel: 07941 637793

NEWCASTLE UNDER LYME, Sundowner Models:
Tel: 01782 610 606

STAFFORD, SLD Models:

Yel: 01785 258 7

STAFFORD Staﬂ'ﬂrd Games:

Tel; 01785
S'I;AFFORD Tuo Fat Goblinz:
Tel: 01785
STOKE-ON- TRENT, Battlezone
Games & Collectables:

Tel: 01782 B33 633

TAMWORTH, Hobbycraft:

Tel: 01827 300 800

SUFFOLK

* GW IPSWICH:

63 Westgale Strect, IP1 18]

Tel: 01473 210 031

BECCLES, ‘i‘ny Box'

Tel: 01502 712 7

BURY ST. EDMUNDS Model Junction:
Tel: 01284 7

BURY ST. EDMUNDS, Starlings Toymaster:
Tel: 01204 761 646

FELIXSTOWE, Wizards Workshop:

Tel: 01394 277 233

IPSWICH, G éaxy Models & Hobbies Ltd:
Tel: 61473 7
IPSWICH, Tuywurfd Ipswich:
Tel: 01473 7

1502
NEWMAI KET
Tel: 01638 663 14
STOWMARKET D ) Collectables:
Tel: 01449 771 01
STOWMARKET, Simpson & Sons:
Tel: 01449 612 914
SUDBURY, FT Games:

Fel: 01787 466 060

SUDBURY, Tmelly s Toys:

Tel: 01787
WOODER| DGE, Toytown:
Tel: 01394 383 170

GW GUILDFORD:

Uit 1, 9/12 Tunsgote; GUT 3QT

Tel: 0148 345 1793

GW WOKING:

Uit 3, Cleary Courd, 169 Church Street East, GU21 6H)
Tel: 0148 377 1675

GW WORTHING:

2 Bath Place, Worlhiog, 8N11 3BA

Tel: (1903 213 930

CAMBERLEY, Morning Star:

Tel: 01276 685160

CATERHAM, Modeller’s Loft:

Tel: 01883 341 810

COULSDEN, Taylors Toys and Sports:
Tel: 0208 666 00710

CRANLEI(.H Davﬂl Mann:

Tel: 07483

DORKING Dnrkmg Models:

Tel: 01306 881

PURLEY, JH Lorimer Ltd:
Tel: 0181 660 9716

REDHILL, Gamers Guild:
49 123

Tel: 01737
REIGATE The Tny Shop:
Tel: 01737 2

RICHMOND Tuy Station:
Tel: 0208 940 4896

GW BRIGHTON:

Unit 7, Nile Favilions, BN1 THW
Tel: @127 320 3333

GW CRAWLEY:

i1 Broadway, RH1D 1DX

Tel: 0129 455 2072

GW EASTBOURNE:

33 Cornficld Road, 8N21 4Q0
Tel 0132 264 1423

BOGNOR REGIS,

Trains Models and Hobbies:
Tel: 01243 864 727

BURGESS HILL K:d s Stuff:
6Tcl: 01444 25
CHICHESTER Chlcheslnr Toys:
Tel: 01243 7:
CRAWLEY, thbyCraﬁ

Teli 0845 051 6552

EASTBOURNE, Phantasia:

Tel: 01323 723 388

EAST GRINSTEAD, Martells of Sutton
Tel: 01342 321303

EAST GRINSTEAD, Ready To Run Models
Tel: 01342 300 17

HAYWARD'S HEATH, Clarkes:

Tel: 01444 457551

HORSHAM, Waterstones:

Tel: 01403 268 088

HOVE, Kids Dreams:

Tel: 01273 420 066

ST LEONARDS ON SEA, Silverhill
Models and Tuys

Tel: 014 1

STE\’NING The Dollhouse Shop:
Tel: 01903 816812

UCKFIELD, Kid’s Stuff:

Tel: 01825 768 398

TYNE AND WERR ARER

= GW NEWCASTLE (Central):
Unit f, Newgale Shopping Ceatre, NET 5FY

GW Mmo (Metro Centre):

Uinit 2; First Floar, The Arcade

(near the Mediterranean Village), NET1 9Y1
Tel: 0191 487 0950

GW SUNDERLAND:

2538 High Streel West, Sunderland, 51 30H
Tel: G1975 100 434

GATESHEAD: HobbyCraft

Tek: 0191 482 7410

NORTH SHIELDS, SR Gladston & Son:
Tel: 01912 570 3

SUNDERLAND, Tny and Computer Store:
Vel: 0191 565 51%

WHITLEY BA\‘ Alan 's Model Shop:
Tel: 0191 253 3682

GW COVENTRY:

Linit 39, Upper Level, Cathedral Lanes
Shopping Centre, CVI 1LE

Vel p2a7 622 7311

GW LEAMINGTON SPA:

32 Regent Street, CV32 SEG

Tel: 01926 435771

BEDWORTH, Rallway & Modellers Junction:
Tek: 02476 316 285

COVENTRY, Hobbycrait:

Tel: 02476 234 520

KENILWORTH, Abacraft Arts & Pictures:
Tel: 01926 511 294

NUNEATON, Heart of England Co-op:
Tel: 02476 362 331

RUGBY, joto Railways & Models:

Tul: 01788 56
STRATFORD- UI’ON AVON,
Much ado about toys:

Tel: 01759 195 050
WARWICK, Castle Trains:
Tel: 61926 497 905

WILTSHIRE

GW SALISBURY:

18 Winchester Street, SP1 1HS

Tel: 0172 233 0955

GW SWINDON:

14 Brunel Plaza, SN1 1LF

Tel: D179 343 6036

CHIPPENHAM, Thorntons at Signature:

Tel: 41249 463100

DEVIZES, Hoggosaurus Toymaster:

Tel: 01380 841

M.ALMESBURY SPS Malmeshury:

Tel: 01660 824440

MARLBOROUGH, H Duck:

Tel: 01672 512170

MELKSHAM, The Toyshop:

Tel: 01225 768 415

SALISBUR\‘, Salisbury Model Centre:

Tel:

SHAFTESBURY, Harding’s:

Tel: 01747 8562

SWINDON, HubbyCraﬂ.

Tel: 0845 051 6351

SWINDON, SPS Swindon:

Tel: 01793 678 17

TROWBRIDGE, The Toy Shop:

Tel: 01225 768

WESTBURY, The Gas Cupboard:
5 B2

Tel: 01373 82

WI]HI}ESI‘EHSI"IIE

* GW WORCESTER:

21 Lychyate Mall, Cathedral Plazs, WR1 205
Tel: D190 561 6707

DROITWICH, HobbyCraft:

Tel: 0845 051 6548

DROITWICH, Look-rite Lid T/A Toywaorld:
Tel: D1905 772 403

REDDITCH, Hobby Hut:

Tel: 01527 540 840

REDDITCH, Hoggosaurus Toymaster:

Tel: D152 766 092




YORKSHIRE

GW BRADFORD:
4 Piccadilly, Bradford, BV 3LW
Tel: 0127 473 9430
GW DONCASTER:
26 High Street, Doncaster, DN1 10W
Tel: 0130 232 0535
GW HARROGATE:
53 Station Parade, HGT 17T
Tel: 0142 356 4310
GW HULL:
30 Paragon Street, HUT AND
Tel: 0148 258 9576
GW LEEDS:
IHA Lands Lane, LS1 618
Tel: 0113 242 0814
GW SHEFFIELD (Central):
16 Fitzwilliam Gate, §1 4jH
Tel: G114 275 6114
GW SHEFFIELD (Meadawhall Centre):
Unit 918, High Street, Upper Mal
{next to entrance near Boots), S9 |rN
Tel: 0114 256 9816
* GW WAKEFIELD:
94 Kirkgate, The Ridings Centre, WF1 1T
Tel: 1182 435 9411
GW YORK:
1A Lendal, YO1 BAQ
Tel: 6190 462 8014
BARNSLEY, Janco Toys:
Tel: 11226 208654
BRIDLINGTON, Icy Tea Ltd:
fel: 01626 403 059
GOOLE, PursuitsdYou:
760944

HALIFAX, Conways Tr‘lymasler: 3

Tel: 01422 353 986

HALIFAX, Halifax Modellers World:
Tel: 11422 349 15

HUDDEKSFIELD, Something Wicked:
Tel: 01484 559 226

HULL, Archeron Games Workshop:
Tel: 01482 221011

KEIGHLEY, Conways Toymaster

Tel: 01535 604045

LEEDS, Hobbycraft:

Tel: 0111 389 3020

MALTON, World Wide Shopping Mall:
Tel 011653 602880

NORTHALLERTON, T & FM Grover Ltd:
Tel: 01609 773 334

PICKERING, Puﬂers of Pickering:

Tel: 01751 472 74

FOCKI.INGTDN Chylds Play:

Tel; 01759 306 041

SCARBOROUGH, Games Centre 2:
Tel: 01723 369444

SCARBOROUGH, Space, Myth and Magic:
Tel: 08456 441 113

SELBY Spurls and Toys:

o1
SHEFFIELD IL Snﬂware

Tel: 01142 510668

SHEFFIELD, Imp Miniatures:

Tels 07773 029386

SHEFFIELD, Wargames Emporium:
Tel: 01142 754 826

SKIPTON, Craven Model Centre:

Tel: 01756 797414

THIRSK, Thirst Art Store:

Fel: 01845 574457

WAKEFIELD, Model and Craft Centre:
Tel: 01924 474 097

WHITBY, John Anderson - Toymaster:
Tel: 01947 602 213

GW CARDIFF:

31 High Street, CF10 1PU

Tel: 0292 064 4917

GW CWMBRAN:

30 The Parade, Cwmbran, Gwent, NP44 19T
Telt 01633 874 070

* GW NEWPORT:

25 Skinner Streel, NI
Teli 0163 325 6295

GW SWANSEA:

53 Kingsway, SA1 5HF

Tel: D179 246 3969

CARDIGAN, Helm'’s Deep:

Ted: 01239 621 621

ABERGAVENNY, Richards of Abergavenny:
Tel: D1873 852 466

ABERYSTWYTH, Albatross:

Tel: 01970 617 836

BANGOR, Acme Games:

Tel: 01248 371 457

BRECON, J Clark Toys & Gifts:

Tel: 01873 622 865

BRIDGEND, Joust for Fun:

Tel: 01656 767 bBO

CARMARTHEN, Good News:

Tel: 01267 237 789
CARMARTHEN, Hardings:
Tel: 01267 237 774

CEREDIGION, Yokemon Battles:
Tel: 01239 613346

CHEPSTOW, Artists Corner:

Tel: 01291 627 393

COLWYN BAY, Hippo Toys:

Tel: 01492 534 169

CONWAY, Hippo Toys:

Tel: 01492 534 169
DOLGELLAU, Mars Vs Venus:
Tel: 01341 423 407

LLANDRINDOD WELLS, The Manor:

Tel: 01397 829111

LLANTWIT MAJOR, Rainbow Plaza:
Tol: 01446 794 118

MACHYNLLETH, The Toy Box:

Tel: 01634 703 901

INEWPORT, HobbyCraft:

Tel: 0845 051 6540
PEMBROKE, Dragon Alley:
Tol: 01646 621 456

PONTYPRIDD Sugar and Spice:
Tel: 07679 221

PORTHCAWL, Game Itd:

