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here’s so much happening around the Studio at the moment that

I'm being pulled this way and that to cram everyone’s current

projects into White Dwarf. Andy Hoare in particular is at my desk
five times a day at the moment, clamouring to tell me all about the new
Lizardmen and other, more secret projects.

Last month it was Mat Ward, telling me all about War of The Ring,
and Phil Kelly frothing about Orks. I'm already having my ears bent and
head filled with cool snippets regarding the next few months’ worth of
projects. It's great fun, but finding the time to actually get White Dwarf out of the door can
be awfully tricky! Good job those stalwart Dwarfers know their eggs, or I'd be fighting a
osing battle against deadlines.

The other thing that people have been haranguing me about this month is the Citadel
~zll of Fame. What started as an innocuous little feature has got people all inspired — and
whv not, as it’s all about favourite miniatures, which is a topic close to every hobbyist's
neart. Everyone has an opinion on what their favourite model is, and feel the need to pass
+ anto me. While the article itself focuses on people who work with miniatures for a living,
a2t doesn’t mean that other folks” opinions aren’t just as valid. | asked the White Dwarf
cr=w what their favourite models were, and was surprised by their answers. Christian Byrne
2 a soft spot for Karandras. Andy Hall is fanatical about the Skaven Doomwheel. Andrew
w=nrick loves the Bretonnian Questing Knights. Glenn More digs Eldrad Ulthran, while
121t Hutson picked the humble Rhino (well he's painted dozens of ‘em, so it must be true).

mvself am crazy about Dave Thomas’ Kurt Helborg, which got me started painting
Empire. Why not write in and let us know your favourite?

Mark Latham, Editor
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RISE OF THE ANCIE
WARHAMMED

The Lizardmen wage war on all who da
to defile the sacred jungles of Lustria.

RISE OF THE ANCIENTS 58 ECHOES OF THE FALL

Saurus, Stegadons, Kroxigor and all manner of Lustrian
creatures are presented here for your reading pleasure.

PREPARE FOR BATTLE!
Our Christian is off to The Lord of the Rings Grand
Tournament this year. We follow his progress.

THE LORD OF THE RINGS: WAR JOURNAL
Mat Ward continues his development diary as the
release of War of The Ring draws ever closer.

CITIES OF DEFF
The Orks continue to rampage across the galaxy; this
time it's greenskin-specific Cities of Death rules.

NEW RELEASES
This month’s Citadel releases.

NEWS
An early peek at War of The Ring.

WARHAMMER 40,000 TACTICA: ORKS
Believe it or not there’s more to an Ork force than just
charging headlong at the enemy. Jeremy Vetock explains.

STANDARD BEARER
Jervis chats about collecting and why it unites us all.

HOBBY ESSENTIALS

This month we take a look at making puddles!

The latest events and activities near you.

The Lizardmen
take on the
Daemons in this
month’s battle
report, but not in
the traditional
sense. It's an

ng narrative

io, which
sees Lord Kroak’s
Lustrian army

portal of Chaos.

MODELLING WORKSHOP: LIZARDMEN SCENERY
Where there are Lizardmen there’s probably jungle.
Here we show you how to make your own.

PAINTING MASTERS: LUKE MCFARLANE
In a timely return for the Painting Masters series, we
showcase Luke McFarlane’s brilliant models.

We ask Aly Morrison to induct his favourite model into
the Citadel Hall of Fame.

"EAVY METAL MASTERCLASS: FACES
It takes skill and patience to paint realistic faces
— the 'Eavy Metal team show us how it’s done.

Pictures for ilustrafi




NEW ARMY BOOK

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.

This 104-page army book includes everything you
need to use your Lizardmen on the tabletop. Within
this tome you'll find advice on painting and collecting
your Lizardmen, rules and information for every troop
type and, for the first time, a comprehensive history of
the Lizardmen race.

WARHAMMER ARMIES:
LIZARDMEN $25
Product code: 60030208002
Written by Andy Hoare

and Robin Cruddace

SMIARERAETY

I DAMES
ARMIES - WORKSHOP

LIZARDMAN si)E LDS
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hbbdd
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protect the

temples in
The Stegadon is a hulking beast, which the Lizardmen they are ch
use as engines of war. This brand new plastic kit is so sacred of d
adaptable that you can build any of the possible ultimate Sa
options and upgrades from the army book: from the in combat :
traditional howdah filled with Skink crew, to the Aly Mo
mighty Engine of the Gods. The frame also includes a stunning jol
plastic Skink Priest and Chieftain, allowing you to set, which i

field an all-plastic Lizardmen army for the first time!
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Stegadons are ferocious,
and are ridden to war by a
crew of excitable Skinks.

This Ancient Stegadon is carrying the Engine
of the Gods atop its great, scaled back.

Those few
have prows
tasks are a
Warden. T
stand guar
Eternity Ct
meditates
a time. Ch
carries the
Instead of the Engine of the Gods, an Ancient Guard’al:l -
Stegadon can carry giant blowpipes, which rain of devotior
down poisoned darts upon the foe! Aly Mo
characterfu
stalwart po
the Eternity

STEGADON $40
Froduct code: 99120208008
Sculpted by Dave Thomas and
Martin Footirt

Find out how this monstrous
Kit was designed on page 23

Pictures for lustrative purposes only. Product comfents may vary. Products sold unpainfed and unassembled. Certain Citadel products may be dangerous if used incorrectly Prices correct 2t time of going fo press,
current avanabiity and prices. Prices quoted are far products soid by Games Workshop Hrough its own stores, catalogue or website. ratailars are
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LIZARDMEN TEMPLE GUARD

IV ENYIYIAN
AV Y T TS TR RN

The Temple Guard are spawned to
protect the Mage-Priests and the
temples in which they dwell. As
they are charged with the most
sacred of duties they are the
ultimate Saurus Warriors, powerful
in combat and will rarely flee.

Aly Morrison has done a
stunning job with this new plastic
set, which is full of great little Revered Guardian Standard Bearer Musician
touches, such as the shrunken head ¢ % ichampion)
hanging from the Revered
Guardian’s belt. Getting a big unit
of these elite warriors together
has never been easier.

Those few Saurus Temple Guard who
have proven equal to the most sacred of
tasks are awarded the rank of Eternity
Warden. Their duty from then on is to
stand guard, locked in the Mage-Priest's
Eternity Chamber whilst the Slann
meditates for decades, even centuries, at
a time. Chakax is one such warden and
carries the honoured title, the Prime
Guardian of Xlanhuapec for his centuries
of devotional service.

Aly Morrison has sculpted a really
characterful model for Chakax, whose

: St CHAKAX §15
stalwart pose and grisly trophies attest to Product code: 99060208084
the Eternity Warden’s power. Sculpted by Aly Morrison

Plctures for Mustrative purposes only. Product contents may vary. Products sold unpainted and unassambled Certain Citadel products may be dangerous ) used incorrectly. Prices co
availabifity and prices. Prices quoted are far procuicts sokd by Games Workshop theough its own sto, ar wehsite. 0 0t retaliers are |

el al fime af going to press, please contact us for curren!
for i Their own prices
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As well as the Stegadon, Martin Footitt's other project for the KROXIGOR $20"
Lizardmen was the brutish metal Kroxigor models. These Product eode: 99060208062
: i ; . % S Sculpted by Martin Foatitt
gigantic Lizardmen are surprisingly versatile, as they can be
laken sepa Fdli:?ly, banded together in Kroxigor units or even bE,' “I random mode! supplied.

placed within units of Skinks, so that both creatures work
together, getting the best out of each other’s abilities.

Pictures for illustrative purposes only, Product contents may vary. Products soid unpainted and unassembled. Cortain Citade! products may be dangerous if used incorrectly. Prices correct a
avalability and pricés. Frices quoted are for products sold by Games Workshop throngh its own storas,
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LIZARDMEN TERRADON RIDERS

Terradon Riders fly high above the jungle canopy, and

these new metal miniatures capure the dynamic nature of
these sleek, reptilian monsters. In war they are ridden by
particularly daring Skinks, who use their flying mounts to
pick up rocks and drop them onto the heads of their
enemies. In the game you can use Terradons to stalk lightly
armoured prey or war machines, or, with the ability to drop
rocks, you can target larger regiments and even more
powerful characters.

TIKTAQ'TO, MASTER OF SKIES

The combined talents of Trish Carden (née

Morrison) and Aly Morrison have created

| this brilliant new Skink special character.

| As ever, Trish has come up with a really

great creature and Aly has placed an

. equally resplendent rider on top. This

‘ metal miniature is in a very aggressive
pose, pointing out his next target, so the

| other members of his flying cohort will

| follow as he dives down upon his foe. His

| magical blade is hefted in his left hand,
ready to strike the foe, once the Terradons

‘ have dropped their deadly payload of

‘ rocks upon them,

|

|

|

|

TERRADON RIDER $17*
Product code; 99060208087
Sculpted by Trish Carden and
Matt Holland

*1 random model supplied.

Tiktag'to wears the Mask of
Heavens, making him harder
to hit with missile weapons
and magical attacks.

Plotures for Musirative purposes only. Product contants may vary, Products sold unpainted and unassembled. Cartain Citade! products may be dangerous if used incorrectly, Prices correct at lime of going fo press, please confact us for current
b for :

availability and prices. Prices quoled are for products sold by Games Workshop rough its own slors, o

Thair o pricas.
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BARBED RAZORDON HUNTING PACK

Razordons are ferocious jungle predators that kill their prey
by firing barbed spikes. Razordons are caught by Skink
hunting parties who then goad them into war where their
ranged spikes form deadly weapons. With this new metal
model, Mark Harrison has sculpted a characterful addition
to the Lizardmen range.

RAZORDON PACK $22 Lizardmen artillery is unigue as it The tail end of a Barbed Razordon
Product code: QQHSOZQ&')BG has a tendency to bite back. When is where it usually flings its deadly
Sculpted by Mark Harrison vou roll a misfire, it doesn’t blow barbs from. However, when

up, but eats your crew instead! threatened, the barbs spring forth

from alf over its spiny hide.

LIZARDMEN BATTALION

Battalion sets are a great way to start a brand new army,

containing plastic Core and Special troops that form the

basis of your embryonic force, and seasoned generals find

them really useful for adding reinforcements to an

established army. The Lizardmen Battalion is no different,

as it’s packed with your favourite cold-blooded warriors.

Included are 20 Saurus, 12 Skinks, 10 Temple Guard and LIZARDMEN BATTALION ~ $90
8 mighty Cold One Cavalry. S e I

Pictures for ilustrative purposes anly. Product contents may vary. Products sold unpainted and ungssembled. Certain Citade! products may be dangerous if used incorrectly. Prices correct af fime of @oing fo press, please contact us for current
avanilzbility and prices, Prices quoted are for products sold by Games Workshop through s own stores, ar websits, retaiters are i far d g helr own prices,
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COLLECTORS RANG

'l )

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.

E/

WARHAMMER

40,000

SPACE MARINE CASUALTIES

Not content with sculpting the denizens of
Lustria, the prolific Martin Footitt has also
been working on the warriors of the far
future. This time he’s created three brilliant
Space Marine casualty models. These
miniatures are a boon for modellers
everywhere, and can be used in loads of
different ways: as objective markers,
diorama pieces, wound counters or even as
gaming pieces to represent the last stand of
your prized Space Marine unit.

i Jhrnbmmm only. Product comtents may vary. Products sold unpainted and unassembled, Cartan Citade! products may be dangerous if used
and prices. Prices quoted are for products soid by Games Workshap through its awn stores, calalogue or website

In the past we've created casualties by
converting existing models, but these have
been specifically sculpted for the job.
That's why you’ve got three great poses:
one battle-brother has been mortally
wounded but still blasts away with his bolt
pistol; you also have a dead commander,
splayed face down; and an honoured
brother who has been lying dead for quite
some time amidst his own spent bolter
casings and the skull of an enemy.

SPACE MARINE $20
CASUALTIES

Product code: 99060101422
Sculpted by Martin Footitt

Hcorreetly Prices correct at ime of going fo press, please contact us for current

It retaliers dre

for

their own prices.
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THE ADVENTURES OF FLORIN & LORENZO

When a life of debt and debauchery catches up with him,
Bretonnian nobleman Florin d’Artaud is forced to flee his homeland
and turn to a life of adventure. Accompanied by his manservant
Lorenzo, Florin travels to the wildest reaches of the Old World
battling all manner of strange foes. From the steamy jungles of
Lustria to the mountainous reaches of the Ogre Kingdoms, will our
heroes ever find enough gold and glory to return home?

THE ADVENTURES OF FLORIN & LORENZO

by Robert Earl

ISBN: 978-1-84416-681-7

UK £9199 Denmark 115dkr
Euro €15 Swe/Nor 140skr/nkr

THE ADVENTURES OF

FLORIN & LORCNZO

ROBERT EARL

NEW RELEASES

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,

www.blacklibrary.com

S—

THE INQUISITION WAR

The Inquisition War is the classic story of Inquisitor Jagq Draco and
his desperate mission to uncover a plot that will bring mankind to its
knees before the Dark Powers. Written by award-winning author lan
Watson the Inquisition War explores areas of the Warhammer
40,000 mythology that few other authors have dared to tackle!
Collected in this omnibus is the seminal trilogy of Draco, Harlequin,
Chaos Child and two linking short stories.

THE INQUISITION WAR

by lan Watson

ISBN: 978-1-84416-767-8

UK £9,99
Euro €15

Denmark 115dkr
Swe/Nor  140skr/nkr

WARHAMMER
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ORACD - KARLEDUIN - HADS CHILD

Pictures for illustrative purpases only. Product contents may vary, Products sold unpainted and unassembled. Certain Citade! products may be dangeraus If used incorrectly. Prices corract at time of going ta press, pleasa contact us for current
availability and prices. UK prices marked f do nat show the 2.5% VAT reduction implemented on 1st December 2008. The reduction will be applied to affacted products by Games Workshop at the point of sale. Prices quoted are for products
sold by Games Waorkshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.



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

g
| on

purrent

IMPERIAL MINOTAUR WITH e
TWIN EARTHSHAKER CANNONS -

r

The Minataur self-propelled gun
is based upon the Malcador
chassis and is armed with twin
earthshaker cannons, which can
be modelled to show the
cannons’ recoil. The kit comes
with both an Imperial and
Renegade crew.

The model was designed by
Daren Parrwood and is a
complete resin and plastic kit.

Plotures for itustrative purposes only. Product contents may vary. Produets sold anpainted and unassembied. Certnin Citadel products may be dangeraus if used incorrectly. Prices correct al time of going fo press, please comtact us for current
availabilly and prices, Prices quoled are for products soid by Games Workshop through ifs own stores, cataiogue or website. Independent refailers are responsitle for delermining (heir owit prices,
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As you'll no doubt be aware after reading Mat Ward's War Journal last
issue, there's a brand new game on the horizon: War of The Ring. The
launch of the game is less than two months away now, so start gathering
your armies, because the greatest battles Middle-earth has ever seen are
closer than a Hobbit's next meal. To complement the current range of
The Lord of the Rings miniatures, there are a load of brand new models
due for release too. War is coming — will you be ready?

There are loads of exciling new

miniature releases heading your way.

Here's a sneak peek at the brand
new plastic Ents. Yep, if you're
collecting a force to oppose Sauron,
then having a flock of Enis (are you
sure ‘flock’ is the collective noun for
the tree shepherds? — Ed) in your
army will soon be a reality.

12 WHITE DWARF  NEWS




each other in a massive battle report.

{ Felix return in a new audio-only
‘out on CD this month.

and Felix are in the port city of
en they stumble across a

n bracelet. Little do they

a trinket dedicated to

ient and evil Storm God

it back!

sroes are attacked by the

and the bracelet is taken from
stubborn and determined
linquish it without a
deep into the Marienburg

of the thieves, Gotrek
nselves confronting the

f the Storm God himself...

If you thought Janu-Waagh!-ry was the only time
the Orks would be getting cool stuff this year,
then you couldn’t have been more wrong. With
strides that literally shake the ground, the

Stompa cometh! This brand new kit is the largest
plastic miniature we've ever made and, as you'd
expect from the recent wave of Ork releases, it's
packed with options that make it eminently
customisable. Along with the Shadowsword,

next month’s Apocalypse issue promises to be
huge, and it won't surprise you to know that
we'll be setting these two new vehicles against

X

;‘ |
SLAVER oFHE STORMTGOD

NATHAHN LONG

BIG anp CLEVVA! |

White Dwarf’s Andy
Hall is organising an
‘Arena of Death’
tournament. All around
the Studio, players are
dusting off their
favourite Special
Characters for some
quick-fire games.

Next month’s battle
report is creating a real
buzz in the Studio; with
multiple tables, generals
issuing orders from
another room, and over
40,000 points a side, it’s
looking set to be a real
classic match-up.

www.games-workshop.com 13




On the Weh!

The Games Waorkshop website is the next best place
(after White Dwarf, of course) for all your gaming
news and needs. Under the stewardship of Adam
Troke and Jim Sowter, the website is a great archive
of hobby lore with articles for both new releases and
fresh material for all your favourite armies.

The Grim Reaper

Fantasy Flight Games continue to enhance the game
of Talisman. This month they’re bringing out a brand
new expansion ominously called The Reaper, where
Death himself stalks
the land! This new
expansion offers
Talisman players a
dynamic new play
element (don’t roll a
11) and contains four
new character figures,
90 new Adventure
cards, 26 new Spell
cards, 12 Warlock
Quest cards and the
Grim Reaper himself.

You can find more details at: 4
FantasyFlightGames.com

Fantasy Flight Games and the FFG logo are trademarks of Fantasy
Flight Publishing, Inc. All Rights Reserved to their respective owners.
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Recently Published Articles
* Jungle scenarios and scenery
for Warhammer
e Chakax character focus
e Getting the most out of your Lizardmen plastics

Coming Soon
* Tactica: Necrons
¢ Preparing for War of The Ring

Trafalgar

This month sees the release of a brand new, original
game system from Warhammer Historical. A mighty
144-page, full colour rulebook, Trafalgar is a game of
naval engagements between model ships (usually
1:1200 scale or smaller) in the Age of Sail.

From the Battle of Copenhagen and the Glorious
1st June, the war in the Baltic and the eponymous
Battle of Trafalgar itself, to the naval War of 1812
between Britain and the emerging naval superpower of
the United States, all are contained within this volume.

Penned by White
Dwarf’s very own Mark
Latham, Trafalgar is a game
simple enough to make
large fleet actions very
achievable, but detailed
enough so that exciting
single-ship actions are great
fun to play.

ER{

{ WARHAVIMER :{
LeHISTORICAL *:

'\aﬂmﬂmwn |8
o TG h
2 [T

www.warhammer-historical.com
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~u haven't heard by now, we have a brand new,
-5 -;mg, all-dancing website. A marvel of modern
~whertronic engineering, it's now easier than ever
e to search for and buy whatever you're after.
¢ vou register on the site you can also set your
sersonal preferences, including your local store,
w==p abreast of events and activities near you, find
t about your closest gaming club and, of course,
szn up to the brand new fortnightly email newsletter.
Registration couldn’t be easier, and the best part
< it's COMPLETELY FREE. Simply visit the website,
ck ‘Register’ in the top right corner and fill in the
ecessary details. So, sign up today and take your
first steps into a more convenient hobby.

(GAMES WORISHON
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HIGHLIGHT.

ONLINE WISH LIST

school League
Regional Finals

Each year, school gaming
clubs from across the UK
and beyond compete with
one another for a place in the
School League International Final.

However, before they can set their sights on the
ultimate prize, they must first do battle in their local arenas
— the Regional Finals.

Held in March at venues across the country, it's still not
too late to register your school’s club and take part. For
information about where your Regional Final will be held
or setting up a school gaming club, contact our
Community Coordinator, Bek Hawkby by email at:

hek.hawkby@games-workshop.co.uk
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We are always looking for great people to join our
expanding business and, following the success of last
October’s recruitment roadshows, we're pleased to
announce we'll be running more this year. For details
of dates and times, check out the website:

War of The Ring Preview Day

Ever wondered what it would be like to field nine
Mamakil on the fields of the Pelennor, or to charge
your enemy with over one hundred knights? If so, you
simply must go to your local Games Workshop store
on Saturday February 28th to try out the eagerly
awaited War of The Ring rules.

Our friendly staff will be on hand to show you the
fantastic new rulebook, demonstrate the game in
action and talk you through what you to do to
transform your The Lord of the Rings fc nto a huge
army which will decide the fate of Middle-earth.

It's going to be busy, so call your local store to

find out more details and make sure you don’t miss
out-on the action.

www.games-workshop.com 15
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Andy Hall: The new Lizardmen are
creating a real buzz around the Studio,
largely due to the infectious enthusiasm of
its two authors, Andy Hoare and Robin

to unleash war upon the
younger races. Inside
you'll find:

the Warhammer world. They were about
before Sigmar, before the Dwarfs and even
before the Elves. Since their creation,
through the collapse of the poles when
Chaos seeped into the world, right up to
the dark times now surrounding the lands,
the Lizardmen have been present, enacting
the will of their lost masters.
* A comprehensive guide Robin: That's one of the 'impo‘rtanl points
. we wanted to address with this book. The

to all the different :

Lizardmen troop types. L|zar_dmen h_ave allways bcgn aroun_d, )
' continually inhabiting the jungle climes of
Lustria, trying to further this mysterious

* The complete history
of the Lizardmen race,
from the Great
Catastrophe to the
Age of Awakening.

¢ Colour hobby section.

« Brand new army list. [ They don't go into states of hibernation,

‘ and only pop up now and again — they are
a constant.

plan that was set in place by the Old Ones.

Andy: At the start of the project | really felt
they lacked a continuous narrative history.
As Robin said they seemed to pop up here
and there, at first fighting Daemons in the

aggressive the Lizardmen seem to be. In
the past they would tend to be defenders,
their enemies invading, forcing the
Lizardmen to respond.

Andy: We definitely wanted the Lizardmen
to be seen as more proactive. They have
many enemies, the Skaven and the Chaos
Daemons are just two and even though
these races are evil and the Lizardmen are
the antithesis of Chaos, don’t mistake them
for good or kindly creatures. They have an
alien perspective totally different to the
outlooks of the younger races. If a Slann so
orders, or it is deemed the will of the Great
Ones, they will obliterate entire races to
extinction without batting a reptilian
eyelid; indeed, they have carried out many

- AVAVLR
SAURI

Cruddace. | sat the two of them down for a wake of the catastrophic polar collapse, When the

chat about the project. Note that, as Andy then fast forward a few millennia for the Saurus wh

has a very similar name to me, I've taken rise of Sotek and then coming to the reptilian h

the White Dwarf (WD) moniker throughout present day of the constant raids from the yet precise

this interview. Old World. | wanted to fill in those army’s cor

massive gaps and populate the history to Saurus

In The Book WD: It's been a while since the Lizardmen give it as rich a texture as any of our other and tough
The new Lizardmen army were in the spotlight, so for all those who Warhammer armies. powerful :
book contains everything aren't so familiar with the age-old servants Lizardmen
a cold-blooded servant of of the Old Ones, what are they all about? WD: One of the things I've noticed with of Saurus i
the Creator Gods needs Andy: The Lizardmen are the true heirs to the new book is how much more that packs

rarely flee

Saurus can by
with spears, 1
reach, as wel
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weapons and

LIZARDMEN such orders «
The Lizardmen were the first race created by the mysterious Slann have c
Old Ones, godlike beings whose influence spanned countless | be,_then the
planets. When the Old Ones abandoned the Warhammer | the'[ power
world in the wake of a great catastrophe, the Lizardmen were f Rd“_“‘ M_;re
stranded, left to deal with the devastation as Chaos spilled relationship
across the lands and oceans. these races t
The Lizardmen are divided into a number of sub-species, hatred for CI

all evolved for a specific function within their alien society. on pretty we
The Slann are the leaders of an empire; bloated, When regarc
immobile creatures whose grasp of magic is even interpreted t
greater than the High EIf Mages of Hoeth. Skinks are Elves should

the artisans and administrators, diminutive in | the Elves ex

stature but quick-witted for reptiles, making them oceans and

nimble scouts on the battlefield. Kroxigor are discovered tl

the hulking builders and creatures of burden - brousht_ befa

what they lack in intelligence they more looked dowr

than make up for in brawn. The Saurus are m‘d not b

the protectors and soldiers, they are
single-minded, mighty warriors, bearing
heavy weapons of obsidian and bronze. A i
Ever since the first spawnings all causeq resen
those aeons ago, the Lizardmen have
made use of the Lustrian fauna to aid
them in maintaining and protecting
their empire — when they go to war
y they take with them the creatures
that inhabit the Lustrian jungles,
from predators like the Carnosaur to
the mighty Stegadon.




| really felt

ve history.

ik SAURUS WARRIORS

ollapse, When the Lizardmen march to war, it is the

a for the Saurus who make up the bulk of the

) the reptilian horde. Rank upon rank of savage

 from the yet precisely drilled warriors form the

pse army’s core.

listory to Saurus are impressive warriors; strong

[ our other and tough, they're up there with the most
powerful infantry in Warhammer. A
Lizardmen army that contains large blocks

ed with

of Saurus is a fearsome opponent, an army
e that packs a truly hard punch and will

0 be. In rarely flee due to their cold-blooded nature.
efenders,

he

Lizardmen
ey have
he Chaos
though
dmen are
take them
y have an
to the

a Slann so
[ the Great
aces to
[ian

out many

Saurus can be armed
with spears, for extra
reach, as well as hand
weapons and shields.

such orders of genocide in the past. If the
. Slann have decided that a race should not
SRR be, then the Lizardmen will do anything in
L or their power to wipe them out.
bn were Robin: A great example of this is their
illed ' relationship with the High Elves. With both
these races being old and sharing a mutual
pecies, hatred for Chaos you'd think that they get
society. on pretty well, but that’s not the case.
When regarding the Elves the Slann
L interpreted the Old Ones’ will as that the
ks are Elves should not leave Ulthuan. So when
, - the Elves expanded their empire across the
g them oceans and the first missionaries
b are discovered the temple-cities, they were
beden — 1B brought before a Mage-Priest who simply
b looked down upon them and decreed ‘they
bk it should not be here’. The Temple Guard,
A who, like all Saurus, are quite literal
aring Creatures, immediately cut the Elven party
biisa down where they stood. This has obviously
all Caused resentment ever since. Now, the
b Slann could quite easily have meant that
b il the Elves shouldn't be in Lustria ‘and
ing ‘would they mind sailing back to Ulthuan
b Wit " but we'll never know.
bires : That's one aspect | really love about
5 lann, they are so incredibly ancient
hirt 2 awake only fleetingly that when

is often out of context and
‘grasp of anything but a fellow
This means when a Slann is

roused to make some decree it’ll often take
whole cohorts of Skink Priests months or
even years to try and translate what he
actually means. Even then their
interpretations can be anything but
accurate. If a Slann said ‘bring me water’

‘ ‘They will obliterate entire
races to extinction without
batting a reptilian eyelid. 9

you'd have some Skink Priests
thinking he’s a bit thirsty, while
others would translate the command
as a demand to realign the continents
to shift the oceans!

WD: The other stuff | noticed in the
background section was the descriptive
text about the temple-cities.

Andy: Yeah, | wanted to really expand on
the temple-cities. Before they were just
names on the map, but this time we've
gone into some depth. | wanted Lizardmen
players to be as familiar with the temple-
cities as an Empire general is with the
provinces. Again, it's about adding that rich
detail, so players can take that and use it to
characterise their armies. For instance, an

A Saurus Oldblood is a mighty
warlord, called upon to lead the
Saurus when they mass together in
large formations of war.

NIWAYVZI]
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army from Xlanhuapec — City of Mists —
may have a higher proportion of Skink
Priests to represent the residents of this
temple-city being skilled in the use of
magic, while an army from Itza — the First
City — would most likely be led by an
ancient and powerful Slann. Of course, we
haven’t detailed all the temple-cities, there
are many more within Lustria, giving
players an opportunity to create their
own background to suit their army if
they so wish.

WD: Talking of armies — describe to
me what a typical Lizardmen army
should look like; what images are we
trying to evoke with the new book?
Robin: Saurus are definitely at the
centre of the Lizardmen army, supported
on the battlefield by units of Skinks. In
general they're largely a close-combat
army that is extremely difficult to shift
_ they can take a heavy charge and then
hit back hard. On top of that they have
some short-ranged but high-yield shooting,
as well as a very powerful but defensive
magical stance.

saurus Oldbloods will sometimes
attend the battlefield on a Cold

One; this way they can join faster
units and take the fight directly to
the enemy.

CoLp ONE RIDERS

One of the spawnings that has
become more common in the
temple-cities in recent decades is
the birth of Saurus with the
instinctive ability to control and
ride Cold Ones. When the
Lizardmen army is arrayed for
battle, the Cold One Cavalry take
up positions on the extreme flank.
As the enemy closes with the
main Saurus battleline, the Cold
Ones burst forth from the
undergrowth. Attacked from the
sides, the foe quickly crumbles
against this shock cavalry.

Hard-hitting Cold One Cavalry are perfect
for making flank attacks.

WD: What makes them so resilient?

Andy: Well, with the obvious exception of
the Skinks, they have a high Toughness.
Their Scaly Skin gives them good armour
saves as well. The Saurus have particularly
benefitted this time round as I've increased
this to a 5+ save. So, when armed with
hand weapons and shield, your core units
of Saurus warriors have a very healthy 3+
save in combat. They've also dropped a
point in cost, so they really are an essential
choice. As well as this, all Lizardmen units
are Cold Blooded, so should they have to
take a Leadership test you're rolling three
dice and picking the two lowest, which
can keep them in combats much longer
than other armies.

Robin: While we're talking about evocative
images, I've always liked the idea of the
Kroxigor surrounded by the Skinks, so was
really pleased when we put that back in.
Andy: | really liked the idea of these
lumbering brutes being surrounded by the
skittish Skinks. And in game terms it gives
Skink units some real power, but it's not
just a one-way relationship — the Kroxigor
benefit from being in a massed unit. As a
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TEMPLE GUARD

Itis said that many of the Temple Guard are as old as the temple-cities and 48

| the Slann they protect. They can maintain their sleepless vigil for centuries,
standing as still as statues. Indeed, many invaders and scavengers in Lustria
have often mistaken them as such - to their cost! In battle, though, the
Temple Guard are anything but slow, marching against the trespassers to
prevent the temples being defiled any further. In combat the Temple Guard
| are fearsome, cutting down all in their path.

s

-

e

Temple Guard
Revered Guardian

Core choice this is a really desirable
- option, especially with a 12" charge range.
Mixed units have been seen as a bit of a
% idache in the past but as long as you

| with them with a sense of logic and
ity, as we have done in the book, then
are no issues.

The other mixed unit of note is, of
the Slann, who have to be placed
the Temple Guard when they are
on the table at the same time.

: Well that's nothing new, and it

§ perfect sense from a background

of view. | think it looks great as well,
the only unit a Slann can join and
‘on casting spells even when in
50 why wouldn’t you? And now

e Guard are plastic you can

‘put together large units, which looks
sme on the battlefield.

ery army should have Temple
they're some of the hardest line
the game. Yes, even with the

0f Chaos still fresh in everybody’s
ouldn’t bet against the Temple
straight scrap. They've got 2

t are a point cheaper than before
with a 5+ Scaly Skin save, just
urus, as well as light armour and
not only are they hitting with
ve got a 2+ save in combat,
me with halberds, your

‘ Star-stone Mace leaving nothing

other choice is to forgo the save (well, *
reduce it to 4+) and strike at Strength 5.

WD: While we're on the subject of rock-
hard units we should talk about those
Stegadons. It's a brilliant-looking model,
but has it heralded any revamped rules?
Andy: A very good question! Well, there
are three broad types of Stegadon now. You
have the familiar Stegadon with a giant

' THE ETERNITY WARDEN

Chakax is the eldest of
‘ Xlanhuapec's Temple Guard. He
has never yielded in his task and
| has butchered whole regiments 7Y
Aoy,
&

| that have dared attempt to kill SO0
his charges, each sweep of his i

but a bloody smear. He is the
ultimate bodyguard and Prime
Guardian of Xlanhuapec.
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SKINKS

Skink Chiefs have been marked for
greatness. They are the overseers
and wardens of the jungles and
will lead their amphibious brethren
into war, only too pleased to rid
the world of the warmbloods.

22 WHITE DWARF DESIGN NOTES

Skinks are physically and mentally agile creatures,
capable of executing complex tasks and charged with the
day-to-day running of the temple-cities. In times of war,
however, the Skinks will take up arms. Although not born
warriors, being weaker than their larger siblings, they are
capable of working more complex devices and operating
in looser formations to ambush the enemy in situations
where brute strength counts for little.

bow on its howdah. We've made these
more common, so you can find them in the
Special units section. The Rare slot it
vacated has been filled by the Ancient
Stegadon. This monster is less aggressive
than its younger kin, but age has added
thicker scales and more weight to make it
stronger and harder to kill. Ancient
Stegadons can be armed with two giant
blowpipes on their howdahs, which can
throw out 2D6 poisoned shots each.
Robin: | like the idea of this older, tougher,
more gnarled monster who is perhaps not
as headstrong. So he actually provides
more of a stable platform. With a giant
bow you've just got to get it heading in the
right direction and let it go. The blowpipe
requires the Skinks to be able to actually
aim it somewhat, so it's a weapon far better
suited to the Ancient Stegadon.

Andy: The other type is an Engine of the
Gods, which is carried on the back of an
Ancient Stegadon. As Robin wrote the rules
for that I'll let him talk about it.

Robin: It was tempting to make it simply
work like a giant Aztec super-laser,
crackling with energy from the lost
technology of the Old Ones. One of the
effects does echo that but | wanted it to
also reinforce these army traits we were

talking about earlier — defensive magic and
bolstering their own forces.

WD: So how does it actually work?
Robin: You use it at the beginning of the
Magic phase and choose from one of three
abilities — the Arcane Configuration, which
makes casting spells easier; the Burning
Alignment, which is the most outright
aggressive of the abilities; and the Portent
of Warding, which gives friendly units a
ward save. The good thing is that, even
though the Engine is activated in the Magic
phase, these abilities are not bound spells,
so they cannot be dispelled.

Andy: | think it's important to note that the
Engine of the Gods isn't in the main army

list itself, but is actually a mount choice for =

your Skink Priests. In fact a Skink Priest
mounted on an Engine actually counts as
one magic level higher than he truly is.
Skink Chiefs can also take Stegadons as
mounts, so you can actually get loads of
Stegadons in even quite a small army
should you want to. The other great thing
about the Stegadon kit is that it comes with
a Skink Hero and a Skink Shaman on the
frame — depending on the type of
Stegadons you want to assemble, that gives
you a few extra heroes for your army.
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WD: The Stegadon isn't the only beastie to
| get tweaked, | gather.

| Andy: No, the other obvious one is a new
giant lizard for the Skink Hunting Packs,

Le the Barbed Razordon, which fires deadly
ree spikes off it's body. The trick to using them
hich is to try to force your enemy 1o charge
them, as they roll two artillery dice when
they stand and shoot!
ent Robin: Another change, which isn't as
a obvious, is that Terradons can now drop

tocks again. It's fun and gives you another
option for your Terradon units.

Andy: Terradons are also ‘Arboreal
Predators’, which means they can end their
move inside forest and jungle terrain. This
‘way they can fly from cover to cover until
they are ready to strike.

“WD: Going through the Lizardmen special

characters, which are always fun, | notice

ave some new ones as well as the

urn of some old favourites.

: For the Slann we have the return of

and Mazdamundi. | think before we
them we should mention how the

1 themselves now work because they

anged. | wanted to break the

ility that players would always go

ond Generation Slann in the

SKINK LINE INFANTRY

Skinks can be fielded as skirmishers,
but can really make their numbers
count by forming up into blocks of
infantry just like their Saurus kin. These
large units of Skinks can be bolstered
further by the inclusion of the Kroxigor.
This gives both Lizardmen sub-species
a powerful advantage. The Skinks get
much needed muscle added to their
unit, while the Kroxigor will benefit
from the Skink numbers, ranks and
outnumbering bonus.

NIWAAVZI]

previous edition. Now Slann have a
selection of disciplines to choose from. As
you’d expect these disciplines are different
abilities ranging from causing Terror, 10

‘ ‘ It was tempting to make the
Engine of the Gods work like a

giant Aztec super-laser. %

Magic Resistance and all kinds of other
cool stuff. Now when you buy the Slann,
the amount of points you spend will define
how many disciplines you can choose.
However, even the lowest pointed Slann
Mage-Priest has at least one discipline.

WD: Cool — customisable Slann! So you
said Lord Kroak has returned?

Andy: Oh yes! The trick, though, was to
reduce his points value to make him more
useful without diluting his background. So |
thought, because Kroak’s spirit is only

tenuously tethered to his mortal remains,
he now only knows one spell; it just so
happens that the spell is the Deliverance of
Itza, one of the most powerful spells ever
conjured. When he cast it to save Itza

Skink Priests are amongst the most
intelligent of their kind, in battle
they act as the eyes and ears of the
Slann. They are also powerful
magic users in their own right.

www.games-workshop.com 23
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Cold Blooded

All Lizardmen are cold-
blooded; they have an
alien, almost impassive
nature, which makes
them slow and stubborn
to respond to panic and
flight like the younger
races are wont to do.
This is represented by
the Cold Blooded rule,
meaning that all
Leadership tests are
rolled on three dice,
using the two lowest
scores for the result.

TERRADONS

Terradons are large, flying reptiles that
have haunted the skies above Lustria
since the prehistory of the world, and
are ridden into battle by the Skinks.
Terradon riders goad their flying
mounts to swoop down on the enemy
from on high, or pound the foe with
rocks dropped from their mighty talons

| as they fly overhead.

it was so devastating that it scoured his
mind of all other spells! In game terms this
means that, because he can only do one
thing — even if he does that one thing very,
very well — then we could adjust his points
value accordingly.

Robin: There are nine special characters in
all, some new and some old. I'm really
pleased with Chakax, as he was the first
special character I've written; it's like a
Games Development rite of passage. Aly
[Morrison] has also designed a truly
awesome model to represent him.

WD: Pulling back from the details and
taking the Lizardmen army as a whole, to
sum up, what is it that makes Lizardmen so

Ml = BN |=|/AVAVAVATAL S ¢~

cool and why should | collect them?

Andy: They've got a great history, and the
background is no longer patchy — we've
given them a continuous narrative. They

are a truly unique force, and | think it's
important to point out that they’re not a
‘wacky’ or fringe army, they are a core
choice — just as important as Orcs, High
Elves and the Empire. | think that's

reflected in the miniatures range, with so
many strong plastic kits that allow you to
build your collection quickly with great-

looking models.

