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t's a joyous month of hobby for me, as my favourite Warhammer
army is getting more new stuff to swell its ranks. Time for me to dust
off my gaming hat and take the Empire to the field!

Just one snag — despite my New Year’s resolution back in January, my
Empire army isnt finished. Now, that's not such a problem for this
month’s battle report, where yours truly uses the awesome Studio army,
but is a bit problematic for gaming in general.

Never one to be put down for long, | read Jervis’ Standard Bearer,
which inspired me to take a different tack. This month Jervis talks about using the older,
more venerable models in your collection as part of your army. This made me think about
my Vampire Counts army, which, with the exception of the Varghulf, is made entirely of
old models, many of which can’t even be bought any more. Now, | love my Vampire army,
and it's quite large (about 4000 points), but | don’t tend to use it much these days because
some of the miniatures — not to mention my painting skills — are showing their age.
However, Jervis made me realise that | shouldn’t be embarrassed. Instead, I've embraced
my classic army and started to add new maodels to it. I'm almost done with my unit of
Blood Knights, and just need a Corpse Cart to make my army completely viable in the
newest version of the rules, and almost 5000 points to boot! The only problem I've had is
trying to paint them to match my army — I've forgotten how | did it, it’s been so long. I've
just started a game against White Dwarf’s Andy Hall, whose own collection of Skaven
models is probably even older than my Vampires (well, he is quite old).

On top of all the gaming excitement, the Dwarfers have been working round the clock
to bring you the usual quality hobby articles. | have to admit that there’s a considerable
Empire presence in this issue — I'm not biased, honest!

Mark Latham, Editor
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THE LAND OF SIGMAR
The Empire is the greatest nation in the Old World, a
vast expanse comprising fiercely independent provinces
and city-states. Jeremy Vetock and Dave Andrews
explain what's so glorious about the Empire and the
many varied soldiers that make up its army.

30 ELVES UNLEASHED
War of The Ring Elven players will rejoice this month as
the Galadhrim — the Elves of Lothlérien — are ready to
take to the field. Mat Ward talks about all things Elven
and then puts his theories to the test in a battle report
against The Lord of The Rings stalwart, Adam Troke.

This month’s Citadel releases.

12 NEWS

The latest Games Workshop news and previews.

44 LIBER APOCALYPTICA: VALKYRIE
In Apocalypse, Valkyries form deadly squadrons to
dominate the skies — we have the datasheets to prove it.

16 STANDARD BEARER
Jervis discusses the older models in his collection and
why they are still a vital part of the hobby.

19 BITZBOX
Getting the most out of Chaos Icon Bitz Packs.

102 FRONTLINE

The latest events and activities near you.

THE DRUMS OF WAR
We play through a narrative campaign, written by Jeremy
Vetock. With the Emperor away at a diplomatic mission
to Bretonnia it is up to the infamous Mad Count of
Averland, Marius Leitdorf, to muster what forces he can
to help beleaguered Ostland.

PAINTING MASTERS: KEITH ROBERTSON
Veteran 'Eavy Metal painter Keith Robertson shares some
of his seldom seen and bespoke projects with us.

MODELLING WORKSHOP: EMPIRE
A look at the Empire range, showing the versatility of the
kits and how easy it is to personalise your force.

CITADEL HALL OF FAME
Resident illustrator Neil Hodgson nominates his favourite
Citadel miniature for the Hall of Fame.

PRINTING WORKSHOP: GALADHRIM ELVES
This month we give the new Galadhrim models the
‘Eavy Metal treatment.



THE EMPIRE

EMPIRE STEAM TANK

A plan view of the mighty Steam Tank. Note the ornate

details on the turret and steam engine.

The Steam Tank is a terrifying, steam-powered war
machine, embodying the ingenuity of the Imperial
School of Engineering. This engine of destruction has
been redesigned by Colin Grayson, and has many
advantages over its old metal counterpart. There’s a
choice of cannons, chimneys and optional items to
help personalise what will clearly be a centrepiece to
any Empire force, as well as a characterful plastic
Engineer and a fully detailed interior. It has never
been easier to assemble one of these lumbering iron
behemoths. Truly the enemies of the Empire will
tremble in its wake!