Tel: 01636 784 428
PORTHMADOG, Alma Figures:
Tel: 01766 830269

RHYL, Lightfoot Models:

Tel: 01745 331 564

SWANSEA, Comix Shoppe:

Tel: 01792 6a2 097

WREXHAM, Brite Ideas Toymaster:
fel: 01978 261 244

* GW ABERDEEN;
Unit 1, 12-14 Upper Kickgate, AB10 18A
Tel: 0122 464 9779
GW AYR:
Uniit 2, Lorrie Arcade, 115 High Street, KA7 158
Tel: 01292 285 B95
GW DUNDEE:
118 Commiercial Street, DD1 24}
Tel: 0138 220 2362
GW EDINBURGH:
136 High Street, EH1 1Q5
Tel: 0131 220 6540
GW FALKIRK:
12 Cow Wynd, FK1 1PL
Tel: 0132 462 4553
* GW GLASGOW:
B1 Uniun Street, G1 3TA
Tel: 0141 221 1673
GW LIVINGSTON:
26 Almondvale Centre, EH54 6NE
Tel: 01506 443256
HADDINGTON, Model Mania:
Teli 01620 825 931
ABERFELDY, Freaders Books:
Tel: 011887 B29 519
ARBROATH, Hags:
Tel: 01241 B72195
ARGYLL, Alba:
Tel: 01631 563645
AYR, Toy Town:
Tel: 01292 282945
BANCHORY, Toy and Gift Shop:
Tel: 01330 825 586
BRECHIN, Gardiners:
Tel: 01356 622 265
CRIEFF, Happy Craft Company:
Tel: 01764 653706
DINGWALL, Sports and Model Shop:
Tel: 01349 B62 346
DUNFERMLINE, Abbey Models:
el 01383 731 116
DUNFERMLINE, Fife Council Libraries:
Tel: 01383 602 208
DUMEFRIES, Toytown:
Tel: 01387 264884
EAST KILBRIDE DTS Models:
Tel: 01355 238 ¢
EDINBURCH Marlanwlle Maodels:
Tel: 01343 177 010
EDINBURGH, Toys Galore:
Tel: 0131 447 1006
ELGIN, Junner’s Toymaster:
Tel: 01343 542 492
FORFAR, Hags:
Tel: 01307 463263
FORT WILLIAM, The Granite House:
Tel: 01397 703 651
GLASGOW, Abacus:
Tel: 0147 342 4300
GLASGOW, Static Games:
Tel: 0141 552 9785
INVERCLYDE, Arts Crafts & Hobbies:
Tek: 01475 785 204
INVERNESS, Junners Toymaster:
Tel: 01463 233 234
ISLE OF LEWIS, A D MacDonald and Son:
Tel: 0851 705 650
KILMARNOCK, Scotch Corner:
Tel: 01563 520 262
KINROSS, The Hope Chest:
Tel: 01577 #62 516
KIRKCALDY, The Hope Chest:
Tek: 01592 260 116
LANARKSHIRE, Figures in Comfort:
Teli 01236 870 740
NORTH AYRSHIRE, Bus Stop Ty Shop Ltd:
Tel: 01475 609892
NORTH BERWICK, Laws Cycles:
Tel: (11620 890 643
ORKNEY, Cycle Orkney:
Tel: 01856 875777
ORKNEY, Mclennan‘Tnymas(er:
Tel: 01856 877 788
PERTH, Millars Models:
Tel: 0173 B56 1835
PERTH AND KINROSE, Freaders Books:
Tel: 01887 829 519
PETERHEAD, George Donald Ltd:
Tel: 01779 474 737
PETERHEAD, Unique:
Tel: 01779 472 705
SHETLAND, Harrys Dept Store:
Tel: 01595 693 047
STIRLING, Abacus:
Tel: 01786 478 704
THURSO, Durrans:
Tel: 01847 893 169
TURRIFF, E Rae and Son:
Tel: 01808 562 610

GW BELFAST:

20A Castle Courl, BY1 1D (towards the back
of the centrelTel: 0269 0233684

ARMAGH, Kidzone Toymaster:

Tel: 028 37515166

BALLYMENA, Camerons:

Tol: 028-25648821

BANBRDGE, Tuymister Banbridge:
Tel: 028-4062222

BANGOR, Replay Games:

Tel: 028-91452210

BELFAST, The Basement:

Tel: (028) 9046 0484

ENNISKILLEN, Hannas Toyworld Toymaster;
Tel: 026-66122367

ENNISKILLEN, Modellers Corner:

Tel: 028-66322367

NEWRY, Murphy’s World of Wonder:
Tel: 028-30264978

NEWRY, Murphy’s World of Wonder:
Tel: 02830264978

OMAGH, White's Toymaster:

Tel: 028-82242427

INTERNATIONAL
ACCOUNTS

LISTED ALPHABETICALLY

GW ANTWERP:

Vieminckstraat 10, Antwerp, Antwerpen200
Tel: D042 3485 H627

BRUGGE, Fair Play:

Tel: 050 36 51 83

AARSCHOT, Conect'r:

Tel: 016 56 88 30

ANTWERPEN, Celtic Cross:

Tel: 03 286 81 63

DENDERMONDE, Tip Top Moens:
Tel: 05221 17 98

DEURNE, The Gamestore:

Tel: 033 25 55 35

LEOPOLDSBURG, NV Moestermans:
Tel; 011 39.38 46

MECHELEN, De Spelfanaat:

Teli 015 34 58 07

OOSTENDE, King Arthur:

Tel: 059 51 57 56

ROESELARE, Black Border:

Tel: 051 20 82 50

AALST, Hermelijn:

Tel: 053 41 48 b6

AALST, Plays2Be:

Tel: +32 (53) 41 93 85
BLANKENBERGE, De Speelhoek:
Tel: 50 41 49 23

BRUSSEL, Intenoys Anderlecht:
Tel: D25 23 84 7.

BRUSSEL, The Brothers Workshop:
Tel: 0477532647

BRUSSEL, Intertoys Laken:

Tel; 022 68 71 41

GENT, Betty Boop:

Tel: +32 (09) 222 05 76

GENT, Intertoys Gent:

Tel: 092 24 42 86

HALLE, Mishra’s Playground:
Tel: 023 61 58 53

HALLE, Top 1 Toys:

Tel: 023 56 04 03

HAMME, Dagbladhandel Vermeire bvba:
Tol: 052477040

IXELLES, Intertoys Ixelles:

Tel: 025 14 17 03

KORTRIJK, Albion:

Tel: 056 32 4307

LEUVEN, The Dicepool:

Tel: 016 29 49 94

MNEERPELT, ‘t Spellenhuis:

Tel: 011 74 49 79

OVERIJSE, Intertoys Overijse:
Tel: 026 87 42 33

SCHELLE, Van de Velde:

Tel: +32 (0486) 51 17 58
TOURNAIL, In(crloys Tournai:
Tel: 069 21 42 2

VILVOORD, Buekcenter BVBA:
Tel: +32 (02) 251 20 0

WESTKERKE, Whal Ever:

Tel: #32 (0473) 77 16 41

BRAZIL

CAMPINAS, Legends do Brasil:

Tel: 19 3234 3343

CURITIBA, Ilihan Comics Shop:

Tel: 41 3232 536!

JUIZ DE FORA, Migume Taberna do Dragdo:
Tel: 32 3234 575

PORTO ALEGRE Jambé:

Tel: 51 3226 142

SAN PAULO, Lududena Bar Café:

Tel: 11 3253 8452

SAN PAULO, Moonshadows:

Tel: 11 3266 3916

SAN PAULO, Taverna do Ogro Encantado:
Tel: 11 3061 9842

SAN PAULO, Terramédia:

Tek: 11 2127 8787

VILA GILDA, Hobby Depot Santo Andre:
Tel: 11 44348 5880

VINHEDO, Hobby Depot Vinhedo:

Tel: 19 3826 1580

BULGARIR

SOFIA, Magic Worlds:
Tel: 359 2 986 6B38
SOFIA, Blad( (lladeL

Tel: 360 2 Y86 6B5H

SHANGHAI Zark‘
Tel; 86 (21) 5763
SHANGHAI, Zhanchul Store:
Tel: 86 21 52360900

CROATIA

OSIJEK, Land of Magic:
Tel: 385 31 275 794

OSIJEK, Land of Magic:
Tel: 385 31 368 412

RIJEKA, Game Master:
Tel; 385 51 371 308

SPLIT, Land of Magic:
Tel: 363 21482249
VARAZDIN, Land of Magic:
Tel: 385 42200161

ZAGREB, Land of Magic:
Tek: 385 14870077
ZAGREB, Land of Magic:
Tel: 38514923917

CYPRUS

NICOSIA, ANT Comics:

Tel: 00 357 22 660384

NICOSIA, Megaland:

Tel: 00 35 7224 56622

KATO PAPHOS, Cyprus Crusade:

Tel: 4357 976 49072

STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE
(+) Indicales Gaming Room facillties.

HOBBY STOCKIST
Offers a hobby gaming and painting service.

NE ELITE STORE
NE PARTNER STORE
Stocks most of the Games Workshop range.

INDEPENDENT STOCKIST
Official sellers of Games Workshop products.*

Stocks the complete Games Workshop range and offers introductory gaming and painting lessons,

* Ta be sure they have what you want in stock, we recommend calling the store first.

SEg

BRNO, Cerny Rytir:

Tel: +420541213860

CESKE BUDEJOVICE, Chaotit:
Tel: +420602489158

HARADEC KRALOVE, Knihkupectvi Valhalla:
Tel: +420443522009

KOPRIVNICE, Magic:

Tel: +420495522009

LIBEREC, Battle Games-Obchodni Pavilion:
Tel: +420777526154

‘OSTRAVA, Matrix (knihkupectvi):

Teli +420774 404 024

PRAHA, Ogri Doupe:

Tel: +4202244934811

PRAHA, Cerny Rytir:

Tel: +420222312461

PRAHA, Cerny Rytir:

Tel: +420222312461

VSETIN, Atlantis:
Tel: +4205714116!