Robin: At the end of the day it's an army of
dinosaurs, that even has dinosaurs riding
other, bigger dinosaurs. How can anyone

say that isn't just cool?

TIKTAQ’TO

Tiktag'to and his sky
patrols are amongst the
most skilled aerial
riders in the world. He
directs his forces from
far above and can
enter the fray from any
direction. Virtually
impossible to hit from
range, he flies into the
heart of the enemy
formation with his
magical blade poised
to strike.
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Turn the page for a detailed look
at the plastic Stegadon frames.

STEGADON

The new plastic Stegadon was designed by the dynamic and, because it is a plastic kit, it had to be flexible

duo of Martin Footitt and Dave Thomas. And while enough so it could be assembled in different

Martin was already a veteran at creating big plastic configurations.” Readers will already note that Martin

monsters with his work on the High EIf Dragon, this was achieved his goals with aplomb; the howdah is

Dave's first real experience doing a large kit like this. I reminiscent of a ziggurat with the stepped levels that

wanted to really up the size of the Stegadon,” says Dave. actually follow the line of the Stegadon’s back, and it can
| ‘Because the previous model was in metal, it could only be configured with two different weapons, or as the

be a certain mass, so bigger was definitely better this Engine of the Gods. But it's even more customisable than
| time around.” It wasn't just the size Dave wanted to that. For instance, the Engine can be built in several

increase, ‘I think the previous Stegadon looked a little different ways, or you can leave off the arch and have it

placid, so | have given the new one a bit of an attitude. It as just a throne, perfect as a mount for your Skink Chief.

now looks fierce and angry, so you'll think twice about The whole kit is customisable,” adds Dave. ‘There are

going against it on the battlefield.’ various head plates and horns that change the

While Dave was busy with the creature, Martin was appearance of the beast, which, coupled with the various
working on the howdah. ‘I had two main objectives,” he howdah types, means you can have loads of Stegadons
says, ‘It needed to be more than just a wooden platform in your army and no two will look the same.”
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Stegadon head

S

Stegadon tail plate
don tail tip

Stegadon back

Stegadon neck

Stegadon side

Pelvic plate

Stegadon crest

Stegadon front leg
hind leg
Stegadon large horn
Stegadon small horn
Stegadon spike
Small howdah spike
Large howdah spike
Skink crew bodies
Chieftain body
Priest body
Chieftain head
Priest head
Chieftain’s club
Chieftain’s dagger
Skink clubs
Chieftain’s spear
Priest’s staff
Two handed javelin
Skink javelin arm
Skink javelins
Howdah shields
Skink dart arms

Bow crank arm

26 WHITE DWARF

DESIGN NOTES




Giant bow

Quiver

Skink bolt arm
Priest tail

Chieftain tail
Banner arms
Howdah totems
Howdah small base
Throne sides

Giant bow top
Howdah back
Howdah rear side
Howdah supports
Giant blowpipe
Engine pylon
Engine totem
Totem

Stone tablet ;
Howdah front side
Throne back
Engine connectors
Throne seat
Howdah crest
Howdah large base
Trophies
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A typical Lizardmen army,

Collecting an Army 8 Liecnan 4y,

. 4 comprising massed regiments of
With the release of the new multi-part plastic miniatures bolstered by
plastic Temple Guard and Stegadon kits, a some key metal models. (
large part of the Lizardmen range is now '
available in plastic. This is great news for
budding Lizardmen generals, as it allows
you to quickly collect large Core
regiments, as well as giving you a versatile
range of weapon and assembly options, so
that no two spawnings need be alike.

The first step in collecting a Lizardmen
army is to form a solid core and expand
the army from there. Big blocks of plastic
Saurus are the secret to building a strong
centre that the rest of your army can hinge
upon. You'll also want both Skink
Skirmishers, to harass the enemy flanks,
and Skink regiments that march in line
with the Saurus. These units can help to

€ € Big blocks of
plastic Saurus
are the secret
to building a
strong centre.9 9

channel the enemy into the Saurus, freeing
your Skink regiments up for a flank charge.

With your main battleline formed, it's
time to look to the Special choices. Temple
Guard are a must, simply because they are
hard-as-nails and will refuse to run,
allowing you to anchor your whole army
around them. Another great kit are the
Cold One Cavalry. These are the shock
cavalry of the Lizardmen force, ideal for
protecting your flanks or, just as easily,
going on the offensive if your enemy is
proving reluctant to engage your tough and
intimidating battle line.

Once you've built up a sizable army
with the plastic kits, you can enhance the
force with the addition of the metal heroes,

and elite models like Kroxigor. Look at the
models that will best complement your
core force, filling the gaps in your army’s
offensive or defensive capabilities.

For example, Slann Mage-Priests are
incredibly powerful Wizards, and you can
buy additional Disciplines to increase their
effectiveness even further. Furthermore, the
addition of a Slann Mage-Priest ensures
that your Temple Guard unit will stay put
in all but the most extreme situations. You
can even upgrade your Slann Mage-Priest
to be your Battle Standard Bearer, and
equipping him with a magic banner will
give the army a boost on the battlefield.

Finally, Hunting packs of Salamanders
and Barbed Razordons round the army off,
nicely bolstering its offensive capabilities i
the Shooting phase.
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HUNTING PACKS

The life expectancy of a Skink Handler is
not high, as it is their role to goad the
ferocious Lustrian predators into action.
Salamanders shoot deadly, flaming bile
that can sear flesh from bone and have
enemy soldiers clawing at their armour as
the acrid venom eats through the metal
and onto their skin. Barbed Razordons
shoot vicious spikes from their hide with
a powerful muscle spasm. When
threatened they can release a hellish
fusillade of spikes that will slay all in

the immediate area.

Lord Kroak is ancient, his
spirit barely tethered to
his mummified body. Yet
he will still march forth
when the situation is dire
enough, to see that the
Great Plan is enacted.
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PAINTING LIZARDMEN

We asked the ’Eavy Metal team to share a few simple painting
techniques to get your Saurus Warriors ready for battle.

2DD

LIZARDMEN SKIN

Step 1. Start with a basecoat, using Step 2. Begin highlighting the skin Step 3. Continue adding highlights Step 4. Finally, apply pure Ice Blue
2 1:1 mixture of Regal Blue and by applying Hawk Turquoise to the with a 1:1 mix of Hawk Turquoise to the most prominent areas for the
raised areas of the model. and Ice Blue. final highlight.

Hawk Turquoise.

LIZARDMEN SCALES

5595

T ———

Step 1. Give the scales a basecoat Step 2. Shade the whole area with Step 3. Highlight the edges of the Step 4. Use Space Wolf Grey as
of pure Regal Blue, but don’t worry a heavy coat of Badab Black. scales with a 1:1 mix of Ice Blue the final highlight, applying it to
and Regal Blue. the side of the scales.

about covering the recesses.

SHADES OF BLUE

Just as Orcs are green, Lizardmen are
blue. Of course, limiting your palette
doesn’t mean limiting your creativity.
Here are some great examples that
the 'Eavy Metal team came up with.

The standard bearer has been The Saurus above has had a

This Saurus drummer is painted The skin of this Saurus has a
in Ice Blue and Hawk Turquoise greenish tinge, while the scales painted with extremely dark mottled effect painted onto its
as detailed above. have a blue-grey tone. blues, with bright highlights. pale skin.




SHIELD SCALES

W oo

Step 1. Basecoat the scales of the Step 2. Highlight the scales with Step 3. The scales can then be Step 4. Finally, highlight the edges
shield with Scab Red and then give Mechrite Red, covering all of the detined with a fine highlight of of the scales with a fine line of
them a Badab Black wash. area except the depressions. Blazing Orange. Vomit Brown.

L X

Step 1. Paint the trim with a 1:1 Step 2. Apply a highlight of Step 3. Paint a further highlight of Step 4. Use a 1:1 mix of Burnished
mix of Shining Gold and Scorched Shining Gold all around the Burnished Gold onto the edges of Gold and Mithril Silver for the final
Brown, followed by a shading shield’s trim. the trim. highlight on the shield trim.

wash of Devlan Mud.

NAWAYVZI

GoLp DETAILS

EXTRA DETAILS

The bony protrusions ' Paint the eyes with
are first painted with « a mix of lyanden
Khemri Brown, then Darksun and Skull
highlighted with ! White, The teeth can
Bleached Bone. To . be painted Bleached
finish, they are given a \ ¥ z Bone and highlighted
highlight of Skull & with Skull White.
White on the edges.
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IN-STORE THIS MONTH

Since Time Immemorial the scions of the Old Ones, the Slann, and their
squamous reptilian minions have followed the prophecies of their forebears
and guided the destiny of the Warhammer World. Harnessing magical powers
undreamt of by even the most adept of the Elven Mages, they smite their foes
with arcane energy; remaking the world around them, allowing their savage,
primitive Saurus Warriors to crush all who would stand before them.

This month sees the return of the Lizardmen
as, amid earthquakes and unnatural storms,
their new Army Book bursts into our stores!

Come down to the stores and get primative!

7th-8th February 2009

All this weekend, and throughout the month
of February your local Games Workshop
store will be running myriad Lizardmen
themed activities. For example:

e Legendary Battles. Pitching the legions of
the Slann against the younger, upstart
races for mastery of a world!

e Behemoth! Painting and modelling the
amazing new plastic Stegadon.

Ring your local store_for details.

* Spawn! Lizard regiment construction and
painting sessions.

e Stegadon Racing! In this ancient training
ritual, the gargantuan beasts are fed a
volatile mixture of jungle leaves and then
raced around an aeons old circuit through
the tropical vegetation of Lustria.

e Building Lustria. Making jungle terrain
and Lizardmen ruins and cities.

Get down to your local store and find out
about the exciting Warhammer Lizardmen
themed events and activities they are
running.
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THE L1IZARDMEN MINIATURES RANGE

You can now build a Lizardmen army almost entirely out of plastic! That
makes it quicker than ever to build a force ready to enact the Great Plan.

SAURUS
WARRIORS

SAURUS WARRIORS

99120208003 $30

This box set contains 16 multi-part plastic models including champion, standard bearer and musician. Saurus Warrior with spear and shield
The models can be assembled with either hand weapons and shields, or spears and shields. 1 s

SKINKS

Skink with blowpipe

SKINKS 3 \
9912020800 $30
This box set contains 24 multi-part plastic models, including 4 champions and 20 skinks.
The models can be assembled with either hand weapons and blowpipes, or javelins and shields.

COLD ONE
CAVALRY

COLD ONE CAVALRY
99120208006 $30
This box set contains 8 multi-part plastic models, Cold One Rider Champion
including champion, standard bearer and musician.

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




TEMPLE GUARD
99120208009 $25
This box set contains 10 multi-part plastic models including

Temple Guard ; i
P & champion, standard bearer and musician.

STEGADON

The howdah can be fitted
with two powerful
weapons — either the
high Strength giant bow
or the giant blowpipes,
which are capable of
filling the air with deadly,
poisoned darts.

dONVY STANLVININ NIWAHVZI] dH],

the awesome Engine of the Gods,
weapon feared by all the

STEGADON
99120208008 $40

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices
comect at time of going 10 press, please contact us for current availability and Games Workshop prices. Prices quoted are for products sold by Games Workshop through its own
), = stores, catalogue or website. Independent retailers are responsible for determining their own prices.
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Those w
tactics out
are doome
armies that h}

Intrepid games

developer Jeremy
Vetock has gone to
unimaginable lengths
to pen this article,
interviewing an unruly
mob of the Studio’s
most notorious Ork
players and even
cornering a grizzled

Ork Drillboss.

AAAAAAAAA
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BOOT KAMP

ho think there are no Ork - |
side of the headlong,charge
d to join the countless

ave already been stomped.

el
| .
/,

surging forward to unleash a howling

storm of violence is known and
rightfully feared across the universe. But
how have the greenskins earned such a
fearsome reputation? After all, many see
the low-browed, knuckle-dragging Ork as
having a head full of teeth and muscle and
little else. And they’d be right. But don't
underestimate what those unthinking
savages can do to an opposing army in a
single blood-spattered moment.

The following tactics have been
compiled from not just the author’s own
Waaagh!-filled experiences, but also from
many of the Studio’s most infamous Ork
Warlords. You'll find some of their more
coherent commentary scattered throughout
the following pages.

When compiling this article the Studio’s
most dangerous Ork Warlords were
interviewed and their most devious tactics

T he image of a green tide of Ork Boyz

revealed. Look for a more in-depth profile’
of many of the Ork players featured in this;
article, as well as photographs of their
armies, on the Games Workshop website,
Of course, you'll probably notice, as | did}
that none of their forces look nearly as
formidable as my army. And any of those ¢
guys that say they beat me — well, that's
just bombastic bravado, unworthy of your
attention. No one likes braggarts.

While every Ork player had his own
inimitable style, ALL of them began with
some variation of the ‘too many targets’
approach. Basically, this means flooding
the tabletop with as many Ork warriors
and war machines as you can fit on it in
effort to overwhelm an enemy, forcing
opposing players to make difficult
decisions about target priority while
everything advances en masse. Which
leads us nicely to the first and foremost of
all Ork tactics... The Surge.




any opposing commanders think
MOrks simply bellow Waaagh! and

charge. This is often true and it's as
good a place to start as any. Lining up your
Orks as far into your own deployment
zone as you can and racing towards the
enemy is not only a viable greenskin tactic,
but often a game-winning one too. It is a
battle plan Orks themselves highly respect
and it is easily the most common assault
plan adopted by up-and-coming (i.e. new)
Warbosses. The headlong assault sends
everything hurtling forward towards the
enemy. Pretty much as straightforward as
beating down a rival and taking his teef.
And it is. But remember, to be successful a
surge attack must not only hit the enemy
lines, but must do so with enough impetus
|eft to smash the foe. There are countless
formulas of troops and deployment to
make this sledgehammer tactic work, but
most Warlords start off with a hard core of
Ork Boyz.

L

kAAAAAAAAAAAAAAAAAAAJ
Listen Up, Laoz!

Jeremy’s Own Approach: ‘If yer want ta
) learn ta be a Stormboy ya gotz to learn
about Taktikz. Da first thing to learn is ta
chargg forward and smack sumthin’.
Datz just wot a Warlord learns too. I call
it ‘Plan A’, but some just call it ‘Git ‘em’”.

\AAAA,A-AQAAAA,AAAA_A__A_AAAAA’AT:HQ’?AA‘AAAAAAAAAAAA'A*M
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Ork Stormboyz are suspiciously disciplined. Unlike the
majority of their anarchic brethren, Stormboyz are keen
on marching, drilling, and any form of martial exercise.
Perhaps it’s a young Ork’s way of rebelling, but most of
these Orks outgrow boot polishing and leave the
Stormboyz for more traditional mobs. Some few,
however, find the organised ranks, saluting, and more

| trivial details of warfare (such as battle plans) simply

| irresistible. These hardcore veterans often end up as

| Drillbosses ~ Nobz tasked with training and leading

T —— .-

new recruitz from Boot Kamp through to fully rokkit-
packed Stormboyz. When not on the battlefield, a
Drillboss likes nothing better than rigorously parading
young recruits, designing bloody and often lethal
training sessions, and drawing up unfeasibly complicated
war plans using the medium of sticks and mud. When
battle calls, Drillbosses tend to get overexcited and
forget their tactics, leaping straight into the thick of the
fighting. After the battle, however, it will be back to the
drills, training and battle lektures.

RAAAAAAAAAAAAAAAALAAAAAAALMAALALALALAALMALAAALAAAAAAA
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STACKING YOUR SURGE ATTACK

Over the millennia some opponents have
learned to expect and counteract
straightforward Ork surge attacks. Against
such almost-worthy foes a Warlord will
have to apply a bit more kunnin’. It’s true
that Orks aren’t intelligent, but when it
comes to warfare even the most squig-
brained Warlord can flash out a brilliant
moment or two of low cunning.

Those unused to fighting the Orks will
find it hard to believe that a race known
for festooning wargear with extra,
meaningless rivets as status symbols or
worshipping mounds of their own dung
can optimize assault bands into near-
perfect blends of killing power. But it's
true. A few fine-tuned adjustments on the
attacking front can turn a headlong rush
assault into something far craftier. The most
successful Ork Warlords instinctively know
what mix of troops to use to crack an
enemy gunline, be it Imperial Guard, the
Emperor’s Finest, or any foolish enough to
stand the charge.

kAAAAAAAAAAAA

LISTEN
Up, Laoz!

Fil Dunn’s Goff
Hornz Attack:
You've got a fast
flank, a hard
flank, and Boyz in
the centre.

BOOT KAMP
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The best of the best have perfected the
basic ‘git ‘'em’ type attack, but here are
three other classic variations for you to
think about:

First up is the tactic of hurling Orks at
the enemy. This involves mobs of Boyz and
lots of "em. Bury da foe!

6b ]’hc.mo.st successful Ork Warlords
instinctively know what mix of troops
fo use fo crack an enemy gunline. 99

Secondly, try hurling Orks at the enemy
at speed! A mekanized force of Boyz in
Trukks and Battlewagons gets you there
‘right quick’, which can’t be a bad thing.

Finally, hurl the "ard stuff at the foe
instead of Boyz, such as Deff Dreads, Killa
Kanz and Battlewagons. There ain’t many
of 'em, but they’re ded "ard".

AL AN B0 < OO
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Up, Laoz!

Phil Kelly’s Wave
Attack: ‘1 like
Trukks; they’re

) fast, fun, and
kinda dumb! | lead the attack
with three Trukks. Why three?
One will get blown up, one will :
aIp’mst make it, and the third
will strike the foe. Regardless,
wave two is advancing and
running while they’re dealing
with the first wave!”
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charge with something even more

devious than stacking a Surge. These
cagey Orks have learned that the best way
to get the bulk of an army into combat is to
distract their foes. This can be simple, like
deploying a shooting-magnet such as a
Looted Wagon with a boomgun on the
frontlines. Such a weapon is sure to attract
attention of the worst kind.

A notch sneakier is the Kommando

. squad. A Kommando unit using its Infiltrate
. rule can set up dangerously close to enemy

lines and is sure to be top priority for
enemy firepower. A burna can add some
quick-hitting power to a flanking force
facing infantry, while a Nob with a power
klaw can wreck a tank in a hurry. Including
the infamous Boss Snikrot will allow a
Kommando unit to enter play from any
board edge — perfect for launching assaults
where they can do the most damage.

Likewise, as a distraction Stormboyz
draw an inordinate amount of enemy fire.
After all, the only thing worse than Orks
approaching is Orks approaching even
faster. It is hard to top the kind of
destruction and distraction Boss Zagstruk
and his deep-striking Vulcha Boyz can
deliver to an enemy’s defensive perimeter!

The simple idea is to cause maximum
disruption with your distraction unit(s).
Players must resign themselves to the fact
that their destructive rogue agents will
probably be gunned down. All of these
distractions dish out a lot of killing power,
but none are great at taking it. That's okay,
as they were only a ruse to draw a swathe
of firepower from the main advance. It's a
brutal life being an Ork, even an elite one.

SDme Warlords perfect their frontal

"Now as | was sayin'.. say. is dat a squis?
The Drillboss looked wide cyed and po:ptr.d
at the ground behind the circle o[. attentive
recruits, Most of the Stormboyz-in-training
didnt flinch or turn. They were learning. But
the slow one, Gurgetz, turncd. 2 look of
husgry anticipation on his slack-jawed face.

Drillboss Krubnutz delivered a klangx.ng
blow to the back of Gurgetz head, denting
the side of his steel helm. The recruit fell to
the ground and without a worsl thr.‘ :ntir.c
group gave him a good kickin' until their legs
were tired. _

Over the din the Drillboss continued the
‘hloﬂ. “You'll have noticed dat Gurgctziih:rc
" 'l distracted. Distraktion is 2 good trick and_
_‘ sumfing you could learn from any Blood Axc.

SiaAAAAAAAAAAA

Listen Up, Laoz!

Jeremy’s Own Approach: ‘With any one of the two
distractions (in Yellow) you will greatly increase the
chance of your Boyz and Dredds getting in to
combat. The enemy won’t know what to target
while his real demise (30 strong Boyz mobz
supported by Deff Dreads) hurtles towards him.”

Equip all Deff Dreads
with extra close combat
weapons - they’ll be
running, not shooting!
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invariably, a bunch of great Oddboyz.

In a battle the most useful Oddboyz
are the Mekboyz, Painboyz, Weirdboyz,
and Runtherds. The seldom-mentioned
latrine engineers known as Dropboyz don't
alter the course of many battles, but it can
be imagined they might be appreciated
around an Ork kamp.

Most Oddboyz make their associated
Ork units even more dangerous. For
example, a Painboy gives his Nobz mob
the Feel No Pain special rule (basically a
4+ chance to ignore wounds from most
weaponry) and the ability to upgrade to
cybork bodies. That can make a tough
Nobz mob infinitely more survivable.

Meks in a mob of Lootas can add their
kustom mega-blasta to the unit’s firepower.
Should they all be loaded up into a
Battlewagon they can shoot out (it's open
topped!) and Meks can attempt to repair
immobilised or weapon destroyed results

Behind most great Warlords is, almost

.
LAAAAAAAAAAAA

Listen Ue, Laoz!

inflicted upon the vehicle. Not bad for a
free upgrade. A Big Mek with a shokk
attack gun deserves special mention for not
just sheer entertainment value, but real
hitting power. Your foe may laugh at the
zaniness of such a weapon, but drop that
large blast template on his favourite squad
and you'll wipe that smirk away fast.
Unless it all backfires, of course, in which
case stick with the earlier comment about
being entertaining.

Don't overlook Runtherds, as their
Gretchin charges are ideal at soaking up
enemy firepower, blocking line of sight,
and sitting on objectives. More than one of
the Studio’s Ork players commented that
they want their Boyz going forward and
killing, not sitting around holding
objectives (even if they are game-winning)!
As cheap Troops choices, Gretchin can
hold the fort (well, sort of) without forcing
a Warlord to sacrifice any of the more hitty
choices in his army.

JVVVVVVVVE

Matt Holland’s Force Field: Matt favours a
Big Mek with a kustom force field deplf)yed
in the centre of his footsloggers. All units

with a model within 6" gain a
Just make sure to place the Big

54 cover save.
Mek himself

in a unit so he doesn’t get picked off!

BOOT KAMP
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burna and an Attack
Squig. That gives him
five Strength 5 power
weapon attacks on the
charge. Perfect for
slicing through a heavily
armoured enemy squad
such as Space Marines,
Necrons, or Eldar
Aspect Warriors!

Equip a Big Mek with a

-
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LiSTEN
Ue, Laoz!

Alex Boyd'’s

Shootas:

Alex relies on

a mob of 30
shoota Boyz led by a
Weirdboy Warphead.
That's some serious
firepower plus the chance
of some pyrotechnics from
the Warphead. The ideal
result is the Warphead
teleporting the whole mob
anywhere on the table.
They can’t assault in the
same turn, but unleashing
60 Strength 4 shots at

int-blank range can ruin

any foe’s battle plans.

weapon upgrades all have their share
of supporters. What to one player is a
troop type that you would never go to war
without, is to another a wholly
unsatisfactory choice. These eternal
questions will cause any Ork Warlord
worth his wargear to wade in. Do you
prefer big shootas or rokkits in your Boyz
squads? Or should you forgo shooting
altogether and simply run towards the
enemy? For an HQ choice would you go
for Warlords or Big Meks or Weirdboyz?
Are shooty Battlewagons or transporty ones
a better option? And the list goes on.
In perfect greenskin lack of harmony,
the various Ork players scoffed at each
- other's best kunnin’ tactic, denied the
sanity of each other’s game-winning plans,
and disparaged each other’s physical
{dppearance (note, that last point has
nothing to do with the article but is
generally indicative of the lack of respect
and jealous ire that hangs tangibly in the
dirbetween rival Warlords). All of which
‘perfectly supports the brutal fact that Orks
are coming to whack your army, but each
ord will attempt to do so in a different
. And indeed, so varied and lethal are
many troops, weapons, and savagely
in’ kombinations in the Ork Codex,
even the same Ork Warlord will not
! beat you the same way twice. But
ight do it anyway - just 'cos.

The finer details of army selection and

Vs
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Listen Up Laoz!

Adrian Wood'’s
fight da shooty stu
into close combat
Squad, but ma
Squads with

Plan: ‘Shoot da fighty stuff,

ff.” In other words, get
with their Devastator
ybe soften up their Assault
plenty of dakka!

A

e
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Tournaments

Games Workshop holds
Throughout the course of
the year Games Workshop
holds multiple tournaments
and events across the
country. In addition, there
is a independent
tournament circuit (fondly
known as the Indy GTs)
allowing for an even
broader range of
experiences. For more
information on Games
Workshop hosted
tournaments check the
community and events
section of the Games
Workshop website,
www.games-workshop.com
and
www.gwuscommunity.com.
For more information on
the indy GT circuit check
www.indygt.com.

This month, White Dwarf’s favourite Antipodean and resident
tournament junkie sets out on a journey into the world of The
Lord of the Rings Grand Tournament. Christian Byrne explain
how this latest adventure began...

little over three years ago, starting out

by playing in various Warhammer

00 events. After chatting with Adam
Troke and a few of my regular opponents
around the Studio, I've been tempted into
entering the next The Lord of the Rings
Throne of Skulls Grand Tournament. I've
had an Isengard army knocking about for
some years and had played some games
with them, but only with fellow novices, so
| dusted them off and set about getting
some practice games in.

| started off by playing Adam over the
course of a few lunchtimes. He's a real
expert so | didn’t expect to do all that well.
What | did receive was instruction on the
finer points of tactics in The Lord of the
Rings and | was taken aback by just how

I first began my tournament journey a

WHITE DWARF  PREPARE FOR BATTLE

tactical the game could get. However, this &
realisation didn’t stop me losing, as by this
point most of my Uruk-hai were dead or
running, so the game went to Adam.

My decision to enter a tournament isn
purely based on enjoyment of the game
— | mainly enter for the challenge of
competing for the Best Painted Army
trophy. I've got a couple adorning my
mantelpiece already, but would like a few
more! Whenever | paint an army, it's with
that trophy in mind.

My approach to picking an army sten
from the same motivation as entering a
tournament, and not at all based on
picking an army to beat the hell out of an
opponent. Instead, | see a miniature | lik&
and paint it, then | see another one | like
and | paint that too, and so on. The




beautiful thing about The Lord of the Rings
is that you can pick different elements to
build into your army or you can theme
your army to one range, which really
supports my method of collecting.

My lIsengard army is exactly as you
might expect: Saruman, a Troll and plenty
of Uruk-hai. For my Good force | decided
to go with a stalwart army from Gondor;
from the Tower of Ecthelion led by Boromir
of the White Tower, to be precise. In
addition | have included a small
detachment of Grey Company as well as
Legolas, to menace my nent from afar.

Adam Says. ..

‘Christian is well known around the Studio
as an accomplished general in Warhammer
40,000, so it was fun to take to the field
against him in The Lord of the Rings. I've
been merrily chuntering on about my

escapades with my frie ountant Ben
at various The Lord of the Rings GTs, and
Christian liked what he heard. Since he

.~ already has quite a few Isengard models

. painted, he's focusing on them, which is

cool — there’s no better reason to collect an
army than a fondness for the models.

‘For our first game | unleashed a
particularly effective army against
Christian. The game was very one-sided
and my Dwarves, led by Gandalf the Grey
blew Christian’s Isengard force out of the
water. What was great about the game, f.
better than the winning, was the discus
that we had about the rules as we played,
and the moment that Christian
That’s not meant patronisingly, and | know
he won't take offence... You see, with The
Lord of the Rings there comes a moment
when the penny drops and you realise just
how intricate the game can be. In the last
few turns of the g__,ame, Christian’s tactics
visibly went up a gear and, though he still
lost, Christian launched a spirited counter-
attack in the dying moments.

‘I'm really excited to see what he can
do when he turns his wargaming powers to
The Lord of the Rings... he’s promised to
make our next battle a real slobber-
knocker, and I'm really looking forward to
it. “May the best Dwarf win!"’

IC ORD#RINGS

GY BATTLE GAME

War f\p;_’ram‘/zc’_u'. s

The escalation of the War
of The Ring will see the
armies of many players of
The Lord of the Rings
strategy battle game swell
to epic proportions. The
good news is that most
armies have boxed sets
containing 24 models,
allowing you to divide
them neatly into 3
companies (as Mat
pointed out in his War
Journal, there are 8
infantry models per
company). While
preparing for the Grand
Tournament, Christian
bore this in mind, saving
unused models from his
Uruk-hai, Warriors of
Minas Tirith and Rangers
of Middle Earth box sets.
He plans on adding ranks
of archers and fresh
spearmen to his Good
army, backed up by
Rangers of the Grey
Company, while the
Legions of the White
Hand will soon be a forest
of pikes, just like in the
Two Towers movie.
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Wormtongue

Grima Wormtongue is a
handy addition to an
Isengard force. He's cheap
at only 25 points and the
Good side cannot attack
him until Saruman is
dead. His mere presence
forces the enemy to use
twice as many Might
points within 6" of him,
which depletes a Hero’s
reserves quickly. It allows
the Isengard force a better
chance of making those
all-important Heroic
Moves which can only be
countered by a Hero
spending two points of
Might rather than one.

TSENGARD ¥

LEGIONS OF THE
WHITE HAND

Saruman
170 points

Grima Wormtongue
25 points

Uruk-hai Captain
Heavy armour and shield
60 points

18 Uruk-hai Warriors
6 with shiel#s, 6 with
pikes, 5 with crossbows,
1 with banner
214 points

4 Uruk-hai Berserkers
60 points

1 Isengard Troll
110 points

ISENGARD RAIDERS
Vraski
60 points

TOTAL 699 points
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Battle 1: Against the Dwarves

Saruman leads his Uruk-hai, accompanied by an Isengard
Troll, to destroy a numerically superior Dwarf force.

When Adam looked at my army and said,
That's not all that many Uruk-hai, you
know’ my immediate reaction was ‘well 1
plan on bashing Dwarves with this here
Isengard Troll that | spent ages painting.’
Ten minutes into the game, when my Troll
had been peppered full of arrows and
finished off by Drar, | suddenly realised
that | needed more models — | would lose
the scenario if my force was reduced to a
quarter of its starting strength, and Adam’s
army already outnumbered mine.

But that wasn't to be the end for the
White Wizard and his band of barbaric
minions. After a couple of bad turns of
rolling, | started to knock Dwarves down
and, with Adam’s sagely advice guiding the
movement of models, | realised the full
power of Saruman’s Sorcerous Blast. With
the Dwarves temporarily down, the Uruks
pounced on the ones still standing and
successfully whittled down their numbers.

Grima Wormtongue also proved his
value, trailing behind the Dwarf battleline
and hampering the enemy’s use of Might. |
gleefully watched as Adam tried to
manoeuvre his Heroes away from him to
make those much-dreaded Heroic Moves.

Lucky breaks were not going to be enough
as the Uruk-hai gradually lost ground to

the superior numbers of Dwarves; Saruman
was mobbed and cut down, which allowed
Gimli to beat up Grima. Eventually victory =
was his, but | had started to learn the ways
of the White Wizard and another big
lesson: bring more men!

Adam Says. ..
“This game was a complete contrast to our
first battle — Christian came out of the
blocks swinging hard and definitely had a
plan in mind. He cheerfully accepted my
advice to trail Gimli and Murin with Grima &
and once | explained the finer points of
Sorcerous Blast, he was soon bowling i
Dwarves over left and right. f
“This time the army | had taken had no i
stricks” to it. Just a lot of Dwarves led by a
few mid-level Heroes. That, unfortunately
for Christian, was his undoing — he !
exposed his Troll (beautifully painted
though it is) too early and | shot it down
with a couple of decent volleys. | think
he’ll agree that his tactics have come ona |
long way since our first game — | can’t wail |
i
|

to see what he comes up with next.’
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In my next game | was using my Good
army, which used the Tower of Ecthelion
list as its basis, along with Grey Company
allies. Learning my lesson from the last
game, | decided to borrow some extra Men
of Minas Tirith to bolster the size of my
army, although this came at the expense of
Prince Imrahil and four Knights of Dol
Amroth. Starting with more men was a
idea as my opponent, the Studio’s
guru Chris Peach, had a large
phalanx of Easterling Warriors backed up
. by Kataphracts, Haradrim Archers and
‘Khamdl the Easterling riding a Fell-beast.
olas, Halbarad and the Rangers
centrated their fire on the Fell-beast,
bringing the monster down early.
I then had Boromir lead a force of
warriors forward while another group
nked left to attack the Easterling
tion from the side. At this point | was
ing on Boromir to press the advantage
centre with the aid of Legolas and
ad. | also broke off six Warriors of
Tirith, swinging them to the right to
e the now dismounted Khamal and
im from ensorcelling any of my
. The combats proved to be slow
the Men of Gondor and the
ings are heavily armoured. With a
-placed Might points | gradually
them down and the Warriors on
apsed the enemy flank, which
ge ngmber of my guys to

Battle 2: Raiders from the East
Troops from Minas Tirith allied with the Grey Company go
forth to intercept the forces of Khamiil the Easterling.

PREPARE FOR BATTLE!

support the embattled Heroes in the centre.
Towards the end of the game Chris had
wounded a few of my Heroes, and Adam
was dishing out handy tactical advice to
help Chris trap and slay Boromir. But in the
end victory was mine.

Adam Says. ..

‘I turned up to watch this game after eating
my lunch and saw a very bloody battle in
full flow. Christian certainly had the
advantage when | arrived and so |, in the
spirit of mischief, began offering advice to
Chris Peach. Funnily enough, despite the
objective of the scenario (kill the enemy
leader) neither player was making
particular inroads in that direction. | subtly
suggested to Peachy that he might like to
use Khamdl a little more aggressively and
Compel Boromir, to better isolate him.
‘Peachy pulled off one of the best
magical muggings I've ever seen, drawing
Boromir right out of his lines and
surrounding him with several heavy hitters,
and to be honest it looked like the game
was in the bag, but Christian wasn’t done
yet. Using a string of well-placed Heroic
Combats, Halbarad helped Legolas win his
fight, who went on to drag Khamdil out of
the fight against Boromir and kill him.
‘Each game, Christian is refining his
army a little more, and his tactics are
constantly improving. I'll not be as
confident of victory the next time we play.’

THE TOWER OF
ECTHELION

Boromir, Captain of the
White Tower

Shield

180 points

25 Warriors of Minas Tirith
24 with shields, 14 with
spears, 1 with banner

238 points

THE GREY COMPANY
Halbarad

65 points
1 Rangers of the North

25 points
1 Dunedain

24 points

8 Rangers of Arnor
3 with spears

67 points

THE FELLOWSHIP
Legolas
Elven cloak

100 points

TOTAL 699 points

Might Makes Right

A character like Boromir
is capable of brutalising
the enemy in combat, by
upping his attack and
wound rolls with Might
(and he has six points,
which is nothing to sniff
at). Having another Hero
close by to spend Might
on Heroic actions leaves
Boromir free to use his
Might to kill off enemy
warriors and characters,
that is if the Horn of
Gondor doesn’t paralyse
them with fear and
prevent them from hitting
him at all.
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Aiming for Victory

Tournaments attract some of the best painters in the land,
which means winning the Best Painted Army prize requires

something a bit special — Christian offers some tips.

| have a couple of awards for Best Painted
Warhammer 40,000 Army (Oh, do stop
going on about them — Ed) and have
learned that winning the coveted prize
means that your army needs to excel in
many different areas to successfully capture
the hearts and minds of the hundred or
more players who vote at every event. Of
course, your painting needs to be up to
scratch, but I have found that even if you
have a well-painted army it needs to be
presented well. Unifying colours are
essential so the army is tied together and
bright, clean colour schemes stand out well
in your average gaming hall much more so

will see the standard of painting.
Contrasting bright colours on an
otherwise dark army also works.
For Uruk-hai, for example, I've
painted the armour with sharp
silver highlights and white
handprints, which are then set off
by the dark armour and skin.
Some players go the whole
way and mount their armies on
scenic bases, which can, if
done properly, make the army
stand out more than most. But
placing a dark army on a dark
base on a green table will only

look like a dark patch to the
passing spectator. My advice is
simple: assume that no one is
going to take a closer look at your
army, so make sure that you go out
of your way to get people’s
attention, never forgetting to paint
your army tastefully.

I than darkly painted armies.
Of course, don't let this put you off

from painting a darker army; just remember
i that a darker colour palette requires a little
| bit more thought. Good conversions and
(| freehand painting will capture the interest
\ of judges and players, drawing them in to
look at the army closely. It is then that they

PAINTING ARMOUR

| In my two armies most of the warriors are wearing plate mail of some description. Here are my techniques for
painting the armour of my Uruk-hai and Warriors of Minas Tirith.

| Urub-hai

Carefully paint the edges of the -
armour Mithril Silver to rep
recent battle damage. Additio
washes of Badab Black can be
used to tone these down a bit

Paint watered-down Vermin Brown
in the recesses to create a rusted,
aged look.

Apply three or four coats of Badab
Black to darken the armour as
much as possible.

Paint the armour with a slightly
watered-down, even coat of
Boltgun Metal.

Warriors of Minas Tirith

-

v

-
Apply Badab Black in the
recesses to create extra ol
on the armour. o

Paint all the panels of the armour Vo
Mithril Silver, leaving the wash

showing in the recesses.

Apply a liberal wash of Badab

Apply a coat of Mithril Silver to
Black over the metal areas.

the armoured areas, watering it
down to make sure it’s even.

I
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Christian’s Gallery

Both armies will be finished by the time you read this, but here is a glimpse at
some of the models that Christian hopes will do him proud on the day.

Legolas Boromir of the White Tower Halbarad Ranger of Arnor
"' ¥ 8 Ii

Warrior of Minas Tirith Ddnedain Saruman Grima Wormtongue Uruk-hai Berserker

As one of the centre-
pieces for the army,
extra attention was paid
to detailing the face of
the Isengard Troll, in
particular the eyes.

Uruk-hai Isengard Troll
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Last month, Mat Ward
lifted the lid on the
forthcoming War of
The Ring game. This
month he returns to
take a closer look at
the mechanics of the
new game.

s | recall, last time (before 1 ran out of space) |
Aslarted explaining what a War of The Ring army

looks like, and promised to give a few details (or at
least hints of details) about the rules. Well, first things first —
before | start wittering away on details of how the game
works, what's the game all about?

Remember the first time you read The Lord of the Rings
(or, | guess, watched the films — pfah! Go and read the
book too — it’s more than worth the effort) and were swept
away by glorious battles at the Pelennor Fields, Helm'’s
Deep, Isengard, the Black Gate, Pelargir and many more?