EMPIRE STEAM TANK
Product code: 99120202027 TAKE n clnSEn lnn“ A'I'
Sculpted by Colin Grayson

UK £35t Denmark 400dkr

Euro €45.50 Swe/Nor  475skr/nkr TI'"S nETnIlEn

ON PAGE 23.

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectiy. Prices correct at time of going to press, please contact us for current
availability and prices. UK prices marked  do not show the 2.5% VAT reduction implemented on 1st December 2008. The reduction will be applied to affected products by Games Workshop at the point of sale. Prices quoted are for prodiicts

sold by Games Workshop through its own stores, or websile.

relailers are bie for determining their own prices.
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Clad in magnificent, gleaming suits of Dwarf-forged
plate armour, only the bravest and most honourable
soldiers are ever promoted to the ranks of the
Greatswords. This new kit allows you to build ten
elite Empire soldiers. The heads and arm pairs are
completely interchangeable so you can make every
model unique. The kit also comes with a host of
optional accessories to further individualise your
units, such as extra laurels, swords, scabbards,
helmets and banner tops. Even better, the
components are fully compatible with our other
Empire plastic kits, allowing even more variation.

EMPIRE GREATSWORDS

Product code: 99120202025
‘ Sculpted by Mike Anderson
| UK £25¢ Denmark 290dkr
| Furo €32.50 Swe/Nor  340skr/nkr

ELECTOR COUNT MARIUS LEITDORF

Dave Thomas clearly has a knack for
designing metal Empire special characters.
This month we release Dave's brilliant take
on legendary Empire character, Marius
Leitdorf, the Mad Count of Averland.
Marius wields the Averland Runefang,
one of the most powerful magic weapons in
the Old World and a symbol of his office as
an Elector Count. And Marius may be
eccentric but, as a General of the Empire, he
has the characteristics to be able to wield
such a deadly weapon with proficiency.

i MARIUS LEITDORF

| Product code: 99110202230
Sculpted by Dave Thomas
UK £18t Denmark 200dkr
Euro €23.50 Swe/Nor  250skr/nkr

Pictures for illustrative purposes only. Product contents may vary. Praducts 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. UK prices marked { do not show the 2.5% VAT reduction implemented on st December 2008. The reduction will be applied to affected products by Games Workshop at the point of sale. Prices quoted are for products
sold by Games Workshop through its own stores, catak or website. Ind retailers are ble for datermining their own prices.
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Archers are amongst the most flexible of the infantry
at an Empire General’s disposal. They can move and
fire, making them extremely mobile, and take to the
field in skirmishing groups rather than regimented
formations. The new plastic Archers by Michael and
Alan Perry really emphasise this irregular feel. Within
this ten-man kit are a variety of heads, arms and
accessories — including a pheasant for the unit’s
cooking pot and a freshly slain Orc — so you can
customise your hard-bitten band of Archers or
Huntsmen to your heart’s content.

EMPIRE ARCHERS

Product code; 99120202026

Sculpted by Alan Perry and Michael Perry
UK £15¢ Denmark 175dkr
Euro €19.50 Swe/Nor  200skr/nkr

| EMPIRECAPTAINWITH
SWORD AND SHIELD ~ HAMMER AND PISTOL

Mike Anderson has created this metal | Encased in full plate
armour and wielding a
mighty warhammer and
pistol, this metal model by
Martin Footitt represents a
hard-bitten Captain or
General of the Empire for
your Warhammer battles.

figure of a stout Captain carrying a
| sword and shield, perfect for cutting
| down the foes of the Empire — he
i wouldn’t look out of place
| leading a unit of
|

Greatswords.