DENMARK
GW K@BENHAVN:
Frederiksbonggade 5KL, 1360,
Tel: 0045 33 12 22 17
AALBORG, Dragons Lair:
Teh: 9812 16 18
AARHUS C, Dragons Lair:
Tel: 86 19.00 63
HILLER@D, Hobby & Fritid:
Tel: 4825 26 16
K@BENHAVN K, Faraos Cigarer:
Tel: 3332 22 11
NV, Arena Kebenh
Tel: 38 33 57 00
NAESTVED, Arena Nastved:
Tel: 55 54 67 00
ODENSE C, Dragons Lair:
Tel: 65 9197 01
RBDOVRE, MR Games:
Tel:36 72 02 55
ROSKILDE, Fanatic Roskilde:
Tel: 46 36 35 48
LYNGBY, Faros Cigarer:
Tel: 32 10 21 23
HELSING@R, Hobby og Fritid:
Tel: 49 21 45 42
HERNING, Farges Kalder:
Tel: 35 10 1697
VORDINGBORG, Legekweden Vordingborg:
Tel: 55 34 04 31
AABENRA, Legekaden Aabenra:
Tel: 74 62 24 05
AALBORG, Aalborg Hobby Service:
Tel: 96 121315
AALBORG, Bog & idé Aalborg:
Tel: 98 1166 11
AALBORG SV, B.O. Boger Aalborg:
Tel: 98 79 15 45
AARHUS C, Gul:llm Gate:
Tel: 86 19 4
AARS, Tlng ug sager:
Tel: 98 62 45
ASNAS, Bng & Ide Asnas:
Tel: 59 65 00 13
ESBJERG, Bunkeren:
Tel: 7518 11 99
ESBJERG, Adventure Corner:
Tel: 35 11 11 56
ESBJERG, B. O. Bager Esbjerg:
Tehi 7512117
ESPERGERDE, B.O. Boger Espergarde:
Tel: 49 13 19 46
FREDERICIA, Bog & Ide Fredericia:
Tek: 76 24 59 69
FREL Legekieden Frederiksberg:
Tel: 38 19 70 25
FREDERIKSSUND Legekaden Frederikssund:
Tel: 47 38 39 5
GILLELEJE, llllys Legetaj:
Tel: 48 30 30 90
GORLEV, Sparetime:
Tel: 58 85 B0 83
GRENA, Bog & idé Grena:
Tel: 86 32 19 13
GREVE, B.O. Bager Hundige:
Tel: 43 90 60 08
HELSINGE, B.O. Bager Helsinge:
Tel: 48 79 40 01
HERNING, Buddy Legetaj:
Tel: 97 22 05 52
HILLER@D, Legekeden Hillerod:
Tel: 48 24 61 61
HJ@RRING, Hjarring Hobby:
Tel: 30 68 40 31
HOLBAK, Slnrkl'ell Bog & idé:
Tel: 59 43 00 7.
HOLTE, Legete]sbullkken'
Tel: 45 46 17 B,
HORSENS, Legekaeden Horsens:
Tel: 75 61 60 11
HORSENS, MYCLIX Miniatures:
Tel: 0045 75626233
H@RSHOLM, GAD Harsholm:
Tel: 45 66 04 08
HUMLEBAK, Rodes:
Tel: 4919 12 20
KALUNDBORC Koch's Bager & Papir:

Tel: 59 51 00 54

B

KIELLERUP, Ide & Hobby:
Tel: 86 B8 13 26
K@BENHAVN K, Fantask:
Tel: 33 93 85 18
KOLDING, B.O. Bager Kolding:
Tek: 75 50 38 34
KOLDING, Good Games:
Tel: 75 50 03 04
KOGE, Sema:
Tel: 56 63 07 04
LYNGBY, B.O. Boger Lynghby:
Tel: 45 87 04 45
NYK@BING F, Hundehuset:
Tel: 54 B6 08 46
G M, Morse Boghandel
Tel: 97 72 07 00
ODDER, Legekazden Odder:
Tel: 86 54 42 71
‘ODENSE 50, ﬂ 0. Boger Rosengdrdscentret:
Tel: 66 15 99 2
RANDERS, Bng & Ide Randers:
Tel: 86 43 08 10
RANDERS, Byrge Sarensen Hobby:
Tel: 86 42 58 14
RANDERS, Randers Hobby Import:
Tel: 86 43 39 23
RINGK@BING Buddy Legetaj:
Tel: 97 32 08 06
RINGSTED, Bag & Ide Ringsted:
Teli 57 61 00 1
RINGSTED, Buddy Legetaj:
Tel: 57 67 14 80
RODOVRE, B.O. Boger Rodovre:
Tel: 36 41 04 85
RONNE, Dnnhe s Hobbystue:
Tel: 56 95 94
ROSKILDE, ankeleg'
Tel: 46 32 34
ROSKN.DE, B O. Ro’s torv:
Tel: 45 46 34 12
SKAGEN, Legekaden Skagen:
Tel: 95 44 54 65
SKANDERBORG, Schmidt Bog & idé:
Tel: 86 52 00 27
SKIVE, Jydsk Boghandel:
Tel: 47 5125 99
SLAGELSE, Uldtotten:
Tel: 58 53 50 35
ST HEDDINGE, Hobbystalden:
Tel: 56 50 86 10
SVENDBORG, Farve & Hobby Hjornet:
Tel: 62 21 31 31
SVENDBORG, B.O. Boger Svendborg:
Tel: 62 17 22 90
TASTRUP, Genbrugshager:
Tel: 43 7161 15
THISTED, Buddy Legetaj:
Tel: 97 92 19 33
VEJLE, B.f D. Byget Vejle:
Tel: 75 82 0
VIBORG, Ba“le Bunker:
Tel: 86 60 17 40

GW BLANCHARDSTOWN:

Unit 249, Blanchardstown Shopping Centre,
Dublin, Tel: 01 822 3864

GW DUBLIN:

Unit 3, Luwer liffey Street.

Tel: 01 872 5791

CORK, Other Realms:

Tel: 021 4279508

DUBLIN, Models Inc.:

Tel; 01 879299342

GALWAY, Model World:

Tel: 091 765655

ATHLONE, Valhala Games:

Tel: 087-9210030

BALINA, World of Wonder Balina:
Tel: 096 76676

CAVAN, Apex Games:

Tel: 049 4326504

COBH, Toytown Toymaster:

Tel: 021 4814 562

CORK, Murphy’s Toymaster:

Tel: 00353 24 93520

CORK, Toytown Toymaster:

Tel: 021 4814 162

DOUGLAS, Art and Hobby:

Tel: 021 436 3580

DROGHEDA, Art and Hobby:

Tel: 041 947 3270

DUBLIN, Art and Hobby Jervis Centre:
Tel: 018 745 312

DUBLIN, Joe Mannions Newsagents:
Tel: 01 4392387

DUBLIN, Models Inc.:

Tel: 01 6735001

DUBLIN, Taymasler Banba Dublin:
Tel: 01 872 7

DUBLIN, The Toy Store:

Tel: 01 6774420

DUN LAOGHAIRE, Toymaster Banba Dun Laoghaire:
Tel: 012 B04 011

DUN LAOGHAIRE, Art and Hobby:
Tel: 012805047

DUNGARVAN, Toymaster Murphys:
Tel: 058 41376

ENNIS, World of Wonder Ennis:

Tel; 065 664 5697

www.games-workshop.com
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KERRY, Cabal’s Toymaster:
Tel: 00353 b6 7121847
KILLKENNY, The War Forge:
Tel: +353 87 6602992

LAOIS, Grahams Toymaster:
Tel: 057
I.IMER|CK
Tel: 061 309
LIMERICK, The Gathering:

Tol: 061 315133

LOUTH, Kidzone Toymaster:

Tel: 00353 42 9330318

LOUTH, The Wargamers:

Tel: 4353 86 BIB215%

MACROOM, Toymaster Marys:

Tel: 026 42491

MULLINGAR, Stars & Bows Hobbies and Crafts:
Tel: 044 9396839

MULLINGAR, Stars and Crafts:

Tel: 00 353 879402

NEWBRIDGE, Art and Hobby:

Tel: 045 450260

NAVAN, Game Bandits:

Tel: 046 9075099

NEWRY, Murphy s Toys:

Tel; 028 302,

OFFALY,
Tel: 00
SANTRY, Art and Hobby:

Tel: 01 862 4500

STILI.ORGAN Toymasler Nimble Fingers:
Tel: 07 28807

TII‘FARAR\’. RB Models.

Tel: 00353 52 248

WATERFURD, Tail Tales Bookshop:
Tel; 051 87

W[XFORD Toyma;!er Play and Learn:
Tel: 053 2.

WEXFORD, WOW New Ross:

Tel: 051 ;’H

WICKLOW, Tnymﬂsler Hopkins:
Tel: 040 467225

WILTON, Art and Hobby Wilton:
Wiltan, Tel: 621 434 7207

FALKLANDS

STANLEY, Falkland Collectibles:
Tel: 0050021174

FINLAND s

GW HELSINKI:

Simonkatu 9, 00100,

Tel: 0975 15 45 25

HELSINKI, Fantasiapelit Helsinki:
Tek: 09 65 0803

LAHTI, Puolenkuun Pelit:

Tel: (11 751 515

ESPOO, Puolenkuun Pelit Espoo:
Tel: 0941 29941

PORVOO, Puolenkuun Pelit Porvoo:
Tel: 019 5348377

TURKU, Fantasiapelit Turku:

Tel 02 232 Ba13

|Iys Toymaster:
9351505

IOENSUU Fanlas:apelil Joensuu:

Tel: lII 3 284 314

JYVASKYLA, Fantasiapelit Jyviiskyli:
Tel: 014 21 6629

KUOPIO, Fantasiapelit Kuopio:

Tel: 017 3611148

LAPPEENRANTA, Fantasiapelit Lappeenranta:
Tek 05 541 1375

ouLyY, Fantasuapelrl Oulu:

Tel: 08 47 4906

TAMPER! Fantasi:peht Tampere:
Teli03:
AHTARI, Hunkanwmm Kirjakauppa:
Tel: Db 553 02

HAMEENLINNA Lelushoppi:

Tel; 03 682 3950

HARMA, Kirjakauppa Pellame:
Tel: 06 484

HEINOLA, Talousmuovi ja lelu:
Tel: 03 715 3905

HYVINKAA, Royal Toys:

Tel: 050-5235836

IMATRA, Kirja-Lahja Alex Ky:
Tel: 05 431 9555

JAKOBSTAD, ‘I'oys 4 Fun:

Tel: 016 723 2880

]AaVENPM Askarlelularwlttluke Taitaville:
Tel: 050 413 4760

KARJAA, Bli Lida:

Tel: 019 23 3494

KERAVA, Antikvariaatli Kersa:

Tel: 09 294 4210

KLAUKKALA, Karuselli:

Tel: 09 879 269

KOTKA, Eagle Card:

Tel; 05 21 4238

KOUVOI Muowepox.

Tel: 05 31

LAPPEENRANTA, Antikvariaatti Suma:
Tel: 05 541 1760

MAARIEHAMN, Dillen:

Tel; 018 |

MANTS, Papado:
Tel: 019 688 1911

MIKKELI, Muppela:
Tel: 015 36 1611
OULU, Lelu-tapuli:
Tel: 08 375 241
PIEKSAMAKI, Sirkkis:
Tel: 015 34 837
PORI, Porin
Tel: 02 633 2080

PORI, Porin Askartelu:

Tel: 02 632 6671

RAAHE, Raahen Astartelu ia Paperi:
Tel: DB 223 6825

RAMA, TT-Pop:

Tel: 02 823 4840

RIIHIMAKI, Royal Toys:

Tel: 050-5235836

ROVANIEMI,
Tel: 016 356
Salon Harraste:

itkis:

gacenter Jassi:

SAVON[INNA Savonlinnan Antikvariaatti:
Tel: 013 53 4412

SEI ]OKI Fllkakltkku.