Van Sournz

Well, that's what we're going for here. Not small
skirmishes, but battles of an epic scope: cavalry charges
that crush all before them, splintering clashes of
shieldwalls, rampaging monsters battering through stalwart
defenders, mighty heroes hacking their way to victory. In
short, we're going to recreate the great battles that the story
of The Lord of the Rings always promised, and we're going
to do it in cataclysmic style!

Scaling Up
As you'll no doubt remember from last month, War of The
Ring organises your cavalry and infantry into companies of
two and eight identically-armed models respectively. It
doesn’t end there, as companies are then organised into
formations — the basic units of battle in War of The Ring.
A formation’s overall size can range from a single company
(of two or eight models) to three, four or even beyond.

So, that's all well and good, but what's the right size for
a formation? Or even an army, come to that? Well, all
formations start at the size of a single company — meaning
you need just eight models (or two for cavalry) to get your
formation started off. This, of course, is not to say that your
formations shouldn’t be larger. Single-company formations |
are very vulnerable, as they are removed once they get to
half strength, so you definitely want to add that second
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company. Beyond that, it’s really up to you — although |
should say that the bigger the formation the better, as will
become apparent later. | should also mention that, at the
time of scribbling (so if you're reading this on the internet
sometime in 2011, don’t hold me to it) the cheaper a troop
type is in the skirmish game the likelier you are to want to
field it in a large formation (you'll need more Warriors of
Rohan than Rohan Royal Guard, for example).

Army size is a bit more difficult to pronounce upon
because, to be honest, War of The Ring gets better the
bigger the game gets. While it's designed to allow play at
the smaller end of the scale — you can get going from a
single box if you so wish — to get the most from the game
you'll want at least a hundred and fifty models to push
around the table. If you’re anything like me, though, you'll
never have enough and you'll want to keep adding, and
adding, adding... Let’s face it — you'll never quite have
enough models to properly recreate the Last Alliance or the
Battle of the Pelennor Fields, but that doesn’t mean we
won't all keep going, getting ever closer to that perfect
gaming recreation with each addition to our armies.
Perhaps the best way | can guide you on this is to point
you to our website where our web team have been kind
enough to put up photos of example armies, giving you a
good idea of what your army might look like.

Right: A typical Gondor
starting force, made from
just a few plastic box sets
and led by a metal
Boromir miniature.

2 War of The Ring allows
to start small, but is really
gned with spectacular

“battles in mind, like this
Pelennor Fields game.

Two’s Company (or Maybe Eight)

‘So’, he said, realising he was probably rambling, "Why are
models grouped together into companies?’ Well, by treating
a group of models much the same way as an individual,
the game instantly speeds up. A faster game means you can
have more soldiers, and more soldiers means that you can
have bigger and more impressive battles. As formations
generally have a maximum size of between four and nine
companies, this means that each infantry formation can
potentially have up to 70 models in it. That’s a lot of
models to move, shoot and fight with individually — and
that’s just one formation! You're going to have more than
one formation, trust me on this.

None of this is to say that individual models are no
longer important — every warrior counts! You see, the
number of models in a company reflects how much
damage that company can take before it’s removed — each
time the company takes a casualty, you remove one of the
warriors. Furthermore, the number of attacks a company
can make is directly tied into the number of models left
alive. Not only is this a handy way of tracking damage
without counters, scraps of paper and other such nonsense,
it also means that, just like the skirmish game, every model
gets to fight — you'll just end up rolling the dice in batches
— and there are going to be plenty of dice to roll!
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Rattle Dem Bones

If there’s one thing every wargamer knows, it's that rolling
dice is fun, and that rolling more dice is more fun. There
is, of course, an upper limit to this, but I've found it doesn’t
tend to kick in until there are more dice to be rolled than
can be conveniently cupped in both hands (at which point
you can always go and find some smaller dice). I've never
quite figured out why this is. Perhaps it's the sense of glee
that comes from sifting through and finding yet another 6
with which to inflict woe upon your opponent. In truth, |
suspect that it's as simple as this: the number of dice you're
rolling emphasises the scale of the battle you're fighting.
Accordingly, War of The Ring does not scrimp on the
quantities of dice being thrown around.

Take, for example, a melee match-up between two
opposing infantry formations, each of them three
companies strong. That means that with twenty-four
models each, both sides are going to be rolling a minimum
of twenty-four dice — but it doesn't stop there. You see,
there’s another truism about rolling dice — it's more fun
than comparing automatic bonuses. Therefore, there are
few automatic bonuses to be had in War of The Ring —
almost everything translates into yet more dice to roll.
Charging, flank attacks, higher Fight values, and so on, all
add extra dice — set up your attack properly, and that
twenty-four dice could double. This means that whilst you
can stack the odds of a combat in your favour (sometimes
immensely) there’s no such thing as a foregone conclusion
_ the dice can be your salvation or executioner. |
personally wouldn't have it any other way. Desperate last
stands and victories snatched from defeat are at the heart
of The Lord of the Rings. ‘Oft hope is born, when all is
forlorn” and all that.

WHITE DWARF WAR JOURNAL

Of course, there’s no limit to the
of your army — this Isengard
force is a great example.

Freedom of Movement

Naturally though, the dice ain’t everything.
Outmanoeuvring your foe is an important part of any
wargame, and War of The Ring is no different. Right from
the start, | decided that the game needed to allow
sweeping and dramatic moves. Let’s face it, a game in
which the Rohirrim can’t barrel down the enemy’s flank in
short order really wouldn't be doing justice, not by a long
chalk. Similarly, Elves should be able to gain an advantage
for occupying forests, Orcs for lurking amongst ruins and,

overall, a canny player should have the opportunity to take

full advantage of the battlefield. Obvious perhaps, but no
less important for all that.

With all the aforementioned things in mind, the
movement system is designed to be as flexible as possible,
allowing players to focus on the overall shape of a
formation’s manoeuvres, rather than the minutiae of how
individual companies move. Essentially, providing that a)
the formation ends its move in a legal configuration and
b) none of the companies exceed their move, a player can
move his troops however he wishes, changing direction,
formation and frontage on the fly. Not only does this
freedom keep the game cantering along at a swift pace, it
allows large formations almost as much flexibility as
smaller ones — which is good, because we all want large
formations, right? Sounds easy, doesn’t it? Well, as a
gaming mechanic it is. Writing up the actual rules was
rather more of a challenge.

Alas, I've once more run out of space (curse these smé
pages) so I'm going to have to stop there. Pop back next
month when I'll try and stay on topic long enough to give
you the inside scoop on command companies, Heroes,
magic and Might.
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Riders of Rohan

This box contains 6 multi-part plastic
horse-lords of Rohan.
$25 3§25

farriors of Rohan

s box set contains 24 plastic
artiors of Rohan. ¥

Dwarf Wa;'riors

This set contains 24 plastic Dwarves,
with a variety of weapons.
$25 $25

warf Rangers
fster your Dwarf throng with this
of 24 plastic Rangers.

Morannon Orcs

This plastic set contains 24 of the
elite Morannon Oxcs.
$25 3425

prdor Orcs

Id an army worthy of Mordor
ythis box of 24 plastic Orcs.

Easterling§ _

Wage war on Gondor with this set of
20 plastic men of the East.
$25 $25

" fisengard Troll

multi-part plastic Troll makes a
epiece for any evil army.

b

he Lord of The Rings strategy battle game lets you relive the excitement of J.R.R.
olkien’s trilogy, and our plastic box sets are the ideal way to muster a force for war!

This set contains 24 heavily These 6 plastic knights provide
armoured plastic men of Gondor. potent shock cavalry for your army.

$25 $20

Wood EIf Warriors

This box set contains 24 plastic Elves This set contains 24 deadly archers
of the woodland realms.

Rangers of Middle-earth

and scouts in plastic.

$25 $25

The Fighting Uruk-hai Uruk-hai Scouts

This set contains 10 plastic Uruk-hai  This box set contains 24 of
with swords, and 10 with pikes. Saruman’s elite warriors.
$25 $25

There are
éven more hox sets for
The Lord of the Rings
strategy hattle game

WWW.GAMES-
WORKSHOPCOM

Warg Riders

This box set contains 6 deadly
plastic Warg Riders.

$25
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with Warhammer 40,000 - in Codex to the cut scenes in the Dawn of
particular it’s about taking the rules War computer game. If you're like me
CITIES OF DEATH and ideas presented in the Cities of Death you’ll absorb a_II of this great stuff and just
: expansion, grabbing a passing Codex: Orks  want to make it happen on the
and grafting the two together like some Warhammer 40,000 tabletop. Here’s how
deranged Bad Dok. There has been a I'd go about it.
frenzy of gaming activity centred around
the Orks recently, and as the author of the
Cities of Death expansion I've been
thinking for a while about writing some
missions and cityfighting stratagems
specifically for our green-skinned friends.
In my opinion, the coolest thing about
Cities of Death expansions such as Cities of Death is that
they allow players to really focus in on one
aspect of the Warhammer 40,000 universe.
This allows us to imagine exactly how our

VVYVVYVYYVYY T his article is all about playing around on, from the background presented in the

WARHAMMER

This expansion allows
you to take the war to

the cities of the future, ! ; ! ) ° !
with comprehensive favourite army might fight in the given

rules for urban combat. setting. What dirty tricks would Orks
employ in a cityfight for example? There’s
a plethora of inspiration out there to draw
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HERE TO START

So, you're an Ork player and you want .
to play a Cities of Death game. Obviously,
the first thing you'll need is a city!

The various Warhammer 40,000 building
sets provide all the terrain you'll need for a
Cities of Death game. The city ruin on the
right has been modelled to represent a
building held by Orks. It's been decorated
in typically Orky fashion using spare

plastic components and cocktail sticks. In
addition, the ruin has been painted as if the
Orks have been enthusiastically applying
all manner of graffiti.

This sort of project is great for people
who want to make their army fit into their
terrain, so it looks right at home. If you're
an Ork player you've no doubt amassed a
sizable Bitz Box of the sort of components
used here, so putting together enough
‘Orkified’ city ruins for a Cities of Death
game should be great fun.

A
Osk Town

This is an example of terrain made entirely
from scratch, and was built by our own
Jeremy Vetock. The buildings are
undeniably ‘Orky’ and a great amount of
time and attention has been invested in
creating them.
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Cities of Death work equally well for

all of the Warhammer 40,000 armies,
offering a different tactical challenge to
each. But if you're thinking about a
specific army, such as the Orks, then why
not invent your own missions based
around its character, history and tactics?
Here are a couple of example missions to
get you thinking.

T he Cityfighting missions presented in

You may like to discuss which
definition of Scoring Units to use — the one
given in the Cityfighting Missions section of
Cities of Death, or the one given in the
Standard Missions section of the
Warhammer 40,000 rule book. Both sets of
missions and their accompanying special
rules are intended to be self-contained, but
| would understand if people wanted to use
one over the other.

Jogs For THE BovZ

Mouin’ In

The Orks are laying waste to an Imperial city, burning anything
combustible, looting anything portable, eating anything edible (to
an Ork) and generally lowering the tone of the whole place.

SCENARIO SET-UP

The table is divided lengthways into
two halves, by drawing an imaginary
line through the middle of the short
table edges.

ﬂThe players roll-off, and the winner

chooses to go first or second. The

player that goes first chooses one of
the long table edges to be his own
table edge. He then deploys his
force in his half of the table, with all
models more than 12" away from
the table’s middle line (this is his
‘deployment zone’). His opponent
then deploys in the opposite half.

Declare the use of stratagems,
as detailed in the Cityfighting
Stratagems chapter of the Cities
of Death books.

Deploy Infiltrators and make
any Scout moves.

Start the game! Once
deployment has finished, the
player that chose his
deployment zone starts
game turn 1 with his
player turn, unless his
opponent can seize the
initiative by rolling a

6 on a D6.

Imperial Guard
Deployment

OBJECTIVE

At the end of the game, each player
receives 1 kill point for each enemy unit
that has been completely destroyed. If a
character has a retinue, the character and
his unit are worth 1 kill point each.
The Ork player receives 1 kill point for
each city ruin outside of his own
deployment zone occupied at the end of
the game.

The opposing player receives 1 kill
point for each Ork unit still in the Ork
deployment zone at the end of the game.

MISSION SPECIAL RULES

3 cityfighting stratagems each, random
game length.

Centre Point

Ork Deployment
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CLEANSE AND BURN

The Orks are facing burnination at the hands of a vengeful enemy determined
to scour them out of a humie city taken fair an’ square. Orks don’t stand for

that sort of thing, oh no...

SCENARIO SET-UP

The table is divided lengthways into
two halves. The players roll-off, and
the winner chooses to go first or
second. The player that goes first
chooses one of the long table edges
to be his own table edge. He can
then deploy up to two units from his
Elites selections and up to one unit
from his HQ selections in his half of
the table. His opponent then does
the same in the opposite half, but
must position his three units more
than 18" from any enemy units.

Declare the use of stratagems, as

ﬂdetailed in the Cityfighting
Stratagems chapter of the Cities of
Death book.

ﬂEliies and HQ units that can Infiltrate

can do so, as long as at the end of
deployment the player still has a
maximum of one HQ and two Elites
units on the table. Lastly, players
make any Scout moves.

Start the game! Once deployment

has finished, the player that chose
his deployment zone starts game

Centre Point

Turn 1 with his first player turn,
unless his opponent can seize the
initiative by rolling a 6 on a D6.

All units that were not deployed,
and were not declared to be in
reserve during deployment, must
enter the game in the Movement
phase of their first player turn by
moving in from reserve from their
own table edge, just like units
moving in from reserve.

OBJECTIVE

At the end of the game, each player
receives 1 kill point for each enemy unit
that has been completely destroyed. If a
character has a retinue, the character and
his unit are worth 1 kill point each.

The opposing player receives 1 kill
point for each city ruin destroyed during
the game.

The Ork player receives 1 kill point
for each city ruin not destroyed during
the game.

MISSION SPECIAL RULES

3 cityfighting stratagems for the Ork
player, 4 for the opposing player (one
must be Demolition, Siege Shells or
Wreckers); random game length.
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the system of choosing and using cityfighting

P erhaps my favourite part of Cities of Death is
stratagems. |'ve always wanted to write some

more, in particular stratagems that are specific to a
given race. Here are some I've written for the Orks to

use. I'm sure you can think of plenty more.

Guaro Squics

infiltrators sneaking into the city.

enemy deployment zone.

D6 Result

Raaargh! below.

AP- hits and the Squig counter is
immediately removed.

Ravenous Guard Squigs roam the area, acting both as a deterrent
against Grots breaking into the Fungus Brew store, and against enemy

 Place six Squig models anywhere on the table other than in the

* Any time a unit ends its move within 6" of a Guard Squig, the
opposing player rolls a D6 and consults the table below, adding +1 if
the unit is a Gretchin Mob, and +2 if the unit is an enemy (or,
indeed, +3 if the unit is an enemy Gretchin Mob!).

1-3 Wah?: The Squig wasn’t paying attention.
4-5  Wazzat?: Move the Squig D6" towards the enemy unit. If it
makes contact with any models from the unit, proceed as for

6 Raaargh!: The unit takes D6 Strength 4

Stassy Bitz

Orks are far from subtle when it
comes to erecting defences. In most
cases a large iron spike does the job
just fine, though especially precocious
individuals may creatively adorn these
with skulls and the like.

* The Spiky Bits stratagem may be
played upon a single city ruin in the
player’s deployment zone. This may
be a key building.

* Any unit assaulting into the building
from outside it must make a
dangerous terrain test, re-rolling
successful results,

W

Tellyporta

Tellyportas are highly dangerous devices
built only by the most utterly insane of
Big Meks. Usually they struggle to find
(willing) test subjects to try them out on,
often having to resort to herding large
numbers of Snotlings into the tellyporta
just to see what comes out of the other
end. In the heat of battle, however, it's
not hard to convince the Boyz to try the
tellyporta out if it means they close on
the enemy that bit sooner.

* When declaring the use of this
stratagem, indicate two buildings to
apply it to rather than one.

* Any friendly unit entering either
nominated city ruin during the

Movement phase may choose to be
teleported to the other tellyporta, so
long as the other building is not
occupied by the enemy. The unit is
immediately moved to the other
building, taking a dangerous terrain test
and a Pinning test once there. So long
as the Pinning test is passed, the unit
may run, assault and shoot as normal,
though it may not move any further in
the Movement phase.

e If both sides are Orks, then any
tellyporta may be used by any unit to
relocate to any other tellyporta.

Only the brave or very stupid
would use this Orky contraption
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Runnin’ Trae

When it comes to the setting up of
booby traps, Orks believe themselves
terribly cunning. They are quite
wrong, but the effects can be
devastating nonetheless.

e At the start of the game, place a
counter representing the Kunnin’ Trap
anywhere on the table outside of the
enemy deployment zone.

¢ At the beginning of the owning
player’s Shooting phase, declare
whether you want the trap to go off
or keep ticking for another turn. Roll
a D6: on a roll of 1 the opposite of
what you declared happens.

* When the trap goes off, every unit
(friend or foe) within 2D6 inches
takes 2D6 Str 4 AP- hits. In addition,
if the trap was placed in a city ruin
this will be destroyed as
per the rules in Cities
of Death.

A not-so-kunning,
Orky Kunnin’ Trap

The DropsS

Every Ork settlement contains an area
known as the Drops. This vile place
serves the dual role of cesspit and
nursery, and within it grows all

manner of unlikely fungi tended by

the smallest (and most stupid) of
Gretchin. Most Orks avoid the place
except when nature calls - other races
would do well to take heed.

* Any unit entering the Drops _
immediately takes D6 Str 4 AP- hits.
In addition, if the unit is from any
Codex other than Codex: Orks it
must immediately make a Morale
test. Vehicles that fail a dangerous
terrain test in The Drops and are
immobilised as a result are
automatically wrecked (the crew had
better batten down the hatches or
things are gonna get messy...).

* The Mek’s Workshop is dangerous terrain to all units (friend or foe),
except Meks and Big Meks (friend or foe). This does not apply to the
owning side if there is a friendly Mek or Big Mek in the ruin.

* So long as the Mek’s Workshop is occupied (See the Cityfighting
Missions section in Cities of Death for this rule) by a friendly Mek or
Big Mek, any tank (friend or foe) wrecked within 6" of the ruin is
removed from the table at the beginning of the Ork Movement
phase. At the beginning of your next Movement phase the model
may be returned to play under the control of the Ork player, moving
on from within the Mek’s Workshop.

Just what the Mek might make of the wreck is never predictable,
so roll a dice and consult the following chart to see what the model
is treated as. All such vehicles have the basic profile for their type as
given in Codex: Orks.

Dé6
1-3
4
5
6

Players will obviously have to agree exactly whereabouts the weapons
are mounted on these vehicles, and use them in the spirit in which
they’re presented.

Mek’s WorksHop

A Mek’s Workshop is a hive of activity, the sounds of construction,
small explosions and occasional cursing audible all around.

That’s All, Folks

So there we have it, that’s how I'd go about designing some Cities of
Death rules for the Orks. Hopefully I've provided a few ideas, not just
for Ork players but for everyone — there’s absolutely no reason not to
do the same thing for Eldar, Tyranids, Necrons or any other army. And
maybe the White Dwarf crew will let me have a g0 at more articles
like this one. Let us know if you'd like to see more! ‘

Vehicle

Sorry mate, can’t fix it: Nothing

This goes there: A Trukk

Pass me that shoota: A Warbuggy

Job’s a good "un: A Looted Wagon with a boomgun




wWARHAMMER Battle Report

Chaos Daemons are flowing into Lustria from a portal in the cursed City of
Echoes. Lord Kroak has been exhumed to lead a mighty Lizardmen host into the
temple-city to destroy the daemonic portal. Andy Hall chronicles the tale.

he most obvious way to play
I Warhammer is for both opponents
to pick an army to a set points limit
and then fight using the Pitched Battle
scenario presented in the rulebook, but

that’s far from the only way to play.

£ § warhammer has always
been about letting your
imagination run riot. § 9

Warhammer has always been about
letting your imagination run riot, and
enacting exciting stories on the tabletop.
You'll find many such tales in your regular
games, but to really have a story that the

bards will sing for years to come or be
recorded in the annals of history then your
best bet is to create your own scenario.
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And that's just what we've decided to
do with this battle report. Taking our cue
from Apocalypse we asked Andy Hoare to
procure as many Lizardmen as he could
find in the Studio collection and ignore the
traditional army list restrictions. We asked
Robin to do the same with the Daemons of
Chaos. As the two collections are different
sizes — the Daemons are slightly
outnumbered — we asked Andy to come up
with a suitable scenario that'll even things
up a bit and even if it's not finely balanced,
then so what? It’s all about having a great
time playing the game and creating one of
those epic stories | mentioned above.

So, with word reaching the Skink
Priests of Itza that the Daemons have st
foot on Lustrian soil once more, it was time
to rouse Lord Kroak from his endless
slumber and lead a Lizardmen army deep
into the cursed temple-city of Xahutec and.
destroy the portal.




 With but a thought, Tikeaq'to, the Master of Skies, bade
his Terradon to dive into the ocean of cloud churning
below, For an instant, he was enveloped by stark

The jungle sprawled_from horizon to horizon, thick

ﬁyeness. before bursting out into clear air. b5
i i

\tendrils of mist coili

ordered his Terradon to dive once -

the jungle canopy was rearing up to meet

Skies, the treetops speeding by impossibly . g
And then Tiktaq'to was over.a wide clearing a short

Lo

distance beyond the city. He rose and circled the space.
4s he slowed, he peered through the eyes of the golden

Mask of Heavens. There, in the centre of the clearing the
very ground itself' was swelling and heaving, the

g deg-a point that could only have formed some

bedrock showing through as bone pierces the flesh of
a broken limb.

His eyes narrowed. The Priests had spoken wisely -
something was very much amiss and it was his duty to
repore all he saw so that the Mage-Priests might be
awoken and appraised. But before he could bring his

mount around for the homeward journey, a terrible e 3

5

rending, groaning sound split the air. From his high
vantage point he saw concentric circles of unknowable
pressure ripple outwards from the clearing, stirring the
Jungle for miles all around. The swelling of the ground
had reached such a point that a massive wound had

ed at its apex, out of which a cascade of

g

2r 2 flooded. As the energies faded, the -
ster g, es spied an impossible thing hanging over
Jresh wound. Three oval forms, one within the other, ..

manner of portal into that place which should not exist.
And from that poreal now spewed the age-old

. enemies of order and life - Daemonic creatures, from the
 Realm of Chaos.

The Master of Skies wheeled his Terradon around,
urging it to gain altitude and speed. The Mage-Priests
would be stirred and the hosts gathered, for war with
the Daemons of Chaos had come once more to Lustria.
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SCENARIO: SEAL THE PORTAL

Andy: Here's the scenario we played, along with some
notes on how we went about things. Feel free to try it out
for yourself with your own armies. Don't forget that the “We
are Legion!’ rule about recycling Chaos Daemon units is
there because we had a lot more Lizardmen than Daemons,
o be sure to adjust the forces you field appropriately.

Set up terrain

Use a 4' by 8' table. A piece of terrain representing the
portal should be placed on a hill in the centre of the table.
As we were using eight tiles from two of the Realm of
Battle sets, we arranged four corner-hill sections to create
a large raised area in the centre.

Place as many jungle trees and other terrain around the
edge of the table as you can muster. Extra trees packed
around the edges create the impression of dense jungle
beyond the clearing, without interfering with gameplay.

Select Spells

We decided that the Skink Priests would all be Level 1, and
default to the Portent of Far spell. However, the Engine of
the Gods boosted the magic level of the Skink Priest
attending it to Level 2. Lord Kroak only has one spell,
which left the other Mage-Priest. As one of his Disciplines
of the Ancients he had Focus of Mystery, which grants him
knowledge of all the spells in one of the rulebook Lores. As
he was fighting Daemons, he took the Lore of Light.

Deploy for battle

The Lizardmen deploy first within 24" of either short table
edge, splitting the forces between both deployment zones if
they wish. The Daemons of Chaos then deploy within 12"
of the portal, leaving any units they wish inside the portal
to deploy later. Robin chose to leave his Screamers of
Tzeentch in reserve in this way.

Lastly, Scouts are deployed. We decided that the dense
jungle at the table edges would allow Scouts deploying in
them to count as being out of sight for the purposes of the
Scouts special rule.

Who goes first?
The Daemons get the first turn.

Length of game

The game lasts a maximum of six game turns.

Victory!
The Lizardmen win if they can get a Lord or Hero, or a
unit containing one, into base contact with the portal,
thus closing it and dissipating the energies
sustaining the Daemons of Chaos. Once this is
achieved, the Daemons have their next player
turn to kill or drive off the character or unit
containing him, or the Lizardmen win.

Any other result is a victory for the
dread daemonic legions.

Special Rules

We Are Legion! When any Daemon models apart from
characters are removed, place them to the side of the table.
When the entire unit is removed, it may come back into
play. To determine if it does, at the beginning of the player
turn roll a D6 and compare the result to the game turn. If
the result is equal to or less than the turn, the unit re-enters
play as described below. If the number is greater it remains
in the Realm of Chaos for now, but may roll again next
turn. For example, if a unit of Nurglings was destroyed in
Turn 3, it would enter play again in Turn 4 on a roll of 1-4.

When the unit becomes available to re-enter play, roll
an artillery dice and scatter dice to determine where it
manifests, scattering the distance rolled from the centre of
the portal. So long as a misfire is not rolled and the unit
can be placed without touching a friendly unit or coming
within 1" of an enemy unit, everything is fine and you may
choose the unit’s facing. Treat the unit as though it has
returned from pursuing a defeated enemy off table.

If you roll a Misfire, the unit takes 2D6 Strength 4 hits
and is placed in base contact with the portal in the position
indicated by the scatter dice.

If the unit manifests touching a friendly unit, both take
206 Strength 4 hits before rolling for scatter again,
deviating from the point at which the unit originally tried
to manifest.

If the unit appears on top of an enemy unit, things are
going to get messy! The enemy unit must make a
Leadership test. If this is failed their flesh distorts into
hideous daemonic forms as they are possessed. Replace
the enemy unit with the Daemons unit. If the enemy unit
passes the Leadership test it resists the possession and the
Daemons must roll to scatter again, from the point at
which they would have manifested.

If a Misfire is rolled in addition to either of the above,
then the Daemons of Chaos unit takes damage in addition
to the effect described.




DAEMONIC INFESTATION

Robin: Having helped write the
Lizardmen book | had a good idea of
what I'd be up against: the most
powerful Wizards in Warhammer, giant
dinosaurs and ranks of rock-hard Saurus.
By taking really large units of Plague
Bearers, Daemonettes and Bloodletters,
all backed up with Heralds, even a large
block of these scaly skinned warriors will
find it a hard slog to cut their way
through to the portal. I'll take several
fast-moving units like Screamers, Fiends
and Flesh Hounds to intercept any of
Andy’s units that do break through, and a
Bloodthirster to take on any Stegadons

that come stampeding towards my lines.
A Lord of Change and a Daemon Prince
will help me to counter the sorcery of the
Slann Mage-Priests whilst giving me
access to the very powerful Lore of
Tzeentch. In this scenario I'll be able to
throw my units against the Lizardmen
regularly so, in a war of attrition, | should
win. My main task will be to get at, and
eliminate, Andy’s characters, and so I'll
have to pick them off in challenges or
with daemonic sorcery. To help things
along I'll take Karanak to go hunting after
one of Andy’s hardest-hitting heroes —
Chakax, the Eternity Warden.

Robin has been working in the
Studio for over a year now, but
that still doesn’t stop everybody
referring to him as the Games
Development New Boy.
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L.orD KROAK’S

When he isn't in direct
communication with the Old
Ones you’ll normally find
Andy fondling his Imperial
Guard tanks.
Not that he’s a stranger to
Warhammer either; Andy has
been talking about a Great
Plan for some months now.

We ¢
been

only assume he’s
assing over the

strategy for this month’s big

battle Report.

K

HOST

|
|

B
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Andy: The Lizardmen have always been
my favourite Warhammer race, and so
getting the chance not only to write the
latest incarnation of their army book, but to
play in the new book’s inaugural battle
report is almost too good to be true! Not
only that, but I'll be playing against Robin,
my trusty sidekick in writing the book, and
he'd be taking the Daemons of Chaos. This
is shaping up to be a truly exciting and
memorable game.

So | was doubly pleased when the
Dwarfers told me the sort of game they had
in mind. Firstly, we’ll be playing not to a
points limit, but to a collection. In essence,
we would both take the models we had
available, and then assign magic items and
the like as seemed appropriate and
characterful. This is a great way to field
your entire collection, without worrying
about juggling every last point. Of course,
no two armies put together in this way will
be exactly matched, and that's where the
scenario came in. | was asked to write an
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exciting story-driven scenario especially for
this battle report. The first thing that came
to mind was that, as the Daemons have
fewer models in their collection, they
should benefit from some way of recycling
casualties. A couple of chats and a visit to
the hobby team’s scenery shelf and we had
the idea for the scenario. A daemonic
portal has been opened up in Lustria,
through which hordes of Daemons are
issuing forth. Daemonic casualties should
therefore be recycled through the portal,
allowing us to balance the two forces, and
the objective of the Lizardmen will be to
close the portal. Simple!

With that sorted, | set about gathering
the army and issuing orders. The focal
point of the army is the Venerable Lord
Kroak, accompanied by a unit of Temple
Guard and led by Chakax the Eternity
Warden. Kroak knows just one spell - the.
last spell he ever incanted, which burned
all the others from his mind. The spell,
called the Deliverance of Itza, banished the




Daemons attacking the First City during the
Great Catastrophe back to the Realm of
Chaos. This spell has a variable casting
value going all the way up to 20, and
inflicts a huge amount of damage,
particularly on nearby Daemon units.
Kroak is accompanied by his trusty Eternity
Guardians, Temple Guard who have served
him for millennia (perhaps even beyond
death). These are normal Temple Guard,
but because they have been joined by
Kroak they are Unbreakable. Combined
With Chakax's abilities to take down enemy
‘characters in challenges, that's a rock-hard
unit right there, and it'll form the
arhead of the attack towards the portal.
A centre point of the collection are the
ous Stegadons. Two of these are
Afcient Stegadons, one of which bears a
fink Priest and an Engine of the Gods.
ngine has three abilities — one
lates the Winds of Magic, one
s protection for nearby units and
can potentially unleash massive pain

on nearby Daemons. Guess which one I'l]
be using the most?

My overall tactics will be to send in the
Stegadons and Cold Ones, led by Krog-Gar
charging in on one side, while the massive
blocks of Saurus, led by Kroak’s Temple
Guard, advance implacably towards the
portal from the opposite side. Add to that a
second Slann Mage-Priest defended against
daemonic flyers by three Barbed Razordon
Hunting Packs. I’'m almost looking forward
to Robin charging his Daemons at these
because of the sheer devastation they
cause! | have a number of characters on
back-up portal-closing duty, including
Krog-Gar, the Skink Priest on the Ancient
Stegadon, a Skink Chief with the Cloak of
Feathers (which allows him to fly) and
Tiktaq'to, who will enter play later on in
the game. But hopefully these won't be
needed and Lord Kroak and his Temple
Guard will get the job done, dispelling the
Daemons just like he did thousands of
years ago during the Defence of Itza.

LORDS AND HEROES

© Lord Kroak

® Slann Mage-Priest

| Divine Plaque of
Protection, Focused
Rumination,
Becalming Cogitation,
Transcendent Healing
and Lore of Light.

© Krog-Gar and Grymlog

i @ Chakax
j @ Tiktaq'to

@ Saurus Scar Veteran
Blessed Totem.

@ Saurus Scar Veteran
Hand weapon and
shield.

@ Saurus Scar Veteran
Cold One and Shield
of the Mirrored Pool.

© Skink Priest
Ancient Stegadon and
Engine of the Gods.

@ Skink Priest
Lore of Heavens.

| @ Skink Priest

Lore of Heavens.

(® Skink Chief
Staff of the Lost Sun
and Cloak of Feathers.

(® Skink Chief
Sacred Stegadon
Helm.

@ Skink Chief
Curse Charm of Tepok.

CORE
® 20 Saurus Warriors
® 20 saurus Warriors

‘ ® 19 Saurus Warriors

. ® 25 Saurus Warriors
® 10 skink Skirmishers
@ 28 Skinks

a3 Jungle Swarm bases

SPECIAL

& 20 Temple Guard

& 10 Chameleon Skinks
@ 4 Terradon Riders
@ 8 Cold One Cavalry
@ 10 Cold One Cavalry
D3 Kroxigor

& Stegadon

RARE
@ Ancient Stegadon

@ 3 salamander
Hunting Packs

@ 3 Razordon Hunting
Packs

R
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Charge

TURN 1

s the floating iron rings of the portal rotated,
A hideous, leering warp creatures emerged into the

jungle clearing. Robin lined them up into
battlelines on both the east and west sides of the portal.
They then advanced, expanding outwards from the centre
of the board, towards the Lizardmen lines.

The Magic phase began with the Lord of Change
raising its avian head and, spying Krog-Gar, he blasted the
ancient Scar-Leader with a Bolt of Change that was cast
with irresistible force. The Lizardman Hero tried to resist
but failed his ward save and so was brought low by the
spell. This sent Grymloq, his loyal Carnosaur mount, into a
slavering Frenzy.

The Daemons tried to cast other spells but without the
power of irresistible force the Slann and Skink Priests
managed to contain the magical forces.

The Lizardmen reacted to the incursion with surprising
speed. The Frenzied Grymloq charged straight forward into
the Daemonettes. In a case of charge or be charged, the
Cold One Cavalry sprang forward into combat with the
Bloodthirster. On the north flank the second unit of Cold
Ones charged the Bloodcrushers. In the east the Lizardmen
were directly under Kroak’s undead glare and they
advanced as one towards the Daemons. The Skinks and
Kroxigor swooped southwards in a long arc before
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The Daemons spill from the pulsing gateway into the Lustrian
jungle, and are immediately engaged by the reptilian forces. ,

o

wheeling back towards the portal, using their extensive
movement to full effect.

As the Lizardmen Magic phase started, the Engine of
the Gods powered up. Andy chose the Burning Alignment
effect but only rolled 4" for the range and so no Daemon
units were affected — the Engine was obviously still
warming up!

Lord Kroak then cast Deliverance of Itza, a spell
particularly suited to ridding the world of Daemons as
every daemonic unit within range takes 2D6 Strength 5
hits. At first Andy tried to cast it on a 5 to get a 6" range.
When that failed he tried again, this time with a casting
value of 10 to get a 12" range. This was initially cast, but
as the Flesh Hounds were now in range their Brass Collars
halted the potentially devastating spell.

While the Lizardmen Magic phase was weak, their
shooting was spot on. The giant bow on the Stegadon
speared the Lord of Change for two wounds. The Barbed
Razordons hit the Nurglings 18 times, yet only wounded &
handful of times, while the Chameleon Skinks killed three
of the Furies with their deadly blowpipes.

The fighting was intense for the units locked in comba
The Bloodcrushers lost their combat by three, which killeg
two more due to Daemonic Instability, although the
Carnosaur struggled against the Daemonettes.




e £ Annotations

-~ S e The Jungle Swarms charge the
oo :-'e’ Bloodletters, doing well just to hold
) e them up for a turn.

@ The Mage-Priest, barely moving or

showing any kind of exertion to
manipulate the Winds of Magic, first
casts Burning Gaze and then Healing
Energy, but the Daemons manage to
dispel them.

@ The Stegadons lumber forward as fast
as their trunk-like legs can carry them.

bice: 0 The Skink Skirmishers fire their
1 blowpipes at the Flesh Hounds and
manage to banish one back to the
Realm of Chaos.

@ The Carnosaur charges the fey

Daemonettes but fails to wound
them due to their ward saves. The
Daemonettes don’t fair any better,
although their Herald does manage to
wound the riderless monster. Grymloq
flees and the Daemonettes pursue.
While the Carnosaur makes good its
escape, the Daemonettes overrun into
the Engine of the Gods.
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THIRSTING FOR CoLD BLoOD

Charging a Bloodthirster with all of its wounds intact is not
always the best move, but when faced with it charging you next
turn it’s still probably the best option — the Cold One Riders
even managed to wound it. The Bloodthirster repaid the dept by
slaying four Lizardmen. Even so, the combat ended in a draw, an
impressive performance from the cavalry when you consider
they were going up against a Greater Daemon of Khorne!
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Flamers

Daemons don’t have
much shooting in their
army, with the notable
exception of the Flamers
of Tzeentch. These
repulsive creatures spout
magical flames from their
peculiar arms. The
Flamers targeted the
nearby Skinks, causing
eleven Strength 4 hits,
killing 5 Skinks and
wounding a Kroxigor.

obin started the Daemons’ second
Rturn with what he hoped would be

some decisive charges. For the
Furies it was not to be, for as they swooped
down on to the Chameleon Skinks they
were wiped out by a stand and shoot
reaction. The Flesh Hounds sprinted
forward into the Temple Guard, supported
by the Masque. Epidemius and his
accompanying Plaguebearers shuffled
forward into the large Saurus regiment to
the north-east. The Daemon Prince moved
behind the Bloodletters.

The portal rippled and the Screamers
soared through. They immediately headed
toward the Slann floating on top of the
temple. The Daemon magic was largely
disrupted again by the Lizardmen'’s mastery
of the Winds, although the Lord of Change
managed to get a Bolt of Change through
the defences to wound the Stegadon.

ECHOES OF THE FALL

The armies clash in a devastating show
of magic and brute force. Both sides
take heavy casualities as Lord Kroak
moves ever nearer to the portal.

Across the battlefield there was mass
carnage as the units engaged or continued
to fight. In the south the Bloodletters wiped
out the last of the jungle swarms and
prepared for the inevitable charge from the
Saurus in the following phase. The
Bloodthirster killed two Cold One Riders
with one mighty sweep of its flaming axe.
The remaining mounted Saurus failed to hit
back, but even though they lost the combat
they refused to yield. The Daemonettes
managed to wound the Stegadon bearing
the Engine but three of them were trampled
in kind. Further north the Cold One
Cavalry continued their fight against the
Bloodcrushers. Khorne's riders killed two
Saurus but they were wiped out when the
Lizardmen struck back.