; EMPIRE CAPTAIN EMPIRE CAPTAIN
| Product code: 99060202232 Product code; 99060202231
| Sculpted by Mike Anderson Sculpted by Martin Foatitt
UK £8+ Denmark 90dkr UK £8+ Denmark 90dkr

Euro €10.50 Swe/Nor  110skr/nkr Euro €10.50 Swe/Nor  110skr/nkr

ON SALE JUNE 6th ‘ ON SALE JUNE 6th

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 prices. UK prices marked t do not show the 2.5% VAT reduction implemented on 1st December 2008. The reduction will be applied to affected products by Games Workshop at the point of sale. Prices quoted are for products
sold by Games Werkshop through its own stores, l or website. retailers are ble for determining their own prices.

www.games-workshop.com 5



UNIFORMS §fl HERALDRY

THE EMPIRE

EMPIRE 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, while seasoned generals
find them really useful for adding reinforcements to an
established army. The Empire Battalion is bursting with
plastic soldiers. Included in this box set are eight Knights,
20 State Troops, 10 Greatswords and 10 Handgunners
(or Crossbowmen).

This 72-page hardback book contains the colours, insignia
and heraldic devices of the soldiers of the Empire. Inside
this full-colour guide you'll find hundreds of examples of
uniforms, shield designs, and banners for the most
powerful realm in the Old World.

UNIFORMS AND HERALDRY OF THE EMPIRE
Product code: 60040202004 T“n" Tn PAEE
By Neil Hodgson and Jeremy Vetock

UK £15 Denmark  175dkr 16 an MﬂnE
Furo €19.50 Swe/Nor  200skr/nkr
INFORMATION

WAz ')
WARDGAMMER

EMPIRE BATTALION

Product code: 99120202028

UK £60t Denmark 700dkr
Euro €85 Swe/Nor  820skr/nkr

Pictures for ilustrative purposes only. Product contents may vary. Products sold unpainted and unassembied. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current
avallability and prices. UK prices marked 1 do not show the 2.5% VAT reduction implemented on 1st December 2008. The reduction will b applied to affected products by Games Workshop at the point of sale. Prices quoted are for products

retailers are for determining their own prices.

sold by Games Workshop through its own stores, calal or website.
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TEMPLE OF SKULLS

The Temple of Skulls is a great
new plastic scenery piece for
your Warhammer battlefields.
This ancient, ruined Chaos
temple is a site of slaughter
and magical power — perfect
as a specific objective for a |
scenario or as a centrepiece
for your terrain set.

Model measures 15" (L) x 9.5" (W)
x 6.5" (H) approx. Miniatures
shown for size comparison only,
and are not included.

TEMPLE OF SKULLS

Product code: 99129999007

Sculpted by Dave Andrews

UK £18t Denmark 200dkr
Euro €23.50 Swe/Nor  250skr/nkr

ON SALE JUNE 20th

TE MIGHTY ZUG [Blllll BOWL KXVII)

Unlike his famous team-mate, Griff Oberwald, Zug is
neither fast nor particularly good at catching the ball. What
Zug is good at, however, is walloping the opposing
players! So powerful is he that he’s a crucial part of the
Reikland Reavers’ much-feared ‘defence’.

Neil’s new metal rendition of this classic Star Player
depicts him as he appeared during the championship
season at Blood Bow! XXVII. He's not the most agile
human in Blood Bowl, but he’s arguably the strongest.

‘THE MIGHTY’ ZUG (BLOOD BOWL XXVII)
Product code: 99060999209

Sculpted by Neil Langdown

UK £8+ Denmark 90dkr
Euro €10.50 Swe/Nor  110skr/nkr

ON SALE JUNE 6TH

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 prices. UK prices marked t do not show the 2.5% VAT reduction ir on 1st D ber 2008. The will be applied to affected products by Games Warkshop at the point of sale. Prices quoted are for products

sold by Games Workshop through its own stores, or website. P relailers are r

www.games-workshop.com



I STRATEGY BATTLE GAME

GALADHRIM

HALDIR

| Alan Perry has designed this
new metal version of Haldir,
one of Galadriel’s
marchwardens. He makes an
excellent leader for your
Galadhrim forces.