Tel: 06 417 7880

SE!NA]OKI Fanlasrallnna

Tel: 040 5
SODANKY
Tel: 016 61 5456
TAMMISAARI, Kungshookhandeln:
Tel: 019 246 1028

TAMPERE, Pelimaa:

Tel: 040 7697879

TAMPERE, Info Koskikeskus:

Tel: 03 225
TERVAKOSKI, Tervakosken Coconut:
Tel: 0719 754 124

TORNIO, Peliketut:

Tel: 016 44 6266

VAASA, Pelimies:

Tel: +356 6 312 5111

VAIKEAKDSKI Koskiviide:

Tel: 03 584 79

VANTAA, VPD Kauppakeus Tikkuri:
Tel 09 230 2288
VANTAA, M
Tel: 09 230 228
VEHMAA, Vanha Kaarti:
Tel: 0530 527 4900

GREECE =

ATHENS, Avalon Games:

Tel: 0030 210 8016041

ATHENS, Fantasy Shop:

Tel: 0030 210 8231672

ATHENS, Fantasy Shop: Ag. Paraskevi:
Tel: 0030 210 6005312

ATHENS, Fantasy Shop: Exarcheia:
Tel: 0030 210 36284877

ATHENS, Fantasy Shop: Kallithea:

Tel: 0030 210 959 2922

ATHENS, Fantasy Shop: Pagrati:

Tel: 0030 210 75607640

ATHENS, Hobb Plancl

Tek: 0030 210 604
ATHENS, Kaissa Amarousiou:

Tel: 0030 210 6141675

ATHENS, Kaissa Glyfadas:

Teli (030 210 8982 057

ATHENS, Kaissa Halandriou:

Tek: 0030 210 6898485

ATHENS, Kaissa Kallidromiou:
Fel: 0030 210 366488

ATHENS, Kaissa Monokeros:

Tel: 0030 210 #8513 990

ATHENS, Kaissa Neas Filadelfias:
Tel: (0 30 210 9617944

ATHENS, Kaissa Neas Smimis:
Tel: 00 30 210 9317944

ATHENS, Kaissa Pagratiou;

Tel: 00 30 210 7218 318

ATHENS, Strats
Tel: 00 302104
CHANIA, Kaissa Chanion:

Tel: 0030 2621088996

CRETE, Fantasy Shop: Herakleion:
Tel: 0030 2810 301312

HALKIDA, CD Corner:

Tel: 0030 2221 067315

LARISA, Kaissa Larisas:

Tel: 0030 2410 538355
LARMIA, Kaissa Lamia:
Tel: 00 30 22310 24393
NAFPLIO, M lilll.lN‘ Shop:
Tel: 00 30 275202

PALLINIS, Hohhy Planet
Tel: 210 6042 B16

PATRAS, Kaissa I"ﬂlr.ls
Tel: 0030 26106
PERISTERIO, hlsia Peristeriou:
Tel: DO30 210576670
THESSALONIKI, Kalssa Kalamaria:
Tel: 0030 2310 449377

THESSALON
Tel: 00 30 23
'[HESSAI.ONIKI Underwurld
Tel: 0030 2310 2401 9

VOLOS, Fantasy Shnp:

Tel: D030 24210 28782

issa Thessalonikis:

Do you want to hecome an

INDEPENBENT STOGRIST?

Games Workshop is the largest and the most successful tabletop fantasy and
futuristic battlegames company in the world. For more information on how

to become an Independent Stockist, contact one of our dedicated specialists
on 08700 134411 or visit our website:

HONG KONG bl

HONG KONG, Fun Atelier:
Tel: (852) 2666-467

BUDAPEST, Kristalcsarnok:
+36 209 251 030
BUDAPEST, Silverland:
Tel: 0036 12 50415
MISKOLC, Deron:
Tel: D036 46 411528
SZEKESFEHERVAR, Legendak Csarnoka:
Tel: 0036 70 38579
SZEGED, Cslllagveg

Tel: 0036 20 3571501

ICELAND

REYKJAVIK, Nexus:
Tel: 552 9011

INDONESIA e

j»\KARTﬁ\I BARAT, Comics N Games:
jl;\[K:j\RIT; ;‘EI’.L‘\IAN Fantasy N Games:
IS‘L:J!;A‘BA‘:"A,I F‘anlasy N Games:
%:LIJI?‘.{\:H;&:A JFanlasy N Games:

ISRAEL =]

HAIFA,
Tel: 00972 4
HERZLIA
Tel: 0972 99589077
RAMAT HASHARON, Tapuah:
Tel: 00972 35404713
TEL AVIV, Freak:
Tel: 00972 36961826
TEL AVIV, Kitaro:

Tel: 00472 36299320

Ruga. Ea
471 20505135
Raga, Sla Prata Speles
Tel: +371 67334034
LITHUANIA o
Vilinius, D6 Necona:
Tel: 00 370 5 2133269
KINGDOM oF BAHRAIN | 3
ISA TOWN, Carousel World of Imagination:

Tel: 00 973 3967 3635

MALAYSIA

KOTA KINABALU, Sabah, Just Wargame:
Tel: 6013 - 865 5269

KUALA LUMPUR, Comics Mart:

Tel: 03 ~ 2287 0626

KUALA I.UMPUR MySciFiFan Outpost:
Tel: (6) 016 506

PENANAG,
Tek: 04 - 226 258

FETI\I.ING IAW\ Wolf's Game Shop:
Tel: 012

PETALING IAVA Selangm, The Games Circle:
Tek: b 016 - 451 09

SHAH ALAM SELANGOII Dakka Dakka Games:

Tel: 6 017 -

MALTA

MALTA, Forbid
Tel: 00356 21 227
MALTA, K Hobbies Ltd:

Tel: 00356 21 895421

NAUCALPAN, Quesl Hubblv.'s and Games:
Tel: 0052 555 598

PUEBLA, La For|ﬂ|¢la.

Tel: (45! 2 409 50 30

THE NETHERLANDS

GW AMSTERDAM:

Rokin 36, 1012 KT,

Tel: 020 622 1863

GW DEN HAAG:

Schuolstraat 128, 2511 AX

Tel: 070 392 7836

GW ROTTERDAM:

Van Oidenbarneveldplaats 452, 3012 AP,
Tel: 0140 260 0268

ARNHEM, Spelkwartier Arnhem:
Tel: 026 370 2026

DEN BOSCH, De Dobbelsteen:
Tel: 073 614 5530

LEEUWARDEN, Spellekijn:

Tel: 058 213 1112

LEIDEN, Vllegershnp

Tel: 071 513 2783

MAASTRICHT, Vlieg-er-uit:

Tel: 043 325 1653

TILBURG, De Dobbelsteen:

Tel: 013 544 3700

ZWOLLE, Games-n-Stuff:

Tel: 038 421 6385

ALKMAAR, Bookers & Strippers:
Tel: 072 512 1213

FRONTLINE

ALMERE HAVEN, Fantasia:

Tel: 036 531 6017

AMERSFOORT, Spellenwinckel:
Telt 033 470 0322

ASSEN, Plok:

Yel: 054 231 3292

BERGEN OP ZOOM, Big Boys Toys:
Tel: 0164 25 0845

DEN HAAG, Spellenhuis:

Tel: 070 364 4782

ENSCHEDE, Pijplines:

Tel: 053 430 5727

GRONINGEN, Krikke’s Hobbyshop:
Tel: 030 312 9314

HAARLEM, Spellenhuls.

Tel: 023 53 13 188

MIDDELBURG, De Burcht:

Tel: D11 B650048

NIJMEGEN, Moenen & Mariken:
Tel: 024 323 6119

UTRECHT, Whaops:

Tel: 030 230 4123

VENLO, Modelbouw Luthart:
Tel: 077 354 2688

WORMERVEER, Mini-Wonders:
Tel: 075 640 1617

ZOETERMEER, RC-Pitstop:

Tel: 079 316 0560

ALMELO, Somberg Modelbouw:
Tel: 054 681 2981

ALPHEN AAN DEN R\l\l Top 1 Toys Arie vd Panne:

Hel Ganzenbord:

2 5
APE[DOORN Tnp 1 Toys - De Kinderdroom:
Tel: 055 57610

APELDOORN, Villa Wammus:

Tel: 055 5766 741

BARENDRECHT, Peter’s Posttrein:

Tel: 0180 619539

BEILEN, Tﬂp 1 Tuys‘

Vel: 431 5 5t

BERGE K Wuulers Technohobby:
Tel: 049 735 02

BREDA De Dnbbelsteen-

DELF[ Tnp 1 Tovs Speldorado:

DEVENTER K"Ihh?i Comics:

057 D61 687

DORD ECHT, thhv Modelbouw Dordrecht:

Tel: 078 631 2711

EDE, Tinnen Soldaat:
Tel; 0318 65 3296

EINDHOVEN, Gameforce Eindhoven:
Tel: 040 2447030

UTRECHT, Labyrinth:

Tel: 030 281 7157

ETTEN-LEUR, Van Der Doelen Speelgoed:
Tel: 431 (412) 64 50 88

GOES, Fantus Fanlasy Store:

Tel: 071 325 817

GORINCHEM Netten Modelbouw:
Tel: 018 363 6000

GOUDA, Intertoys v/d Wal:

Tel: 018 257 3525

GRONINGEN, Wirwar:

Tel: 050 14 8424

HARDERWIIK, Top 1 Toys Volgers Spel & Hobby:
Tel: 6341 412985

HEEMSKERK, Bob Hes:

Tel: +31 (0251) 24 19 99

HEEIHUGDWMKD, Huider Modeltreinen:
1415

HEER EN, De Houten Sleutel:
Tel; +32 (04%) 54 91 428
HOOFDDORP, Mudnlspurl:
Tel: +31 (023) 565
HOORN, De Spellun!murn:
Tel: +31 (0229) 29 5
LEIDEN, Free me Wnrrlﬂr
Tel: +31 71 51 30 522
LEIDEN, 'l'nlluenwmkel

Tel: 071 541 2
lEI.VSTAD, Ml’. Bully Inc.:
Tef: +31 (06) 18 355466
LELYSTAD, RE Mind Creations:
Tel: +31(0)320244003
MAASTRICHT, Hounjet:
Tel: 043 363 6778
NUENEN SLheIlens Speelgoed:
Tel: (40 28
OUD-BE| IERLAND Mourits Model-Hobby:
Tel: 0186 62 1931
ROERMOND, Bloemboetiek Hermien:
Tel: 047 531 624
ROSMALEN, Top 1 Toys Jovi:
Tel: +31 (73) 5212409
ROOSENDAAL Top 1 Toys Jadin:
Tel: 0165 55 7964
ROTTERDAM, AVS Gameshop:
Tel: 0624440300
ROTTERDAM, Eternal War:
Tel: 0619910057
ROTTERDAM, Metal Dragon Shop:
Tel: 0633961326
ROTTERDAM, Rogue Trader:
Tel: 010 2709233
SCHIEDAM, BTS:
Tel: 010 473 8755
SCHIJNDEL, Inp 1 Toys Anniek:
Tel: 073 547
SCHOON’HOVEN Modelbrouwers.nl:
Tel: +31 (0182) 38

SITTARD, Alnmlk:

Tel: 046 4515074

SPIJKENISSE, Lord of Magic:
Tel: 0181 619061

TIEL, Goblincave:

Tel: 0344 654 659

UTRECHT Suhcullures.

Tel: 030 231112;

UTRECHT, I.1hyr|nth.