The Daemon Close Combat phase
continued with the Tallyman of Nurgle
trying to infect the Saurus Warriors. Both



. Daemons Turn 2.
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|

| B Lord Kroak and 20 Temple Guard

B slann Mage-priest
| B} Krog-Gar and Grymlogq
| E¥ Chakax

B Saurus Battle Standard Bearer

| B Skink Chief
| B skink Chief
| Bl Skink Priest
| Bl skink Priest

o

©
B,

m Skink Priest

KBl Saurus Scar Veteran

[B Saurus Scar Veteran on Cold One

[E] 28 Skinks and 3 Kroxigor
Jungle Swarm

EB 10 Skink Skirmishers

[ 20 Saurus Warriors

20 Saurus Warriors

Bl 19 Saurus Warriors

BT 10 Chameleon Skinks
B 8 Cold One Cavalry
10 Cold One Cavalry
EE] Stegadon
EZ] Engine of the Gods
EE Ancient Stegadon
B Salamander Hunting Pack

Bl Razordon Hunting Pack

Bl sioodthirster

B3 Lord of Change

El Daemon Prince

B} Epidimius

B Karanak and Flesh Hounds
B The Masque

25 Bloodletters of Khorne
10 Horrors of Tzeentch

25 Plaguebearers of Nurgle
25 Daemonettes of Slaanesh
5 Nurgling Bases

5 Chaos Furies

|

=]c]e]=]]

H

2 Beasts of Nurgle
3 Fiends of Slaanesh
5 Screamers of Tzeentch

5 Flamers of Tzeentch

HEBEBEH

3 Bloodcrushers of Khorne

B Tiktag'to
0 4 Terradons
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Turn 2 continued...

sides tried to hit but failed miserably to
score even a single wound and so the
combat ended in a draw.

Meanwhile, Kroak’s Temple Guard had
been charged by the Flesh Hounds and the
Masque. Chakax stepped forward to fight
Karanak, leaving the remaining Daemons
to strike the Temple Guard. Despite her 5
Attacks, the Masque couldn’t breach the
Lizardmen’s tough scales. The Flesh
Hounds fared much better, causing seven
wounds although only two of Kroak’s
sworn companions fell. In return the
Temple Guard killed another Flesh Hound.
With the combat finished it was clear that
the Temple Guard had won the round,
causing both the Masque and the surviving
Flesh Hounds to vanish from reality.

At the beginning of the Lizardmen's
turn Grymloq rallied. The Carnosaur turned
back towards the portal, still subject to
Frenzy even though he’d previously fled
from combat. The Stegadons charged into
the Daemonette unit that was already
engaged with the Engine of the Gods.
Across the table in the south-east, the
Saurus, Skinks and Kroxigor piled into the
Bloodletters. The unengaged Saurus in the
north charged the carpet of Nurglings.

There was very little other movement,
although the triumphant Cold One Cavalry
sped across the north side of the table past
the ebbing portal towards the Screamers.
The Salamanders also moved, as the Beasts
of Nurgle slimed towards them the reptiles
retreated up the temple steps, if only to get
a better field of fire. Lord Kroak’s unit, now
free of the Flesh Hounds, advanced
towards the portal.

The Engine of the Gods fired up once
more and Andy, unsurprisingly, chose the
Burning Alignment again. This time the
effect spread out 10" catching the
Daemonettes, which lost two of their
number, the Lord of Change, which took
another wound, and the Bloodthirster
which lost two of its Wounds.

The magical attacks didn’t stop there;
the Slann Mage-Priest healed the Ancient
Stegadon carrying the Engine of the Gods
and also reduced the WS of the
Plaguebearers to 1. Kroak tried to cast his
one and only spell again, this time with a
casting value of 20! Andy rolled the much-
feared double-1 but, fortunately, Lord
Kroak doesn’t roll on the Miscast table.

The Lizardmen had another powerful
Shooting phase. The Salamanders wounded
the Nurgle Beasts, although one decided it
would be better to eat all of its Skink
Handlers instead. The Razordon Hunting
Packs fared much better; showering the
Screamers with a spiked fusillade, they
killed five of the six flying Daemons. The
Skink Chief picked off the final Screamer
with his Staff of the Lost Sun.
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The fighting was as brutal as ever. The
Stegadons trampled down the Daemonettes
with ease, although the Daemons did
manage to take a Wound off the Ancient
Stegadon but they lost 12 of their own
when the combat had finished. However,
Robin rolled a double-1 so the last few
remained corporeal, at least for now. Close
by, the Bloodthirster got bored of toying
with the Cold Ones and slew the last four. 3

‘ ‘The Stegadons trampled
down the Daemonettes\
with ease. ’ ’

Across the clearing in the north the
Saurus destroyed the Nurgling swarms.
Epidemius didn't fair any better and was
brought low by the resolute Saurus,
although his Plaguebearers continued to
fight on.

Finally, the players resolved the
massive combat involving the Bloodletters
The Lizardmen hit hard, killing nine warp-_
spawn, with even the Skinks contributing
one to the total. The Bloodletters failed to
hit back, so they lost and ten more
Daemons were banished.

s e e

' CHAKAX VERSUS KARANAK

Khorne’s Hound of Vengeance howled out a challenge that the
Eternity Warden was only too happy to accept. The Flesh Hound
sprang forward but time immediately began to slow as the key to the
Eternity Chamber that hung around Chakax’s neck began to glow.
And so Chakax struck first, he swung his Star-Stone Mace in a deadly
arc that struck Karanak across all three heads. With a faint whimper,
the Daemonic Hound blinked out of existence and time returned to
its normal pace.




As Andy reads out the rules for the Engine of the Gods
and the Burning Alignment, Robin reluctantly starts
removing his Daemon casualties, painfully aware that
it won't be for the last time...

Chameleon Skinks

Flush from the victory against the Furies,
the Chameleon Skinks stalked forward after
another winged aggressor, this time with
the Lord of Change in their independently-
roving sights. The Skinks peppered the
Greater Daemon with their blowpipes;
Andy wasn’t expecting much from the
attack, maybe a wound or two if he was
fortunate. But then, in a rare show of luck,
he managed to roll six 6s! As Chameleon
Skink blowpipes are poisoned attacks, all
six hits automatically wounded. Robin still
had his ward save but only

managed to save one! The

Lord of Change had

already been

wounded so

the five wounds

caused was more

than enough to cast

the Greater Daemon

of Tzeentch back to

the Realm of Chaos.

f




After taking heavy losses from the Lizardmen the Daemons hit

TURN 3 back as more of their ilk pour forth from the portal.

circled high, his Bloodcrushers, Screamers and Flesh

The-Mm . T he portal rippled and Furies,

_ inscrutable gaze Hounds emerged from the spinning
taking in the carnage iron rings. The Bloodcrushers coalesced in
unfolding below. The front of Lord Kroak, the Furies and
portal radiated i Screamers popped out in the north while
unnatural power, and the Flesh Hounds landed close to the
every_few moments, or Bloodthirster in the south-west,
so it seemed, won immediately losing one of their number as

Robin rolled a misfire on the artillery dice.
There were lots of charges again as the
Bloodthirster barrelled into the Stegadon,
supported by the Fiends in its flank. The
Flamers bounded into the side of the Skink
and Kroxigor unit and the Daemon Prince
also joined the same melee by charging
into the spear-armed Saurus. The Beasts of
Nurgle finally closed in on the
Salamanders positioned on the temple.
There was no magic and shooting so it
was straight into the many combats. The
oughts Plaguebearers held the Saurus to a draw
Selt the ay | again, as did the Salamanders fighting the
g Beasts of Nurgle. The Stegadons were not
so lucky, the Bloodthirster ripping apart the
youngest creature before flying forward in
an overrun move. The Fiends also overran
into the Engine of the Gods and caused a
further three wounds on the ancient
8, 5 monster. In the east the arrival of the
rof 56 g Flamers and the Daemon Prince helped
prepared to descend. keep the Bloodletters in the combat
~ . although the Saurus won the round.

TEMPLE GUARD VS BLOODCRUSHERS

Andy started his third turn by seeing if
Tiktaq'to would descend on the battlefield
but the Skink master tactician refused and
stayed circling up high. Undaunted, Andy
charged the recently emerged Screamers
with the Cold Ones. The Skink Chief
armed with the Lost Sun Staff was also
wearing the Cloak of Feathers so he flew
close to the portal, although he didn't
come into contact with it just yet and was
forced to hide behind some nearby terrain.
In the Magic phase the Engine of the Gods
unleashed a dazzling Burning Alignment
that burned away the Bloodthirster’s
penultimate Wound and wiped out the
flailing Daemonettes.

The Close Combat phase was the
messiest yet. At first it went well for the
Lizardmen, the Cold One Cavalry wiped
out the Screamers and smashed into the
rear of the Bloodcrushers, while the Saurus
reduced the Plaguebearers to just four.
However, there was evidence that Andy’s
army was beginning to succumb to the
constant daemonic assault. The Engine of
the Gods was toppled by the Fiends, and
the Salamanders fled from the Beasts of
Nurgle. The Bloodletters, with the aid of
the Daemon Prince, finally managed to
overwhelm the Saurus and both Lizardmen
units broke and fled. The Skinks and
Kroxigor remained in combat with the
Flamers of Tzeentch.
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1 Kroak forced the Temple Guard into the Bloodcrushers two more Bloodcrushers, however, the Lizardmen lost

‘ that had just appeared in front of them. As if the ancient  two of their own for their trouble. Chakax then stepped

Relic-Priest had willed it, the Cold Ones, fresh from forward and slew the final few Daemon cavalry,

wiping out the Screamers, ploughed into the allowing the Temple Guard to overrun into the Horrors
‘ Juggernauts’ rear. The Cold One Cavalry killed one of — the only Daemons that now stood between Lord Kroak

the warp-spawn while the Temple Guard brought down and the yawning portal.
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Bl Lord Kroak and 20 Temple Guard
E Slann Mage-priest

B Krog-Gar and Grymlog

n Chakax

B Saurus Battle Standard Bearer
n Skink Chief

B Skink Chief

B Skink Priest

B skink Priest

Skink Priest
m Saurus Scar Veteran
Saurus Scar Veteran on Cold One
Bl 28 Skinks and 3 Kroxigor
Jungle Swarm
[B 10 Skink Skirmishers
20 Saurus
20 Saurus We

m 19 Saurus

Saurus Warriors
10 Chameleon Skinks
8 Cold One Cavalry
10 Cold One Cavalry

Stegadon

Engine of the Gods
E5 Ancient Stegadon
m Salamander Hunting Pack
27] Razordon Hunting Pack

Bloodthirster

Lord of Change

Daemon Prince

Epidimius

Karanak and Flesh Hounds

The Masque

25 Bloodletters of Khorne

10 Horrors of Tzeentch

25 Plaguebearers of Nurgle
Daemonettes of Slaanesh
urgling Bases

5 Chaos Furies

2 Beasts of Nurgle

3 Fiends of Slaanesh

5 Screamers of Tzeentch

BEEEEFEEQONOOOBOR

5 Flamers of Tzeentch
3 Bloodcrushers of Khorne

m Tiktag'to

E 4 Terradons

On the east flank of the battlefield, a coordinated charge by the
Flamers and the Daemon Prince helped tip the balance in favour of the
Daemons. After a further turn of bloodshed, the battle went to the
Bloodletters, and both regiments of Saurus Warriors fled.
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TURN 4

Annotations

The Skinks continue
to fight with the
Flamers, although it's
the Kroxigor that do
the definitive damage
and wipe out
Tzeentch’s creations.

@ In the epic conflict

between the
Plaguebearers and
Saurus, the Herald of
Nurgle issues a
challenge to the Scar
Veteran. The Daemon
and Saurus enter a
vicious duel that lasts
through both Close
Combat phases. The
Herald finally gets the
upper hand and slays
the Saurus hero.
However, the
Plaguebearers
continue to collapse
due to instability and,
by the end of the
turn, there is only
one left beside the
victorious Herald.

o More Screamers fly

through the portal
and into range of the
Ancient Stegadon’s
giant blowpipes. The
screeching Daemons
are hit with 18 shots
and are obliterated in
a shower of
poisonous darts.

@ Having despatched

the Horrors, Lord
Kroak and his Temple
Guard move on to
the portal. The
revered Slann’s
carcass remains
immobile but the vast
mental energies of
Kroak's spirit are
focused on sealing
the portal.
Meanwhile, the
Temple Guard are
stoic but ready to
protect their undying
master at all costs.

e The Beasts of Nurgle

set about the
Salamanders with
their pustulous
tentacles, killing them
and scattering the
Skink Handlers.

Lord Kroak makes contact with the portal but as the
Lizardmen army collapses around him, will he have

enough time to seal it?

fresh unit of Daemonettes emerged
A from the portal and the Screamers

entered play for the third time. As
ever there were numerous charges,
including the Furies into the Cold Ones
and the Flesh Hounds into Grymlog. The
Daemon Prince sprinted after, and caught
up with, the fleeing
Saurus, wiping them

lunged forwards into the Greater Daemon
who was only too pleased to take it on in
combat. It was a titanic match, Lustria’s
apex predator versus a Greater Daemon of
Khorne. Had the Bloodthirster been on a
full wound count you'd have backed it to
win, but as it was clinging onto its final

all out ‘ ‘It was a titanic match -

There was no
shooting or magic so
it was straight into
combat once again.
The Furies took on
more than they could cope with against the
Saurus Cavalry and were sent packing back
into the Realm of Chaos once again. The
Ancient Stegadon fought off the Fiends,
using its superior strength to destroy them.
In the centre of the field, Chakax slew
three of the Horrors while the other Temple
Guard saw off the rest. The Carnosaur was
not intimidated by the Flesh Hounds and
made short work of them, before it spied
larger prey in the form of the Bloodthirster.

As it was the Lizardmen turn next the
Carnosaur was the first to move and it

ECHOES OF THE FALL

Lustria’s apex predator
versus a Greater Daemon.’,

Wound, and the Carnosaur struck first, the
battle swung heavily in Grymloq's favour.
The Lustrian monster snapped its heavy
jaws and the Bloodthirster was destroyed.
The battle had intensified but the
Lizardmen were doing a good job of
clearing the way to the portal. However,
Andy knew that the time was near, they
had to make contact with the portal on the:
next turn or else the battlefield — and then
the whole of the surrounding area — would
become flooded with Daemons and ‘
leagues of Lustria would be lost to Chaos.
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Deliverance of Itza

Lord Kroak summoned the full
power of his magical might
and cast the Deliverance of
Itza with a casting value of 20.
Fully a third of the
regenerated Daemonette unit
was destroyed.

|

Move Charge

NAWAYVZI']

FrROM THE HEAVENS

Tiktaq'to and his cohorts swooped down from upon high. Flying in a V-formation they flew low over the Daemon
Prince and pelted the fell creature with rocks. The Daemon Prince suffered 13 Strength 4 hits and was sent
screaming back whence he came.
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TURN S

Robin knew that he only had this turn to
prise Kroak off the portal or lose the game.
With so much carnage in the last turn a
whole horde of Daemons entered the fray:
Flamers, Horrors, Fiends and Bloodcrushers
to name but a few. These units couldn’t
charge vet but if he could somehow shift
Kroak with the other Daemons this turn
then the amount of Chaos on the table
would all but guarantee Robin victory.
With this in mind the Daemonettes charged
the Temple Guard.

The Horrors reappeared on the
battlefield by possessing the Skink
Skirmishers. As the Skinks advanced
towards the portal, their maws were forced
open and the Horrors climbed out, leaving
their Skink hosts as discarded, withered
skins. They immediately targeted the flying
Skink Chief in the Magic phase and
destroyed him. In the Shooting phase the
newly-arrived Flamers burnt four
Chameleon Skinks to death. All this activity
was just a prelude to the climactic combat.
The Daemonettes struck the venerable

_the bartlefield belonged
The portal was ¢
mists would quickly
slumbered yet in its cursed

Skink Back-up
In concert with Lord Kroak the Skink Chief
flew onto the portal. He was Andy’s back-
up plan should the Slann Relic-Priest
succumb to the daemonic forces. However,
Robin was onto this ploy, and so used the
Horrors, who had
possessed the Skinks
upon their return to
the tabletop, by
targeting him

with the Flickering
Fire of Tzeentch
and instantly
killing the valiant
Skink Hero.
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The Daemons flood the jungle clearing, surrounding Lord
Kroak and stand poised to strike. The Lizardmen have to act
now or see Lustria covered in gibbering Daemon-kin.
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Saurus Guardians hard, hitting with a
ferocity more characterful of a Khorne unit
than Slaanesh, but still only a single
Temple Guard fell to their claws. The
Temple Guard hit back, killing two of the
Slaanesh witches. Chakax was at the heart
of the action, swinging his Star-Stone Mace
in ferocious arcs he wounded three of
them but the Chaos Gods were angry with
this Lizardman legend and so Robin made
all of his ward saves. Nevertheless, once
all the results were totted up, the Temple
Guard had won the combat by one.

The Lizardmen started their fifth turn
but as Lord Kroak had now been in contact
with the portal for a whole turn the
Daemon-gate was sealed. Power crackled
across the entire battlefield and the
Daemons squealed in silent agony as they
were dragged out of existence. Lord Kroak *
failed to react to his victory in any way,
neither jubilant nor vengeful — he remained
immobile atop his palanquin. Nevertheless §
he had saved Lustria once again from the
clutches of Chaos.

If was
last of the
portal aligned in
all was silent. Not.
stiliness of
mons were gone

mmmm' to its sacred state and the
r of Skies knew all too well that Chaos
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Andy: Well that went pretty much to plan,
but there were absolutely loads of tense
moments along the way where things
could have gone one way or the other.

The game started off well, with the
Saurus Cavalry riding down the
Bloodcrushers — that was a bit of a gamble
as those Juggernauts are hard as nails. It
was really only the presence of the Scar-
Veteran in the unit that tipped it, but it was
worth his sacrifice.

The charge of the Stegadons was
spectacular, with all three smashing into
the Daemonettes as one. The Engine of the
Gods accounted for a number of Daemons
too, which was great to see.

Over on the other side, the implacable
Saurus and Temple Guard ground
inexorably through the Daemons. Things
looked shaky on the left as that massive
unit of Bloodletters saw off two units of
Saurus, but the bold warriors had done
their job by that point, buying time for
Kroak and his Temple Guard to lead the
attack down the centre line. The same is
true of the fight between the Saurus and
the Plaguebearers on the right — although
the Saurus never quite killed off the

' THE ETERNAL GUARDIANS

1 ! The Temple Guard are just an awesome
!
|

| unit, and they’re made even greater by the
| addition of Chakax the Eternity Warden.

' Accompanying Lord Kroak the combined

‘ unit is nigh on unstoppable, and

l particularly effective against Daemons as

1 the Temple Guard protect Kroak while he
unleashes the Deliverance of Itza spell.

THE JUNGLE 1S PURGED

incredibly resilient Daemons, they kept
them busy so they couldn’t charge the
Temple Guard in the flank, which would
have held things up no end.

One of my favourite moments in that
advance was when the Temple Guard went
through one unit of Bloodcrushers, only to
have a second appear directly in front of
them as the unit came back from the dead
via the portal. Fortunately, they couldn’t
charge as they counted as returning to play
from off table so the Temple Guard rolled
over them too.

Another great moment was when the
Barbed Razordons shot at the Screamers of
Tzeentch, taking down all but one of the
flying Daemons. The Skink Chief with the
Staff of the Lost Sun downed the remaining
Daemon — | fondly imagine him
nonchalantly blowing the smoke from the
weapon’s business end afterwards!

So, in all a great game all round.
Hopefully we showed what both the
Lizardmen and the Daemons can do, and
perhaps even inspired a few people to
write up their own scenario or try a
different way of fielding their collection; as
long as you have fun that's all that matters.
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ANGUISHED HowLs ofF CHAOS

Robin: The game started brilliantly for the
Daemons of Chaos, with the mighty Scar
Leader Krog-Gar falling to the very first
spell of the game. Having just killed one of
the more powerful heroes in Andy’s army |
ignored the Carnosaur Grymloq in favour
of other threats — a mistake that | paid
dearly for when the rampaging dinosaur
carved its way through my reinforcements
before tearing my Bloodthirster to shreds in
the final turn.

Things started to go badly after a hail of
poisoned darts killed my Lord of Change.
Not only were my most powerful spells out
of the game but | was unable to prevent
Lord Kroak summoning the Winds of
Magic to cast the Deliverance of ltza. |
couldn’t get to any of Andy’s Wizards
throughout the game, protected as they
were by a pack of Barbed Razordons. Then
things went from bad to worse and the
Stegadons charged. The Engine of the Gods
in particular proved to be utterly
devastating against the minions of Chaos.
Thankfully the large size of the units | had
taken meant that they weren’t wiped out in
one turn (although it wasn't that far off) and
| was able to send in both a Greater
Daemon of Khorne and a pack of Fiends.
Whilst the Bloodthirster carved its way

DAEMONS OF THE MATCH

The big unit of Bloodletters held up Andy’s Lizardmen throughout the game and
without them the cold-blooded warriors would have marched up to the portal
without even breaking stride. This unit of Khorne’s chosen easily absorbed the initial
casualties before their hellblades found their mark and cleaved through the Saurus
Warriors’ scaly hides, winning the combat and breaking two units.

through one of the mighty beasts the
remaining daemonic forces didn't fare as
well and despite bringing another down a
few turns later they were all crushed to
death by the third Stegadon who then, to
add insult to injury, annihilated another
unit of Daemons with its giant blowpipes.

The large units of Daemons worked
rather well, either killing or halting Andy’s
advance towards the portal. Whilst the
Bloodletters finally broke through, the
Plaguebearers didn’t fare as well and, as a
result, | was unable to get that all-important
flank charge on Lord Kroak and his unit of
Temple Guard. It seemed nothing | could
throw at them could slow them down, not
even a unit of Bloodcrushers. Karanak’s
plans to rip Lord Kroak apart were
thwarted by Chakax, who proved beyond
doubt that he is the ultimate bodyguard in
the Warhammer world, smashing the
Hound of Vengeance to a paste.

In the end though, Andy did such a
good job at protecting Lord Kroak that |
was left in the unenviable position of
having to kill him, Chakax and an entire
unit of Temple Guard to prevent Andy from
sealing the portal. Alas, it wasn’t to be and
the daemonic forces were banished from
Lustria once again.




The legend that is

| Jervis Johnson is a
collector of more
than just miniatures;
his desk is literally
overflowing with
curios and oddities,
including a pile of
musty tomes of
arcane knowledge
that grows at a
worrying rate, even
when he’s not there!
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hen 1 talk to people about what
it is that first drew them to the
hobby, there are four things that

they’ll usually mention. In no particular
order, these are the beautiful miniatures,
the painting and modelling side of the
hobby, the gaming side of the hobby, and
last but not least the background for all of
our games.

However, if you ask me there’s a fifth
thing that draws people to our hobby, and
that's collecting. Strangely, this is
something that is rarely mentioned, I think
because it's so intrinsic to the hobby that
we hardly know that we're doing it. None
the less, I'd venture to say that it's just as
important as the other four things I've
mentioned. Indeed, for some people I've
met it would appear to be the most
important thing of all — come on, we all
know someone whose greatest passion
appears to be to have one of everything,
and who are overcome with joy when they
track down that extremely rare miniature
they’ve been looking for.

Anyway, in order to even things up a
bit | thought I'd spend this month’s
Standard Bearer looking at the collecting
hobby and what we plan to do to support
it. But first of all, what exactly do we mean
by collecting? A certain well-known online
dictionary defines it as:

‘...seeking, locating, acquiring,
organising, cataloguing, displaying, storing,
and maintaining whatever items are of
interest to the individual collector. Some
collectors are generalists... others focus on
a sub-topic within their area of interest...’

| think this is a pretty good definition as
far as it goes, though it does focus mainly

“ It’s almost like that one miniature
would get lonely on its own, so we
have to get it some friends.

)

on how we go about collecting, rather than
why we want to collect things in the first
place. Fortunately | am here to help that
online dictionary out, and based upon my
own experience as an obsessive collector
of some five decades standing, | think the
main reason we collect things is that it
gives us a way to try and impose a bit of
structure and shape on an increasingly
chaotic and complicated world. Or to put
it another way, while we may not be able
to control exactly what happens in our day
to day lives, we can control and shape the
things we collect, and this little bit of
control does a lot to help us relax and
enjoy ourselves. | think this is why
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‘structure’ is so important to a collection.
Although we're all prone to picking up a
new miniature just because we think it
looks wonderful, more often than not this
leads us to collecting a whole new army.
It's almost like that one wonderful
miniature would be lonely on its own, so
we end up getting it some friends to keep it
company. Well, that's the excuse | give my
wife, anyway. But | digress. Returning to
the matter at hand; if you ask me, ‘seeking,
locating, acquiring, organising,
cataloguing, displaying, storing, and
maintaining’ are not really what collecting
is all about. Rather, they are the ways we
give shape to our collection, and the way
we help decide from the myriad options
available what to get next; however, the
desire to have a collection of Citadel
miniatures comes first.

As it happens, we've been talking
about collecting, and how we can support
the collecting hobby, quite a lot in the
Studio recently. It was Apocalypse that
started this off. One of the things that we
decided early on was that Apocalypse
should allow players to use all of the
models in their collection, and one of the
reasons for wanting to do this was
something we'd started to call ‘the tyranny
of the army list’. Now, don’t get me wrong,
army lists are a wonderful thing, allowing
players to play fair and balanced games
while at the same time giving some of that
important structure to a collection of
miniatures. However, we did have a feeling
that we'd got to a place where the tail was
starting to wag the dog — specifically, we
were worried that the army lists that we'd
created in order to help players collect
Citadel miniatures were too often
constraining what players felt they could
add to their collection.

So, when we started work on
Apocalypse, we decided to dispel the myth
that you were only allowed to collect the
things that appeared in an army list.
Apocalypse does this in two ways. First of
all, it made it clear that we gave
permission (not that permission was really
needed) for players to collect and use
whichever models they liked in a game of
40K. And then, on top of that, it provided a
wide variety of exciting new things to think
about collecting, be it a squadron of
Imperial Guard tanks, a Titan or a Battle
Company of Space Marines. In other
words, it took the lid off things, and
unshackled the handcuffs that some players
felt had constrained their collecting hobby.

The response to Apocalypse was
immediate and profound, and clearly
struck a chord with many, many players.
I'm still receiving letters to this day from
players who love Apocalypse and the




freedom it has given them to explore the
Warhammer 40,000 universe in ways they
couldn’t have done before. This outpouring
of support underlined to us just how
fundamental collecting is to the hobby, and
also taught us some important new lessons.
As an aside, this is why | always urge
readers to write in if they have comments
and feedback about the hobby — there’s no
such thing as bad feedback. But | digress
once more. What we learnt from the
feedback about Apocalypse was that, first
and foremost, players clearly wanted the
chance to use all of the models they

already had in their collection. We also
learned that it’s the rare hobbyist who
doesn’t yearn for ideas and inspiration that
will help them decide what to collect next,
even if they already have a huge pile of
miniatures still waiting to be assembled
and painted. | think this second point is
why the battle formations found in
Apocalypse have proved so popular — they
ave players a wide variety of inspiring

s

new ideas about what they can add to their
collection n

However, probably the most important
thing that Apocalypse taught us was that

lan Strickland’s Imperial Guard
army. Until Apocalypse was
released, lan couldn’t have hoped
to use his entire collection of tanks
in a game.
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The ultimate collection of
miniatures, the Citadel Miniatures
Hall at Warhammer World
contains all of our current
miniatures and many more.

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

c/o White Dwarf
Design Studio

Games Workshop
Willow Road
Nottingham NG7 2WS
United Kingdom

some players really had started to feel
constrained in what they thought they were
‘allowed’ to collect by the army lists and
rules that we publish. They didn’t want to
collect the ‘wrong thing’. In fact the real
reason we've written all of those army
books and codexes is not to constrain
players, but to help players to collect an
army in a structured and satisfying way.
They are about inspiration, not control, and
wherever possible we try to make sure that
the army books we publish give players as
much freedom as possible in what they can
take, and leave plenty of room for the
imagination. Fortunately, Apocalypse itself
did much to show players that we gave
‘permission’ to collect whatever the hell
they liked, and | think it has done a lot to
dispel a few of the myths about the ‘right’
and the ‘wrong’ way to go about collecting
an army.
Not that we can rest on our laurels,
of course. As | said earlier, we learnt a lot
from Apocalypse, and those learnings are
having an impact on the new miniatures
and books we've been working on since
Apocalypse came out. That's why the latest
sets of Chaos army lists give players much
more freedom to mix and match units from
the different Chaos powers: what you
collect and use should be up to you, not
up to others — be they games designers or
pundits — to dictate. We've also been doing
things like publishing new Apocalypse
datasheets in White Dwarf, along with
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things like the Legendary Battles rules
(which took the lessons of Apocalypse and
applied them to Warhammer), and battle
reports that show a wide variety of games,
including some that don’t use the army lists
from our books at all.

We've also put quite a bit of thought
into ways of bringing out new models that
aren't tied directly into the army lists in our
hooks, such as the Collectors Range of
models, and the new Shadowsword tank
kit that will be released next month. After
all, there are plenty of collectors out there
who structure their collection around
things other than the army lists we publish,
and we want to make sure they can pursué
their hobby as easily as anyone else. So,
whether your aim is to collect the perfect
2000-point Warhammer army, or a
complete Space Marine Chapter, or one of
every model sculpted by Jes Goodwin, of
anything in between and beyond these
things, then we’re going to do our best to
support you in your quest. The bottom line
is that the only person who knows what is
‘right’ and ‘wrong’ for your collection of
Citadel miniatures is you.

And on that bombshell | shall end this
month’s Standard Bearer. As ever, please
feel freeto write to me with your
comments and feedback about this month’
column, or about the hobby in general.|
read all of the letters | receive, and as |
mentioned in this article, all feedback is
gratefully taken on board.




Water Effects

ESSENTIALS

You can use Water Effects to add realistic ponds and puddles to the
bases of your models, but it has many other uses, as Mark Jones explains.

The Basics

Citadel Water Effect is a great way to enhance your models and scenery, allowing you to create realistic-
looking water. Water Effect is straightforward to use, but there are some common pitfalls to avoid.
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WATER EFFECTS
EAU ARTIFICIELLE
WASSEREFFEKTE
EFECTO DE AGUA
EFFETTO BAGNATO
Vt=g— . x4}

237 ml €

Carefully pour a small amount of Water Effects into the It’s very important to keep layers completely dry before starting the |
area you want to cover. Use a brush — | find an old no thicker than 2-3mm, or else the next. Don’t worry about the cloudy ‘
Tank Brush best — to drag and push the viscous fluid fluid will not cure properly. If you consistency as this will clear as it

into the desired location. Do not be too vigorous with want deeper areas then you should dries. Allow plenty of time for it to |
the liquid or you may cause tiny air bubbles that will build it up over several layers, dry — about six to eight hours

spoil the effect you're trying to achieve. making sure each coat is should be about right.

Advanced Uses ‘

If you're going for a deeper water feature, such as a large pond, you can add small bits, Drying Time

such as flakes of dried mixed herb, to create pond vegetation. You can also drop in small Water Effects does take

glass beads to make large air bubbles. like in picture (A), below. To do this, first make sure a long time to cure and

the previous layer is dry, then add a thin film of Water Effects over the top to create a tacky you'll need it [
surface that the bits will stick to. This will stop them moving when you add the rest of the completely dry before .

you can add a further
layer. | find it best to
leave a project
overnight so | can be
pretty sure it will be
dry in the morning. It's
also important to leave
it on a flat plain so that
it dries with a nice,
level surface.

And finally, don’t
be tempted to touch it
whilst it’s drying as
you'll end up leaving
an irreversible mark in
it. In fact, I'd keep it
well out of the way of
siblings, friends or any
kind of curious
relatives — even here in
the Studio I've noticed

liquid. Then finish off the current layer as normal, making sure you completely cover the
items you've just added.

It possible to colour the Water Effects by adding small Painting Water Effects onto windows in buildings gives that people have an
S amounts of paint. Fill a separate mixing pot with the a fantastic glass effect. This layer needs to be really . d
: ; . Tt L ; > annoying tendency to
Water Effects and then trickle in the paint of the chosen thin. Start with a small blob in the centre of the et d curin
colour in small batches, mixing it until you get the window and then tease it out to the rest of the area y 1 P';:? rr' 8
desired shade. Again, use an old brush and mix the with an old paintbrush. When it’s dry you'll have a Water Effects!
solution very carefully. Fold the paint into the mix in a miniature sheet of glass!

similar way to adding egg whites to a meringue.
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MODELLING
WORKSHOP

Many Lizardmen
players like to create
scenery themed
around the jungles of
Lustria. Chad Mierzwa
shows you how to
make your own corner
of the New World.

“ You Will Need

he Lizardmen have been known to
Tfight all over the Warhammer world

_ wherever the Great Plan has
dictated their presence. However, it’s in
the jungles of Lustria that the hosts of
Saurus and cohorts of Skink Skirmishers
will see most of the action.

With that in mind creating a scenery set
of jungle pieces is surprisingly easy,
especially since the release of the Citadel
Trees. These, along with an aguarium
plants set and the Warhammer 40,000
Trees, can be combined to create some
interesting and evocative tropical flora.

Our resident hobby maestro, Chad
Mierzwa was tasked with showing us how
it could be done. Chad’s never one to do
just as he's asked though, and so he’s also
made a few extra pieces of Lizardmen
terrain that will complement your jungle
scenery even further and turn your table
top into the dense, dangerous tropical
environs of Lustria.

Some of the following projects will
require the use of a sharp knife. As with all

y tools be careful when using them,
»f a hobby knif be
extremely sharp, so use it with caution.

All of the items that Chad used for these projects can be found in GW Hobby Centres,
DIY stores, and specialist model or art shops. All of the paints are available from the
Citadel Colour and Foundation ranges of paints.

Tools Materials

Hobby Knife Arcane Ruins
Plastic Glue
Super Glue

PVA Glue Foam card

Filler Hardboard (optional)
Aquarium plants

Lizardmen Glyph packs
Modelling sand

Static Grass
warhammer 40,000 Trees
Water Effects (optional)

Bamboo barbecue skewers
Citadel Woods

Paints

Bestial Brown
Camo Green
Chaos Black (paint and spray)
Charadon Granite
Dark Angels Green
Fortress Grey
Goblin Green
Skull White
Graveyard Earth
Vermin Brown
Vomit Brown
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JUNGLE TREES

The trees of Lustria are very diverse —
some are vine-ridden, twisted-trunk
affairs while others are even rumoured
to have a malign nature.

Chad assembled the trunks from the Citadel
Woods set as normal. He then placed the
fronds from the Warhammer 40,000 Trees
onto the branches. The fit between the two
components works really well and they were
easily attached with a bit of plastic glue.

Chad then started painting the trees by
undercoating them with Chaos Black. The
base was painted Bestial Brown, with Vomit
Brown drybrushed on top. The rocky spurs
were painted in the same style as the
spawning pool described later (page 85). The
tree trunks were basecoated with Charadon
Granite, then drybrushed Graveyard Earth. A
final drybrush was then applied, using a 1:1
mix of Graveyard Earth and Fortress Grey.
The fronds were simply painted with Dark
Angels Green, then drybrushed first with
Goblin Green and then with Camo Green.

To get an overgrown look, Chad decorated
the base with a few of the aquarium plants,
sticking them down with super glue. He
flocked the majority of the base with Static
Grass. Thinned Camo Green was also
painted onto areas of the trunk and base to
represent moss and lichen.
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LUSTRIAN FOLIAGE

Like in any forest or jungle, the trees of
Lustria come in all sorts of shapes and
sizes. You can use any spare bits from an
aquarium plants set to make a variety of
tree types for your jungle.

A Using foam card or hardboard as a base,
you can create smaller copses of jungle flora
using the aquarium plants and Warhammer
40,000 Tree sets.

A This set of jungle trees was created using exac tly the same method, and
painted with the same painls as described on the previous page. The
obvious difference is that Chad used foliage from the aquarium plants kit
instead of the Warhammer 40,000 Tree leaves.

A Don't let the foliage from the Citadel
Woods go to waste — with the aid of barbecue
skewers you can creale these tall trees.

Aquarium Plants

The aquarium plants
mentioned throughout
this article can be
purchased in most pet
stores that have supplies
for fish or lizards.

4 These tall trees use a spongy
substance called clump foliage
to form the leaves, you can
purchase it from spec ialist
model shops. The monolith is
from the Arcane Ruins set.
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SPAWNING POOL m

Spawning pools are immensely important to the Lizardmen,
the sacred places where their race enters the world. material, but its foam core

Foam card is a very versatile

means that it can melt if you
use superglue, plastic glue or
aerosols around it. Only use
PVA when gluing foam card,
and always paint it by hand

Chad started this project with rather than using spray paint.

the base from the Arcane Ruins
kit. He set this onto a base of .
hardboard, although it doesn't /
necessarily need one. Chad

built up the sides of the pool
with thick foam card (this
material is sometimes called
mount board — you can find it
in many art suppliers and
stationery stores). Foam card is
easy to cut with a sharp knife.
Chad used an all-purpose filler
to cover the gaps once the
foam card had been stuck on.

He then placed the Lizardmen
glyphs around the model and
made a lip for the sides of the
pool out of foam core. Using a
Hobby Knife, Chad weathered
the foam core to create the
effect of worn stone. Chad
used PVA glue to cover the
hardboard base with sand,
which he then painted with
Bestial Brown.

The spawning pool was then textured (see the box-out on
page 87) and painted. Start with a basecoat of Vlermin Lizardmen

Brown, then give it a drybrush layer of Vomit Brown

followed by a further drybrush layer using a 1:1 mix of Glyph Plates

Vomit Brown and Skull White. Finally, Chad applied Our Bitz Packs range is
watered-down Camo Green in patches to create a mossy full of great lhings that

effect and then the base was flocked with Static Grass, small

: [a55, Smd | keen modellers can use
aquarium plants were placed around the pool to finish it off.

in their projects. The
Lizardmen Glyph Plates
are perfect for all sorts of
jungle-inspired terrain
and scenery pieces.
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ANCIENT PORTAL

Lustria is full of crumbling ziggurats,
disused portals and ruined monuments
— remnants of a fallen empire.

To make the stepped base, Chad cut a
o piece of foam card to the desired shape,

then built it up by cutting out the same ~ [l

shape slightly smaller each time. He then 14 [

cut out a wide channel down the centre f‘(\ [

and created a set of steps. The circle that

forms the portal was marked out on a

sheet of foam card using a pair of (oo

compasses and then cut it out. Chad used A \

hardboard for the base once again. Y :/ l <o

Chad took his Hobby Knife to the structure,
cutting groves, chips and wearing down the
steps to create a worn surface. He also added

s Lizardmen Glyph Plates to mark the structure
i out as once (or still) belonging to the Slann.

B
undercoat was still tacky to create a rough
texture. The base was also flocked with sand .
and Chad added some of the smaller spare ‘
branches from the Citadel Tree set — topped
with the small fronds from the Warhammer
40,000 Trees — to create some undergrowth
around the ruined portal.