HALDIR

Product code: 99061463038

Sculpted by Alan Perry

UK £7t Denmark 80dkr
Euro  €9.10 Swe/Nor 95skr/nkr

ON SALE JUNE 20th

This impressive box set is packed with 24 finely
sculpted plastic Galadhrim Warriors from the talented
Alan and Michael Perry. Models can be individualised
with interchangeable heads and there are plenty of
shields, but the Galadhrim can be assembled really
quickly so they’re ready for action in no time.

War of The Ring gamers will find this kit ideal, as
the 24 models in each box will allow them to create
three whole infantry companies.

ROMIL

to say, he is a powerful
Elven hero.

RUMIL
Product code: 99061463037
Sculpted by Alan Perry

Euro  €9.10 Swe/Nor

This metal figure represents
Rdamil, Haldir’s brother and
| leader of the Guardians of
| Caras Galadhon. Needless

UK £7t  Denmark 80dkr
95skr/nkr

ON SALE JUNE 20th

GALADHRIM WARRIORS

Product code: 99121463002

Sculpted by Alan Perry and Michael Perry
UK £20t Denmark 230dkr
Euro €26 Swe/Nor  270ske/nkr

ON SALE JUNE 20th

Pictures for illustrative purposes only. Praduct contents may vary. Praducts sold unpainted and unassembied. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us far current
availability and prices. UK prices marked t do not show the 2.5% VAT reduction implementad on 1st December 2008. The reduction will be applied ta affected products by Games Workshop at the point of sale. Prices quoted are for products

sold by Games Workshop through its own stores, I or website.
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GALADHRIM KNIGHTS

GALADHRIM KNIGHTS

Product code; 99121463001

Sculpted by Michael Perry

UK £20t Denmark 230dkr
Euro €26 Swe/Nor  270skr/nkr

ON SALE JUNE 20th \

These metal models by Alan Perry
represent the elite protectors of the
Galadhrim Court. Seldom seen in the
lands of Men, the pike-armed Elves
are the bane of enemy cavalry. ] ‘ - |
When led by Rimil in War of The |
Ring, these models can also double |
up as the Legendary Formation, the
Guardians of Caras Galadhon.

GUARD OF THE GALADHRIM COURT
Product code: 99061463036

| Sculpted by Alan Perry

UK £8t Denmark 90ckr
Euro €10.50 Swe/Nor  110skr/nkr

After centuries of training in mounted combat, the
Galadhrim Knights are arguably the most potent cavalry
in War of The Ring. Evil infantry will struggle to stand
against charging Elven Knights.

Michael Perry has really gone to town on these plastic
models, giving them interchangeable heads, optional
shields and quivers. The kit includes a Banner Bearer, and
War of The Ring players are well served as the six Knights
can be formed into three cavalry companies.

'GALADHRIM |
'BANNER BEARER

| | GALADHRIM BANNER BEARER

5 SR Produuct cade: 99061463025
| | Sculpted by Alan Perry [

UK
Euro

ON SALE JUNE 20th

£6t  Denmark 70dke |
€7.80 Swe/Nor  BOskinkr |

To accompany the
new Galadhrim
releases, this metal
Banner Bearer has
been made available
via mail order. Turn |
to p119 to see how

to order it.

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 conlact us for current
availability and prices. UK prices marked  do not show the 2.5% VAT reduction implemented an 15t December 2008. The reduction will be applied to affected products by Games Workshop at the paint of sale. Prices quoled are for products
sold by Games Workshop through its own sltores, catalogue or website. retaifers are r ible for ining their awn prices.

www.games-workshop.com 9



BLACK LIBRARY

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

Following the success of The Killing
Ground, Graham McNeill returns to
his roots in a new Ultramarines novel.
Newly returned from the Eye of Terror,
Captain Uriel Ventris must now
redeem himself in the eyes of his
battle-brothers, who fear he may have
been tainted by Chaos. When the
planet Pavonis is invaded by Tau, what
better opportunity could Uriel have to
join his Chapter in combat and prove
once and for all that his honour is
beyond reproach?