Tol: 030 281 7

UTRECHT, Neuer le Land (Wieder & Kugant):
Tel: 030 2

VEGHEL V'ln Der Dolen Speelgoed:
Tel: 431 (412) 64 50 88

WASSENAAR, Top 1 Toys Kouwenhoven:

Tel: 070 511 0211

WEERT, Djinn’s Pure Magic:

Tol: +21 (495) 533620

WINTERSWIJK, Top 1 Toys Winterswijk:
Fel: 054 351 2827

ZWOLLE, Boekenhalte:

Tel: 038 422 107

NORWARY 0

GW 0SLO:

Mallergata 7, 01179,

Tel: 22 33 29 90

BERGEN, Outland Bergen:

Tel: 553 14 022

KRISTIANSAND, Hobby Huset:
Tel: 360 203 10

TRONDHEIM, Gotham:

Teh 731 965 54

ALESUND, Kremmerhusel

Tel: 701 437

ARENDAL, Nurll Arendal:

Tel: 220 043 B0

BODG Underholdnmgsmagneten'

DOKKA, \‘es!.

Tel: 611 120 90

DRAMMEN, Drammen Spilliorening
DRAMMEN, Outland Drammen:
Tel: 328 934 00

FAGERNES, Leksenter Fagernes:

Tel: 613 606 92

FREDRIKSTAD, Leketorvet:

Tel: 693 15
GJ@VIK, Ringo Lekeolsen:

Tel: 611 082 10

GOL, Yes!:

Tel: 920 749 70

HAMAR, Lekehuset Maxi:

Tel: 625 338 08

HAUGESUND Norli Haugesund:
Tel: 527 213

HOR’ EN,Nntalmna Sjosiden:

Teb: 330 -ICB 60

KONGSBERG Ringo Rolf Liane:

Tel: 327 311

KRAGERB Brlo Karis Hobby:

Tel: 359 B0 B4

KRISTIANSAND, Outland:

Tel: 380 994 20

KROKSTADELVA, Brio Helmax:

Tel: 328 799 1

LANI ESUND, Notabene:

Tel; 359 736 62

LARVIK, Yes! Sokratis:

Tel: 331 854 37

TMiﬂNDAl, Ringo Lekehuset Mandal:
ol

MO | RANA, Ringo Lekehjornet:

Tel: 751 517 17

MOLDE, Yes! Lekejornet:

Tel: 712 193 63

MOS]@EN, Hobbysenteret:

Tel: 751 701 70

MYSEN, Ringo Mysen:

Tel: 695 201 10

NARVIK, Ringo Barnas Verden:

Tel: 769

NESBRUN,
Tel: 667 794 10

ﬂhene Lambertseter:

ngo Holmensenteret;

OSLD. Dutland Paleet:

Tel: 223 304 10

0SLO, Outland Vestbanehallen:

Tel: 2271 770 10

SANDNES, Osaeland Hobby:

Tel: 516 615 09

SANDNESSJ@EN, Ringo Sandnessjoen:
Tel: 750 418 80

SANDVIKA , Hobby Larsen:

SKIEN Snkralls Hobby Garden:

Tel: 355

SOLA, ngu Sola Gaver Og Leker:
Tel: 516 517 6

STAVANGER Outland Stavanger:

Tel: 518

TRO ﬁ Trolnm Bruktbokhandel:

86
TRONDHEIM Outland Trondheim:
Tel:

TKONDHEIM, Tronderfrim:

Tel: 735 206 40

TONSBERG, Brio Bamse Farmanstredet:
Tel: 333 167 90

TONSBERG, Gledeshuset:

Tel- 922 51707

TYNSET, Ringo Tynset Bokhandel:

Tol: 624 800 38

PHILLIPINES

QUEZON CITY, Neutral Grounds:
Tek: 00 11 63 2634 8982

POLAND st

BIALYSTOK, Department Gier:
Tel: 0048 857443360

BIELSKO BIALA, Gnom:

Tel: 04148 33 8213432

BIELSKO BIALA, Warg:

Tel: 0048 601242666 i
BYDGOSZCZ, Wszystko Gra:
Tel: 0048 608641909
CZESTOCHUWA Strateg:

fel: 0048 601877787

GDANSK, GameOx:

Tel: 0048 58 346 1221

GDANSK, Iskra:

Tel: 0048 58 5201952

GDANSK, Rebel Centrum Gier:
Tel: 0048 58 3470204

GDANSK, Spids

GDYNIA, Futur
Tel: 0043 50156306
JAWORZNO,
Tel: 004 501
KATOWICE, Bard

Tel: D048 32 2571817
KIELCE, Wargamer:

Tel: 0048 501439335
KRAKOW, Bard:

Tel: 0048 126320735
KRAKOW, Imperium Gier:
Tel: 0048 696116930
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LODZ, Gamelord:
Tel: 0048 42 311161
LUBLIN, Krzys:
Tel: 0048 B1 5320193
OPOLE, HMS Cumpulnrs 1i:
Tel: 1048 77 454
OSTROW WIE[KOPO[!KI Centrum Gier Arena:
Tel: 1048 69
PIlCHOWICE Imperalur FF:
Tel: D048 66225029
POZNAN, Bard
Tel: 0048 61 85
POZNAN, Bard:
Tel: D048 61 8536195

AN, Wilczek:
Tel: 0048 503652808
POZNAN/TORUN, Bitewniaki:
Tel: 00 48 603873115
RADOM, War
Tel: 0048 46 381
SWIDNIK, M
Tel: 0048 66499527
SWIEBODZIN, Czempioni:
Tel: 0048 60622945
SZCZECIN, Fenix:
Tel: 0048 695934995
TORUN, Sklep Papierniczy:
Tel: 0048 56
WARSZAWA, Faber i Faber:
Tel: 0048 22 8491265
WARSZAWA, Graﬂl Blue City:
Tel: 0048 22 3117
WARSZAWA Graal CF Skorosze:
Tel: 0048 22 § 95
WARSZAWA Gmal Galeria Mokotow:
Tel: D048 22 5 31
WARSZAWA thhyl

WARSZ}\W Kumlkslandm
Tel: 0048 2
WARSZAWA, Mudelarski Dom
Handlowy Chematic:

Tel: 0048 22 8649917
WARSZAWA, Modelarski Dom
Handlowy Chematic:

Tel: 0048 22 6432
WARSZAWA, Morion:
Tel: 0048 2 20
WARSZAWA, Panda Zabawki:
Tol: 0048 22 8264461
WARSZAWA, Ptlln

Tel: 0048 2

WARSZAWA, Repl'lutnr s

Tel; 0048 22 465!

wi W&Sﬁhdﬂm Harceerska SKAUT:

Tel: 0048 601242066

WARSZAWA, Stary Swiat:

|.. D048 22 8992976
WARSZAWA, Wargamer:

Tel: 0048 22 6224246

WROCLAW, Bard:

Tel: 0048 713417472

WROCLAW, Ugryn

Tel: 0048 71 57

WROCLAW, Pral ownia Fantastyczna:

Tel: 0048 71 3544344

ZIELONA GORA, Level:

Tel: 0048 603235160

ZYWIEC, Model-Fan:

Tel; 0048 6ODBIOB05

PORTUGAL

LISBOA, Homem Azui:

Tel: 00351 213 62

llSBOA,
i1

?ORTO Lﬂ]as Arena:

Tel: 00351 222 01 13 848

PORTO Mundn Fantasma:
of: 00 160

BUCHAREST, Hobby Games:

Tel: 00 40 21 3231 431

KRASNODAR, Alegris-Jug (South):
Tel: 70959253

MINSK, Valahannwl:h ent:

Tel: 006029 &, 12

MINSK, Valahanovich ent:

Tel: 008029 6346426

MOSCOW, Alegris:

Tel: 70952168126

MOSCOW AIegrls;

MOSCOW Urf‘n Juice:

NORLISK, Na Styke Mirov:
Tel: 00BO29
NOVOSJBIRSK, I(chummer.

Tel: 70957070664

SARATOV Detskiy Mir:

Tel: 64 5840

ST PETERSHURG Art-Miniatures:
Tel: 00812 3321

TAMBOY, Huhby and Igrushki:

Tel: 0075 2

SERBIA-MONTENEGRO [

BELGRADE, ANET Hobbystore:

Tel: 00 381 11 3612

BELGRADE A\NF[ Hobhys!ore
Tel: 00 381 16

BELCRADE

BELGRADE
Tel

EXIT Hobby stare:

NOVI SAD Dragum
Tel: 00 361 11 636 24038
NOVI SAD, Valhala:
Tel: 00 381 21315538
PODGORICA, Neulmn Podgorica:
Tel: 00 381 69 060 66¢

ZREJANIN Takeda
Tel: 00 3t

SINIEIIP[IHE

SINGAPORE, Comics Mart PTE Ltd:
T 12724

4

SINGAPORE, Comics Mart PTE Ltd:
Tel: 683 9069

SINGAPORE (‘omlcs Mart PTE Ltd:
Tel: 65 64
SINGA!’OR_ Furgeworks Hobbies:

SINGAPORE, Faradlgm Infinitum Pte Ltd:

SLOVAKIA B

KOMARNO, Jonako SRO:
xosnc; Draco: \
SPISSKA NOVA VES, War Garmin

LJUBLIJANA, Crna Luknja:

LlUBLIJ»\ ~\ Pn Cuhllnu

> —|
BELV IlLE The Boys .md Mens Hobby Shop:

HLOE“FGVTEW The Games Dungeon:

CAPETOWN Pasllmrs Retail:
21 421 1191
CAPETOWN Wizards Books and Games:

el: D027 21 683 0360

CAPF[OWN, World of Wargames:
Tel 11701 4648
DOR KLOOF Bal(le Planet:

Tel: 40 27 8245

DURBAN, The thbv Specialists:
Tel: 0027 31 566 4806

EAST LOND()N Slalers Toy Magic:

The Underground
;<2711 795 1946
jOHANNESBURG, Esswex Retail:

Tel: 0027 11 BBA1E
|UHANN[§EURC 0L=Ier Limits Johannesburg:

Tel: 0027 11 482
jOHANNESBURG Duler Limits Pretoria:
Tel: 0027 12 342 4360
JOHANNESBURG, Wi
Tel: 0027 11 490 9253
]DHANNESHUR 3, Warfair:
Tel: 0027 82 431 2
JOHANNESBURG SOUTH, Dragons Den:
Tel: 0027 11 432 3996
MENLYN, Top CD:

Tel: 0027 12 361 3122
PIETERMARITZBURG Games Direcl:

irds Book and Games:

RUSIENHURG Waruy.
Tel 0 2608

0 2600
UMLANGA, The Hobby Specialists:

Tel: 0027 31 566 4806

&
SOUTH KORER O
SEOUL, Orc Town:
Tel: 026 402 5946
SWEDEN
GW GOTEBORG:

Drotininggaten 52, 411 07,

Tel: D31 133938

GW STOCKHOLM:

gatan 30, 111 53,

lclu 8213 B40

GAVLE, Hobhyshopen:

Tol: 26186299

KARLSTAD, Spel och Fantasi:
Tel: 054 15 10 70
NORRKOPING, Lekhuset:
Tol: 011267070

UMEA, Fantasia:

Tel: 090770360

KRISTIANSTAD, Spel pa Vallgatan;
Tel: 044 101091

GOTEBORG, Wizard Games:
Tel: 0315147150

SKELLEFTEA, Lek & Hobby:
Tel: 091012980

STOCKHOLM, Dragons Lair:
Teli 08 654 60 50
STOCKHOLM,

Science Fiction Bokhandeln:
Tel: 08215052

SUNDSVALL, Orionspel och bécker:
Tel: 060155947

UPPSALA, Prisfyndet:

Telt 0|31llﬁﬁﬂ?