The model was then undercoated Chaos
Black. Chad added fine sand when the
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The portal was then painted using

the same colours and method as the Creating Texture
whning pool. The sand on the base j

with Bestial B, n and e Lol w i " Before Chad painted the
d with Static G This / EAR i spawning pool and portal
creates a muddy effect that shows AN - { & f J . he created a rough stone
through beneath the grass. F_maﬂ'.:. AN ki effect by sprinkling fine
small fronds If(?!??.t})f" aquam..:m Y e (O sand on the undercoat
plants were added to the base. when the paint was still
wet. When that had
dried he then
undercoated the model
once more to seal the
sand in place.
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e
MASTERS

Painting Masters is a
showcase of the
talents of the world’s
greatest miniatures
painters. This month
we turn our attention
to Australia, and the
multi-award-winning
Luke McFarlane.

with a question about how the painting

master started in the hobby, and Luke’s
story is very similar to those who we have
already talked to in this series. In the early
90s he stumbled across his first Citadel
miniature when he noticed an Eldar figure
sporting a Mohawk in a local games store.

‘I was spellbound by this little alien
warrior,” says Luke. ‘l wanted to know more
about him, who he was at war with and
what type of universe he inhabited.’

Soon after, Luke discovered the
MB/Games Workshop Space Crusade
board game, a game, along with
HeroQuest, which attracted many older
gamers and painters into the hobby. ‘While
I do enjoy gaming, | soon found it was the
artistic side of the hobby - the painting and
modelling — where my passion lay.’

Turning to Luke's models it's easy to see
that all those years in the hobby haven't
been wasted. We think he has a very
distinctive style, an almost cell-shaded
look, as if they've jumped out of an anime
film. Does he agree with that analysis and
was it a conscious decision to paint like
that? ‘I can see why the comparison has
been made,” answers Luke. ‘My crimson-
coloured Terminator has been described as
having a comic-book feel in the past, but
there was never a conscious decision to go
in that direction. Sometimes my miniatures
take on a life of their own. With the Cadian
models, for instance, I've tried to display a
subtle realism.” And while Luke’s style
remains very distinctive, he’s keen to point
out that it's not fixed and he’s constantly
adapting his techniques, literally from
project to project. ‘I draw from many
influences, the most prominent being the
Citadel Painting Guides but in the past two
or three years |'ve been exposed to a
number of new techniques, artistic theories
and the work of some amazing European
painters,” he adds.

What makes Luke’s models initially
stand out is the smoothness of the finish
and the richness of each colour upon the
model. Such a finish can only be achieved
with a high level of blending, so how does
he go about this? ‘It's only in the last four
years that | have found a method of
blending that achieves a smoothness that |
am happy with,” says Luke. ‘My first
Golden Demon entry — a scratch-built
Imperial Lightning — was the turning point

' t's customary to begin these interviews

In an effort to find the best miniatures
painters the world has to offer, we’ve
positioned spies across the globe to track
them down and find out what makes them
tick. Our Australian agent located one such
candidate, 31-year-old Luke McFarlane, who
hails from sunny Victoria.

in how | approach blending and painting in
general. The large, flat panels of my
Lightning forced me to consider a new way
of painting shadows and highlights. | came
into possession of a ceramic tile with ten
paint wells that allowed me to mix multiple
shade and highlight colours. It also gives
me excellent control of the paint’s
consistency. Since then, I've preferred to
complete one section of a model at a time,
such as a kneepad, before moving onto the
next. My early attempts at using this
technique resulted in a subtlety that can be
lost in photos. In response to feedback | am
experimenting with greater contrast on
some of my latest projects.’

Due to Luke’s location he's been
unable to attend some of the major
competitions such as the European and US
Golden Demons. However, in his native
country his excellent models have been
clearing up at the awards. His first major
trophy was a silver plaque at the 2005
Victoria Conflict, a further gold and silver
in the 2005 Australian Golden Demon
followed. His proudest achievement so far
was walking away with the Slayer Sword at
the 2007 Australian Golden Demon for his
Space Marine Commander, opposite.

Luke must have a favourite, but it's one
he’s keeping under wraps at this time. ‘My
favourite model is the one I'm currently
working on. I'm just putting the finishing
touches to my latest Golden Demon
project and I'm really happy with it, but it's
still top secret, I'm afraid.’

It's hard not to notice that Luke has a
strong 40K bias, specifically an affection
for Space Marines; does he have any plans
to dabble in Warhammer or is it the
Imperium all the way?

‘My penchant for Space Marines
probably stems in part from the nostalgia
associated with playing Space Crusade,
Advanced Space Crusade and Space Hulk
as a teenager. Although I’'m not a huge fan
of the fantasy genre, | have painted an Orc
Warboss and a Mordheim character. At the
end of the day it's the rayguns that keep me
coming back. | have noticed that the
Imperium is slightly over-represented in my
collection of miniatures. Conscious of this,
I've decided to branch out to the other 40K
races for future Golden Demons.’

Luke is tight-lipped on what these
models will be, but we're sure they’ll grace
the pages of White Dwarf in the future.




Space Marine Commander

For this miniature Luke wanted to emulate the de- symbol. As with his orange Space Marine, overleaf, Luke
saturated visual style of recent, gritty war movies, so he is still searching for a cool Chapter name, although we
chose more earthy tones for the decapitated Ork’s skin bet ‘Hawk’ will be in there somewhere, The freehand
and limited himself to shades of grey and brown for the painting on the cloak and shoulder pads was the most
Space Marine. The chrome power sword was inspired intricate that Luke had attempted up to that point. He
by the work of Russell Bohme, a favourite figure painter did a number of sketches on paper before settling on

of Luke’s. The Commander is a member of an original the final design. This fantastic model won Luke his
Chapter with a screaming hawk head as its Chapter Australian Slayer Sword in 2007.
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Ordo Malleus Inquisitor

A plastic Assault Terminator provided the basis for this
model. Luke converted a plastic thunder hammer to
resemble Lord Coteaz’s Daemon Hammer and the storm
shield was scratch-built from plasticard. Luke rotated the
arms outwards to give the Inquisitor a more open, ‘battle-
ready’ pose. He scratch-built the base to capture the feel

of a Space Hulk corridor and used Dave Andrews’ famous
old Thunderbolt diorama as reference for the colour
scheme. To achieve the crimson armour Luke used Red
Gore as a basecoat, building it up over many thin layers.
He then mixed in Chaos Black for the shadows and
Bronzed Flesh for the subtle highlights.




Space Marine Veteran

This Space Marine evolved from Luke’s desire to create
a unique and dramatic figure. To achieve this he
decided to create an original Chapter with distinctive
heraldry. He went with an orange colour scheme and a
dragon symbol, although he’s still working on a Chapter
name. He cut the left leg at the ankle, knee and hip
joints and repositioned it with the help of a little Green

Stuff. The raised arms, although slightly modified, came
from the Space Marine Bike kit. For the armour, Luke
used Fiery Orange mixed with Sunburst Yellow as a
basecoat. Sunburst Yellow and Skull White were added
to this mix to achieve the highlights. Bestial Brown was
then added to the base colour and carefully applied to
the deepest recesses of the miniature as shading.

Cadian ‘Death Dealer’

This Cadian Guardsman had two sources of inspiration:
the first was the gritty illustration of a Cadian with his
lasgun slung over his shoulder by Karl Kopinski. The other
inspiration came in the form of the Forge World Elysian
Drop Troops. Luke really liked the style of their weapons

so he modified a standard lasgun in a similar vein. The
head came from a plastic Empire cannon crewman. Luke
wanted this veteran to look like he’s on an extended
mission, cut off from the supply lines, so he chose a
particular head and backpack to help tell the story.
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Space Marine with missile launcher

This venerable plastic Space Marine comes from Space adjusting the arms to match this new configuration and
Crusade. It’s a member of the Imperial Fists, the Chapter replacing the backpack with a vent. The glowing eyes with
Luke played in his very first game. The conversion work their ambient lighting effect were inspired by the work of
consisted of flipping the missile launcher upside down, other figure painters, which Luke saw online.

Cadian Imperial Guard Officer

When Luke built his Imperial Lightning for his first Golden old TV sci-fi series; it was Luke’s first serious attempt at

Demon, the model included a crewman, converted to freehand, and inspired him to develop his freehand skills
climb a ladder. The posing of that model provided further — as you can see from the other miniatures on
inspiration for this one! Apart from the legs, the only these pages. For the skin, he used Bronzed Flesh (Note
other modification involved shortening the lasguns and that we don’t sell Bronzed Flesh anymore, but if you'd
repositioning the arms. Most of the parts for this like to recreate this technique, Vomit Brown is a close fit
miniature came from the Cadian Heavy Weapons Team — Ed) as a base, adding Bestial Brown to shade and Skull
set. The Wild Cards squad badge is a little homage to an White for the highlights.
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The Citadel Colour, Wash and Foundation paint ranges contain over 70 different
colours, each specifically designed and formulated to paint Citadel miniatures.
Our paints are available in a range of sets, or can be purchased in individual pots.

HOBBY STARTER SET

This set is great whether you’re new to the
hobby or looking to expand your collection
of paints and modelling essentials.

Hobby Starter Set

FOUNDATION PAINT SET
The Foundation Paints have been

designed to provide great coverage. This

set contains all 18 Foundation Paints.

Foundation Paint Set .........cuu......... $50

CITADEL MEGA PAINT SET

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

Mega Paint Set ................

CITADEL WASHES

The Citadel Washes are specially
formulated for shading Citadel miniatures.
This set contains all 8 Washes.
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BATTLE FOR SKULL PASS PAINT SET

A great first hobby starter paint set. This
set contains one paintbrush, six paints
and 10 plastic Night Goblins,

Battle for Skull Pass Paint Set..........$25

WARHAMMER
40000

ASSAULT ON BLACK REACH PAINT SET

Inside you will find a selection of six
paints, five plastic Space Marine models
and a starter paintbrush.

Assault on Black Reach Paint Set ....$25

MINES OF MORIA PAINT SET

Designed for new players of The Lord of
the Rings, this set contains 12 plastic Moria
Goblins, six paints and a paintbrush.

Mines of Moria Paint Set ................$2"
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\ly Morrison is a sculptor
Vv vears of

son’s Grail Reliquae.

The pilgrim at the rear holds
the sheathed sword at an
angle to the dead knight’s
waist — just as if the knight
was riding at speed.

f 4 v el © . .
CITADEL &=

HALL OF FAME @i
des:gners themselves.

ALY'S FAVOURITE MINIATURE

Aly: | love the Bretonnian Grail Reliquae,
| just think it's the epitome of Warhammer
lunacy; at first glance a crazy, almost
comical concept but with a dark undertone
— they are carrying a corpse around! The
model was based on a brilliant concept
sketch by Dave Gallagher. The sketch is so
typical of Dave, really capturing the feel of
the Warhammer world, but to take that
sketch and turn it into a three-dimensional
model needs an entirely different set of
skills. That's what | think Colin Grayson
has done so well here; the planning and
ingenuity involved to make these human
shapes form the silhouette of the horse is
worthy of induction alone.

There are so many other little touches,
the model rewards much closer study. For
instance, the lead pilgrim has a horse’s bit

All of the pilgrims have
horseshoes dangling from
their belts, symbolic of their
role as the horse.
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The Citadel Hall of
Fame is a collection
of the best miniatures

eople who know
est the artists,
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in his mouth — you just know from that
these guys are absolute nutters. Then
you've got the bell that hangs underneath,
and even the way the pilgrims’ garb falls
evokes the way a horse’s caparison flows.
It's just brilliant!

| could be wrong, and I'm really
surprised if it is the case, but | don't think
I've ever seen a Grail Reliquae rank in a
Golden Demon competition and that’s a
shame because, for all the reasons |'ve
mentioned and more, it's a real painter’s
model. From the dead Grail Knight himself
to all the little props that make up the
‘mount’, it just makes you want to pick up
a brush and apply your own colour
scheme. And I'm sure, as you're painting
it, you'd discover even more of Colin’s
great little details and flourishes.

o

o

As the *head’ of the horse,
the lead pilgrim has a bit
between his teeth!




COLIN GRAYSON SHOWCASE

Space Marine Thunderfire Cannon

DESIGNER'S RESPONSE

Colin: | remember sculpting this model well because it did cause a lot of head
scratching. The key to the figure was obviously getting the profile of the knight on
his horse as taken from Dave’s sketch, that was the difficult bit. I did a lot of work
on the underlying structure before I could even start on the finer details. The
problem was getting the rider mounted and working out how the four pilgrims
interacted with each other - for instance, how the elbows and arms all connected.
It took me at least two or three attempts to get this right.

As well as actually making the model I also had to consider how the hobbyists
assembling it at home would glue it together. Maki ng a one-off, scratch-built model
is a lot more forgiving than a miniature that’s going on sale. So from that point of
view it was quite an achievement even if | do say so myself!

On reflection, my favourite part of the model is how the dog is interacting with
the rest of the miniature: he’s clearly after those musty old bones. | like that
because it’s my own addition to the concept, not just a straight copy of the sketch.
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Painting flesh,
especially faces, can
be tricky. Luckily,
when we asked the
’Eavy Metal team for
advice on this
extensive subject they
were only too happy
to oblige.

Ask any novice painter which part of a model he struggles to
paint most, and there’s a good chance he’ll mention the face
— from skin tones, shading and highlighting to painting eyes
and hair, faces can be complicated areas to get right.

s the greatest figure painters in the
A world, the 'Eavy Metal team are

some of the best at painting
miniature faces, so it was to them that we
turned for a valuable lesson.

The face and head of a miniature is
very important because, as we've said in
the past, it’s the focal point of the model —
the point where the eye is drawn to.

And when we talk about faces, it's not
just the skin you have to paint either; the
hair, and the point where the hairline
meets the face, eyes, scars, lips, skin tone
and stubble are all things that need to be
considered. This article aims to cover all
these aspects, and even includes tips for
green-skinned creatures, for all you Ork
{and Orc) players out there.

Before we get started it's worth
mentioning a few general points that you
should bear in mind. The first and most

important point is to build up the paint in
several thin layers so as not to obscure any
details. This is especially true on the face,
as this is the most unforgiving area of a
model. In the guides that follow, the ‘Eavy
Metal painters have probably used three or
four thin layers rather than one thick, solid
coat in every stage. If your paint is too thin,
you can always add another layer to
gradually strengthen the coat. However, if
you apply the paint too thickly you can't
take it away and so there’s a good chance
you will compromise your lovingly crafted
paint scheme.

Finally, don’t get too obsessed with
getting your faces perfect, espe
you're early in your painting career.
Practise is a wonderful thing and the more
you do it the better you'll get. It's amazing
how rapidly you'll improve, even seeing
the difference from one model to the next.




T R o P e e At TR e
FACES: THE BASICS

The two diagrams of the handsome chap
on the right show generally where to apply
the highlighting and shading on a model.
For the shading, apply the deeper skin
colour on the dark areas as shown on the
diagram (a) — around the edge of the face,
in the eye sockets, around the nose and
under the bottom lip. For the highlighting,
the lighter tones are applied to the white
areas on diagram (b) — the brows, the
bridge of the nose, the cheekbones, top lip
and the chin.

Remember this is only a guide, but
from this you can see the basic theory,
which can be extrapolated to any kind of
face, even an alien visage like an Ork
Warboss, or something subtler such as the
smooth, pallid features of a Vampire.

Shading Highlighting

Step 1. Start with an even basecoat Step 2. Now give the face a couple Step 3. Next, add a mid-tone Step 4. Finally, highlight the most
of Tallarn Flesh. of washes of Ogryn Flesh, making highlight using a 1:1 mix of prominent areas of the face with
sure it flows into the depressions. Bleached Bone and Dwarf Flesh. Bleached Bone.

Assuming you're not reading
this in total isolation, then take
a look around: you'll notice
that the colour and tone of
people’s skin varies greatly. Mid-tone

To get these different tones
in your own miniature
painting, it’s just as important o
to vary the amount of paint Highiight
you use rather than just
choosing different colours. For
instance, you may use Dwarf
Flesh on both a Dwarf model
and a Space Marine. But to get
the ruddier-looking skin you'd
expect on the Dwarf you need
to use more Dwarf Flesh and
highlight it sparingly.

It’s also important to paint
the face last if possible, so you
have other colours on the

Basecoat

model to contrast the tone For a dark tone: For a mid-flesh tone: For a pallid tone:

- . (A) Scorched Brown/Chaos Black, (A) Vermin Brown, (B) Dwarf Flesh, (A} Tallarn Flesh, (B) EIf Flesh,
WIth’ rather than lUSt a Chaos (B) Scorched Brown, (C) Scorched (C) Bleached Bone (C) Skull White
Bl.ack undercoat. Brown/Graveyard Earth
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HAIR

29

I Step 1. When painting black hair, use a 1:1 mix Step 2. Use Codex Grey as your first highlight. If Step 3. For the final highlight, apply Fortress Grey
of Chaos Black and Codex Grey as a basecoat, the hair is ridged then run the side of the brush to the extreme edges of the raised areas, before
applying it liberally. along the raised areas to get a fine highlight. applying a wash of Badab Black.

Step 1. For brown or blond hair it’s best to start Step 2. Paint on Desert Yellow, applying it in fine Step 3. Highlight with Bleached Bone, again
with a basecoat of Calthan Brown, carefully lines to create the illusion of hair, rather than applying it as lots of thin strands with a steady
applied to the hair on the model. painting it as a smooth surface. hand, reintorcing the hair texture,

HAIRLINES

\
\
‘
‘ Around the hairline where the hair meets the skin on the face, a slightly darker shade than the hair colour is

I used to provide natural-looking definition. For example, blond hair could have Snakebite Leather used for the

i hairline (a), while brown hair could have a Scorched Brown hairline (b). The important thing is not to use black
; around the hairline, as this will look unnatural.

Another area of skin that benefits from extra attention are the hands.

Step 1. Basecoat the hand with Tallarn Flesh and ~ Step 2. Use a 1:1 mix of Dwarf Flesh and Step 3. Highlight the raised areas of the hands
shade it with a wash of Ogryn Flesh. When it’s Bleached Bone for the mid-tone. with Bleached Bone, picking out the knuckles on
dry, apply a second layer of Tallarn Flesh. the model’s fingers with the paint.
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Step 1. Block out the eyes with Chaos Black - Step 2. Now paint the eyes Skull White, applying Step 3. Dot in the pupils with Chaos Black. It’s
this exercise requires a steady hand so as not to the paint as a horizontal line. Try to keep a black important that the pupil meets the top and bottom
paint over the eyelids. keyline around the eyes. eyelids, otherwise you'll get a startled expression.

STUBBLE

The best way to paint stubble is to mix greys and browns into the last colour Generally speaking there are two different types of scars — raised ones,

used to highlight the skin, layering it in the desired place. A highlight mix of representing old, healed scars (a) and fresh ones, represented by a deep cut

Bleached Bone and Tallarn Flesh might have Codex Grey and Scorched or gouge (b). Old scars are painted and highlighted in the same way as the |
Brown added, for example. Try applying the stubble patchily, and don't rest of the skin, but are then glazed with watered-down Red Gore and Liche |
paint it beyond a natural beard or hairline, otherwise it'll look fake. Purple. Fresh cuts are painted in with Red Gore, before again applying a ‘

glaze of Liche Purple around the damaged area.

When painting lips, only paint the The same tips for hair and hairlines By shading the underside of the By painting Hawk Turquoise, or
bottom one to avoid getting a apply equally to facial hair. cheeks, you can really emphasise another cool tone, into the recesses
puckered, exaggerated finish. the high cheekbones of an Elf. of an otherwise warm palette, extra

depth can be added to the skin.
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ADVANCED 'EAVY METAL TECHNIQUE

|

|

|
Below is a nine-stage face painting method used by many washes but the highlights are applied more thinly and
members of the ‘Eavy Metal team. This is a more involved, blended to achieve a better finish. The most important

| advanced method using more washes and nuances to give stage of painting on this face is the final highlight of Skull

i the face life, feeling and expression. This method is saved White. This is when the facial expression and character is

| for characters and special miniatures. With this process the determined — you can add lines to change the expression

‘ layers of paint are kept down to a minimum by using and suggest emotion.

I @ @ @
Step 1. To start with, a basecoat of Tallarn Flesh Step 2. A very thin wash of Dark Flesh was then Step 3. A second wash was applied, this time
was applied all over the face area. painted over the whole area, making sure it using a thinned-down mix of Scorched Brown

flowed into the recesses. and Chaos Black.

Step 4. The first mid-tone layer is a 2:1:1 mix of Step 5. The next layer to be applied was a 1:1 Step 6. The mid-tone was then completed with
Tallarn Flesh, Fortress Grey and Bleached Bone, mix of Tallarn Flesh and Bleached Bone. a highlight of pure Bleached Bone. This was
applied to all but the recessed areas. applied to the raised areas of the face.

| Step 7. A wash, mixed from equal parts Bleached Step 8. Skull White was used as the final Step 9. Finish the face by painting the eyes, as
5 Bone and Regal Blue, was painted around the highlight, applied sparingly to the most described on the previous page.

eyes. A 1:1 wash of Scab Red and Bleached prominent areas of the face. How you apply this

Bone was then applied to the bottom lip. highlight will affect the expression of the face.
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ORCS (& ORKS)

L &

Step 1. Firstly, apply a basecoat of Step 2. For the next step apply a Step 3. The first stage highlight is Step 4. Finally, highlight the face
Orkhide Shade followed by a mid-tone of Knarloc Green to all Goblin Green, painted on all the with a 1:1 mix of Goblin Green
generous wash of Badab Black. but the most recessed areas. raised areas. and Bleached Bone, then finish the

eyes, teeth and other details.

GOBLINS (& GRETCHIN)

vy

Step 1. Basecoat the Goblin’s face Step 2. Goblin Green is used as Step 3. Next, highlight the face Step 4. The final highlight is pure
with Knarloc Green and then apply the mid-tone, leaving the base using a 1:1:1 mix of Goblin Green, Bleached Bone. The eyes and teeth
a liberal wash of Thraka Green. colour showing in the recesses. Golden Yellow and Bleached Bone. can then be finished off.

(/ Top Tip - Female Faces

Female faces are typically softer, with less depth and fewer wrinkles. The complementary colour for any eye shadow. For example, if a female
painting therefore needs to be subtler with less shading needed, giving it a miniature has a pale green robe then a soft violet on the eyes would draw
smooth and more feminine look. Any makeup applied should be used the eye and work well. For evil females the makeup can be stronger and
sparingly, with just a little colour on the bottom lip for lipstick and a darker, using black lipstick and darker eyeshadow, for example.
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WHAT WII.L YOU NEED TO ATTEND? WHAT DOES THE TICKET COVER?“

* Players will enter in teams of two. Each team e Eight games over two days.
will need a painted Good force and a painted e Both players will receive lunch on Saturday
Evil force, each of 700 points selected from the and Sunday and an evening meal on Saturday.
Legions of Middle-earth expansion. Each force The ticket also includes tea and coffee in the
will be made up of two 350 point contingents. morning on both days and doughnuts on

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

* Tournament pack now available to download e Tickets cost £85 per two player team.
from www.warhammerworld.org

TIGKETS NOW AVAILABLE FROM MAIL ORDER - 0113 91 40000
wipedzx  WWW.Warhammerworld.org worisiiop




Warhammer World’s Art and Design Exhibitions showcase not only
the finest miniatures in the world, but also the conceptual art and
development pieces that help create the universes of Warhammer
and Warhammer 40,000 and their inhabitants.

eteran hobbyists and newcomers
Va[ike can always be found pressed

up against the glass of cabinets and
display boards in Warhammer World's
gaming arena, debating which piece of
artwork is more iconic or which classic
miniature most fondly remembered, but
what’s all the noise about?

Warhammer World’s frequently
changing programme of Art and Design
Exhibitions combine original artwork,
archive products and beautifully sculpted
and painted miniatures to create displays
that reminisce over old favourites,
celebrate new releases and inspire the next
generation to do even better.

It's not surprising that the Art and
Design Exhibitions get such a great
response, given the insight they provide
into all aspects of the hobby. Did you

know that we are one of the few
companies who still have their own in-
house Art Department? The true effort
which goes into producing the art used in
books and White Dwarf can only be
appreciated when taking time to look at
the brushstrokes and pencil marks on the
original pieces.

Likewise the process we go through to
create miniatures is given some
explanation. Seeing a 35mm scale
miniature or one of the famous ‘three-ups’

sculpted from scratch in Green Stuff and
plasticard, and comparing it to your own
painted equivalents can be a humbling
experience.

However, putting what we do into
context is only part of the Art and Design
Exhibitions; they also celebrate the history
behind the new releases. The forthcoming
Lizardmen release is not just about new
artwork and new miniatures; it's an
opportunity to delve into the hallowed
Archives and see how things have
developed over the years. Similarly, the
War of The Ring has also encouraged us to
look back at The Lord of the Rings —
believe it or not, our beautiful artwork and
designs for these miniatures and games
have never heen put on display before, so
we're using this exciting new release to
show off our full range of work.

But the exhibitions aren't
solely about new releases.
Significant dates are a cause
for celebration, members of
the Design Studio are
recognised for their hard
work and there’s the
occasional bright idea that
seems to have a life of its
own. This year includes an
exhibition that combines all
three of these, as we invite
John Blanche to mark his
25th year working full time
for Games Workshop™* by
selecting his favourite pieces from the
Archives, ensuring that a great range of
miniatures and images, from the famous to
the under-appreciated, will be on display.

Warhammer World’s Art and Design
Exhibitions are a great chance to see
something familiar in a different light and
get up close to what you care about.
Whether you've visited Warhammer World
before or have never quite gotten around
to it, this is the year we're giving you even
more reasons to keep coming back.

*Before 1984 John was part time and before that he worked freelance, but 25 is a nice number.

FOR MORE INFORMATION

For updates, photographs and other events at Warhammer World check out our
website www.warhammerworld.org. While there download our 2009 wall planner to
make sure you don’t miss out on anything exciting.

Art and Design
Exhibitions in
2009

Lizardmen

9th February — 30th March
Slinking from the
steaming jungle, the
Lizardmen come forth
into public view.

The Lord of the Rings
6th April — 18th May

As armies mass to take
part in war on a whole
new scale, this a rare
opportunity to see
original The Lord of the
Rings artwork.

TBC — Check website
for updates
25th May —13th July

TBC - Check website
for updates
20th July =5th October

25 Years of John Blanche
12th October ~ 30th November
Our Director of Art
selects some of the
most influential pieces
of art from our
Archives.

Space Marine

Touring Exhibition

7th December — New Year 2010
Having travelled to
every Games Day, the
Space Marine
Exhibitions are reunited
in one massive display.

Please note, between
exhibitions we require
a week to change over,
and that hosting certain
events often means we
have to move displays.
If you're planning a
visit specifically to see
the Art and Design
Exhibition, we advise
you contact us first.

www.warhammerworld.org

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

[8TH-13TH
APRIL 2009

TOURNAMENT

SO0TH-31ST
MAyY 2009
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Battle For The Old Ones

Date: February 2009 0 AMES WORKSHOP,
Venue: GW Stores, Nationwide
Details: This month sees the return of the
Lizardmen as, amid earthquakes and
unnatural storms, their new Army Book bursts
into our stores, So, come down to the stores
and get primative!

Throughout February your local Games
Workshop store will be running myriad
Lizardmen themed activities for you to take
part and get involved with including pitched
battles between the ancient reptilians and the
younger upstart races, modelling and painting
clinics for the awesome new plastic Stegadon
and the formidable Temple Guard, scenery
building workshops in which you can learn to
create jungle terrain, and much, much more!
Contact: Contact your local store for details.

The Battle for Antoch

Date: February Half-term, 2009
Venue: Warhammer World, Nottingham
Details: The Staff of Jade has been lost. Now,
the Lizardmen are on the rampage to recover
it from the Crusader City of Antoch at all
costs. The war spans the entire Warhammer
World so bring any of your forces to join the
carnage as the armies of the Old World are
assaulted from all sides by the ferocious
warriors of Lustria.
Now Confirmed! Special guest Robert Earl
will be at the event on the 21st February.
Author of the fantastic Florin and Lorenzo
series and Ancient Blood, Robert will be
available to sign copies of his books, and
answer all your questions.
Contact: Warhammer World Store on
0115916 8410

Date: 1st February, 2009

Venue: St. Michiel School, Leopoldsburg, Belgium

Details: Full Tilt is an annual tournament for

Warhammer and Warhammer 40,000,

organized by the White Knights gaming club.
You will need a 1850 point army for the

Warhammer 40,000 tournament and a 2000

point army for Warhammer. Both tournaments

are part of the “Ranking der Nederlanden”.

Tickets: Tickets cost €5 per person.

Contact: FullTilt@de-witte-ridder.be

Website: www.de-witte-ridder.be

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

1oth  Yorkshire Open
Tournament

Date: 15th February, 2009 GAKES WORKSHOP)
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 2000 point
Warhammer army to take part in this
tournament.

Tickets: Tickets cost £10 per person.

Contact: GW Wakefield - 01924 369431

21st' Winds of War 09

Date: 21st February, 2009 R

Venue: St. Paul’s United Reformed Church
Bracknell, Berkshire

Age Limit:15+

Details: Battle against all comers with your

friend as your ally in this Warhammer 40,000

doubles tournament. You will need a 500

point Warhammer 40,000 army.

Tickets: Tickets cost £24 per two player team.

Contact: club@bfgclub.org.uk

Website: www.bfgclub.org.uk

21st) Grand Fanatic

Date: 21st-22nd February, 2009
Venue: Belfort Brugge, Belgium
Details: The Fair Play presents their second
annual Grand Fanatic at the historic ‘Belfort’
in Brugge. Over the two days there will be
tournaments and participation games, and as
well as introductory games and painting
lessons for those just starting out. Full details
can be found on The Fair Play website.
Contact: Bram Claeys on +32 (050) 38 51 83
bauhausbram@hotmail.com
Website: www.thefairplay.be

21st Warhammer

Throne of Skulls Hnal

Date: 21st-22nd February, 2009 % el
Venue: Warhammer World, Nottmg,ham
Details: This weekend Warhammer World
will be hosting the Warhammer Throne of
Skulls Grand Final. If you are planning a visit,
please contact Warhammer World to check
availability of gaming tables.

Contact: whworldevents@games-workshop.co.uk

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



Date: 14th—15th March, 2009 Tl
Venue: Warhammer World, Nottingham
Details: This weekend Warhammer World
will be hosting the Warhammer Throne of
Skulls Grand Final. If you are planning a visit,
please contact Warhammer World to check
availability of gaming tables.

Contact: whworldevents@games-workshop.co.uk

'29th’ The Great Devourer

Date: 29th March, 2009
Venue: Newbury Racecourse, Berkshire
Details: Games Workshop invites you to our
largest tournament in the country in which
500 hobbyists will battle in games of
Warhammer, Warhammer 40,000 and The
Lord of the Rings to achieve greatness.

To play you will need either a 2000 point
Warhammer army, a 1750 point Warhammer
40,000 army or a 600 point The Lord of the
Rings force following the lists provided in the
Legions of Middle-earth supplement.

Tickets: Tickets cost £25, available from all
Games Workshop stores.
Contact: GW Reading — 0118 959 8693

21D The Great War
Against Chaos

Date: 21st-22nd March, 2009 G
Venue: Warhammer World, Nottingham
Details: It is the year 2302 and the forces of
Chaos are massing under the banner of
Asavar Kul. Far to the West the Dark Elves
have risen against their brethren in Ulthuan
while in Lustria, Skaven and Daemon battle
the ancient Lizardmen. Meanwhile, in the
Old World, a divided Empire must trust a new
leader and rely on old allies or all will be lost
and the Realm of Chaos will rule the world!

The Tempus Fugitives invite you to take
part in this Warhammer Campaign Weekend
that charts a dark time that would come to be
known as The Great War Against Chaos.

This exciting campaign weekend
promotes story-driven gaming in a relaxed
setting. Full details can be found in the
campaign pack, available to download from
the Tempus Fugitives’ website.

Tickets: Tickets cost £50 and include six
games over the weekend as well as lunch on
both days and an evening meal on the
Saturday night.

Contact: tfevents@tempusfugitives.co.uk
Website: www.tempusfugitives.co.uk

TR T T ST, .

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

» Simply get down tc r local
store and pick up your Iron Halo
Activity Flyer.

Talk to our helpful staff and fill in
the activities in which you want to
participate.

Come into the store for great
sessions of assembling, painting,
converting and gaming.

Complete your flyer and earn your
coveted Iron Halo badge!

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.

School League
Regional Finals

Scotland
12th,14th,15th March

- All Games Workshop

stores in Scotland
Contact: Scott Galloway
01224 649 779

North East

20th March

GW Newecastle
Contact: Gary Shaw
01642 254 091

Midlands

3rd March

Warhammer World
Contact: Karl Chamberlain
0114 256 9836

South England
28th March

GW Bath

GW Newport
Contact: Alan Bruce
01225 334 044

GW Exeter

GW Poole

Contact: Daniel Luke
01392 490 305

North England

5th March

GW Wakefield
Contact: Rob Bastow
01924 369 431

London

29th March

Newbury Racecourse,
Berkshire

Contact: Andy Hatton
0118 959 8693

GW Bromley
Contact: Benjamin Mason
0208 466 0678

South East

18th, 19th March
Warhammer World
Contact: Nathan Roberts
01908 690 477

Contact: Daren McAninch
01322 427 880

Ireland

28th, 29th March

GW Dublin

Contact: Stephen Trueman
00353 1822 3868

www.games-workshop.com 105




- ,_..._.,.wwn_x_.,..m.__.—.“...,

g RETURN &

o

‘b._—u' .

“,

REGISTRATION BEGINS HOW.. JANUARY-FEBRUARY 2006

Now well into 2009, Christmas is but a fond memory- Each store will be setting their own workshops so, ©
However, whether rec { some new oy soldiers or find out what's going on near you, simply pop into your
not, there's plenty for yc in stores this winter. local Games Works
Throughout January and February all of our stores will They're a friendly bunch, eager (o share their passion for the
be holdin s of modelling, painting and gaming hobby, and will soon have you well on the way to
workshops. Like all in-store activities they are completely collecting, painting and gaming with your very own army.
free, however, when you complete a number of workshops,
you will be rewarded with an awesome Iron Halo pin
badge and certificate.

To register for this year's|

simply pop into your loc@

Workshop store qnd ask a me
you can find your local storeé

hop store and have a chat with our staff.



STORE FINDER

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

. Sp—
s | m&mﬂﬂ £

Gsu€es WoRESHOp Hohhy Centres

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

the store listings.

Full range of products

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

In-store order point

All of our stores have a Mail Order in-store
order point which you can use to get your
hands on all of our Specialist Games
products, plus many exclusive miniatures,
components and classic models with
which to customise your Warhammer,
Warhammer 40,000 and The Lord of The
Rings forces.

Gaming Rooms

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

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

Free gaming & tactics advice

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

Free beginners programme

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

i

OPENING TIMES

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

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

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

You can find your local

store online with our
Store Finder:

www.games-workshop.com

www.games-workshop.com
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GAMES WORKSHOP

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

IN YOUR LOCAL AREA

With over 500 locations across Europe there is never a stockist far
away, making them perfect for that quick resupply or hobby need.

MOST POPULAR STOCK LINES

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

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

Independent Stockists

Games Workshop products are sold by a large number of

shops in many different countries across the world.