COURAGE AND HONOUR

by Graham McNeill

ISBN: 978-1-84416-720-3

UK £16.99 Denmark  200dkr
Euro €25 Swe/Nor 250skr/nkr

WARHAMMER -
X 40,000

GRAHAM McNEILL

THE KILLING GROUND

The fourth Ultramarines novel is now
available in paperback. In the
nightmare future of Warhammer
40,000, no servants of the Imperium
are more dedicated than the
Ultramarines, who follow the
teachings of the legendary Codex
Astartes to the letter. Having escaped
from the Eye of Terror, Uriel Ventris
and Pasanius now face a new, even
more daring challenge — they must
fight their way home to their Chapter,
for safety and redemption.

THE KILLING GROUND
by Graham McNeill

ISBN: 978-1-84416-724-1
UK £6.99 Denmark
Euro €9 Swe/Nor

70dkr
85skr/nkr

The Reiksguard Knights are
entrusted with the sacred duty of
the Emperor’s protection from foes
within and without. Under the
command of Marshal Kurt Helborg,
the Reiksguard live and breathe their
code of loyalty, courage, strength
and honour. But in the midst of war,
the young knight Delmar von
Reinhardt discovers that his highly
regarded order hides deadly secrets.
Reiksguard is the first book in a new,
exciting ongoing series.

REIKSGUARD

by Richard Williams
ISBN: 978-1-84416-726-5
UK £6.99 Denmark
Euro €9 Swe/Nor

70dkr
85skr/nkr

WARHAMMER &=
40,000

return in an el ying new novel

THEILANGGROUND

GRAHAM McNEILL

Pictures for illusirative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Gitadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current
availability and prices. UK prices marked 1 do not show the 2.6% VAT reduction implemented on 1st December 2008. The reduction will be applied to affected products by Games Workshop at the point of sale. Prices quoted are for products
sold by Games Workshop through its own slores, catalogue or website. Independent relailers are respansible for determining their own prices.
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FORGE WORLD

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

The Brass Scorpion is a Daemon Engine of Khorne
featured in Imperial Armour Volume Seven — The
Siege of Vraks Part Three.

This is a complete multi-part resin kit that can be
assembled in a variety of poses, and features details
such as bodies ensnared in its cabling, making this a
brilliant centrepiece model for any Chaos
Apocalypse army. Designed by Daren Parrwood.

Pictures for lilustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Gitade/ products may be dangerous If used incorrectly. Prices correct at time of going to press, piease contact us for current
availability and prices. UK prices marked 1 do nof show the 2.5% VAT reduction implemanted on 1st December 2008. The reduction will be applied to affected products by Games Workshop at the point of sals. Prices quated are for products

sold by Games Workshap through its own stores, or website. Indep rélailers are resp for their awn prices.

www.games-workshop.com 11
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Lava tile

WARHAMMER

-40,000"

Coming soon to a gaming table near you is the fourth
Warhammer 40,000 Expansion - Planetary Empires. The
three previous Expansions are variants on playing games
of Warhammer 40,000, from urban firefights to assaults
from the skies, and even massive battles with a cast of
thousands. Planetary Empires is a bit different, because
it’s an intuitive plastic hex-based map system in the style
of Mighty Empires. Playing in campaigns — a series of
linked games, usually with a strong narrative — is one of
the most rewarding parts of the hobby, allowing your
forces to grow in stature or seek revenge for past wrongs
committed in earlier battles. Planetary Empires is a tool
to help you create these exciting campaigns. The
innovative map system comprises 48 detailed plastic

NEWS

Crater tile

" PLANETARY EMPIRES

Space Port tile

tiles that include ruined settlements, roads and
spaceports. There's even a special hive city tile available
separately. As with Mighty Empires you're free to use
the customisable map tiles as the basis for a campaign
of your own devising, or you can play the brand new
campaign system devised by Jervis Johnson, which has
been designed to let you add as many layers of extra
complexity and detail as you wish.

What Planetary Empires excels at is tying all the
different types of 40K together into one narrative —
from the standard missions to an Apocalypse battle
— with the focus centred on a great-looking, three-
dimensional map. More details will be revealed in just
a few months’ time.