VASTERAS Zeimrlunds

ANGELHULM, Brio:

Tel: 0431 BO52ZY

ARVIKA, Perry Data:

Tel: 057010669

ASARUM, Lek & Fritid:

Tel: 0454329906

AVESTA, Vega Video:

Tel: 022680078

BORAS, Hobbex:

Tel: 633418380

BROMMA, Boink!:

Tel: lHUh.}‘ﬂHNi

DALARO, Butiken Svanen:
Tel: 0709625205

ENKOPING, Nallens Leksaker:
Tel: 0171 32750
ESKILSTUNA, Barnens Hus:
Tel: 016481138

ESKILSTUNA, Lasses Leksaker:
Tel: 016130335
FALKENBERG, Brio:

807 60

Tel; 3
FALUN Tv~spelshnrsen'

FAR]ESTADEN Leksaksmagasinet:

GISLAVED
Tel: 837110733

HALMSTAD, Brio:

Tel: 033159

HAPAR»\NDA Barnens Hus:

RG Spel Pa Kullagatan:

HUDI SVALL Albins Leksaker:

]ONKOPIN(‘. Play Planet:

Te 2283
MLMAR Kalmar Lek & Hobby:

MLMAR O;tm«

K.rI\RLSH MN Brio:
;(lAR‘IjSl‘(IE')GA Lekladan:
e
il(J:\l{I:SJKR‘E)NA Fact & Fiction:
;UI\;;INIE'H{;LM, Brio:
il(.llkmh\ll:\.,ﬂﬂ:m:
Tel: 098082550

KOPING, MD Hobby:

KUNG LV, Lek & Hobby:
Tel: 030313940

KUNGSBACKA, Brio:
Tel: 030014136

1IDKOPING Game Maniacs:
Tel: 0705 190274

ilNKOPlNG, Alltilek:

Tel: 0131019;

1]NKOP!NG Sagoland:

Tel: 013
LJUNG
Tel:
LULEA, Barnens Hus:
Tel: 0920220095

LUND, Spel p;'l Clemenstorget:

MALMO Spel pa Djiknegatan:
Tel: 640 120410
MORA, Lek & Hobby:

Tel: 02507

NACKA, Amusar.

Tel: 0B6440540

NORRKOPING, Hobbyhirnan:
Tel: 011162120

I‘ING Lnk'\ TV-spel:

OREBRO Mudcilex AB:
Tel: 019 611 15 34
ORMINGE, Happles

Tel; 087 13250
{)RNSK()LIJ&VIK Lajbans:
Tel: 066083100

OSKARSHAMN Brio:

OSTERSUND Hobbyboden:

PJTEA Bnrnnns Hus:
Tel: 091119910
SAFFLE, Bergers Lek & Bosittning:
Tel: D3331€

SALA, Elnns leksaker

STE UNG UND Brio:

Tel: 030380384

STOCKHOLM, Arcane:

Tel: 0709594900

STOCKHOlM Brio:

Tel: 0874911

ST()LKH(JLM Happies Hammarby Sjostad:
100

STUCKHDLM Fidelur:
02 02

STROMSTAD, K]l‘l]s Lek & Hobby:

Tel: 052615989

STROMSTAD, Leksaksbutiken:

Tel: 052640333

SVEDALA, £

Tel: 040400318

TABY, Hobby & Prylar:

Tel: 051050426

| L \

STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE

1#) Indicates Gaming Room lacilities.

HOBBY STOCKIST
Offers a hobby gaming and painting service.

NE ELITE STORE

NE PARTNER STORE

Stacks most of the Games Workshop range.
INDEPENDENT STOCKIST

Official sellers of Games Workshop products.”

NEW STORE OPENING
Indieates ew stores and storkists,

* To be sure they have what you

Stacks the complele Games Workshop range and offers introductory gaming and painting lessons

1 stock, we recommend calling the stare first

TOMELILLA, Alis Leksaker:
Tel: 041710004
TROLLHATTAN, Partaj:
Tel: 052079499

TUMBA, Leksakskungen:
Tel: 0853038000

IUMBA Kom & Lek:

LIRS

EVALLA Partaj:

Te
UFFU\NDS W\SHY Barnen Hus:
Yel: 086269940

VALLINGBY, Hobby fiir Alla:

VASTERAS Zetterlunds Erikslund:

Tel: 021 104 390

VASTRA FKOLUNDA Toys:
Tel: 031459401

VETLANDA, Brio:

Tel: 038319990

VIMMERBY, Brio Vimmerby:
Tel: 049231188

VISBY, Lekstugan:

Tel: 0498213050

YSTAD, Tv Spelshirnan:

Tel: 041166680

TRIWAN

TAIWAN 806, Games 'R' Us:

Tel: 001164 9489 2750

THRILAND o

BANGKOK Fantasla(TS Toys):

DNEPROPETROVSK, Book Shop

(Gablin):

Tel: D0 350 675 648 556

DONETSK Maugh

+16 044 45

KHARKOV Maddln Toy Store:
738

KIEY, Bu

Tel: 00 380 4457 851121
KIEV, Budinok Igroshek:
Tel: 00 380 445 733 979
KIEV, Budinok Igroshek:
Tel: 00 380 445 21 305

KIEV, Budinok Igroshek:

SEVASTGPOL SE\ITIDdL"
Tel: 00 380 951 9¢
VINITSA, 5|J?||\cap
Tel: 00 3 ]l)lu

UNITED ARAB mmms =

www.games-workshop.com
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Club Directory

Gaming clubs are groups of fellow gamers and hobbyists who meet regularly to enjoy the
hobby together.

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.

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.

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. L

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.

To facilitate club development and growth.

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.

To create a safe environment for people to play in.

VISIT THE GCN ONLINE AT WWW.GCNM.ORG.UK

GCN membership guarantees the highest standard of customer service and safety. As part of eur ongoing commitment to our customers, we do not promote any club outside of the Gaming Club Network.

GCN BRISTOL,

Portbury Knights:
Contact: Alan Vowles
Tel: 07771 9RS48H

BEDFORDSHIRE

‘GCN BEDFORDSHIRE,

Bedford Gladiators Association:
Contact: David Witkin

GCN BRACKNELL,
Bracknell Forest Gamers:
Contact: Dan Currey

E-mail: dacurrey@tatk21.com

GCN MAIDENHEAD,
MAD Gamers:

Contact: Francls jose
E-mail: fsjosetlimey.plus.com

GCN READING,
The Spiky Club:
Contact: David Cole
F-mail: spikyclub@hotmail.co.uk

GCN DUDLEY,
Dudley Darklords:

Contact; Paul Sheldon
Tel: 01384 288 360

GCN SOLIHULL,
Toll Road Gamers:
Contact: Mark Simkin
Tel: 0790 418

E-mail: tollroadgamers@blueyonder.co.uk

GCN SUTTO COLDFIELD,
The Immortals:

sborn

E-mail: geraint-oshorn@hatmail.com

GCN WALSALL,
Warlords of Walsall:

dartyn Furnival
475047
E-mall: martynfurnival@blueyonder.co.uk

GCN WOLVERHAMPTON,

Da Boyz Club:
Contact; Darren P

szh

E-mail: daboyzki

GCN HIGH WYCOMEBE,
Armageddon Inc.;
Contact: James Schofield

Tel: 01494 865 905

@googleniall.com

112 WHITE DWARF

CHANNEL ISLANDS

GCN BRELADES,
Jersey Privateers Gaming Club:
oel

E-mail: npelwarlock@aol.com

GCN CHESTER,
Rﬂyal Guild of Mlnled Boards:
r Fi

fryé@fryupfitms com

GCN CHELTENHAM,

Hyde Clarendon Strategy Games Club:

Contact: Paul Mather
E-mail: paul.mather@tamesideac.ok

GCN MACCLESFIELD,
Maccwargames:
Cantact: Duncan Hari
g

GCN STOCKPORT,

Stockport Slayers:

Contact: Laura Keily

E-mail: marplemarauders@hotmalt.com

GCN WARRINGTON,
Spawn:

Anthosy Spiers
313 3077
antheny.splersibtinternet.com

E-mail:

GCN WARRINGTON,

Warrin| mn Warlords Gaming Club:
Con | Tennanl

Tek 676 449

E-mall: patliehnant@hotmaiicom

GCN CLEVELAND,

East Cleveland Warsmiths:
e Adams

GCN MIDDLESBROUGH,
Mnddleshrough Gamers Club:

GCN REDCAR,
Redcar Ironbeards:
Contact; lan Widdowson
Tel: 01642 503207

CORNWALL

GCN BUDE,

E-mail: celtofkernowi¥aol .com

FRONTLINE

GCN CORNWALL,
West Curnwall Games Club:

Contact!
E-mal

CUMBRIA

GCN WINDERMERE,
North West Warriors:

Cantact: Adam or Davinia Turner

arp
!rpk haol.com

ur\h west_warriors@hotmall,.com

DERBYSHIRE

GCN CHESTERFIELD,
COGS:

Contact: Anthony Bames
Tel: 0794 425 8764
E-mail; awhl@btinternet.com

GCN DERBY,

Derby Wargames Society:

Contact: Ben Curry

Tel: 07909 704 565

Emall; hencurryiderbywargamessaciety.co.uk

GCN PLYMOUTH,
Cross Swords Gaming Club:
Contact: Anthony Cross

Tel: 01752 837 133
E-mail; enquiriest? cross-swards.co.uk

GCN PLYMOUTH,

Plymouth Association of Wargamers:
Wehsite: www.plymouthwargamesr,co.uk

DORSET

GCN POOLE,
Battlescar:

Contact: Paul Cleveland
Tel: 01202 385 632

E-mail: paul@battlescar.co.uk

GCN BOURNMOUTH,
Wessex Wyvﬂrns
Contact: ian Williams
Tel: D
E-mail: chris

GCN CHELMSFORD,
Chelmsford Bunker:

Contact: Gareth Williams

Tel: 01245 38542

E-mail: cdgareth@isky.com

Website: www,bunkerassaull.co.uk

GCN ESSEX,

Essex Warhounds:
E-mail: famescukdaol.com
GCN COLCHESTER,
Colchester Games Club:

Contact: Colin Wilson
E-mail: infofcolchestergamesclub.org.uk

ssexwyvemns.onguk

GCN SOUTHEND,
Southend Toy Soldiers Club:
Contact: Paul Gayner

Tel: 07891 666 641

E-mail: clubenquiries@holttum.com

GCN SOUTHEND,

Warzone: Southend:

Contact: Michael Ryan

Tel: 01269 694805

Email: warzanesouthend@sky.com
GCN THURROCK & ROMFORD,
Tempus Fugitives:

Contact: Stuarl Mackaness

Tel: 07809 154020

Website: www.tempusfugitives.co.uk

GLOUCESTERSHIRE

GCN DURSLEY,
Dursley Games Club:
Contact: Dan Bishop
Tel: 01453 549 377

GCN BASINGSTOKE,
Sad Muppets Society:

Contact: David Offen-James

Email: daviditsadmuppets.org

GCN PORTSMOUTH,
Hammer N Ales:

Contact: Daniel Few
E-mail: sunoimy@hotmail.co.uk

GCN PORTSMOUTH,
Shadowspawn:
Contact: Gary Donaldson
Tel: 07882 360669

GCN PORTSMOUTH,
Solent Warriors:

Contact: Ben Calvert-Les
Tel: 0798 507 9932

GCN HEREFORD,

Spread Eagle Wargamers Society:
Contact: Tim Hill

Tel: 07748 18 9929

E-mail: sixtysixsnow@aol.com

KENT

GCN ASHFORD,

GCN TUNBRIDGE WELLS,

Tunbridge Wells Wargame Society:
|

: Colin Stone
0211
stone. freeserve, co.uk

LANCASHIRE

GCN Lancashire,
Lost Buys W'lrgaming Club:

E-mail: he31dbadkarma@blueyonder.cok

LEICESTERSHIRE

‘GCN ARNESBY,

Leicestershire Warriors Wargaming Club:
Contact: Patrick Foster

96 016 3471

£-mall; pwiost@iyahoo.co.uk

GCN LEICESTER,

Leicester Fat Kats:
Confacl: Antony Evans

éyahoo.com

GCN LEICESTERSHIRE,

wm Hutchinsan
179

E-mail: ahi54d@leicester.ac uk

GCN LOUGHBOROUGH,
Loughborough 1st and Only:
Contact: Matt Sully

E-mail: zeemausetacl.com

GCN LINCOLN,
Gobstyks:

Conftact: Chris Simmons.