IN THIS DIRECTORY

AROUND THE WORLD

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

If 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:

87 The Horsefalr, B51 3JR

Tel: 0117 925 1533

GW BRISTOL [CRIBBS CAUSI‘:WAY)
Unit 129, The Mall, 8534 5U

Tel: 0117 959 2520

BRISTOL, Area 51:

Tel: 0117 9244655

BRISTOL, HobbyCraft:

Tel: 0117 959 7100

GW BEDFORD:

10 Greyiriars, ME40 THP

Tel: 0123 427 3663

LUTON, Ottakers:

Tel: 01582 486999

CRANFIELD, Wargames Workshop:
Tel: 01234 757878

BERKSHIRE

* GW MAIDENHEAD:

Unit 2, 17 Market Street, SLO BAA
Tel: 0162 863 1747

GW READING:

29 Onford Road, RG1 70A

Tel: 0118 959 8693

GW WINDSOR:

Unit 3, 6 George V Place, SL4 1Q1"
Tel: 1753 861087
BRACKNELL, Waterstones:
Tel: 01344 488124

NEWBURY, Toycrafi:

Tel: 01635 38077

READING, HobbyCrafi:
Tel: 0118 902 8600
WINDSOR, W| Daniels:
Tel: 01753 862106

GW BIRMINGHAM:

Unit L 16, Bullring Link, 85 485

Tel: 0121 633 7193

GW DUDLEY:

Unit 16, Merry Hill Centre, DY5 15P
Tel: 0130 4481810

GW SOLIHULL:

690 Warwick Road, B91 3DX

Tel: 0121 705 7997

* GW SUTTON COLDFIELD:
4547 Birmingham Road, B72 1RH
Tel: 0121 358 3174

GW WALSALL:

& Shopping Centre, WST 1QF

GW WDI.VERHAMPTON'

9 King Streel, WV1 15T

Tel: 0190 231 0466

BIRMINGHAM, Console Games:
Tel: 0121 477 0022

KIDDERMINSTER, T) Models:
Tel: 01562 747002
WOLVERHAMPTON, HobbyCraft:
Tel: 0845 051 6343

BUCKINGHRMSHIRE

GW HIGH WYCOMBE:

No 55 Eden Walk Gallery, Eden, HP11 2HT
Tek: 0149 453 1494

GW MILTON KEYNES:

LUnit 2, 504 Silbury Boulevard, MK9 2AD
Tel: 0150 869 0477

AYLESBURY, Bear Necessilies:

Teli 01296 421098

BUCKINGHAM, Abacus Toys:

Tel: 01260 §21815

GERARDS CROSS, Howard Marshall:
Tel: 01753 882952

MILTON KEYNES, HobbyCraft:

Tel: 01908 308 330

NEWPORT PAGNELL, Doodles

Tel: 01908 610496

* GW CAMBRIDGE:

54 Regent Sireel, CB2 10F
Tel: 0122 331 3350

GW PETERBOROUGH:
3 Wentworth Street, PEIL TDH
Tel: 01733 890 032

ST NEQTS, Gamers:

Tel: 01450217 443

ELY, City Cycle Centre:
Tol: 01353 663131
HUNTINGDON, Sports & Fashions:
Tel: 01480 454541

WHITE DWARF

PETERBOROUGH, The Rift:
Tel: 01733 341007

WISBECH, Poppycrait:

Tel: 01943 475596

CHANNEL ISLANDS

JERSEY, ST, HEI.IER The Little Shop:
Tel: 01534 73218

GUERNSEY, ST. PFI'ERS PORT, Carousel:
Tel: 01481 721721

* GW CHESTER:
112 Foregate Street, CH1 THE
Tel: 0124 431 1967
s GW MACCLESFIELD:
Unit 38, Chestergate Mall, Grasvenor Centre,
K11 BAR
Tel: 0162 561 9020
GW STOCKPORT:
32 Mersey Square, SK1 1RA
Tel: 0161 474 1427
GW WARRINGTON:
Unil 20, Bank Street, Time Square, WAT 2AP
Tel: 0192 565 1984
ALTRINCHAM, The Gaming Crypt:
Tel: 0161 929 9919
BIRKENHEAD, Kit Shop
Tel: 0151 647 9067
CHESTER, HobbyCrait:
Tel: 01244 650 110
CONGLETON, Deans Toys & Cycles:
Tel: 0126 0
CREWE, ABC Madel Sport:
Tel: 01270 505 048
CREWE, Jac in a Box:
Tel: 01270 581 118
CREWE, Jac in a Box:
Tel: 01270 581 118
ELLESMERE PORT, W Homer Cycles:
Tel: 0151 3552130
MARPLE, Marauder Games:
Tel: 0161 42748
NAF\TWICH, HobhyCrail.
Fel: 0845 051 6537
NESTON, Carousel:
Tel: D151 336 621
NORTHWICH, Level 1:
Tel: 01606 45053
NORTHWICH, The Model Shop:
Tel: 01606 47740
STALYBRIDGE, Hardcaslles
Tel: 0161 303 940
STOCKPORT, thhyCraﬂ:
Tel: 0161 429 5400
HYDE, Goslings Toymaster:
Tel: 0161 427 2099
WIDNES, Ihc Hubbv Shop:
Tel: 01514 241

Bl!ll'lllﬂll

+ GW MIDDLESBROUGH:
Unit 33, 39 Dundas Street, TST 1HR
Tel: 0164 225 4091
HARTLEPOOL, llusions:

Tel: 01429 233 199
NORMANBY, PC Tech:

Tel: 01642 461010

REDCAR, PC Tech:

Tel: 01642 481888

CORNWALL

GW TRURO:

Unit 1, Bridge House, New Bridge Street, TR1 244
Tel: D187 232 0047

BODMIN, Bricknells:

Tel: 01208 77088

BUDE, Nitro RC:

Tel: 01268 353 308

BUDE, More Value:

Tel: 61288 352 362

CALLINGTON, GMS Games:

Tol: 01579 384 83
CAMBORNE, Exit:

Tel: 01209 610224

CAMBORNE, Kernow Model Rail Centre:
Tel: 01209 714099

FALMOUTH, Kernow Toymaster:

Tel: 04326 312 571

FRADDON, Kin; Village:

Tel: m:lzsllﬁ"nn Pl

HAYLE, Blewetts of Hayle:

Tel: 01736 753 012

Tel: 01579 342 161

FRONTLINE

LISKEARD, Trago Mills:

Tel: 01579 348 877

NEWLYN, Newlyn Post Office:
Tel: 1736 364592

NEWQUAY, Planet Hobbywood:
Tel: 01637 859 941

ST AUSTELL, Mad for Miniatures:
Tel: 01726 72259

ST IVES, Dragon’s Hoard:

Tel: 01736 79848

WADEBRIDGE, Bricknells:

Tel: 01208 813 274

COUNTY DURHAM

* GW DURHAM:

64 North Read, DHT 45Q

Tel: 0191 374 1062

GW DARLINGTON:

78 Skinnergate, BL3 7LX

Tel: 0132 538 2463

BARNARD CASTLE, Toy Shop:
Tel: 01833 637 396

BISHOP AUCKLAND, Windsock Models:
Tel: 01388 609 766

CONSETT, Kwikpart:

Tel: 01207 581024

SEAHAM, Games of War:

Tel: 01915 817 118

STOCKTON ON TEES, Stockton Modeller;

Tel: 01642 616 BBO

= GW CARLISLE:

Unit 2, Earls Lane, CA1 1DP

Tel: 0122 859 8216
BARROW-IN-FURNESS, Heaths:
Tel: 01229 820 435
BOWNESS-ON-WINDERMERE,
Ernest Atkinson & Sons:

Tel: 01539 443 047
COCKERMOUTH, The Toy Shop:
Tel: 01900 825855

KENDAL, Aireys of Kendal:

Tel: 01539 720 781

PENRITH, Harpers Cycles:

Tel: 01768 B64 475

WIGTON, Jacksons Diecast Models:
Tel: 01697 342 557

WORKINGTON, ToyTown:

Tel: 01900 873 322

DERBYSHIRE

GW DERBY:

42 Sadler Gate, DET 3NR

Tel: 0133 237 1657

ASHBOURNE, Lumbards Toys:

Tel: 01335 345115

BELPER, Children’s Choice:

Tel: 01773 825865

BUXTON, Knowles Toys and Models
Tel: 07298 24203

CHESTERFIELD, Chesterfield Department Store;
Tel: 01246 220 200

GLOSSOP, Wain Services:

Tel: 01457 853 548

ILKESTON, ston Co-op:

Tel: 01159 327 777

MATLOCK, Shawes:

Tel: 01629 582 482

RIPLEY, Chimera Leisure:

Tel: 01773 747849

* GW EXETER:

Ha Sidwell Streel, EX4 6NN

Tel: 0139 249 0305

GW PLYMOUTH:

#4 Cornwalf Street, PLT 1LR

Tel: 0375 225 4121

GW TORQUAY:

u Markel Street, TQ1 3AQ

180 320 1036

BARNSTAPLE The Battlezone:
Tel: 01271 321 333

BIDEFORD, The Tarka Train Company:
Tel: 01237 424 807

BRIXHAM, Mainly Miniatures:
Tel: 01803 862555

DARTMOUTH, WG Pillar & Co:
Tel: 01803 832 139

EXETER, Eldritch Games:

Tel: 08438389056

EXMOUTH, Gamezone Models;
Fel: 01395 267 733

HONITON , Honiton Toy Shop:
Tel: 01304 43747

ILFRACOMBE, K] Hobbycrafts:
Tel: 01271 879502

KINGSBRIDGE, The Trading Post:
Tel: 01546 852 923

NEWTON ABBOT, Austins:

Tel: 01626 333 444

NEWTON ABBOT, Dragon’s Cave:
Tel: 01626 34999

PAIGNTON, Paignton Model Shop:
Tel: 01803 355882

PLYMOUTH, Mudcl Shop:

Tel: 01752 221 15

TAVISTOCK, Kaleldoscope:

Tel: 01622 615 216

TEIGNMOUTH, Jackmans Toybox:
Tel: 01626 778 260

TIVERTON, Banbury’s:

Tel: 01804252627

TORQUAY, Action Model Centre:
Tel: 01258 480999

TORRINGTON, Toyzone:

Tel: 01805 624 790

DORSEY

GW BOURNEMOUTH:
24 Post Office Road, BHT 184
Tel: 0120 231 9292
= GW POOLE:
Unit 12 Towngate Centre, BH15 1ER
Tel: 0120 268 5634
BLANDSFORD FORUM, Inspirations:
Tol: 01258 480999
BOURNEMOUTH, Hobbycraft:
Tel: 11202 582 444
BRIDPORT, Frosts Toymaster:
Tel: u: 308 422 295
CHURCH, Christchurch Post Office:
Tel: D[M! 085511
DORCHESTER, Dorchester Toys:
Tel: 01305 261 152
SHAFTESBURY, Hardings:
Tel: 01747 8542
SHERBDURNE, The Corner House:
Tel: 01935 815 615
SHERBOURNE, The Toy Barn:
Tel; 01935 815 (40
WEYMOUTH, Razzamataz:
Tel: 01305 750 601

GW CHELMSFORD:

Unit 4C, The Meadows Centre, CM2 6FD)
Tel: 0124 534 0048

GW COLCHESTER:

2 Shart Wyre Strect, CO1 ILN

Tel: 0120 676 7279

Tel: @170 246 1251

GW THURROCK:

Unit 4158, Level 3,

Lakeside Shopping Centre, RM20 22§
Tel: 6170 BB6 7133

SAFFRON WALDEN, Game On:
30 High Streel, Tek 03799 506 070
BASILDON, HobbyCraft:

Tel: 61260 240 100
BRENTWDOD B&M Cycles:
Tel: 01277 214 34.

CLACTON ON SFA, Clacton Art & Crait Centre:
Tel: 11255 436 346

CLACTON ON SEA, This N That:
Tel: 01255 431 433

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:
Tel: 01702 473 986

MALDON, Colin Bliss Models:
Tel: 01621 B51 327

RAYLEIGH, Toys N Tuck:

Tel: 01268 {1

GLOUCESTERSHIRE

GW CHELTENHAM:
!b Pittville Streel, GL32 21L)

Tek: 222 B419
GW GLOUCESTER:
35 Clarence Sireet, GL1 1EA
Tek 0145 250 5033
BOURTON ON THE WATER,
Bourton Madel Railway:
Tel: 01451 B20 686
GlOUCESTER, Huhi)yCraﬂ.

99

I: 01452 424 9

STOW ON THE WOLD, Cleaver Models:
Tel: 0145830424

STROUD, Antics:

Tol: 01453 764 4B7

TEWKESBURY, Toy Zone:

Tel: 01684 295 776

HAMPSHIRE

GW BASINGSTOKE:

3 Polters Walk, RG21 7GQ

Tel: 0125 646 6050

GW PORTSMOUTH:

34 Arunddel Street, POT INL

Tol: 0239 207 6266

GW SOUTHAMPTON:

23 East Street, SO14 THG

Tol: 0238 033 1962

GW WINCHESTER:

35 Jewry Streel, 5023 BRY

Tel: 0196 286 0199

ALDERSHOT, The Game Shop:

Tel: 01252 311 443

ALTON, Al un Mudel Centre;

Tel: 01420 542

ANDOVER, Hoggusaurus Toymaster:

Tel: 01264 352 263

BOTLEY, Just Add Imagination:

Tel: 01489 781

FARNBOROUGH Dark Star:

Tel: 01252 543019

GOSPORT, |C Books:

Tel: 02392 580 911

HAVANT, HobbyCrait:

Tel: 0845 051 6554

LYMINGTON, HE Figgures:

Tel: 01530 672002

MILFORD ON SEA, Milford Models and Hobbies:

Tel: 01590 642 112

NEW MILTON Toys of New Milton:

Tel: 01425 617

FFI'ERSFIEI.D, Fnlly Models:

Tel: 01730 267 9

RINGWOOD, Toys of Ringwood:

Tel 01425 479 44

ROMSEY, Rnundabout:

Tel: 017684 512 145

SOUTHAMPTON, Rock Bottom Toystore:

Tel: 02380 633 947

SOUTHSEA, Southsea Models:

Tel: 02392 733 208

WATERLOOVILLE, Forever Toys Lid:

Tel: 02392 266 253

WAIERLOOVILLE, Paul’s Hobby Shop:
iz 01705 259 186

IIEHEHIBIISIlIIIE

GW HEREFORD:

40 Eign Gate, HR4 0AB

Tel; 01432 355 040

LEOMINSTER, Martin’s Models & Crafts:
Tel: 01568 613 782

ROSS ON WYE, Revolutions:

Tel: 01989 562 639

HERTFORDSHIRE

GW HEMEL HEMPSTEAD:
16 Bridge Street, HPY 1EF
Tel: 0144 224 9752
GW ST ALBANS:
18 Heritage Close, AL} 4E8
Tel: 0172 786 1193
BARNET, Toys Toys Toys:
Tel: 0208 449 0966
BISHOP'S STORTFORD, Boardmans:
Tel: 01279 654 033
COCKFOSTERS, Murray & Brand:
Tel: 02004 490 827
HARPENDEN, Felicitations:
Tel: 01582 767 B11
HERTFORD, Marquee Models:
Tel: 01993
HITCHIN, Mamly Models:
Tel: 01462 422 20
lETCHWORTH Model Images:
Tel: 01462 bi4 859
STEVENAGE, HobbyCraft:
Tel: 0845 051 6553
STEVENAGE, KS Models:
Tol: 01438 746 616
WELWYN GARDEN CITY, Toys Toys Toys:
Tel: 01707 391 319
WATFORD, HobbyCraft:
Tel: 0845 051 6538

ISLE OF MAN

DOUGLAS, Toymaster:
Tel: 01624 622 154

RAMSEY, Creativity and Craft:
Tel: 07624 436345




ISLE OF WIGHT

COWES, Chivertons Newsagents:
Tel: 01983 292 613

NEWPORT, Cheap Thrills:

Tel: 01983 530 570

NEWPORT, Toy & Models:

Tel: 01983 528 258

RYDE, The Sports & Model Shop:
Tel: 01983 862 454

KENT

GW BLUEWATER:

Unit 0528, Upper Thames Walk, Bluewater, DA9 950,
Telt 0132 242 7880

GW CANTERBURY:

Unit 5, lron Bar Lane, CT1 2HN

Tel: 0122 745 2880

GW MAIDSTONE:

Tel:0
GW TUNBRIDGE WELLS:
36 Grusvenor Road, TN1 2AP
Tel: 0189 252 5763
ASHFORD, GZ Computers Ltd:
Tel: 01233 663996
BEXLEY HEATH, Kit Krazy:
Tel: 0208 298 7177
BROADSTAIRS, Time & Space:
Tel: 01843 B66 006
CHATHAM, Maynes:
Tel: (11634 400 031
CRAYFORD, HobbyCrait:
Tel: 01560 713298
DOVER, Turners Models:
Tel: 01304 203 711
FAVERSHAM, Abacus Toys:
Tel: 01795 591 203
FOLKESTONE, Penkraft:
Tel: 01303 279292
GRAVESEND, Steve’s Collectables and Models:
Teli 01474 564 465
GRAVESEND, The Stamp Centre:
Tel: 01474 534 166
1ASTI Hastings Hobbies:
Tel: ( Dlmcl'.s'm.i 2
HERNE BAY, Spearings:
Tel: 01227 374 049
HYTHE, Apple Jax
Tel: 01303 262 602
MAIDSTONE, HuhbyCraﬁ
Tel: 01622 623 7.
ORPINGTON, IH Lorimer:
Tel; 01689 823193
SEVENOAKS, JH Lorimer:
Tel: 01732 452 840
SEVENOAKS, Manklows;
Tel: 01732 454 952

GW BLACKPOOL:

8 Birley Street, FY1 10U

Teli 0125 375 2056

GW BOLTON:

Unit 14 {1st floor), Crompten Place, BL1 1DF
Tel: 0120 436 2131

GW PRESTON:

15 Miller Arcade, PRT 2QY

Tel: 0177 282 1855

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

BLACKBURN, Batcave:

Tol: 01254 667 488

BLACKBURN, Mercer & Sons:

Tel: 0125 458 700

BOLTON, HobbyCraft:

Tel: 01204 374 300

BURNLEY, Compendium

Tel: 01282 457 060

BURY, Conways Toymaster:

Tel: 01617 616 209

CLITHEROE, Cowgills of Clitheroe Ltd:
Tel: 01200 423 587

KIRKHAM, RK Boyes:

Tel: 01772 671 900

LANCASTER, Micro Markets:

Tel: 01524 840 406

LEIGH, Toymaster:

Tel: 01942 671 116

MORECAMBE, Micro Markets:

Tel: 01524 416 306

ORMSKIRK, Taylors:

Tel: 01695 573516

ROSSENDALE, Rossendale Models:
Tel: 01706 230 007

PRESTON, HobbyCraft:

Tel: 01772 6l 200
THORNTON-CLEVELYS, Toy2save Collectables:
Tel: 01253 855 905

WIGAN, Wigan Model Centre:

Tel: 01942 245 683

LEICESTERSHIRE

GW LEICESTER:

Unit 2,16/20 Silver Street, LET SET

Tel: 0116 253 0510

GW LOUGHBOROUGH:

22 Biggin Street, LET1 1UA

Tek: 0150 923 8107

LEICESTER, Gifts For Geeks:

Tel: 07743 424063
LOUGHBOROUGH, Wargames Inc:
Tel: 01509 215505
LOUGHBOROUGH, ZX Gamer:

Tel: 07977 503723
ASHBY-DE-LA-ZOUCH, Steve’s Models:
Tel: 01530 416 827

LINCOLNSHIRE AREA

GW GRIMSBY:

§ West St Mary's Gate, DN31 1LB

el 0147 234 7757

GW LINCOLN:

Unit SUA, Saltergate,

(outside of Waterside Centee), LN2 1AP
Tel: 0152 254 8027

BOSTON, Models and Computers:
Tel: 01205 365 102

GRANTHAM, Portprince Models and
Hobbies Ltd:

Tel: 01476 592 001

LOUTH, Castaline:

Tel: 01507 602 149

MABLETHORPE, Belas Toymaster:
Tel: 01507 473 328

SCUNTHORPE, Shermans Model Shop:
Tel: 01724 042 439

SKEGNESS, The Model Shop:

Tel: 01754 763 429

SPALDING, Mason's Models:

Tel: 01775 722 456
STAMFORD, Stamford Models and Hobhies:
Tel: 01780 767934
LONDON
GW BRENT CROSS:
Uit F9, Lower Mall, Brent Cross Stupping Centre, Nm:llf,
Tel: 4208 201 4979
* GW BROMLEY:
Unit 24; The Mall, Bromley, BR1 175
Tel; 0208 466 0678
GW COVENT GARDEN:
Unit 33, The Market, WC2E 8BF
Tel: 6207 240 5106
GW CROYDON:
Unit 35, Drummond Centre, Keeley Road, CRO 1TF
Tel: 0208 680 4600
GW EPSOM;
8 High Street, KT19 BAD
Tel: 01372 751881
GW KENSINGTON:
Shop 7, Lancer Square, Kensington Church
Street, W8 4EH
Tel: 0207 937 7011
GW KINGSTON ON THAMES :
33 Fife Road, K11 15F
Tel: 0208 549 5224
GW LONDON (Oxford St):
Unit F10, The Plaza Shopping Centre, 15t
Foar, 116128 Oxford Street, WD 10T
Tel: 0207 436 0839
GW ROMFORD:
12 Quadrant Arcade, RM1 3ED
Tel: 01708 742 140
GW STAINES:
B Clarence Steeet, TW1B 45P
Tel: 0178 446 0475
GW SUTTON:
Unit 26, Times Square Shopping Centre, SM1 1LF
Tek: 0208 770 9354
* GW UXBRIDGE:
Unit 32, Chequers Mall, The Pavilions
Shopping Centre, UBS LN
Tel: 0189 525 2600
GW WATFORD:
Uinit ), TA Queren Streel, Harkiquin Centre, WD 2TR
Tel: 01923 245188
WOOD GREEN:
Uit 93, The Mall Woad Green, High Streel, N22 68A
Tel: 0208 8891079
BARNET, Clﬂrer Toys:
Tel: 0208 275
BLACKHEATH an Impressions:
Tel: 0208 852 6192
BLOOMSBURY, Just Games:
Tel: 0207 323 3088
CLAPHAM, Russ:
Tel: 0207 228 6319
DULWICH, The Art Stationers:
Tel: 0208 693 5938
FINCHLEY, Leisure Games:
Tel: 0208 346 23
GREENFORD, HobbyCraft:
Tel: 0208 747 7500
HAMPSTEAD Happy Returns:
Tel: 0207 435 2431
HERNE HILL, Just Williams:
Tel: 0207 733 9955
LEYTON, Ditchfields
Tel: 0208 53920821
PUTNEY, Toystop:
Tel: 0208 785 9555
RUISLIP, John Sanders:
Tel: 01893 634 848
WIMBLEDON, Elys:
Tel: 0208 946 9191

MANGHESTER AREA

GW ALTRINCHAM:

Unit 1, 19 Grafton Streer, WA34 101

Tel: 0161 929 9896

GW MANCHESTER (Central):

Unit R15, Marsden Way South, Arndale Centre, A4 JAT
Tel: 0161 834 6871

GW TRAFFORD CENTRE:

Unit L40c Trafford Centre, M17 88N

Tel: 0161 755 0065

ALTRINCHAM, The Gaming Crypt:
Tel: 0161 929 9919

ECCLES, Amazon Miniatures:

Tel: 0161 788 7650

NORTHENDEN, Stelorac:

Tel: 0161 946 1759

MERSEYSIDE ARER

* GW LIVERPOOL:

13b Central Shopping Centre, Rancleigh Street, L1 1QF
Tel: 0151 703 0963

GW SOUTHPORT:

Unit 2, The Edge, 7 Hoghton St, PRY OTE

Tel: 0170 450 1255

'WALLASEY, Wirral Model Shop

Tel; 0151 200 B355

WIRRAL, Thingwall Garden Centre
Tol: D151 6480281

MIDDLESEX

EAST SHEEN, Play Inside Out:
Tel: 02088 765 229

EAST SHEEN, Pandemonium:
Tel: 0208 780 866

ENFIELD, Jennings Stores:

Tel: 0208 604 1804

ENFIELD, Pearsons:

Tel: 02006 373 4200

HARROW, Toy and Nursery
Tel: 0208 4222610

NORFOLK

GW NORWICH:

12-14 Exchange Street, NR2 1AT
Tel: 0160 376 7656

CROMER, Ci omer Furniture;
Tel: 01263 5
EAST DEREHAM, Starlings Toymaster:
Tel: 01362 697 769

EAST DEREHAM, Youngsters World:
Tel: 01362 698 350

FAKENHAM, Lou Lous Toys and Gifts:
Tel: 01326 853 118

GREAT YARMOUTH, Kerrisons:
Tel: 01493 853891/01493 B50039
HOLT, Starlings Toymaster:

Tel: 01263 713 101
HUNS’I’ANTON The Card Box:
Tel: 01485 534461

HUNSIANTDN Pavilion Toymaster:
Tel: 01485 533 10

NORWICH, Bnt!lene!.

Tel: 01603 765 595

NORWICH, Langleys:

Tel: 01603 621959

NORWICH, $ P Models:

Tel: 01953 887878

SHERINGHAM, Starlings Toymaster:
Tel: 01263 822 368

TAVERHAM, Norvic Models Ltd:

Tel: 01603 865213

THETFORD, Berties Crafts:

Tel: 01842 766297

WROXHAM, Point House Toyshop:
Tel: 01603 706 804

NORTHAMPTONSHIRE

* GW NORTHAMPTON:

24-26 Abingtan Squarc, NNT 4AA

Tel: 01604 635 687

DAVENTRY, The Games Vault:

Tel: 01327 310541

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

NORTHAMPTON, HobbyCraft:

Tel: 01604 591 800

NORTHAMPTON, Project Hydra:
Tel: 01604 639966

RUSHDEN, Osborne Sports & Toys:
Tel: 01933 312 415
WELLINGBOROUGH, Software Seller:
Tel: 01933 440 861

NORTHUMBERLAND

ASHINGTON, Blue Box Models:
Tel: 01670 521279

CORBRIDGE, The Village Square:
Tel: 01434 634 056

HEXHAM, Robbs:

Tel: 01434 602 151

MORPETH, TG Allan:

Tel: 01670 515 136

NOTTINGHAMSHIRE

GW NOTTINGHAM (Central):

34a Friar Lane, NG1 6DQ

Tel: 0115 948 0651

GW WARHAMMER WORLD:

Willaw Road, Lentan, NG7 2WS

Tel: 0115 916 B410

MANSFIELD, The Games Emporium:
Tel: 01623 640 022

NEWARK, Access Models:

Tel: 01636 673 116

NOTTINGHAM, HobbyCraft:

Tel: 0845 051 6249
SUTTON-IN-ASHFIELD, Bastion Gaming:
Tel: 07814 157168

WEST BRIDGFORD, Inspirations
Tel: 0115 982 1200

WORKSOP, Model Base:

Tel; 01909 501 752

ONFORDSHIRE

GW OXFORD:

1A Bush House, New Inn Hall Street, OX1 2DH
Tel: 01865 242 182 y
ABINGDON, Just Toys:

Tel: 01235 524 333

BANBURY, Trinder Bros:

Tel: 01295 262 546

CARTERTON, Giles Sports:

Tel: 01993 842 396

OXFORD, Boswells Toymaster:

Tel: 01865 241 244

THAME, Pied Pedaller:

Tel: 01844 260 022

WALLINGFORD, Pettits of Wallingford:
Tel: 01491 B35 253

WITNEY, Dentons:

Tel: 01993 704 979

HAVERFORDWEST, Emry's:
Tel: 01437 779 646

OAKHAM, lack in the Box Toys:

Tel: 01572 755 999

OAKHAM, Rutland County Museum:
Tel: 01572 758436

SHROPSHIRE

* GW SHREWSBURY:
6 Market Street, SY1 1LE
Tel: 0174 336 2007

TELFORD, Questing Kni;ln Games:
Tel: 01952 417 747

TELFORD, Sanda Gimn:

Tel: 01952 (76 722

BRIDGENORTH, Hobby Horse:
Tel: 0174 6 766 659

OSWESTRY, Funfayre:

Tel: 01691 670 646

* GW BATH:

510 Westgate Buildings, Avan Street, BAT TUN
Tel: 0122 533 4044

BRIDGWATER, Dragon Slayers Hobby Centre:
Tel: 01278 427722

BURNHAM ON SEA, GW Hurley:
Tel: 01278 789 281

CLEVEDON, Just For Fun:

Tel: 01275 341 819

FROME, The Ellenbray Press:

Tel: 01373 462 139

FROME, Frome Model Centre:

Tel: 01373 465295

GLASTONBURY, Pedalers Toymaster:
Tel: 01458 834 562

GLASTONBURY, PC’s PC's:

Tel: 01458 813900

MINEHEAD, Minehead Toys & Models:

Tel: 01643 705 550
SHEPTON MALLET, Taymaster Shepton Mallet:
Teli01749 872080°

JUR

STORE FINDER KEY

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

NE ELITE STORE

NE PARTNER STORE
Stocks most of the Games Workshop range.

INDEPENDENT STOCKIST
Official sellers of Games Workshop products.”

NEW STORE OPENING
Indicates new stores and

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

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

TAUNTON, Krackers:

Tek: 01823 335 057

TAUNTON, Hatcher & Sons:

Tel: 01823 272 277

WELLS, Wells Models and Toys:
Tel: 01749 675 262

YEOVIL, Yeovil Collectors Centre:
Tel: 01935 433 739

YEOVIL, Witch Engine:

Tel: 01935 427077

STAFFORDSHIRE

= GW BURTON ON TRENT:

Unit B, Union Court, Union Street, DET4 1AA
Fel: 0128 353 5865

GW STOKE:

27 Stafiord St ST1 1)U

Tel: 0178 220 5267

ALSAGER, Alsager Toys and Models:
Tel: 01270 882 871

BURTON, Blue Grove Racing:

Tel: 01283 512731

LICHFIELD, Dlgllal Dragons:

Tel: 07941 637793

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

STAFFORD, SLD Models:

Tel: 01785 258 731

STAFFORD, Stafford Games:

Tel: 01785 255577

STAFFORD, Too Fat Goblinz:
Tel: 01785 244 499
STOKE-ON-TRENT, Battlezone
Games & Collectables:

Tel: 01782 833 633
TAMWORTH, Hobbycraft:
Tel: 01827 300 800

SUFFOLK

= GW IPSWICH:

63 Westgate Street, IP1 38]

Tel: 01473 210 031

BECCLES, Toy Box:

Tel: 01502 712 785

BURY ST. EDMUNDS, Model Junction:
Tel: 01284 753 456

BURY ST. EDMUNDS, Starlings Toymaster:
Tel: 01284 761 646

FELIXSTOWE, Wizards Workshop:
Tel: 01394 277 233

IPSWICH, Galaxy Models & Hobbies Ltd:
Tel: 01473 7

IPSWICH, Toyworld Ipswich:

Tel: 01473 728 535

LOWESTOFT, Annatar:

Tel: 01502 513477

NEWMARKET, Moons Toyland:

Tel: 01638 663 147

STOWMARKET, D J Collectables:

Tel: 01439 771 015

STOWMARKET, Simpson & Sons:

Tel: 01449 612 914

SUDBURY, FT Games:

Tel: 01787 466 060

SUDBURY, Tlnellys Toys:

Tel: 01787 372238

WOODBRIDGE, Toytown:

Tel: 01394 383 170

SURREY

GW GUILDFORD:

Unit 1, 9/12 Tunsgate, GUT 3QT

Tel: 148 345 1743

GW WOKING:

Unit 3, Cleary Court, 169 Church Street Easl, GU27 6H)
Tel: 0148 377 1675

GW WORTHING:

2 Bath Place, Worthing, BN11 3BA

Tel: 01903 21 _‘iW
CAMBERLEY, Morning Star:
Tel: 01276 685160 B
CATERHAM, Modeller’s Loft:
Tel: 01883 341 818
COULSDEN, Taylors Toys and Sports:
Tel: 0208 666 00710
CRANLEIGH, David Mann:
Tel: 01483 273 777

DORKING, Dorking Models:
Tel: 01306 BB1 747

PURLEY, JH Lorimer Ltd:

Tel: 1181 660 9716

REDHILL, Gamers Guild:

Tel: 01737 789 123

REIGATE, The Toy Shop:

Tel: 01737 245 300
RICHMOND, Toy Station:
Tel: 0208 940 4896

SUSSEX AREA

GW BRIGHTON:

Unit 7, Nile Pavilions, BN1 THW
Tel: 0127 320 3333

GW CRAWLEY:

11 Broadway, RH10 1DX

Tel: 0129 355 2072

GW EASTBOURNE:

33 Cornfield Road, BN21 4QG
Tel: 0132 364 1423

BOGNOR REGIS,

Trains Models and Hobbies:

Tel: 01243 864 727

BURGESS HILI. I(ld 's Stuff:

Blel: 01444 257

CHICHESTER, Chlrhssler Toys:
Tel: 01243 788 055

CRAWLEY, HobbyCraft:

Tel: 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 91

HAYWARD'S HEATH, Clarkes:
Tel: 01444 457551

HORSHAM, Waterstones:

Tel: 01403 268 088

HOVE, Kids Dreams:

Tel: 01273 420 bbb

ST LEONARDS ON SEA, Silverhill
Models and Toys:

Tel: 01424 431 133

STEYNING, The Dollhouse Shop:
Tel: 01903 816812

UCKFIELD, Kid's Stuff:

Tel: 01825 768 198

TYNE AND WEAR AREA

* GW NEWCASTLE (Central):

Unit 6, Newgate Shopping Cenlre, NET 5PY
Tel: 0191 232 2418

(near the Mediterranean Village), NE1T 9¥L
Tel: 0191 461 0950

GW SUNDERLAND:

2538 High Street West, Sunderland, SR1 30H

[
NORTH SHIEI.DS SR Gladston & Son:
Tel: 01912 570 335

SUNDERLAND, Toy and Computer Store:
Tel: 0191 565 5196

WHITLEY BAY, Alan’s Model Shop:
Tel: 6191 253 3682

WARWICKSHIRE

GW COVENTRY:

Unit 39, Upper Level, Cathedral Lanes
Shopping Centre, CV1 1LL

Tel: 0247 622 7311

GW LEAMINGTON SPA:

32 Regent Street, CV32 5EG

Tel: 01926 435771

BEDWORTH, Railway & Modellers Junction:
Tel: 02476 316 285

COVENTRY, Hobbycraft:

Tel: 02476 234 520

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

NUNEATON, Heart of England Co-op:
Tel: 02476 382 331

RUGBY, Joto Railways & Models:

Tel: 01786 562 372
STRATFORD-UPON-AVON,

Much ado about toys:

Tel: 01789 295 850

WARWICK, Castle Trains:

Tel: 01926 497 905

WILTSHIRE

GW SALISBURY:

1B Winchester Street, SF1 THE

Tel: 0172 233 0955

GW SWINDON:

18 Brunel Plaza, SN1 1LF

Tel: 0179 343 6036

CHIPPENHAM, Thorntons at Signature:
Tel: 01245 463100

DEVIZES, Hoggosaurus Toymaster:
Tel: 01380 723 841

MALMESBURY, SPS Malmesbury:
Tel: 01666 824430

MARLBOROUGH, H Duck:

Tel: 01672 512170

MELKSHAM, The Toyshop:

Tel: 01225 768 415

SALISBURY, Salisbury Model Centre:
Tek 01722 334757

SHAFTESBURY, Harding's:

Tel: 01747 838295

SWINDON, HobbyCraft:

Tel: 0845 051 6551

SWINDON, SPS Swindon:

Tel: 01793 478 170

TROWBRIDGE, The Toy Shop:

Tel: 01225 768 415

WESTBURY, The Gas Cupboard:
Tel: 01373 825 425

WORCESTERSHIRE

* GW WORCESTER;:

23 Lychgate Mall, Cathedral Plaza, WR1 205
Tek: 0190 561 6707

DROITWICH, HobbyCraft:
Tel: 0845 051 6548
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DROITWICH, Look-rite Ltd T/A Toyworld:
Tel: 01905 772 403

REDDITCH, Hobby Hut:

Tel: 01527 540 840

REDDITCH, Hoggosaurus Toymaster:
Tel: 0152 766 092

GW BRADFORD:

4 Piccadilly, Bradford, BD1 3LW

Tel: 0127 473 9430

GW DONCASTER:

26 High Street, Doncaster, DNT 1DW.

Tel: 0130 232 0335

GW HARROGATE:

53 Station Parade, HG1 1TT

Tel: 0142 356 4310

GW HULL:

30 Paragan Stroet, HUT 3ND

Tel: 0148 258 9576

GW LEEDS:

3BA Lands Lane, 151 LB

Tel: 0113 242 0834

GW SHEFFIELD (Central):

16 Fitzwilliam Gate, $141H

Tel: 0114 275 0114

GW SHEFFIELD (Mmdnwhal[ Centre);
Unit 918, High Street, Upper M

(next to entrance near Bools), su 1EN

Tel: 0114 256 9836

= GW WAKEFIELD:

96 Kirkgate, The Ridings Centre, WF1 178
Tel: 0192 436 9431

GW YORK:

13A Lendal, YOI 8AQ

Tel: 0190 462 8014

BARNSLEY, Janco Toys:

Tel: 01226 208654

BEVERLEY, Game Invader:

Tel: 482 85[!51

BRIDLINGTON, Icy Tea Ltd:

Tel: 01626 403 059

GOOLE, Pursuits4You:

Tel: 01405 760934

GUISBOROUGH, Stokelds Toy Centre:
Tel: 01287 632 935

HALIFAX, Conways Toymaster:

Tel: 01422 353 956

HALIFAX, Hallfax Modellers World:
Tel: 01422 349 15

HUDDERSEIELD Something Wicked:
Tel: 01484 559 226

HULL, Archeron Games Workshop:
Tel: 01482 2210171

KEIGHLEY, Conways Toymaster

Tel: 01535 604045

LEEDS, Hobbycraft:

Tel: 0113 389 3020

MALTON, World Wide Shopping Mall:
Tel: 01653 602680

NORTHALLERTON, T & FM Grover Ltd:
Tel: 0160 773 334

PICKERING, Puffers of Pickering:
Tel: 01751 472 762

POCKLINGTON, Chylds Play:

Tel: 01759 306 041

SCARBOROUGH, Games Centre 2:
Tel: 01723 369444

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

SELBY, A1 Sports and Toys:

Tel: 01757 705 115

SHEFFIELD, JL Software:

Tel: 01142 510668

SHEFFIELD, Imp Miniatures:

Tel: 07773 029388

SHEFFIELD Wargames Emporium:
Tel: 01142 754 626

SKIPTON, Craven Model Centre:

Tel: 01756 797414

THIRSK, Thirst Art Store:

Tel: 01845 574457

WAKEFIELD, Model and Craft Centre:
Tel: 01924 374 097

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

WALES

GW CARDIFF:

31 High Street, CF10 1PU

Tel: 0292 064 4917

GW CWMBRAN:

30 The Parade, Cwmbran, Gwent, NP44 1PT
Tel: 01633 B74 070

* GW NEWPORT:

25 Skinner Street, NF20 1HB

Tel: D163 325 6295

GW SWANSEA:

51 Kingsway, SAT SHF

Tel: 0179 246 3969

CARDIGAN, Helm's Deep:

Tel: 04239621 621

ABERGAVENNY, Richards of Abergavenny:
Tel: 01873 852 466

ABERYSTWYTH, Albatross:

Tel: 01970 617 836

BANGOR, Acme Games:

Tel: 01248 371 457

BRECON, ] Clark Toys & Gifts:

Tel: 01874 622 865

BRIDGEND, Joust for Fun:

Tel: 01656 767 680

CARMARTHEN, Good News:

Tel: 01267 237 789

CARMARTHEN, Hardings:

fel: 01267 237 774

CEREDIGION, Yokemon Battles:

Tel: 01239 615346

CHEPSTOW, Arlls‘ls Corner:

Tel: 01291 627 39,

COLWYN BAY Hippo Toys:

Tel: 11492 534 169

CONWAY, Hippo Toys:

Tel: 01492 534 169

DOLGELLAU, Mars Vs Venus:

Tel: 01341 423 407

LLANDRINDOD WELLS, The Manor:

Tel: 01597 829111

LLANTWIT MAJOR, Rainbow Plaza:

Tel: 01446 795 118

MACHYNLLETH The Toy Box:
54 70

NEWFORT, HubbyCraﬂ.

Tel: 0B45 051 6540

PEMBROKE, Dragon Alley:

Tel: 01646 621 456

PONTYPRIDD, Sugar and Spice:

Tel: 07679 221 379

PORTHCAWL, Game Itd:

Tel: 01656 784 428

PORTHMADOG, Alma Figures:

Tel: 01766 30269

RHYL, Lightfoot Models:

Tel: 03745 331 564

SWANSEA, Comix Shoppe:

Tel: 01792 642 097

WREXHAM, Brite Ideas Toymaster:

Tel: 01978 261 244

SCOTLAND

* GW ABERDEEN:
Unit 1, 12-14 Upper Kirkgate, AB10 1BA
Tel: 0122 464 9779
GW AYR;
Unit 2, Larne Arcade, 115 High Street, KA7 158
Tel: 01292 205 695
GW DUNDEE:
110 Commercial Street, DD1 2A)
Tol: 0138 220 2302
GW EDINBURGH:
136 High Street, EH1 1Q8
Tel: 0131 220 6540
GW FALKIRK:
12 Cow Wynd, Fl
Tel: 0132 462 4553
* GW GLASGOW:
81 Union Street, G1 3TA
Tel: 0141 221 1673
GW LIVINGSTON:
26 Almondvale Centre, EH53 GNB
Tel: 01506 443256
HADDINGTON, Model Mania:
Tel: 01620 825 931
ABERFELDY, Freaders Books:
Tel; 01887 8 19
ARBROATH, Hags:
Tel: 01241 872195
ARGYLL, Alba:
Tel: 01631 563645
AYR, Toy Town:
Tel: 01262 282945
BANCHORY, Toy and Gift Shop:
Tel: 01330 825 586
BRECHIN, Gardiners:
Tel: 01356 622 265
CRIEFF Happy Craft Company:
1: 01764 65
DLNGWALL, Spnns and Model Shop:
Tel: 01349 862 346
DUNFERMLINE, Abbey Models:
Tel: 01383 731 116
DUNFERMLINE, Fife Council Libraries:
Tel: 01383 602 208
DUMFRIES, Toytown:
Tel: 01347 264884
EDINBURGH, Marionville Models:
Tel: 01313 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, Static Games:
Tel: 0141 552 9785
INVERCLYDE, Arts Crafts & Hobbies:
Tel: 01475 785 204
INVERNESS, lunners Toymaster:
Tel: 01463 233 2
KINRO! The ane Chest:
Tel: 01577 B62 51
KIRKCALDY, The Hope Chest:
Tel: 61592 260 116

1PL

LANARKSHIRE, Figures in Comfort:

Tel: 01236 B70 740

LARGS, Bus Stop Toy Shop Ltd:
Tel: 01475 689892

Do you want to hecome an

INDEPENDENT STOGKIST?