Gripping New Series From the Black Library

This month sees the launch of a brand new line of novels from Black Library, the
Empire Army. We asked BL editor Nick Kyme about these exciting new novels. ‘The
Empire Army series seeks to encapsulate the tabletop wargaming experience within a
novel, so it’s all about large-scale battles as seen from the perspective of a soldier, be
they a Knight, Halberdier or Engineer.’

The first novel is Reiksguard, by Richard Williams, and out this month. Nick says:
‘It's very much a grim war story following a group of young Knights training to earn
their spurs and join the elite Knightly Order before getting their first taste of battle.’
The series offers a unique perspective on the army of the Empire, giving fans an
insight into the training, fighting techniques and battle tactics employed by its many
units as well as lots of storming battles.

Reiksguard will be followed in November by lron Company, which focuses on
the Imperial Engineers, and then Call to Arms, which follows the exploits of a
regiment of Swordsmen.

g

'WILLIAM

Dark Heresy

Fantasy Flight, the gatekeepers of

Warhammer 40,000 Roleplay, are releasing
three new books for the Dark Heresy range
this month. They are:

Creatures Anathema — the enemies of Man
are Legion, and the new bestiary, Creatures
Anathema, presents more than 50 aliens,

beasts, and Daemons of the Calixis Sector.

The Radical’s Handbook — salvation
demands sacrifice! The Radical’s Handbook
is a tome that exposes the methods and

ideology of Radical Inquisitors in the Calixis
Sector. New rules, player character options,

and much more await. @ _‘\|;£~|l\|=¥x1.-,\[|;

BEASTS, AND DAEMC
Haarlock’s Legacy Trilogy — the affairs of a
notorious Rogue Trader chart a path
through the darkest secrets of the Calixis
Sector in this trilogy of adventures for
Warhammer 40,000 Roleplay: Dark Heresy.

You can find more details at:
www.FantasyFlightGames.com

Fil Dunn, 'Eavy Metal’s
valiant leader, has
broken ranks with his
peers to spill the secret
of what he plans to
enter into the Open
Category at the 2009
UK Golden Demon. It’s
a big Tau robot! Fil has
converted the model in
such a way as it looks
like a transformed
Hammerhead. If you're
at this year’s UK Games
Day then take a look.

Recently we’ve heard
howls of anguish from
the games developers,
and ‘Eavy Metal have
been ordering in a lot
of grey paint. What
could it all mean? Keep
reading over the next
few issues to find out.

Last month we
promised to let you
know how the web
team’s own Adam Troke
got on at The Lord of
The Rings Grand
Tournament. He came a
very respectable 39th
out of 129 participants.
However, Adam’s
disappointed, as it’s his
lowest standing in the
seven consecutive years
he’s attended.

The Studio campaign
we've been hinting at
over the past couple of
issues is now in full
swing, The Rok of Ages
is a large-scale
Warhammer 40,000
campaign that's seen
mass planetary assaults
take place during the
frenetic lunchtime
gaming sessions. A giant
Ork Rok is on a
collision course with
the world of Meridian.
Can it be stopped?
Well, games are being
played even now to
decide Meridian’s fate.

THE QN OF AGES

APLAKETSTRINE CAMPAIGH

www.games-workshop.com
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Call to Arms

The epic battle for the Warhammer world rages on,
and there is no end in sight to this bloody Age of
Reckoning. Now, Mythic Entertainment is proud to
present the first live expansion to Warhammer
Online: Age of Reckoning.

Call to Arms has seen the great war between the
forces of Order and Destruction take a deadly new
turn. The Dwarf Slayer and Orc Choppa, bitter rivals
whose enmity is fuelled by millennia of conflict,
have joined the battle. A new scenario, the Twisting
Tower, makes its debut in the maddening Chaos
Wastes. These and many other features highlight the
beginning of Call to Arms, but it is the expansion’s
culmination, and the deadly new adversaries it
brings, that are sure to delight long-time fans of the
Warhammer setting.