Tel: 07748 102 616

E-mail: brucecallyichotmail.com

GCN CLAPHAM,

Clapham Wargames Guild:
Contact: Thomas Peit

fel: 07966 969 309

Email: infoiclaphamwargamers.org.uk

GCN COVENT GARDEN,
Cross Gaming Club:

Contact: Karl McWilton

Tel; 07859858638

E-mail: madmackarl3791@ao0l.com

GCN LONDON,

Brent Cross Imps:

Contact: Daniel Hompage

Tel: 07801 776090

E-mail: mouse_of danger@hotmail.com

GCN WANSTEAD,
Tanelorn Wargames Club:
Contact: Martin Turner
E-mail: martin.turner@hess.com

GCN WATFORD,

Watford Wargames Federation:
Contact: Bol Long

Tel: 020 89306756




The Woodford Green Library gaming club were invited to put on a participation game
at this year’s Games Day in which anyone could drop by a join in.

MERSEYSIDE

GCN LIVERPOOL,
Liverpool Gaming Guild:

tmall.courk

GCN RUNCORN,
Halton Daemons:

hation.gav.uk

NORFOLK

GCN NORTH WALSHAM,
Blackfish:

Contact: Dave Hicks

Tel: 07877 312 874

GCN NORWICH,
Aftermath:

Contact: Lee

GCN OLD BUCKENHAM,
Old Buckenham Bone Crushers:

ct: Paul Girli

bucks.00.4

GCN WYMONDHAM,
Wymundh:m Wanderers:

NORTHAMPTONSHIRE

GCN NORTHAMPTON,

Northampton Warlords:
ct: Mark Peat

GCN RUSHDEN,
Phncnlx Gaming Club:

of: Carl King
1350
Ehlinternet.com

NORTHUMBERLAND

GCN BLYTH,

Northumbrian Adventurer’s Guild:
C 1 M A son Coul

Couller

NOTTINGHAMSHIRE

GCN KIRKBY IN ASHFIELD,

GCN NOTTINGHAM,
Da Wot Notts:

GCN NOTTINGHAM,
1st Company Velerans:

GCN SUTTON IN ASHFIELD,
Last Bastion Gaming Club:
Con .

OXFORDSHIRE

GCN OXFORD,
Oxford Gaming Club:
Ce M .

P
143

Fon

mike.sharpd @hloperworld

GCN SHREWSBURY,
Gatekeepers Wargames Club:

GCN TELFORD,
S.TA.G.S Teliord:

blueyonder.co.uk

STAFFORDSHIRE

GCN CANNOCK,
Games Club Cannock'

TGC:

20028yahoo.co.uk

SUFFOLK

GCN ASSINGTON,
Suffolk and Essex Gamers:
Contact: Mark Aldhouse
Tel
GCN BECCLES,
Crypl KeePnn

GCN BECCLES,
Lurlnus Dwarf

GCN IPSWICH,
Swarmm Wargames Club:
At Holde

GCN NEWMARKET,
Newmarket Dwarf Wargames Society:

Contact: Mark

nark

SURREY

GCN GUILDFORD,
Guildford rame- Club;

GCN MITCHAM,
Mitcham Marauders:

Contact: jason Fowler

@hotmail.co.wk

GCN TOLWORTH,
Tolworth Firs Founding:
: Poler Corps

r:C 07784 7901 Ih

GCN WOKING,

Tel: 0193

SUSSEX

GCN HOCNOR REGIS,

GCN BRIGHTON,
Brighton Warlords:

GCN BRIGHTON,
Gambit Games UK:

pEntiword.com

GCN LANCASHIRE,
(‘oppull & Chorley Knights:

Y

act: fonathan Tayh

GCN CRAWLEY,
Crawley Magu and Tabletop Games:

elub.org.uk

wcack-warg,

GCN HASSOCKS,
Clayton Warlords:

Cantact: Roger Smith

thehotmatl.com

GCN EASTBOURNE,
Eastbourne Elemental:
Contact: Luk
Tel: @

En

weatherlightgmal.c

GCN WALBERTON,
Walberton W.lrgamers

ersyahoo.co.uk

GCN NUNEATON,
Nunenlon Model ano‘ Games Club:

WILTSHIRE

‘GCN CALNE,
Calne Gaming Club:

jaha Hext

692 938

I: jthext@htinternet. com

GCN SWINDON,
Swmdnn and Dlslrlct ‘Wargamers:

il: netile.tribe@ntiworid.com

Perfecting army lists and building scenery, gaming clubs are
a great place to share ideas with fellow gamers.

GCN FIFE,
The Gaming Kingdom:

YORKSHIRE

GCN HAHFAX

GCN GLASGOW,

St Aidens Warriors Club:
Contact: Alan He

GCN HARROGATE,
Halrngalu & Ripon District Gamers:

GCN INVERNESS,
com Da Klu

GCN HUDDERSFIELD,

Cellar Dwellars:

ndexizaal.com

GCN KIRRIEMUIR,
co.k Kirriemuir Wargames Club:

GCN LEEDS,
leeﬂs Gamcs Cluh

GCN STIRLING,
ng Wargamers:
b ks

GCN OSSETT,
Ossett Wargames Club:

f.plus.com

WALES

GCN BRIDGEND,

Bridgend YMCA Gamers Club:
Conl I Evans

Tel: 0165 676
E-madl; hilld,

GCN SHEFFIELD,
Dysartes:

GCN YORKSHIRE,
York Garri

gafitapenworld.com

pree

SCOTLAND

GCN CAITHNESS,
Northern Knights:
& t Ye 1

GCN DUNFIRMLINE,
Dunfirmline Wargaming and
Rnleplay Fellowship:

Brian Farre

GCN EDINBURGH,
Edlnhur h Lea; ue of Gamers:

SAFETY IN THE COMMUNITY
GCN membership guarantees the hig

standard of customer service and sz

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 ORDER

January may be green this You can buy our products from the following sources
year, but there are so many

great Ork models available
that greenskin generals can
turn the whole year into
one massive Waaagh!
Everything, from Boyz

— the backbone of any

Ork invasion - to Lootas,
Warbikers, Wartrakks and
Warbuggies, is right here.

* Games Workshop stores ~ Page 106
* GW Online store Page 119

www.games-workshop.com
e Games Workshop Direct  Page 119
* Independent Stockists Page 106

"

T
Il
1
b
b
d
ORK BOYZ
99120103013 £12, €20, 140dkr, 170skr/nkr
This box set contains 11 multi-part plastic models (10 Boyz and 1 Nob), with a variety of weapon options.

Pic

Pictures for illustrative purposes only. Praduct contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, I or website. retailers are r for determining their own prices.
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Ork Lootas & Burna Boyz

ORK LOOTAS & BURNA BOYZ
99120103014 £12, €17.50, 135dkr, 160skr/nkr
This box set contains 5 multi-part plastic models (4 Lootas and/or Burnas, and 1 Mek),
with a variety of weapon options, just some of which are pictured above.

Ork Trukk

This incredible multi-part
plastic kit contains 1 Ork
Trukk, and includes a bolt-on
big shoota, rokkit launcha,

boarding plank, wrecker ball
and reinforced ram.

ORK TRUKK
99120103012 £18, €27.50, 200dkr, 250skr/nkr

ent Pictures for llustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Gitadel products may be dangerous if used Incorrectly. Prices correct at lime of going fo press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshap through its own stores, or websits. Indep rétailers are rasp for determining their own prices.

www.games-workshop.com 115
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Ork Wartrakk

ORK WARBIKER MOB

99120103011  £20, €30, 225dkr, 270skr/nkr
This box set contains 3 multi-part plastic Ork Warbikes, and includes options for an
Ork Nob on Warbike, a variety of wargear options and extra details.

Ork Warbuggy

ORK WARTRAKK
99120103001 £12, €20, 140dkr, 170skr/nkr

ORK WARBUGGY
99120103006 £12, €20, 140dkr, 170skr/nkr

* WARLORD GHAZGHKULL THRAKA

99110103092 .. £18, €25, 200dkr, 250skr/nkr
* MAD DOK GROTSNIK
99060103097 ..........oi £10, €15, 115dkr, 140skr/nkr

* ORK WARBOSS WITH BIG CHOPPA

99060103109 .......£12, €17.50, 135dkr, 160skr/nkr
* ORK WARBOSS WITH ATTACK SQUIG

99060103110..........£12, €17.50, 135dkr, 160skr/nkr
* ORK BIG MEK

99060103101 ........ £12, €17.50, 135dkr, 160skr/nkr
* ORK BIG MEK WITH BOSSPOLE

99060103104 ........ £12, €£17.50, 135dkr, 160skr/nkr
¢ ORK BIG MEK WITH SHOKK ATTACK GUN

99110103105 .............£18, €25, 200dkr, 250skr/nkr
* ORK WEIRDBOY

99060103107 ........£12, €17.50, 135dkr, 160skr/nkr
* ORK IN MEGA ARMOUR

WITH KOMBI SHOOTA-SKORCHA

99060103117 .iersinersss £8, €12.50, 100dkr, 115skr/nkr

= ORK IN MEGA ARMOUR WITH
KOMBI SHOOTA-ROKKIT LAUNCHER

99060103112.......c.. £8, €12.50, 100dkr, 11 5skr/nkr
* ORK KOMMANDOS

99110103100 ...... Siieaen £18, €25, 200dkr, 250skr/nkr
* ORK KOMMANDO WITH BIG SHOOTA

99060103103.............. £7, €11.50, 85dkr, 100skr/nkr
* ORK KOMMANDO WITH BURNA

99060103102......ccnn.ne £7, €11.50, 85dkr, 100skr/nkr
* TANKBUSTAS

99110103106 1.00iueivenes £18, €25, 200dkr, 250skr/nkr
* ORK BOYZ WITH ASSAULT WEAPONS

99060103088............£8, €12.50, 100dkr, 115skr/nkr
¢ ORK DEFFKOPTA

99060403023 .............. £18, €25, 200dkr, 250skr/nkr
* ORK DEFF DREAD

99110103077 .. .£35, €50, 350dkr, 400skr/nkr
* ORK KANNON

99060103096 .............E10, €15, 115dkr, 140skr/nkr

Other Ork Miniatures Available to Order

* ORK LOBBA

99060103094 .............. £10, €15, 115dkr, 140skr/nkr
* ORK ZZAP GUN

99060103095 ..............£10, €15, 115dkr, 140skr/nkr

* ORK KILLA KAN WITH BURNA
99060103119 ... .£12, €20, 140dkr, 170skr/nkr
* ORK KILLA KAN WITH ROKKIT LAUNCHA
99060103118 .............. £12, €20, 140dkr, 170skr/nkr
« ORK KILLA KAN WITH BIG SHOOTA
99060103117 ..............E12, €20, 140dkr, 170skr/nkr
* ORK WARTRAKK SCORCHA
99140103001 ... £18, €25, 200dkr, 250skr/nkr

Pictures for illustrative purposes only. Praduct contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at lime of going to press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catal or website.
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o Bitz Packs are for hobbyists who want to add
that extra level of detail to their force to
further define their army. We have a huge
range of Bitz Packs — here are just a few.