Games Workshop is the largest and the most successful tabletop fantasy and
futuristic battlegames company in the world. For more information on how

to become an Independent Stockist, contact one of our dedicated specialists
on 08700 134411 or visit our website:

‘ORKNEY, Cycle Orkney:

Tel: 01856 B75777

PERTH, Millars Models:

Tel: 0173 856 1835

PERTH AND KINROSE, Freaders Books:
Tel: 01867 B29 519

PETERHEAD, George Donald Ltd:
Tel: 01779 474 737

PETERHEAD, Unique:

Tel: 01779 472 705

SHETLAND, Harrys Dept Store:
Tel: 01595 693 097

STIRLING, Abacus:

Tel: 11786 478 784

STONEHAVEN, Toymaster Toyland:
Tel: 01569 766333

THURSO, Durrans:

Tel: 01647 893 169

TURRIFF, E Rae and Son:

Tel: 01888 562 610

NORTHERN IRELAND

GW BELFAST:

20A Castle Courl, BTT 10D (towards the back
of the centreiTel: 0289 0233684

ARMAGH, Kidzone Toymaster:

Tel: 028 37515166

BALLYMENA, Camerons:

Tel: 02825648821

BANBRDGE, Toymaster Banbridge:
Tel: 028-40622225

BANGOR, Replay Games:

Tel: 028-91452210

BELFAST, The Basement:

Tel: (028) 9046 0484

ENNISKILLEN, Hannas Toyworld Toymaster:
Tel: 028-66322367

ENNISKILLEN, Modellers Corner:

Tel: D28-66322367

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

NEWRY, Murphy’s World of Wonder:
Tel: 02630264978

OMAGH, Whi

Tel: 02882242427

INTERNATIONAL
ACCOUNTS

LISTED ALPHABETICALLY

BELGIUM [ B

GW ANTWERP:
inck 10, Aptwerp, 7
Tel: 0032 3485 8627
BRUGGE, Fair Play:
Tel: 050 38 51 83
AARSCHOT, Conect'r:
Tel: 016 56 88 30
ANTWERPEN, Celtic Cross:
Tel: 03 288 81 65
DENDERMONDE, Tip Top Moens:
Tel: 052 2117 98
DEURNE, The Gamestore:
Tel: 033 25 55 35
HASSELT, Oberonn:
Tel: 011 351 358
LEOPOLDSBURG, NV Moestermans:
Tel: 01139 3846
MECHELEN, De Spelfanaat:
Teli 015 34 59 07
OOSTENDE, King Arthur:
Tel 09 51 57 56
ROESELARE, Black Border:
Tel: 051 20'82 50
AALST, Hermelijn:
Tel: 053 41 48 66
AALST, Plays2Be:
Tel: +32 (53) 41 93 83
BLANKENBERGE, De Speelhoek:
Tel: 50 41 49 23
BRUSSEL, Interloys Anderlecht:
Tel: 025 23 B
BRUSSEL, The Brothers Workshop:
Tel: 0477532647
BRUSSEL, Intertoys Laken:
Tel: 022 68 71 41
GENT, Betty Boop:
Tel: +32 (09) 222
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 Dngbladhaﬂdel Vermeire bvba:
Tel; 052
IXELI.ES Inlnrlnys Ixelles:
Tel: 025 14 17 03
KORTRIJK, Albion:
Tel: 056 32 43 07
LEUVEN, The Dicepool:
Tek: 016 29 49 94
NEERPELT, ‘t Spellenhuis:
Tel: 011 74 49 79
OVERI|SE, Inlermys Overijse:
Tel: 026 B7 42 5

's Toymaster:

110 WHITE DWARF

FRONTLINE

SCHELLE, Van de Velde:

Tel: +32 (0486) 53 17 58
TOURNAI Intertoys Tournai:
Tel: 069 21 42 22

VILVOORD, Boekcenter BVBA:
Tel: +32 (02) 251 20 05
‘WESTKERKE, What Ever:

Tel: +32 (0473) 77 16 41

BRAZIL

CAMPINAS, Legends do Brasil:
Tel: 19 3234 3343

CURITIBA, Itiban Comics Shop:

Tel: 41 3232 5367

JUIZ DE FORA, Magazme Taberna do Dragio:
Tel: 32 3234 575

PORTO ALEGRE, Jambé:

Tel: 51 3226 1426

SAN PAULO, Lududeria Bar Café:
Tel: 11 3253 8452

SAN PAULO Moonshadows:

Tel: 11 3266 3916

SAN PAUI.U Taverna do Ogro Encantado:
Tel: 11 3061 9842

SAN PAULO, Terramédia:

Tel: 11 2127 6787

VILA GILDA, Hobby Depot Santo Andre:
Tel: 11 4438 5880

VINHEDO, Hobhy Depot Vinhedo:
Tel: 19 3826 1580

SOFIA Magu: Waorlds:
Tel: 359 2 986 6858

SOFIA Elack Citadel:
Tel: 4359 BB5539771
SOFIA, Mori
Tel: 360 2 986 6858

BEIJING, Maelstrom:

Tel: GOBE 10 64060875
SHANGHAL, Zark:

Telz 86 (21) 57631665
SHANGHAI, Zhanchui Store:
Tel: 86 21 52360900

CROATIA oo

OSIJEK, Land of Magic:

Tel: 385 31 275 794

OSIJEK, Land of Magic:

Tel: 385 31 364 412

RIJEKA, Game Master:

Tel: 385 51 371 300

SPLIT, Land of Magic:

Tel: 385 214082249
VARAZDIN, Land of Magic:
Tel: 385 42200167

ZAGREB, Land of Magic:
Tel: 385 14870077
ZAGREB, Land of Magi

Tel: 38514923917

CYPRUS [=]

NICOSIA, ANT Comics:

Tel: 00 357 22 660384
NICOSIA, Megaland:
Tel: 00 35 7224 56622

KATO PAPHOS, Cyprus Crusade:
Tel: +357 976 49072

CIECH-REPUBLIC [l

BRNO, Cerny Rytir:

Tel: 4420541214860

CESKE BUDEJOVICE, Chaotit:

Tel: +420602489158

HARADEC KRALOVE, Knihkupectvi Valhalla:
Tel: 4420495522009

KOPRIVNICE Magic:

Tel: +4204955 gunu

LIBEREC, Battle Games-Obchodni Pavilion:
526154

, Matrix (knihkupectvi):
Tel; +11077~1 404 024

PRAHA, Ogri Doupe:

Tel: +420224934811

PRAHA, Cerny Rytir:

Tel: +420222312461

PRAHA, Cerny Rytir:

Tel: +420222312461

VSETIN, Atlantis:

Tel: +420571411697

DENMARK

GW KGBENHAVN:
Frederiksborggade 5KL, 1360,
Tel: 0045 33 12 22 17
AALBORG, Draguns Lair:
Tel: 9812 16
AARHUS C, Dragrms Lair:
Tel: B6 19 00 63
HILLER@D, Hobby & Fritid:
Tel: 4825 26 16
kQBENHA\'N K, Faraos Cigarer:
Tel: 3332221
KﬂBEN"A\"N NV, Arena Kebenhavn:
Tel: 38 33 57 00
NASTVED, Arena Nastved:
Tel: 55 54 67 00
ODENSE C, Dragons Lair:
Tek 65 91 97 1
OVRE, MR Games:
7240255
ROSKILDE Fanatic Roskilde:
Tel: 46 36 35 48
LYNGBY, Faros Cigarer:
Tel: 3210 23 23
HELSINGOR, Hobby og Fritid:
Tel: 4921 45 42
HERNING, Faerges Kelder:
Tal: 3510 18 9
WJRD[NGHORG, Legekaden Vordinghorg:
Teli 55 34 04 31
AABENRA, legekazden Aabenré:
Tel: 7462 24
AALBORG Aalburg Hobby Service:
Tel: 98 12
AALEDRG log & idé Aalborg:
Tel: 98 11 66 11
AALBORG SV, B.O. Boger Aalborg:
Tel: 98 79 15 45
AARHUS C, Goblin Gate:
Tel: 86 19 43 11
AARS, Ting og sager:
Tel: 98 62 45 52

ASN/ES, Bog & Ide Asnzes:

Tel: 59 65 00 14

ESBJERG, Bunkeren:

Tel: 75 18 11 99

ESBJERG, Adventure Corner:
Tel: 35 11 11 56

ESBJERG, B.O. Boger Esbjerg:
Tel: 75 1211 77

ESPERG/ERDE, B.O. Boger Espergarde:
Tel: 49 13 19 46

FREDERICIA, Bog & Ide Frederi
Tel: 76 24 59 69

FREDERIKSBERG, Legekaden Frederiksberg:
Tel; 38 19 70 25

FREDEIIKSSUND Legekaden Frederikssund:
Tel: 47 38 39 5

GILLELEJE, llllys Legetaj:

Tel: 48 30 30 90

GORLEV, Sparetime:

Tel: 58 45 BO B3

GRENA, Bog & idé Grena:

Tel: 86 32 19 33

GREVE, B.O. Bager Hundige:

Tel: 43 90 60 08

HELSINGE, B.O. Boger Helsinge:

Tel: 48 79 40 11

HERNING Buddy Legetoj:

Tel: 97 22 05

HILLiR(Z)D Legekmden Hillerad:

Tel: 48 24 61 h\

HJGRRING, Hjorring Hobhy:

Tel: 30 68 40 33

HOLBAK, stmkfelt Bog & idé:

Tel: 59 43 00 7:

HOLTE, Legelo;sbuhkken.

Tel: 45 46 17 82

HORSENS, Legekzden Horsens:

Tel: 75 6160 11

HORSENS, MYCLIX Miniatures:

Tel: 0045 75626233

H@ARSHOLM, GAD Harsholm:

Tel: 45 86 04 04

HUMLEB/EK, Rodes:

Tel: 49 1912 20

KALUNDBORG, Koch's Bager & Papir:
Tel: 59 51 00 54

KJELLERUP, Ide & Hobby:

Tel: 86 88 13 26

K@BENHAVN K, Fantask:

Tel: 3393 85 38

KOLDING, B.O. Bager Kolding:

Tel: 75 50 38 34

KOLDING, Good Games:

Tel; 75 50 03 04

KOGE, Sema:

Tel: 56 63 07 04

LYNGBY, B.O. Bager Lynghy:

Tel: 45 87 04 45

NYK@BING F, Hundehuset:

Tel: 54 86 0B 46

NYK@BING M, Morso Boghandel:
Tel: 97 72 07 00

ODDER, Legekxden Odder:

Tel: 86 54 42 7

ODENSE 50, ll O. Boger Rosengirdscentret:
Tel: 66 15 99 28

RANDERS, Bog & Ide Randers:

Tel: 86 43 08 10
RANDERS, Byrge Sorensen Hobby:
Tel: 86 42 58 14

RANDERS, Randers Hobby Import:
Tel: B6 43 3

RINGKGBING Buddy Legetaj:
Tol: 97 32 08 0

RINGSTED, Bng & Ide Ringsted:
Tel: 57 6100 10

RINGSTED, Buddy Legetaij:

Tel: 57 67 1480

RODOVRE, B.O. Bager Radovre:
Tel: 36 4104 85

REGNNE, Dorthe’s Hobbystue:
Tel: 56 95 94 49

ROSKILDE, ankeleg

Tel: 46 32 34 6

ROSKILDE, B.O. Ro’s torv:

Tel: 45 46 34 12

SKAGEN, Legel(eeden Skagen:
Tel: 98 44 54

SKANDERBORG, Schmidt Bog & idé:
Tel: 86 52 00 27

SKIVE, Jydsk Boghandel:

Tek: 97 51 25 99

SLAGELSE, Uldtotten:

Tel: 58 53 50 35
ST HEDDINGE, Hobbystalden:
Tel: 56 50 86 10

SVENDBORG, Farve & Hobby Hjernet:
Tel: 6221 31 31

SVENDBORG, B.O. Bager Svendborg:
Tel: 62 17 22 90

TASTRUP, Genbrugshager:

Tel: 43 71 61 15
THISTED, Buddy Legetaj:
Tel: 97 921933

. Bager Vejle:

o: 75 I
VIBORG Battle Bunker:
Tel: 86 60 17 40

EIRE

GW BLANCHARDSTOWN:

Unit 2493, Blanchardstown Shopping Cenire,
Dublin. Tel: 01 822 3868

GW DUBLIN:

Unit 3, Lower Liffey Strect,

Tel: 01 872 5791

CORK, Other Realms:

Tel: 021 4279508

DUBLIN, Models Inc.:

Tel: 01 879299392

GALWAY, Model World:

Tel: 091 765655

A‘JHLONE, Valhala Games:

Tel: 087
BALIN, World of Wonder Balina:
Tel: 096 76676

CAVAN, Apex Games:

Tel: 049 4326504

COBH, Toylown Toymaster:

Tel: 021 4814 562

CORK, Murphy's Toymaster:

Tel: 00353 24 93520

CORK, Toytown Toymaster:

Tek 021 4814 162




DOUGLAS, Art and Hobby:

Tel: 021 436 3580

DROGHEDA, Art and Hobby:

Tel: 041 987 3270

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

DUBLIN, Joe Mannions Newsagents:
Tel: 01 4392387

DUBLIN, Models Inc.:

Tel: 01 8735001

DUII.IN, onmastet Banba Dublin:
Tel: 01
DUBLIN, The Toy Store:

Tel: 01 6774420

DUN LAOGHAIRE, Toymaster Banba Dun Laoghaire:
Tel: 012 604 011

DUN LAOGHAIRE, Art and Hobby:
Tel: 012805047

DUNGARVAN, Toymaster Murphys:
Tel: 038 41376

ENNIS, World of Wonder Ennis:

Tel: 065 684 8697

KERRY, Cabal’s Toymaster:

Tel: 00353 66 7121847

KILLKENNY, The War Forge:

Tel: #353 #7 6602992

LAOIS, Grahams Toymaster:

Tel: 057 862 1061

LIMERICK, Art and Hobby:

Tel: 061 309757

LIMERICK, The Gathering:

Tel: 061 315133

LOUTH, Kidzone Toymaster:

Tel: (10353 42 9330318

LOUTH, The Wargamers:

Tel: +153 B6 B3IB2159

MACROOM, Toymaster Marys:

Tel: 026 42491

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

MULLINGAR, Stars and Crafts:

Tel: 00 353 879402799

NEWBRIDGE, Art and Hobby:

Tel: 045 450280

NAVAN, Game Bandits:

Tel: 046 9075099

NEWRY, Murphy’s Toys:

Tel: 028 30264978

OFFALY, Kelly's Toymaster:

Tel: 00353 57 9351505
SANTRY, Art and Hobby:

Tel: 01 2880788

TIPPARARY, RB Models:

Tel: 031 873 967

WEXFORD, Toymaster Play and Learn:
Tel: 051 421473

WICKLOW, Toymaster Hopkins:
Wilton, Tel: 021 434 7207

GW HELSINKI:

HELSINKI, Fantasiapelit Helsinki:

Tel: 09 65 0803

ESPOO, Puolenkuun Pelit Espoo:

Tel: 194129941

TURKU, Fantasiapelit Turku:

Tel: 02 232 #4713

JOENSUU, Fantasiapelit Joensuu:
Tel: 013 264 3

KUOPIO, Fanhslapell( Kuopio:

Tel: 017 3671148

OULU, Fantasiapelit Oulu:

Tel: 08 37 4906

AHTARI, Honkaniemen Kirjakauppa:
Tel: 06 553 0027

HARMA, Kirjakauppa Pellame:

Tel: 06 484 5080

HYVINKAA, Royal Toys:

Tel: 030-5235836

jM(OBSTAD, Toys 4 Fun:

Tel: 016 723 2660

JARVENPAA, Askartelutarvikeliike Taitaville:
Tel: 050 413 4760

KERAVA, Antikvariaatti Kersa:

Tel: 09 294 4210

KOTKA, Eagle Card:

Tel: 05 21 4238

LAPPEENRANTA, Antikvariaatti Suma:
Tel: 05 541 1760

Tel: 61 862 4500
STILLORGAN, Toymaster Nimble Fingers:
Tol: D0353 52 24803
WATERFORD, Tall Tales Bookshop:
Tel: 053 23788
WEXFORD, WOW New Ross:
Tel: 040 467225
WILTON, Art and Hobby Wilton:
STANLEY, Falkland Collectibles:
Tel: 0050021174
Simankatu 9, 00104,
Tel: 0975 15 45 25
LAHTI, Puolenkuun Pelit:
Tel: 03 751 5151
PORVOO, Puolenkuun Pelit Porvoo:
Tel: 019 5348377
ESPOQ, Pelimesta:
Tel 09 413 3283
14
YV, KVI.A Fxmasiapellt Jyviskyl:
Tel: 014.21 662
LAPPEENRANTA, Fantasiapelit Lappeenranta:
Tel: 05 541 1375
TAMPERE, Fantasiapelit Tampere:
Tel: 03 222 5200
HAMEENLINNA, Lelushoppi:
Tel: 03 612 3950
HErNOI.A, Taluusmuuvl ja lelu:
Tel: 03 715 3905
IMATRA, Klrja-l.ahja Alex Ky:
Tel: 05 411 9
AMSA, Jaakko Saari:
Tel: 014 7397215
KARJAA, Bld Lida:
Tel: 019 23 3494
KLAUKKALA, Karuselli:
Tel: 09 879 2697
KOUVOLA, Muoviepox:
Tel: 05 311 7955
MAARIEHAMN, Dillen:
Tel: 018 1

, Papado:
Tel: 019 686 1911
MIKKELI, Muppela:
Tel: 015 36 1611

OULU, Lelu-tapuli:
Tel: 08 375 241
Kl Sirkkis:

PORI, Purtn Pltkls
Tel: 02 633 2850

PORI, Porin Askartelu:
Tel: 02 632 6671
RAAHE, Raahen Astartelu ia Paperi:
Tel: 08 223 6425

RAMA, TT-Pop:

Tel: 02 823 4840

RIIHIMAKI, Royal Toys:

Tel: 050-5235836

ROVANIEMI, Liigacenter Jdssi:

Tel: 016 356 0545

SALO, Salon Harraste:

Tel: 026 356 0545

SAVONLINNA, Savanlinnan Antikvariaatti:
Tel: 015 51 4412

SEINAJOKI, Pitkikiekko:

Tel: 06 417 7800

SEINAJOKI, Fantasialinna:

Tel: 040 561 6338

SODANKYLA, Vekkuliz

Tel: 016 61 5436

TAMMISAARI, Kungshookhandeln:
Tel: 019 246 1028

TAMPERE, Pelimaa:

Tel: 040 7697879

TAMPERE, Info Koskikeskus:

Tel: 03 225 1850

TERVAKOSKI, Tervakosken Coconut:
Tel: 019 754 129

TORNIO, Peliketut:

Tel: 016 44 6266

VAASA, Pelimies:

Tel: 4358 6 312 5111

VAIKEAKOSKI Koskiviide:

Tel: 03 584 7

VANTAA, VPD Kauppakeus Tikkuri:
Tel: 09 230 2288
VANTAA, Mirkun Kirj
Tel: 09 230 2268
VEHMAA, Vanha Kaarti:
Tel: 050 527 4900

ATHENS, Avalon Games:

Tel: 0030 210 8016041

ATHENS, Fantasy Shop:

Tel: 0030 210 3231072

ATHENS, Fantasy Shop: Ag. Paraskevi:
Tel: 0030 210 6005312

ATHENS, Fantasy Shop: Exarcheia:
Tel: 0030 210 3828077

ATHENS, Fantasy Shop: Kallithea:
Tel: 0030 210 959 2922

ATHENS, Fantasy Shop: Pagrati:
Tel: 0030 210 7560780

ATHENS, Hobby Planet:

Tel: 0030 210 6042816

ATHENS, Kaissa Amarousiou:
Tel: 0030 210 6141675

ATHENS, Kaissa Glyfadas:

Tel: 0030 210 8982 057

ATHENS, Kaissa Halandriou:
Tel: 0030 210 6B9B4B5

ATHENS, Kaissa Kallidromiou:
Tel: 0030 210 366488

ATHENS, Kaissa Monokeros:

Tel; 0030 210 8813 990

ATHENS, Kaissa Neas Filadelfias:
Tel: 00 30 210 9817944

ATHENS, Kaissa Neas Smimis:
Tel: 00 30 210 9317944

ATHENS, Kaissa Pagratiou:
Tel: 00 30 210 7218 318

ATHENS, Strategy Hall:

Tel: 00 302104135757

CHANIA, Kaissa Chanion:

Tel: D030 2821088996

CRETE, Fantasy Shop: Herakleion:
Tel: 0030 2810 301312

HALKIDA, CD Corner:

Tel: 0030 2221 DET315

LARISA, Kaissa Larisas:

Tel: 0030 2410 538555

LARMIA, Kaissa Lamias:

Tel: 00 30 22310 24393

NAFPLIO, Miniature Shop:

Tel: 00 30 414

PALLINIS, Hobby Planet:

Tel: 210 6042 B16

PEHISYERIU, Kaissa Peristeriou:

Tel: 0030 2105786707

THESSALONIKI, Kaissa Kalamaria:
Tel: 0030 2310 449377

THESSALONIKI, Kaissa Thessalonikis:
Tel: 00 30 2310 257 397

THESSALONIKI, Underworld:

Tel: 0030 2310 2401 93

VOLOS, Fantasy Shop:

Tel: 0030 24210 28782

HONG KONG, Fun Atelier:
Tel: (852) 2866-4870

BUDAPEST, Kristalcsarnok:
+36 209 251 030

BUDAPEST, Silverland:

Tel: 0036 12 504157
MISKOLC, Deron:

Tel: 0036 46 411528
SZEKESFEHERVAR, Legendak Csarnoka:
Tel: 0636 70 3857926

SZEGED, Csillagveg:

Tel: 0036 20 1571501

ICELAND

REYKJAVIK, Nexus:
Tel: 552 9011

INDONESIA 5
JAKARTA BARAT, Comics N Games:
Tel: 021 5696-3855

JAKARTA SELATAN, Fantasy N Games:
Tel: 031-600-50343

SURABAYA, Fantasy N Games:
Tel: 031-600-50343

E3
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SURABAYA, Fantasy N Games:
Tel: 031-740-2475

ISRAEL

HAIFA, Kitaro;

Tel: 00972 48503232

HERZLIA, Freak:

Tel: 00972 99589077

RAMAT HASHARON, Tapuah:
Tel: 00972 35404713

TEL AVIYV, Freak:

Tel: 00972 36961826

TEL AVIV, Kitaro:

Tel: 00972 36299320

Tel: +371 29505135
RIGA, Sia Prata Speles:
Tel: +371 67334034

LITHUANIA

VILlNIUS D6 Necona:
00 370 5 2133269

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 LUMPUR, MyScififan Outpost:
Tel: (6) 016 - 982 1506

PENA
Tek: 04

PETAL lA'l»\ Sthn:ur The Games Circle:
Tek: 6 016 - 451 6940

SHAH ALAM, SHA\GUR, Dakka Dakka Games:
Tel: 6 017 -

MALTA i
|

MALTA, Furb den Power:

Tel

MALTA, K Hubbles Ltd:

Tel: 00356 21 895423

MEKICO [ |

NAUCALPAN, Quest Hobbies and Games:
Tel: 052 555 598 92 78

PUEBLA, La Fortaleza:

Tel: 0052 222 409 50 30

THENETHERLANDS

GW AMSTERDAM:

Rokin 36, 1012 KT,

Tel: 020 622 3863

GW DEN HAAG:

Schoolstrast 128, 2511 AX,

Tel: 070 392 7836

GW ROTTERDAM:

Van Oldenbarneveldplaats 452, 3012 AP,
Tel: 010 280 0268

ARNHEM, Spelkwartier Arnhem:
Tel: 026 370 2020

DEN BOSCH, De Dobbelsteen:
Tek: 073 614 5530

LEEUWARDEN, Spellekijn:

Tel: 058 213 1112

LEIDEN, Vliegershop:

Yel: 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

ALMERE HAVEN, Fantasia:

Tel: 036 531 6017

AMERSFOORT, Spellenwinckel:
Tel: 033 470 0322

ASSEN, Plok:

Tel:055 231 3292

BERGEN OP ZOOM, Big Boys Toys:
Tel: 0164 25 0848

DEN HAAG, Spellenhuis:

Tel: 070 364 4782

ENSCHEDE, Pijplines:

Tel: 653 430 5727

GRONINGEN, Krikke’s Hobbyshop:
Tel: 050 312 9314

HAARLEM, Spellenhuis:

Tel: 023 53 13 188

MIDDELBURG, De Burcht:

Tel: 011 8650048

NIJMEGEN, Moenen & Mariken:
Tel: 024 323 6119

UTRECHT, Whoops:

Tel: 130 230 4123

VENLO, Modelbouw Luthart:

Tel: 077 354 2688

WORMERVEER, Mini-Wonders:
Tel: 075 640 1617

ZOETEI!MEER, RC-Pitstop:

Tel: 079 316 0560

ALMELO, Somberg Modelbouw:
Tel: 054 681 2981

ALPHEN AAN DEN RIJN, Top 1 Toys Arie vd Panne:
Tel: 0172 47 2254

AMSTELVEEN, Het Ganzenbord:
Tel: 020 641 2552

APELDOORN, Top 1 Toys - De Kinderdroom:
Tel: 055 5761098

APELDOORN, Villa Wammus:
Tel: 055 53766 741

BARENDRECHT, Peter’s Posttrein:
Tel: 0160 619539

BEILEN, Top 1 Toys:

Telt +31 593 54 17 50

BERGEGK, Wouters Technohobby:
Tel: 049 755 0248

BREDA, De Dobbelsteen:

fel: 076 5284700

DELFT, Top 1 Tnys Speldorado:
Tek: 015 213 45

DEVENTER, Kmbhel Comics:

Tek: 057 061 687¢

DORDRECHT, Hiibby Modelbouw Dordrecht:
Tel: 078 631 2711

STORE FINDER KEY

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

HOBBY STOCKIST e
Qifers a habby 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.

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

Stocks the complete Games Warkshop range and offers intreductary gaming and painting lessons.

EDE, Tinnen Soldaat:
Tek 031865 32%
EINDHOVEN, Gameforce Eindhoven:
Tel: 830 0

EMMEN,
Tek: 8591 645767
UYRECHT Eahwm\lh
Tek: 03
mi\-LELIL \zn Der Doelen Speelgoed:

Tek: +31 4412) 64 50 84

@18 35

=
GDb DA, Fﬂ‘ﬂ'ﬂ]\‘i v/d Wal:
13

15050 314 8424
HARDERWIJK, Top 1 Toys Volgers Spel & Hobly:
Tel: 0341 412985

HEEMSKERK, Bob Hes:

Telt 431 (0251) 24 19 99
HEERHUGOWAARD, Huider Modelireinen:
Tel: 072571415

HEERLEN, De Houten Sleutel:

Tel: +32 (045) 54 91 428

HOOFDDORP, Modelspurt

Tel: +31 (023) 565 44 4

HOORN, De Spellenhuurn

Tel: +31 (0229) 29 55 b5

LEIDEN, Freetime Warrior:

Tel: +31 71 51 3
LEIDEN, Tolkienwinkel:

Tel: 071 541 2324

LELYSTAD, Mr. Bully Inc.:

Tel: +31 (06) 18 355 466

LELYSTAD, RE Mind Creations:

Tel: +31(0)320244003

MAASTRICHT, Hounjet:

Tel: 043 363 6778

NUENEN, Schellens Speelgoed:

Tel: 040 263 2984

OUD-BEIJERLAND, Mourits Model-Habby:
Tel: 0186 62 1931

ROERMOND, Bloembaetiek Hermien:
Tel: 047 531 6824

ROSMALEN, Top 1 Toys Jovi:

Tel: +31 (73) 5212409

ROOSENDAAL Top 1 Toys Jadin:

Tel: 0165
ROTTERDAM AVS Gameshop:

Tel: 0624440300

ROTTERDAM, Eternal War:

Tel: 0619910057

ROTTERDAM, Metal Dragon Shop:
Tel; 0631961326

ROTTERDAM, Rogue Trader:

Tel: 010 2709233

SCHIEDAM, BTS:

Tel: 010 473 875
SCHIJNDEL, Top 1 Toys Annick:

Tel: 073 5477758

SCHOONHOVEN, Modelbrouwers.nl:
Tel: +31 (0182) 38 17 87

SITTARD, Atomik:

Tel: 046 4515074

SPIJKENISSE, Lord of Magic:

Tel: D181 619061

TIEL, Goblincave:

Tel: 0344 654 689

UDEN, Goblin:

Tel: 141 327 0662

UTRECHT, Subcultures:

Tel: 030 2311122

UTRECHT, Labyrinth:

Tel: 030 281 7157

UTRECHT, Never Never Land (Wieder & Kugant):
Tel: 030 233 22

VEGHEL, Van Der Dolen Speelgoed:
Tel: +31 (412) 64 50 88

WASSENAAR, Top 1 Toys Kouwenhoven:
Tel: 070 511 0211

'WEERT, Dijinn’s Pure Magic:

Tel: 431 (495) 533620
WINTERSWIJK, Top 1 Toys Winterswijk:
Tel: 054 351 2827

ZWOLLE, Boekenhalte:

Tel: 034 422 1077

NORWAY

HERGEN, Outland Bergen:

Tel: 553 14 822

KRISTIANSAND, Hobby Huset:
Fel: 360 203 10

TRONDHEIM, Gotham:

Tel: 731 985 54

ALESUND, Kremmerhuset:

Tel: 701 437 70

ARENDAL, Norli Arendal:

Tel: 220 043 80

BOD: Undcrha}dmngsmagneten-
Tel: 7.
DOKKA, \' H

Tel: 611 120 90

DRAMMEN, Drammen Spillforening
DRAMMEN, Outland Drammen:

Tel: 126934 00

www.games-workshop.com 111

FAGERNES, Leksenter Fagernes:

Tel: 613 606 92

FREDRIKSTAD, Leketorvet:

Tel: 693 156 30

GJaVIK, Rlﬂgﬂ Lekeolsen:

Tel: 611 08
OL, Ye

Tel: 920 749 70

HAMAR, Lekehuset Maxi:

Tel: 625 338 08

HAUGESUND, Norli Haugesund:

Tel: 527 21333

HORTEN, anahcne Sjosiden:

Tel: 330 403

KO! GSBERG Ringo Rolf Liane:

Telk: 327

KMGERB. Brlo Karis Hobby:

Tel: 359 304 84

KRISTIANSAND, Outland:

Tel: 380 994 20

KROKSTADELVA, Brio Helmax:

Tel: 328799 10

LANGESUND, Notabene:

Tel: 359 736 62

LARVIK, Yes! Sokratis:

Tel: 331 854 37

MANDAL, Ringo Lekehuset Mandal:

Tel: 382 657 20

MO 1 MNA Ringo Lekehjornet:

Tel: 751 517 17

MOLDE, Yes' Lekejornet:

Tel: 712193 6

MOS]BEN‘ Hnbbysemurul

Tel: 751 701

MYSEN, Rlngu Mysen:

Tel: 695 201 10

NARVIK, Ringo Barnas Verden:

Tel: 769 465 05

NESBRUN, ngu Holmensenteret:

Tel: 667 7

0SLO, Nulahene Lambertseter:

Tel: 222 505

0SLO, Oullaml Paleet:

Tel: 223 304 10

Outland Vestbanehallen:

1770 10

Tel:

SANDNES, Osaeland Hobby:

Tel: 516 615 09

SANDNESSJ@EN, Ringo Sandnessjoen:
Tel: 730 418 80

SANDVIKA, Hobby Larsen:

Tel: 675 401 07

SKIEN Snkralis Hobby Garden:
e

STAVANGER Outland Stavanger:

Tel: 518 617 11

TROMSE), Trnmsa Bruktbokhandel:
776 869 7

TRDNDHEIM Outland Trondheim:

Tel: 735 205 45

TRONDHEIM, Tronderfrim:

Tel: 735 20 40

TONSBERG, Brio Bamse Farmanstredet:

Tel: 333 167 90

TONSBERG, Gledeshusel:

Tek: 922 51

' ngo Tynset Bokhandel:
Tel: 624 800 38

PHILLIPINES

QUEZON CITY, Neutral Grounds:
Tel: 00 11 63 2634 8962 —

POLAND ]

BIALYSTOK, Department Gier:
Tel: D048 857443360
BIELSKO BIALA, Gnom:
Tel: 0048 33 8213432
BIELSKO BIALA, Warg:
Tel: 0048 601242666
BYDGOSZCZ, Wszystko Gra:
Tel: 0048 608641909
CZESTOCHOWA, Strateg:
Tel: 0048 601877787
GDANSK, GameOx:

Tel: 0048 38 346 1221
GDANSK, Iskra:

Tel: 0048 58 5201952
GDANSK, Rebel Centrum Gier:
Tel: 0048 38 3470204
GDANSK, Spider Games:
Tel: 0045 58 5119333
GDYNIA, Futurex:

Tel: 0048 301563066
JAWORZNO, Mgla:

Tel: 0048 501377771
KATOWICE, Bard:

Tel: 0048 32 2571817

KIELCE, Wargamer:

Tel: 0048 501439335
KRAKOW, Bard:

Tel: D048 126320735
KRAKOW, Imperium Gier:
Tel: 0048 696116930
KRAKOW, Sklep Smok:
Tel: 0048 12 4330110

LODZ, Gamelord:

Tel: 0048 42 6311161
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“| WANT A

STORE!”

EARN YOURSELF A BATTALION OR BATTLEFORCE

Following the ongoing success of the
‘I want a Store’ promotion, we have

““decided to widen our net, and are now
_in search of potential stockists across

the ENTIRE WORLD.

In particular, we would love to hear from
you if you live in the following countries:

Argentina Brazil

Chile China

Croatia Czech Republic
Greece Hong Kong
Hungary Israel

Mexico Poland
Portugal Romania
Russia Singapore
Slovakia Slovenia

South Africa South Korea
Taiwan Turkey
Ukraine United Arab Emirates.

The Boyz & Men‘sml-l

Terms and Conditions

o

. The ‘I want a Store" promotion is a limited offer provided by Games Workshop Limited

gratuitously and on such terms as it deems appropriate. Games Workshop Limited
reserves the right to amend the terms of this promotion at any time and in its absolute
discretion, and no part of this promotion by itself shall form any binding contract or
relationship between Games Workshop Limited and any third party.

. Only Persons aged 12 years or over are eligible and you must be resident in the

following countries to take advantage of this promotion: Argentina, Brazil, Chile, China,

Croatia, Czech Republic, Greece, Hong Kong, Hungary, Israel, Mexico, Poland, Portugal,

Romania, Russia, Singapore, Slovakia, Slovenia, South Africa, South Korea, Taiwan,
Turkey, Ukraine, United Arab Emirates.

So, if you know of a store in your country
that you would like to carry our products,
why don’t you let us know about it?

Simply send us an e-mail or write to the
address below with up to five suggested
stores. If one of your suggested stores
starts carrying our products, and you're
the first person to suggest that store, we
will reward you with a free Battalion or
Battleforce of your choice.

E-mail us at:
emsales@games-workshop.co.uk

Or write to us at:

I want a Store!
Games Workshop
Willow Road, Lenton
Nottingham, England
NG7 2WS

Ork Battleforce

Lizardmen Battalion

3. Games Workshop staff may give away products to persons it deems to have

appropriately satisfied the requirements'of this promotion in its absolute discretion.

4. An individual may only take advantage of this promotion once, Therefore, any

individual may only receive one product in connection with this promotion.

5. This promotion will commence on February 1st 2009 and will terminate on April 30th 2009.
6. No employees of the Games Workshop group of companies or members of their family

may take advantage of this promotion.