But that's not all — later this year the dread
Tomb Kings will rise in Warhammer Online: Age of
Reckoning. Players will soon be able to visit the
cursed desert known as the Land of the Dead. There,
an ancient and forbidding pyramid looms above the
desolate sands. In game terms, this will be a massive
new zone with new quests, lairs, tons of Realm vs.
Realm action, and an epic new dungeon. Within can
be found untold riches and arcane treasures of the
ancient world, but a potent evil stirs deep inside the
tomb. Only the mightiest adventurers can hope to
survive the foul magicks, abominable constructs and
lethal traps of the Tomb of the Vulture Lord.

You can find more details at:
www.warhammeronline.com

The Games Workshop website is packed with
an ever-growing library of hobby lore. Online
you'll find articles for both new releases and
fresh material for all your favourite armies.
Our intrepid web team of Jim Sowter and
Adam Troke are constantly gathering articles
from the deepest and darkest areas of the
Studio for your viewing pleasure.

The website is regularly updated, so
check the homepage to see what new and
featured articles have been posted, Don't
forget that all our article content is free to
view and download.

Recently Published Articles:
e Imperial Guard cityfighting stratagems,
scenarios and tactics.

e The ultimate guide to painting horses.

e Mare Empire scenarios following on from
this month’s White Dwarf battle report.

e Highly detailed Steam Tank assembly and
painting guide.

www.games-weorkshop.com

14 WHITE DWARF NEWS



WARM%MER _ R |JORDSRINGS

STRATEGY BATTLE GAME

Over June, July and August Games Workshop stores are These activities are keyed to the times of your local school
running a whole series of games, workshops and hobby holidays and are designed for you by your local store staff.
activities to tie in to a Summer of War. Attend enough of Get down to your local store NOW and find out what they
the activities and you too can become a Lord of War! have planned and how you can become a Lord of Warl!

The War of The Ring rages on and, with the arrival of
the immortal Galadhrim later this month, our stores are
all braced to receive the charge of eager generals
wanting to pit their skills against one another. Contact
your local store to find out when they are running War
of The Ring games and activities.

ﬂ&l:l‘llillllelll Ilnallsllnws

We are always looking for great people to come and
join our expanding business.

Our expert recruitment team are touring the
countryside talking to people like YOU about joining
our exceptional store manager training programme. If
you want to find out if you have what it takes to run
one of our stores, then come along and meet them at
one of our Become Legendary roadshows. Check the
Become Legendary website for dates, times and more
details. Do you have what it takes to Become
Legendary?

Tickets On Sale July 18th
The Throne of Skulls Grand
Tournaments are the highlights of our
tournament calendar, and many players
consider the Throne of Skulls itself to
be the Holy Grail amongst prizes.
Tickets for this season’s
Warhammer and Warhammer 40,000
Throne of Skulls heats are released on
July 18th. So, for a chance to become
the champion of 2010, get planning
your armies now!

www.games-workshop.com 15
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The Empire has been gifted some new kits this month, so it’s
the perfect opportunity to take a look at the land of Sigmar.
Andy Hall talks to our resident gaming sages, Jeremy Vetock
and Dave Andrews, about the glory of the Empire.

seems to me that the longer you've

been a Warhammer general the
more you gravitate towards the Empire.
Maybe it’s the thought of all those units of
massed infantry in their colourful panoply,
the Knights encased in shiny armour; or
perhaps it’s the weird and wonderful
machines of destruction that flicks a
hidden hobby switch in your brain after a
certain amount of time.

While Jeremy and Dave are not so
convinced by my theory — as they know of
many hobbyists whose first choice has
always been Sigmar’s heirs — they
understand why people get collecting
pangs for the Empire.

‘The army has such a rich background,’
says Jeremy, ‘and that really scratches an
itch for a lot of hobbyists. The human
nation of the Empire was one of the very
first to develop in the game’s early history,
so they got a lot of attention from the
architects of Warhammer.’