Dark Elves often bear the heraldry of their Dreadlord, and these Bitz
Packs are a great way to represent this. Each pack gives you ten metal
shields and there are three designs to choose from.

x10

DARK ELF
KRAKEN SHIELDS
99060212101 £6
This pack contains 10 shields.

'x10

DARK ELF IRON

% TALON SHIELDS

99060212102 £6

This pack contains
10 shields.

' x10

,%g' DARK ELF WINGS OF
DARKNESS SHIELDS %
99060212100 £6
This pack contains 10 shields,

All shields sculpted by Neil Langdown.

Each of these packs contains 10 sculpted
Space Marine shoulder pads in a variety
of Chapters. Here are just three
examples of the many available from our
webstore.,

PRAETORS OF ORPHEUS SHOULDER PADS
99060101420 £5
This pack contains 10 shoulder pads.

AURORA CHAPTER SHOULDER PADS
99060101421 £5
This pack contains 10 shoulder pads.

MENTORS SHOULDER PADS
99060101419 £5
This pack contains 10 shoulder pads.

Sculpted by Matt Holland.

ke

o

ORK STIKKBOMMERZ BITZ PACK
99060103125 £8

WARHAMMER CAMPAIGN MARKERS
99060299031 £15

These make characterful, alternative campaign markers for your Mighty Empires tiles,

This pack contains enough parts to convert 5 Ork Boyz into Stikkbommerz.
Ork Boyz Mob multi-part plastic kit not included.

Bomb Squigs

BOMB SQUIGS
99060103124 £6

This pack contains 4 Bomb Squigs, sculpted by Mark Harrison.

ol

ORK GLYPHS
99060103122 £5
This pack contains 9 glyph plates.

Oiler Grot

OILER GROT
99060103123 £4

Sculpted by Seb Perbet.

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current

availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.
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Can’t wait to get your hands on the latest releases? Then our

Advance Order service is for you.

e
CITADEL

Warhammer Armies
Lizardmen
Product Code: 60030208002

Deep within the steaming jungles of
Lustria, the Lizardmen sound the drums of
war. From mighty temple-cities, they issue
forth to enact the plans of their long-lost
cosmic masters. Enigmatic, savage and
merciless, the Lizardmen stop at nothing
to defeat the enemies of the Old Ones.

This 104-page army book contains all of
the rules, background information and
hobby advice you'll need to start a
Lizardmen army. Within this tome you will
find details of new creatures and special
characters, a comprehensive bestiary, a
full-colour hobby section and, of course,
the all-important army list.

Released: 07/02/09

£15, €22.50, 175dkr, 200skr/nkr

Lizardmen Temple Guard
Product Code: 99120208009

Temple Guard are armed with massive
ceremonial halberds and shields festooned
with sacred glyphs and gruesome trophies.
Their bodies are clad with the strongest
bronze and they have an unshakeable
resolve to guard the Slann Mage-Priests at
any cost. This box set contains ten plastic
Temple Guard miniatures.

Released: 07/02/09
£195, €20, 140dkr, 170skr/nkr

Lizardmen Battalion

Product Code: 99120208010

The new Lizardmen battalion set is a great
way of starting your army or for bolstering
an existing force of reptilians.

The battalion contains:

12 Lizardmen Skinks

16 Lizardmen Saurus

10 Lizardmen Temple Guard

8 Lizardmen Saurus on Cold Ones

Released: 21/02/09

£50,€80, 650dkr, 750ske/nkr

e Get the latest products delivered to
your door on the day of release!
» Postage for Advance Orders is only £2*

Warhammer

Released 7th February

e Lizardmen Army Book

e Lizardmen Stegadon

s | izardmen Saurus Temple Guard
* Lizardmen Kroxigor

e Lizardmen Scar Veteran

with Army Standard

Chakax, Eternity Warden

Warhammer

Released 21st February

¢ |izardmen Battalion

e Tiktaq'to, Master of Skies

e Lizardmen Barbed Razordon
Hunting Party

e Lizardmen Terracdon

*£2 postage only applies to Advance Order
products being delivered to addresses in the UK
or Ireland. Orders including Advance Order
products will be held until the last available
product is released.

Lizardmen Stegadon
Product Code: 99120208008

Stegadons are a race of mighty beasts that dwell deep within
the Lustrian jungles. The Lizardmen capture and use these
hulking brutes as weapons of war, mounting large howdahs
upon their backs, laden with massive bolt throwers or
infernal magical engines capable of mass destruction.

Released: 07/02/09 _
£25, €39, 250dkr, 300skr/nkr

Pictures for ilustrative purpases only. Product contents may vary. Products sold unpainted and unassembled, Certain Citade! products may be dangerous if used incorrectly. Prices correct at ime of going to press, Pplease contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its awn stores, calalogue or website. i
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HOW TO 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.

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

2 : perfect for meeting fellow hobbyists.

On Our website at: www.games-workshop.com

s wertener) =T — At games-workshop.com we offer a fast, accurate and convenient

- 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.

* We aim to despatch all orders in three days, straight to your door.

® You can order ANY Games Workshop product.

* Our Advance Order service lets you order models and products
before they are released, reserving your copy.

* Our complete range includes Specialist
Games, Collectors and Bitz Packs, with
new additions every month! Check out
what’s new today.

M

; VeriSign
Secured

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

0 : 4 : Monday: ...... 10am - 6pm

ur experienced team will guide you

through the ordering process, answer guesay;....... | 1am SR
: ¥ Wed-Sat: ......10am — 6pm

any queries you may have, and are R el

also on hand for any individual tips bajis P P

and advice you may require.

Methods of payment
We accept the following credit cards: Visa, MasterCard, Maestro
(formerly Switch).

VisA
2421

We only accept the following cards in Northern Europe: Visa and Mastercard.

nt 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 lime of going to press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsibie for determining their own prices.
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DIRECT DEBIT

POST YOUR GIFT PERSONAL
SUBSCRIPTION

ALTERNATIVE
SUBSCRIPTION OFFERS

MANDATE

DETAILS

ORDER

SUBSCRIPTION OFFERS

Get your first 3 issues
for only £9!

Continue your subscription for just £9 a quarter
giving you a FREE magazine every 3 months!

[] | would like to pay by Direct Debit

(I understand that £9.00 will be debited from my account every 3 months)

Originator’s Instruction to your Bank
Identification Number or Building Society to
388464 pay by Direct Debit.
To the Manager (Bank Name)

ADOSS es sy erri s vhaiines
........................................................................ |t R e [ h et s R ed
Name(s) of account holder(s) .....

Branch sort code DD DD DD
Bank/Building Society DDDDDDDG

Refl No (Office use only)

0 o

e s B O e PP LT e O R P e e
B e L e P P o R,

Banks and Building Societies may not accept Direct Debit Instructions for some types of account

if
s will be passed on
ally to my
/Bullding Sociely.

I would like to subscribe to White Dwarf beginning with issue: WD[_][_][]

Tile v wadamaaitmvnans :
Surname
o o e A L e T Y AR TR LT LYY
POSteOdR n i e COURtEY G iasni.
Telephone (inc STD code) .............
Bl BCTEESE vron veck cogosss sos st s el ciiass iR R iR i e ) e e

The subscription is a gift for the person detailed below

et e e LT R Ty B e S Oy P L T O
SN AT B et et s heatsnnannnanansin e
AN OSSR T TR S R TR R e e R s e A e e e
Postcode: v i Coumry ......
Telephone (inc STD code) .......... T P kX T b e LT S

RETURN THIS FORM TO

Warners Group Publications plc, The Maltings, West Street, Bourne, Lincolnshire, PE10 9PH

TERMS AND CUNI'HTID\IS The guarantee

our Bank or Bui

ALTERNATIVE WAYS TO PAY

I would like to subscribe for:

[] 1 YEAR 12 issues wosus)  £40, €70, 550dkr, 650skr/nkr

[[] 2 YEARS 24 issues wosusz)  £76, €125, 1000dkr, 1150skr/nkr

[] 1am an existing subscriber [] | am a new subscriber please tick a box)

CHEQUE AND CREDIT CARD PAYMENTS
] Postal Order (UK only)/Cheque (made )ayable to Games Workshop Ltd)

o™ B B B8 B

Card Number I_—_”:l DD DDDD DDDD DDDD
Issue Number DD (switch/Maestro Only) ~ Valid From DD Expires DD

Cardholder's Name ..

...Date ..

Signature ......... 5
(signature of parent or g n quuxr&'d xfreupmm is und( t 16 years of 1ge]
Reply by the 31/01/2009 to take advantage of this offer,

SUBSGRIBE
T0 THE WORLD’S GREATEST
HOBBY MAGAZINE

TODAY!

WHY SUBSCRIBE? .

All the latest News and
New Release information.

Exclusive in-depth features
about the Hobby.

Savings off the cover price.

Ensure that you never miss
another issue of your
favourite Hobby magazine.

delivery, early and
direct to your door.

with our new Direct Debit offer

SUBSCRIBE WITH MAIL ORDER

01159140000 &

i Www.games-workshop.com
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The stars have aligned, the Slann have
roused from their contemplative states,
and the Lizardmen march to war! Don't
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miss next month’s White Dwarf for the
full lowdown on the new army book and
miniatures — we're heading off to Lustria!

'ALSO IN NEXT MONTH'S WHITE DWARF:

'I'IIIIIIHAMENT GUIDE

Ever thought about
playing in a The Lord of
the Rings tournament?

Next month’s issue is
crammed with advice on
preparing and taking part
in the best events that
Middle-earth has to offer.

WARHAMMER

40000

CITIES OF DEFF

The Orks are kicking
down the doors next
month as Andy Hoare
leads them into the
Cities of Death, with
new green-skinned
missions, stratagems
and modelling advice.




|ORD#:RINGS

STRATEGY BATTLE GAME