LUBLIN, Krzys:

Tel: 0048 81 5320193

OPOLE, HMS Computers II:

Tel: 0048 77 4547413

OSTROW WIE[KGFD[SKI Centrum Gier Arena:
Tel: D048 6944
PILCHOWICE, Imperator FF:
Tel: 0048 662250291

POZNAN, Bard:

Tol: 0048 61 B536277

POZNAN, Bard:
Tel: 0048 61 8536195

POZNAN, Wilczek:

Tel: 0048 503652088
POZNAN/TOKUN, Bitewniaki:
Tel; 00 48 60387313

RADOM, Wargamer

Tel: 0048 48 3816835

SWIDNIK, M
Tel: D048 66549952
SWIEBODZIN, Czempioni:
Tel: D048 60622945
SZCZECIN, Fe
Tel: D048 £95934995

TORUN, Sklep Paplernlczy

Tel: 0048 56 65225

WARSZAWA, Faherl Faber:

Tel: 0048 22 8491265

WARSZAWA, Graal Blue City:

Tel: 0048 22 3117627

WARSZAWA, Graal CF Skorosze:

Tel: 0048 22 8827595

WARSZAWA, Graal Galeria Mokotow:
Tel: 6048 22 5413318

WARSZAWA, Hobbyt:

Tel: 0048 22 B340206

WARSZAWA, Komikslandia:

Tel: 0048 22 6541066

WARSZAWA, Modelarski Dom
Handlowy Chematic:

Tel: 0048 22 §649917

WARSZAWA, Modelarski Dom
Handlowy Chematic:

Tel: 0048 22 6432718

WARSZAWA, Morion:

Tel: 0048 22 4239120

WARSZAWA, Panda Zabawki:

Tel: 0048 22 8264461

WARSZAWA, Pelta:

Tel: 0048 22 6276614

WARSZAWA, Replikator.pl:

Tel: 0048 22 4855220

WARSZAWA, Skladnica Harceerska SKAUT:
Tel: 0048 601242666

WARSZAWA, Slary Swiat:

Tek: 0048 22 8992976

WARSZAWA, Wargamer'

Tel: 0048 22 622429

WROCLAW, Barc‘:

Tel: 0048 713417472

WROCLAW, Ogryn:

Tel: 0040 71 3771872

WROCLAW, Pracownia Fanlastyczna:
Tel: 0048 71 3544344

ZIELONA GORA, Level:

Tel: 0048 603235160

ZYWIEC, Model-Fan:

Tel: 0048 600630805

PORTUGAL

LISBOA, Homem Azul:
Fel: 00351 213 62 93 82
LISBOA, Lojas Arena:
Tel: 00351 2131

PORTO, Lojas Arena:
Tel: 0035 11388
PORTO, Mundo Fantasma:
Tel: 00351 226 09 14 60
SINES, Galeria B
Tel: 00351 26963 25 11

BUCHAREST, Hobb\ Games:
Tol: 00 40 21 3231

KRASNODAR Alegris-Jug (South):

MINSK V.llahanowrh ent:
s

MINSK \v‘alahanovlch ent:
Tel: 008029 65
MDSCOW Alegns
Tel: 8
MQSCUW Alegns
Tel: +7(495)13
MOSCOW, A!egﬂs:

Tel: 47(499)261 5075
MOSCOW, Club TM:
Tel: 47(495)933 6441
MOSCOW, Detskiy Mir:
Teli +7(4957297 2221

MOSCOW, Detskiy Mir:
TelzA7[4951730.7731
MOSCOW, Detskiy Mir:
Teb 4704951753 8511
MOSCOW, Detskiy Mir:
Tels +7(495)229 8682
MOSCOW, Detskiy Mir:
Tel: 4714951936 2655
MOSCOW, Detskiy Mir:
Tel: +7(495)550 0761

MOSCOW, Hi and Tabletop Gamu
Tel: +7(495)77z 5675

MOSCOW, Little Genius:
Teli +7{495)291 2142
MOSCOW, Mr Hobby:
Teli £71495)661 8893
MOSCOW, Urfin Juice:
Tel: +7(495)784 6
MOSCOW, Wonderful World:
Tel: +7(495)793 3433 *132

NORLISK, Na Styke Mirov:

Tel: 008029 6548426

NOVOSIBIRSK, Icehummer:

Tel: 70957076664

SARATOV, Detskiy Mir:

Tel: 64 5840

ST PETERSBURG, Art-Miniatures:
Tel: +7(812)633 3395

TAMBOV, Hobby and Igrushki:
Tel: 0075 2728811

SERBIA-MONTENEGRO o

BELGRADE, ANET Hobbystore:
Tel: 00 381 11 3612 525

BELGRADE, ANET Hnbhystme

Gaoblinu:

NOVI SAD, Dragon:
Tel: DO 381 11 636 24038
NDV( SAD, Valhala:
181 21315538
PODGORICA Neutron Podgorica:
Tel: 00 381 69 060 669
ZREJANIN, Takeda:
Tel: 00 381 236
SINGAPORE, Comics Mart PTE Ltd:
Tol: 6883 2724
SINGAPORE, Comics Mart PTE Ltd:
Tel: 6336 9069
SINGAPORE, Comlcs Mart PTE Ltd:
Tel: 65 G462 27
SINGAPORE, Furgeworks Hohbies:
Tol: b3 6438 597
SINGAPORE, Paradlgm Infinitum Pte Ltd:
Tel: 65 6734-3858
KOMARNO, Jonake SRO:
Tel: +36704550489
KOSICE, Drac

Tel: 442 ; +421905518060
SPISSKA NOVA VES, War Gaming:
Tel: $421903219195

LJUBLIJANA, Crna Luknja:

Tel: 00386 59031220

LJUBLIJANA,

Tel: 00386 40833230
SOUTHAFRICA B
BELVILLE, The Boys and Mens Hobby Shop:
Tel: 0027 21 914 8688

BLOEMFONTEIN, The Games Dungeon:
Tek: 0027 51 446 5090

CAPETOWN, Pastimes Retail:

Tel: 0027 21 421 11

CAPETOWN, Wizards Books and Games:
Tel: 0027 21 683 0360

CAPETOWN, World of Wargames:
Tel: 0027 21 701 4649

DORINGKLOOF, Battle Planet:

Tel: 00 27 6245 93933

DURBAN The Hnbby Specialists:

Tel: 0027 31 566 480

EAST LON ON, Slaters Toy Magic:
Tel: +27 43 7265762

EDENVALE, Plastiks:

Tel: 0027 82 703 1489

GAUTENG, The Underground:

Tel: +27 11 795 3936

JOHANNESBURG, Esswex Retail:

Tel: 0027 11 8683619

JOHANNESBURG, Outer Limits Johanneshurg:
Tel: 0027 11 482 3771

JOH»\NNESBURC Outer Limits Pretoria:

Tel: 0027 12 342 4360

JOHANNE iG

Tel: 0027 11 890

JOHANNESBURG, Warfair:

Tel: 0027 B2 431 2242

JOHANNESBURG SOUTH, Dragans Den:

Tel: 0027 11 432 3996

MENLYN Top CD:
el: 0027 12 361 31

PH:'TERMARIT?B RG, Games Direct:

Tel: +27 33 342 9978

RUSTENBURG, Warcry:

Tel: 0027 72 910 2600

UMLANGA, The Hobby Speciali

Tel: 0027 31 566 4806

SOUTH KOREA

SEOUL, Orc Town:
Tel: 026 402 5946

GW GOTEBORG:
Drattninggaten 52, 411 07,

Tel: 031 133958

GW STOCKHOLM:
Regeringsgatan 30, 111 53,

Tel: 5213 840

GAVLE, Hobbyshopen:
Tek: 26186299

KARLSTAD, Spel och Fantasi:
Tel: 054 15 1079
NORRKOPING, Lekhuset:

Tel: 011287070

izards Book and Games:

xmsnmsnn Spel pé Vallgatan:

Tek: 644 10199
GO‘FEEOIG Wizard Games:
Tel: 031514138

ek & Hobby:

Ls
Tek: §91012980
OC]

Tek: 08215052

SUNDSVALL, Orionspel och bocker:
Tel: 060155347

UPPSALA, Prisfyndet:

]z.l.,‘ OIK‘“:H!D,‘

VASTERAS, Zetterlunds:

1("|: azr a4

VAXJO, Helges Hala:

Tel: 047 02 18 60

ANGELHGLM Brio:

Tel: 0431 8052

ARVIKA, Perry Data:

Tel: 057010669

ASARUM, Lek & Fritid

Tel: 0454329906

AVESTA, Vega Video:

Tel: 02268007

BORAS, Hobhu.

Tel: 033418380

BROMMA, Boink!:

Tel: 0826 6808

DALARO, Butiken Svanen:

rel: 0709625205

ENKOPING, Nallens Leksaker:
Tel: 0171 32750

ESKILSTUNA, Barnens Hus:

Tel: 016481138

ESKILSTUNA, Lasses Leksaker:
Tel: 016130335

FALKENBERG, Brio:

Tel: 346 BO7 60

FALUN, Ty-spelsbiirsen:

Tel: 0232777

FARIESTADEN, Leksaksmagasinet:
Tel: 040534570

GALLIVARE, Brio:

Tel; 05700
GISLAVED, Brio:

Tel: 037110733

HAI.MSTAD Brio:

Tel: 03515917

HAPARANDA, Barnens Hus:
Tel: 09 22 36 600
HELSINGBORG, Spel P Kullagatan:
Tel: 042 121091

HUDIKSVALL, Albins Leksaker:
Tel: 0650595082

JONKOPING, Play Planet:

Tel: 036122634

KALMAR, Kalmar Lek & Hobby:
Tel: 048024717

KALMAR, Ojtoy:

Tel: 048022002

KARLSHAMN, Brio:

Tel: 645410387

KARLSKOGA, Lekladan:

Tel: 058633333

STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE

{#) Indicates Gaming Room facilitics,

HOBBY STOCKIST
Offers a hobby gaming and painting service,

NE ELITE STORE

NE PARTNER STORE
Stocks mest of the Games Warkshop range.

INDEPENDENT STOCKIST

Oificial sellers of Games Workshop products.”

NEW STORE OPENING
Indicates new stores and stockists,

Stocks the complete Games Workshop range and offers introductory gaming and

ve what you want in stock, we recommend call

he store firsi

KARLSKRONA, Brio:

Tel: 045524082

KARLSKRONA, Fact & Fiction:
Tel: 045516710

KATRIN[HOLM, Brio:

Tel: 0150 79720

KUNGALY, lek & Hobby:
Tel: 030313940

KUNGSBACKA, Brio:
Tel: 030014136

LAHOLM Brio:

'HORA Le{ & Habby:
\-\CI\.—\ Amusar

\ORRKOPINC HobbyhGrnan:

\YKOPI G Laka TV-spel:

NASHAMN, Svens Lek Och Hobby:

el s
OEKARSHA“N, Brio:
Tel: 0491 17

OSYERSL '\D Hobbyboden:

PITE Harnens Hus:

SAFFI.E Bergnrs Lek & Bosittning:
Tel: 053310345

SALA, Elons Leksaker:
Tel: 022410314

COVDE, Partaj:

1499

STE\ NGSUND, Brio:
0380364
STOCKHOLM Arcane:
Tel: 0709594900
STOCKHOLM, Brio:
Tel: 087491146

STOCKHOLM‘ Happies Hammarby Sjéstad:

5 OCKHOLM Fidelur:
3002 0270

STROMSTAD Kjells Lek & Hobhy:

Tel:
STRUMSTAD Leksakshutiken:
Tel: 052640333
SVEDALA, Brio:

Tel: 040400318

TABY, Hobby & Prylar:

Tel: DB5 1050426

TOMELILLA, Alfs Leksaker:

Tel: 041710008
TROLLHATTAN, Partaj:

Tel: 052074499
TUMBA, Leksakskungen:

Tel: 0853038000
TUMBA, Kom & Lek:

Tel: 0853060011
UDDEVALLA, Partaj:

Tel: 052289188

UPPLANDS VASBY, Barnen Hus:
Tel: 086269940

VALLINGBY, Hobby fiir Alla:

Tel: 0707523724

VARBERG, Nurrgalans Spel:

Tel: 034067861

VASTERAS, T\" Spelsborsen:

Tel; 021 113 0014

VASTERAS, Zetterlunds Erikslund:

3490

VASTERVIK, Brio:

Tel: 049036171

VASTRA FROLUNDA, Toys:
Tel: 031459401

VETLANDA, Brio:

Tel: 638319990

VIMMERBY, Brio Vimmerby:
Tel: 049231188

VISBY, Lekstugan:

Tel: 0493213050

YSTAD, Tv Spelshiirnan:

Tel: 041166680

TAIWAN

TAIWAN 806, Games 'R' Us:

Tel: 001164 9489 2750

THAILAND

EANCKOK Fanlas:n(TS Toys):
7313

Tel: 66 B 977

UKRAINE -

DNEPROPETROVSK, Book Shop (Goblin):
Tel: 00 380 673 648 558
DONETSK, Maugli:

+308 044 4567671

KHARKOV, Aladdln Toy Store;
Tel: 00 380 577 15

KIEV, Budinok Igmshek.

Tel: 00 380 4457 851121

KIEV, Budinok Igroshek:

Tel: 00 380 445 733 979

KIEV, Budinok Igroshek:

Tel: 00 380 445 821 385

KIEV, Budinok Igroshek:

Tel: 00 380 442 308 150

KIEV, Budinok Igroshek:

Tel: 00 380 444 567 671

KIEV, Charge:

Tel: 0380444567671

KIEV, Kinder Land:

+38 044 4567671

KIEV, Novi Skazka:

Tel: 00 380 442 872 702

ODESSA, Mashtabmw Modell:
+38 (44 456767

ODESSA, Models:

Tel: 00 380 505 622 277

SEVASTOPOL, Sevmodel:

VINITSA, Spellscape:

Tel: 00 380 634 409 001

UNITED ARAB EMIRATES [

www.games-workshop.com

BRI R R L R
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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.

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. Please note, if you are want to set up a gaming club in a
Provide a forum for Gaming Clubs. school we will need to speak to a teacher or member of
To facilitate club development and growth. staff before we can register your club.

114 WHITE DWARF

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 our 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 985488

GCN BEDFORDSHIRE,
Bediord Gladiators Association:
Contact: David Wilkin

Tel: 0779 1559297

E-mail: gladiatorbdukiyahon.co.uk

GCN BRACKNELL,

Bracknell Forest Gamers:
Contact: Dan Gurrey
E-mail: d.currey@talk2t.com

GCN MAIDENHEAD,
MAD Gamers:

Confact: Francis Jose
E-mail: fsjosedlimey.plus.com

GCN READING,
The Spiky Club:

Contact: David Cole
E-mail: spikyclubihatmail.co.uk

GCN DUDLEY,
Dudley Darklords:
Contact: Paul Sheldon
Tel: 01384 288 360

GCN SOLIHULL,

Toll Road Gamers:

Contact: Mark Simkin

Tel: 0790 418 7517

E-mail: toliroadgamers@hlueyonder.co.uk

GCN SUTTO COLDFIELD,
The Immortals:

Contact: Geraint Osborn

4023 152

E-mail; geraint-oshorn@hotmail.com

GCN WALSALL,

Warlords of Walsall:
Conlact: Martyn Furnival

E-mail: martynfurnival@blueyonder.co.uk

GCN WOLVERHAMPTON,
Da Boyz Club:

Conlact: Day Pugh

Tel: 07790 5
Email: daboyzklubBgooglemall.com

GCN HIGH WYCOMBE,
Armageddon Inc.:
Contact; James Schofield

Tel: 01494 865 905

CHANNEL ISLANDS

GCN BRELADES,

Jersey Privateers Gaming Club:
Con aul Noel

Tel; 01534 738192

£-mail: nochwarlockiaol.com

GHESHIRE

GCN CHESTER,
Royal Guild of Minted Boards:
Contact: Christopher Fry
78732
i fryuplilms,com
GCN CHELTENHAM,
Hyde Clarendon Strategy Games Club:
Contact: Paul Mather
Email: paul matherttameside.ac.uk

GCN MACCLESFIELD,
Maccwargames:

Contact: Duncan Harradine

Website: www.maccwargames.org.uk
E-mail: harradine20028yahoo.co.uk

GCN STOCKPORT,

Stockport Slayers:

Contact: Laura Keily

E-mail: marplemarauders@hatmail.com

GCN WARRINGTON,
Spawn:

Contact: Anthe
Tel: 0779 313
E-mail: anthony.spiers@blinternet.com

GCN WARRINGTON,

Warrington Warlards Gaming Club:
Contact: Paul Tennani

Tel: 01244 676 449

E-mail; paultennant@hotimail com

CLEVELAND

GCN CLEVELAND,

East Cleveland Warsmiths:
Cantact: fames Adams

Tel: 07964771754

E-mail: james-hordersilive.couk

GCN MIDDLESBROUGH,
Middlesbrough Gamers Club:
Contact: Paul Croshy

Tel: 07909714774

E-mail: xiblaze@gmail.com

GCN REDCAR,

Redcar Ironbeards:
Contact: lan Widdowson
Tel: 01642 503207

CORNWALL

GCN BUDE,
Dice and Dagger:
Contact: Kurt Baker

E-mail: celtofkernow@aol.com

Spiers

FRONTLINE

GCN CORNWALL,
West Cornwall Games Club:

harg
arpainol.com

GCN WINDERMERE,

MNorth West Warriors:

Contact: Adam or Davinia Tumner

Tel: 07825 511 867

E-mail: north_west warriors@hotmail.com

DERBYSHIRE

GCN CHESTERFIELD,
COGS:

Contact: Anthony Barnes
Tel: D794 425 BTG4

E-mail: awblébtinternet.com

GCN DERBY,

Derby Wargames Society:

Contact: Ben Curry

Tel: 07909 704 565

E-mail: bencurry@derbywargamessaciety.co.uk

GCN PLYMOUTH,

Cross Swords Gaming Club:
Contact: Anthony Cross

Tel: 01752 837 133

E-mail: enquiries@cross-swords.co.uk

GCN PLYMOUTH,
Plymouth Association of Wargamers:
Website: www.plymouthwargamesr.co.uk

DORSET

GCN POOLE,
Battlescar:

Contact: Paul Cleveland

Tel: 01202 385 632

E-mail: paul@battlescar.co.uk

GCN BOURNMOUTH,

Wessex Wyverns:

stian Williams

4298
nmwessexwyverns.org.ik

GCN CHELMSFORD,
Chelmsford Bunker:

: Gareth Williams
38542
il: cdgareth@sky,com
Wehsite: www.bunkerassault.co.uk

GCN ESSEX,

Essex Warhounds:
Email: jamescukd@aol.com
GCN COLCHESTER,

Colchester Games Club:
Contact: Colin Wilson
E-mails infofcolchestergamesclub.org.uk

GCN SOUTHEND,
Southend Toy Soldiers Club:
Contact: Paul Gayner

Tel: 07891 666 641

E-mail: clubenquiriesitholttum com

GCN SOUTHEND,
Warzone: Southend:

Contact: Michael Ryan

Tel: 01269 694805

Email: warzonesouthendisky.cam

GCN THURROCK & ROMFORD,
Tempus Fugitives:

Contact: Stuart Mack:
Tel: 07809 15¢
Website: www.tempusfugitives.co.uk

HAMPSHIRE

GCN BASINGSTOKE,
Sad Muppets Society:
Contact: David Offen-Jantes
E-mail: david@sadmuppets.org

GCN PORTSMOUTH,
Hammer N Ales:

Caonlact: Daniel Few

E-mall: sonofmyihotmail.co.uk

GCN PORTSMOUTH,
Shadowspawn:
Contact; Gary Donaldsan
Tel: 07882 360669

GCN PORTSMOUTH,
Solent Warriors:
Contact: Ben Calvert-Lee
Tel: 0798 507 9932

GCN HEREFORD,

Spread Eagle Wargamers Society:
Contact: Tim Hill

Tel: 07748 18 9929

E-mail; sixtysixsnowaol.com

KENT

GCN ASHFORD,
Stanhope Gaming Group:
Contact; Simon Cannon

Tel: 01233 663 996

E-mail: s.cannon@ap-ac.couk

GCN TUNBRIDGE WELLS,
Tunbridge Wells Wargame Society:
Contact: Calin Stone

1175 340 0211

; colinficastone.freeserve.co.uk

Tel
E

LEICESTERSHIRE

GCN ARNESBY,

Leicestershire Warriors Wargaming Club:
Contact: Parrick Foster

96 816 3471

E-mail: pwiost@yahoo.ca.uk

GCN LEICESTER,
Leicester Fat Kals:

Contact: Antony Evans

Tek: 07903391227

E-mail: anton97 0 yahoo.com

GCN LEICESTERSHIRE,
S.Q.U.LG.:

Contact: Adam Hutchinson
Tel: 0797 050 7179

E-mail; ah154@leicesteracuk

GCN LOUGHBOROUGH,
Loughborough 1st and Only:
Contact: Malt Sully

E-mail: reemausiaol.com

LINCOLNSHIRE

GCN LINCOLN,
Gobstyks:

Contact: Chris Simmaons

Tel: 07748 102 616

E-mail: brucecallyshatmail.com

GCN CLAPHAM,

Clapham Wargames Guild:
Conlact: Thomas Pefit

Tel: 07966 964 309

E-mail: Infos claphanrwargamers.org.uk

GCN COVENT GARDEN,
Cross Gaming Club;

Conlact: Karl McWilton

Tel: 07859858838

E-mail: madmackarl5791@aol.com

GCN LONDON,

Brent Cross Imps:

Contact: Daniel Hompage

Tel: 07801 776890

E-mail: mouse_of_danger@hotmail.com

GCN WANSTEAD,

Tanelorn Wargames Club:
Contact: Martin Tumner
E-mail: martintumerihess.com

GCN WATFORD,

Watford Wargames Federation:
Contact: Boh Long
Tel: 020 89306736

GCN LIVERPOOL,
Liverpool Gaming Guild:
Contact: Leon Lynch

E-mail: clubleondhotmail.co.uk

GCN RUNCORN,

Halton Daemons:

Conlact: Janette Fleming

Tol: 01928 715 351

E-mail: janetie flemming@halion.gov.uk



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 and join in.

NORFOLK

GCN NORTH WALSHAM,
Blackfish:

Contact: Dave Hicks

Tel: 07077 312 674

GCN NORWICH,

Aftermath:

Contact: Lee Lowe

Tel: 67921 859 581

E-mail: lec.aftermath@btinternet.com

GCN OLD BUCKENHAM,

Old Buckenham Bone Crushers:
Contact: Paul Girling

Web: www.banhamandthebucks co.uk/wargames

GCN WYMONDHAM,
Wymondham Wanderers:
Contact: Barry McCarthy

T

E-mail: xanda1&msn.com

NORTHAMPTONSHIRE

GCN NORTHAMPTON,
Northampton Warlords:

Contact: Mark Peal

Tel: 077 010 482 57

E-mail: markysparky30@hotmail.com

GCN RUSHDEN,
Phoenix Gaming Club:
Contact: Carl King

NORTHUMBERLAND

GCN BLYTH,

Northumbrian Adventurer’s Guild:
Contact; Mark Andersan Coulter

Tel: 0772 766 7198

E-mail: haldyorc@hotmail.co.uk

NOTTINGHAMSHIRE

GCN KIRKBY IN ASHFIELD,

K.LA:
Contact: David Laithwaite
E-mail: inquisitormefisto@yahoo.co.uk

GCN NOTTINGHAM,
Da Wot Notts:

Contact: Scott Miskin
07815 449
scottaniskin@btopenworld.com

E4
GCN NOTTINGHAM,
1st Company Veterans:

Contact: Stephen Watson
E-mail; swalo2004@hotmail.com

GCN SUTTON IN ASHFIELD,
Last Bastion Gaming Club:
Contact: Lee Groves

Tel: 07814 025 722
-mail: bastion.gaming@ntiworld.com

OKFORDSHIRE

GCN OXFORD,

Oxford Gaming Club:

Contact; Mike Sharp

Fel: 07802 764143

: mike.sharp4@htopenworld.com

SHROPSHIRE

GCN SHREWSBURY,
Gatekeepers Wargames Club:
Contact: James Sherry

E-mall: info@gatekeepers.me.uk

GCN TELFORD,
5.TA.G.S Telford:

Contact: Carl Evans
97927

wenix22@blueyonder.co.uk

SOUTHPORT

GCN Southport,

Lost Boys Wargaming Club:
Contact: Paul Heron

Tel: 079 300 1468

E-mail: hez 1 4badkarma@hlueyonder.co.uk

STAFFORDSHIRE

GCN CANNOCK,

Games Club Cannock:

Conlact: Richard Bryce-Nye

Tel: 01543 45% 229

E-mail: lornrich@bricenye.fsnet.co.uk

GCN TAMWORTH,
TGC:

Contact: Phil Hannigan

philhannigan2002@yahoo.co ik

SUFFOLK

GCN ASSINGTON,
Suffolk and Essex Gamers:
Confact: Mark Aldhouse

Tel: 01440 785549

GCN BECCLES,

Crypl Keepers:

Confact: Christine Worster

Tel: 07913 606 549 (after 6pm)

GCN BECCLES,

Curious Dwarf:

Contact: Giles Robinson

Tel: 079222 36600

E-mail: gizartipus@tiscali.co.uk

GCN IPSWICH,

Swarmm Wargames Club:

Contact: Matt Holden

Tel: 01473 827 208

E-mail: matt@holdenhouse freeserve, co.uk

GCN NEWMARKET,

Newmarket Dwarf Wargames Society:

Contact: Mark Haynes
E-mall: mark haynes@capegenini.com

SURREY

GCN GUILDFORD,
Guildiord Games Club:
Contact: Ben Lee

Tel: 07799 691188

E-mail: hen@plasticman.biz

GCN MITCHAM,

Mitcham Marauders:

Contact: Jason Fowler

Tel: 0776 3403472

E-mail: mitchammarauders@hotmail.co.uk

GCN TOLWORTH,

Tolworth First Founding:
Contact: Peter Corps
Tel: 07788 790136

GCN WOKING,
1st Foundin;
C

As

SUSSEX

GCN BOGNOR REGIS,
BRGA:

Contact: Frank Hill

Tel; 07896 319 683

E-mail: mrirankhill@yahoo.com

GCN BRIGHTON,

Brighton Warlords:

Contact: Peler Cooke

Tel: 0757 409 4240

E-mail: peter.cooked23@ntiworld.com

GCN BRIGHTON,

Gambit Games UK:

Contact: Gareth Wynn

E-mail; gareth.wynnd08@ntiworld.com

GCN LANCASHIRE,

Coppull & Chorley Knights:
Contact: Jonathan Taylor-Yorke

Website: www.cack-wargamesclub.org.uk

GCN CRAWLEY,
Crawley Magic and Tabletop Games:
Contact: Mark Lane
Tel: 07921 555 129
E-mait: mark templard

GCN HASSOCKS,

Clayton Warlords:

Contact; Roger Smith

Tel: 0771 556 296

E-mail: roger_gs_ smith@hotmail.com

sgooglemail.com

GCN EASTBOURNE,
Easthourne Elemental:

Cantact: Luke May

Tel: 4787 790 9125

E-mail: lukes.weatherlight@gmail.com

GCN WALBERTON,

Walberton Wargamers:

Contact: Mike Roddham

Tel: 01245 554185

E-mail: walberlomwargamersé yahoo.co.uk

GCN NUNEATON,
Nuneaton Model and Games Club:

Contact: Brian McCormack
Tel: 07866 707 127

WILTSHIRE

GCN CALNE,

Calne Gaming Club:
Contact: David Powers
Tol: 07901 684 865

GCN SWINDON,
SWAT:

Contact: John Hext

Tel: 01793 692 936

E-mail: jfhext@blinternet.com

GCN SWINDON,

Swindon and District Wargamers:
Contact: Paul Netile

Tel: 01793 700609

E-mail: petile tribe@ntlworld. com

BT T R, | Y

Perfecting army lists and building scenery, gaming clubs are
a great place to share ideas with fellow gamers.

YORKSHIRE

GCN HALIFAX,
Pennine Raiders:

T 36 9834
dpimdtiscali.co.uk

GCN FIFE,

The Gaming Kingdom:

Tel: 07034695774

E-mail: the_gaming_kingdom@yahoa.co.uk

GCN GLASGOW,

St Aidens Warriors Club:
Contaci: Alan Hobbs

E-mail: macdonald317@hotmail.com

GCN INVERNESS,
com Da Klub:

Contact: Stephen Miller

Tel: 07876 571222

GCN HARROGATE,
Harrogate & Ripon District Gamers:
atrick

ioddart

E-muil: pat_mayim

GCN HUDDERSFIELD,

Cellar Dwellars: E-mail: steveindex@aol.com
Contact: Richard Ambler
Tel: 07984 11 GCN KIRRIEMUIR,

E-mail: ubersquack iy

Kirriemuir Wargames Club:
Contact: David Tulloch

GCN LEEDS, E-mall: david.tulloch@tesco.net
Night Owls:

Contact: Steve Nolan GCN RENFREW,

Tel: 0113 225 0461 WPAS:

Contact: Andy Thompsan
Tel: 01471 886 2466
E-mail: athompson@jags24. freeserve.couk

GCN LEEDS,
Leeds Games Club:

Contact: Bob McPherson

Tel: 0783 149 GCN STIRLING,
E-mail: ramcph@tiscali.co.uk Stirling Wargamers:
Conta aul Brooks

GCN OSSETT, Tel: 0
Ossett Wargames Club:

Tel: 0192 426 4064

E-mail: paulmgrace@btiniernel.com

GCN SHEFFIELD,

Dysartes:

Contact: Nick Johnson

Tel: 07743 388081

E-mail: webmaster@dysartes, com

GCN YORKSHIRE,

York Garrison:

Contacl: Robey Jenkins

Tel: 0796 727 7994

E-mail: precinciomega@blopenworld.com

SCOTLAND

GCN CAITHNESS,
Northern Knights:

Confact: Dave Yeomans

Tel: 0764 976 0048

E-mail: reccebossibtinternet.com

GCN DUNFIRMLINE,
Dunfirmline Wargaming and
Roleplay Fellowship:

Con

: Brian Furrester

450 062
E-mail: pavl@trecandleaf.plus.com

GCN BRIDGEND,

Bridgend YMCA Gamers Club:
Contact: Bill Evans

Tel: 0165 676 6134

E-mail: billdragon1@tiscali.co.uk

E dwarfchih@aal.com

GCN EDINBURGH,
Edinburgh League of Gamers:
Contact: Andy Meechan

E-mail: leagueoigamers-
awnei@yahoogroups.co.uk

SAFETY IN THE COMMUNITY
GCN membership guarant highest
standard of customer service and safety.

As part of our ongoing commitment to
our customers and hobbyis

promote any gaming clubs outside
Gaming Club Network

www.games-workshop.com 115




VAILABLE TO ORDER

j U

You can buy our products from the following sources

[}
llza rd m e n * Games Workshop stores Page 108
* GW Online store Page 108
www.games-workshop.com

Games Workshop Direct Page 119
Independent Stockists Page 119

You'll find many brilliant
metal Lizardmen models in
our direct range. They make
perfect complements to your
ranks of plastic troops for
adding flavour and character.

I)IIIOI'n Il.ingllmn Hlallll:m
vailabie to Order
* VENERABLE LORD KROAK
99110208055........-.cccceneee. $35
* SAURUS OLDBLOOD
99060208058 ........c0ineeens $15
* SAURUS OLDBLOOD ON
COLD ONE
99060208064 ..........cocvvenee $17
* SKINK PRIEST
99060208046 .........c.ovectrann $10
* SKINK PRIEST WITH
FEATHERED CLOAK |
99060208077 ...vvrenrrirnnnnnnn$10

« SKINK CHIEF WITH
SWORD AND SHIELD
GGOB0208074 ..vvevremsmsmmeennenns $8
« SKINK CHIEF WITH BLOWPIPE
| 99060208075 ..vvvvrivvesrrsneeren 38
| + SKINK CHIEF WITH SCYTHE
| AND SHIELD
99060208076 11vvvveressesesnesnees
+ JUNGLE SWARMS
99060208063 ....cccrccrvvveee
« SALAMANDER
HUNTING PARTY
99060208052

ANCIENT SCAR LEADER KROQ-GAR SLANN MAGE-PRIEST
99110208048 $45 99110208044 $35

CHAMELEON SKINKS
99060208047 $15
This set contains 3 metal Chameleon Skinks.

CHAMELEON STALKER
99060208078 $8

Pictures for illustrative purposes only. Product contents may vary. Products soid unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at lime of going to press, please contact us for current
availability and prices. Prices quoted are for products soid by Games Workshop through its own stores, catalogue or website. Independent retailers are responsibie for determining their own prices
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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’s just a few.

Lizardmen Shields

LIZARDMEN SHIELDS
99080208001 TBA
This pack contains 2 frames, providing 8 Lizardmen Shields.
Frame not shown at actual size.

These plastic shields are
perfect for adding some extra
variety to your units of Saurus
Warriors and Temple Guard.

This month, we’re making the
metal Chaos Chosen heads
available in a Bitz Pack.
These helmed heads are fully
compatible with the Chaos
Warriors and Chaos Knights
plastic kits, so your units can
now contain more variation
than ever before.

g

&
&
¥

CHAOS CHOSEN HEADS

C
&
:
$

99060201232 $10

LIZARDMEN GLYPH PLATES
99060208073 TBA

These glyphs are ideal for
embellishing Lustrian scenery
pieces or dioramic bases.

Turn to page 82 for some tips on
their use.

Flctures for illustrative purposes anly. Product contents may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used incorrectly. Prices corréct at time of going to press, please contact us for current

availability and prices. Prices quoted are for products sold by Games Warkshop through its own stores, catal

or website. |

0

retailers are

for

their own prices

www.games-workshop.com
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Can’t wait to get your hands on
the latest releases? Then our
Advance Order service is for you.

sl Ork Stompa
! A Product Code: 99120103021
WAW':I&:‘:IMFR : B3 When a mere Deff Dread just isn't
' a1 Wl stompy enough, a Mek feels the urge to
ORK STOMPA : i\ : JEER Wl Luild a Stompa. As big as a battle
KAAGOULIATON DRK. STAMPFA DER OBKS ‘ = a s ! fortress, a Stompa is a walking, shooting
PRDTERDOR ORKD KALPEZTA OEGl) 0881 ) - ' X idol of Gork. It has a crew of several
Orks aided by dozens of Grot riggers
who constantly scamper around the
gigantic, tottering vehicle, banging
ings with hammers. Stompas mount
sive guns or giant chainfists that can
carve apart anything from Imperial
Baneblades to the biggest, creatures the
Tyranids can throw at them!

CITADEL

Imperial Guard
Shadowsword/Stormlord
WAR “ﬁ."“;‘ MER i 3 Product Code: 99120105034

% Along with the Baneblade, the

IMPERIAL GUARD il S}L-](_J‘O'."."‘,’i\-\-'On"d is one of the .'()n,i,'e_‘-r—
SHADDWSWORD STORMLORD £ il serving super-heavy tanks in the
g oo ‘ ' Imperium’s service. The Shadowsword’s
awesome volcano cannon is capable of
massive destruction, it’s the largest and
most powerful primary weapon in the
arsenals of Mankind — they are the
ultimate Titan-hunting vehicles.

The new kit can also make the deadly
vulcan mega-bolter-armed Stormlord,
well as four vaiant tanks, h as the
mighty shell-spitter known as the
Banehammer.

e Get the latest products delivered to your door on the day of release!

Warhammer 40,000
¢ Ork Stompa
e Imperial Guard Shadowsword/Stormlord




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 GW Hobby Centers & Independent Retailers

* Range of products
All our Hobby Centers and many independent retailers 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

Many of our stores and independent retailers have a Direct in-store
order point or Special Offer which you can use to access our entire
range including Specialist Games, Collectors and Bitz Packs allowing
you to individualize your Warhammer, 40K and The Lord of The Rings
forces. You can also subscribe to White Dwarf at these locations.

Battle Bunkers

Like regular Hobby Centers, all Battle Bunkers provide the full range
of Games Workshop services. However they are larger than a normal
Hobby Center and have many tables, which makes them perfect for
meeting fellow hobbyists.

On Our website at: www.games-workshop.com

2= — At www.games-workshop.com we offer a fast, accurate and

—l 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.

* We aim to despatch all orders in three days, straight to your door.

TAES WORKSHOP

* You can order ANY Games Workshop product.

* Qur Advance Order service lets you order models and
products before they are released, reserving your copy.

:
Secured
By calling Games Workshop

Want to place an order? Need advice on the next purchase for your
army? Have a question about Games Workshop products? Just pick
up the phone and give us a call at 1-800-394-4263.

Monday — Friday: 9 a.m. - 7 p.m. Eastern

* Our complete range includes Specialist
Games, Collectors and Bitz Packs, with
new additions every month! Check out

p——— what's new today.

Our experienced team will guide you through the ordering process
and will answer any questions you may have. They are also on hand
for any individual tips and advice you may require.

For Customer Service you can also send an email to:
custserv@games-workshop.com

of payment
pay for orders through the Online Store by credit
t the following credit cards: Visa, MasterCard,
Discover Card and American Express.
= =

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 quoled are for products sold by Games Workshop through its own stores, calalogue or website. Independent relailers are responsible for determining their own prices.

www.games-workshop.com
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DETAILS

SUBSCRIPTION

ORDER

SUBSCRIPTION OFFERS

SUBSCRIPTION OFEERS
Get your first 3 issues

f Iy £9!
Continue Hnu'r]s:'hs?rilnllioymrﬁilg £9 a quarter s “ B s c n I BE

giving you a FREE magazine every 3 months! -I-n -"IE wnnln y s En E A'I'Es'l'
[] 1 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 G) “ n B Bv MAEAI I “ [

Identification Number or Building Society to
388464 pay by Direct Debit. DIRECT

TODAY!
”DE]DDDD WHY SUBSCRIBE?

Branch sort code i
ase pay Games

Bank/Building Society D |:| |:| I:I D [:l D |:| o et i

this instruction subject to

Ref No (Office use only) Sl e Al I th e I atest N ews an d

1 understand that this

i Lol ) t
SEATLL. New Release information.

electionically to my
Hank/Building Soclety.

Ranks and Building Societies may not accept Direct Debit Instructions for some types of account

| e e Exclusive in-depth features
I would like to subscribe to White Dwarf beginning with issue: WD[ ][] about the HObbY.

Tl s s s eheres L AL 13 B A e T P L B P Oy T P R
Surname .
Address
Postcode s innmmtuie g
Telephone (inc STD code) ....

Savings off the cover price.

Ensure that you never miss
e i another issue of your

ABHIBSS v iR
Postcode ... ...Country

Telephone (inc STD Lode

delivery, early and
Warners Group Publications plc, The Maltings, West Street, Bourne, Lincolnshire, PE10 9PH di reCt to you r dOO ro

RETURN THIS FORM TO

TERMS AND CONDITIONS; The &

d by all H-mk- and Building Societies that take part in the Direct Debit scheme

ils change, Games Waorksho
or is madde by
f the amount pa
nd a copy of your letter

ALTERNATIVE WAYS TO PAY

| would like to subscribe for:

[C] 1 YEAR 12 issues wosusi)  £40, €70, 550dkr, 650skr/nkr

[] 2 YEARS 24 issues wosusz)  £76, €125, 1000dkr, 1150skr/nkr

our Direct Debit at any time, by writing o your Ba ul or rml |\rL

[] 1 am an existing subscriber  [[] | am a new subscriber (please tick a box)

CHEQUE AND CREDIT CARD PAYMENTS SAVE 33

[0 Postal Order (UK only)/Cheque (made payab!e to Games Workshop Ltcl) with our new Direct Debit offer

o B o B8 o9
e EICCEEEE T R fren SUBSCRIBE WITH MAIL ORDER

Issue Number DB (Switch/Maestro Only)  Valid From D D Expires DD
o e S N RIS e ST s Al 011 5 91 40 0 0 “
Signature BafE e et

{signature of parent or guardian required if recipient is under 16 years of age.)
Wk b o WWW.games-worKsnop.com
n | |

Games Workshop Limited. Registered in England and Wales — Company No. 01467092
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The Apocalypse continues as we and no less than four variants, while the
introduce two mammoth new super- Orks get a brand new plastic Stompa.
heavy kits. Imperial players get to play We'll be presenting the rules for these
with the Shadowsword, the Stormlord super-heavy kits next month!

WAR IIIIIIINAI A GAMER'S GUIDE TO lIISTIIIA

Mat Ward continues to A guide to
chronicle the collecting a
development of War of Lizardmen army,

The Ring. In the third from assembling

instalment of his journal your first Saurus to

he talks about Heroes gaming on your own
BF and the role they play in Lustria board and

a game of massed battles. | jungle scenery.