One of the aforementioned architects is
Dave, who has spent years shaping the
Warhammer world through miniatures, in
books and, most famously, his outstanding

T his is a bit of a generalisation, but it

scenery. And while the whole of
Warhammer has benefited from Dave's
talents, it's the Empire he has a particularly
strong affinity with. ‘The Empire is at the
centre of the Warhammer world, both
figuratively and literally,” he says.
‘Whenever we present information about
Warhammer it’s often from an Empire
perspective — that's why it's always the
Imperial calendar used in the timelines.
And it's none other than Ghal Maraz — the
Hammer of Sigmar — that adorns the
rulebook cover. But, more importantly than
that, geographically, the Empire is at the
centre of the map. The Old World is made
up of several countries and territories all of
which satellite around the Empire. In effect
they are the protagonists of the game, and
as such provide our point of entry into the
Warhammer world.’

‘They are the greatest and most
powerful nation,” agrees Jeremy. ‘You
shouldn’t underestimate just how large the
Empire is. You can’t compare it to
somewhere real, like mainland Europe,
because it's much larger in scale. Even the
rivers — the tributaries and lifeblood of the
Empire — can be miles wide in places.’

The Empirte

The Empire is a massive country located
in the heart of the Old World. It covers
the land from the Sea of Claws in the
north to the Border Princes in the south.

¢
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MIDDENLAND

On its eastern flank, the Empire is
bordered by the Worlds Edge Mountains,
while Bretonnia, erstwhile ally and
occasional enemy, lies to the west.
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The States

The Empire may be one
nation under the rule of
Karl Franz, but in reality
it is a collection of
independent provinces
and city-states, linked by
religion and a need for
mutual protection rather
than lofty ideals.

The borders of these
states are based upon the
ancient tribal homelands
that originally formed
the Empire under Sigmar.
However, over the
centuries the boundaries
have changed, with new
states emerging while
some have disappeared
due to war, famine and
other such disasters.

Each province is
rightly proud of its
standards, colours and
heraldry. And all have a
storied history.
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The very foundation of any Empire army is its
infantry — large blocks of State Troops,
resplendent in their uniforms, ready to fight in
the name of the Emperor.

Like the army as a whole, the plastic State
Troops kit is very diverse, allowing you to arm
your infantry as Spearmen for defensive
blocks, Halberdiers for their hitting power, or
Swordsmen for their skill with a blade.

Halberdier Regiment from Nordland

Ostland Swordsman
\.g .
o\
Vi

Wissenland Spearman

Empire
Captains

Equally capable when
leading the charge on a
barded steed, taking to
the air on an impressive
winged mount, or
leading State Troops on
foot, a Captain of the
Empire will do his duty
and more besides.

Empire Captain

Such large swathes of territory haven't
gone unnoticed. The Dwarfs and Elves look
on enviously as their civilisations dwindle
compared to the Empire’s rise. Even the
evil races acknowledge this, as they are
bent on toppling this great nation, be it the
Orcs from the Badlands, Marauders from
the north or the ratmen from beneath.

As the enemies of mankind look on
jealously and plot its downfall, the Empire
guards its borders well. Ever since Sigmar
united the disparate human tribes that
inhabited the Old World, it has been a
nation forged in war, with armies that have
evolved into one of the most versatile
forces in the world.

To match this vibrant tapestry of
history we’ve been talking about, the
Empire army list is just as rich, with a wide
variety of different troops,” says Jeremy. ‘So
while some armies are forced into fighting
a certain way, the Empire is free to try
almost any play style. You can outnumber
your opponents with massed ranks of
infantry, go for a smaller elite force
containing powerful shock units of heavily
armoured knights, outshoot the foe with
bows or armour-piercing black powder
weapons, or even go for wilder
combinations, making use of the Empire’s
magic contingent, creatures from the
Imperial Zoo and the more bizarre
machines created by the Engineers.
Whatever the foe can do an Empire force
can achieve as well, and while the enemy

- 18 WHITE DWARF THE REALM OF SIGMAR

might be more specialised in that area, the
armies of the Empire can counter by
playing a combination specifically
designed to thwart them.’

The new models out this month are
perfect examples of this diversity. You have
the fragile-but-cheap Archers, contrasting
against the Greatswords — these elite
combat masters are strong, heavily armed
and loyal, so they won’t budge in a fight.
Then you have the Steam Tank, the
epitome of the Empire’s more eccentric
side; it's slow, ponderous, but nigh on
impregnable and feared by all for its
devastating steam weaponry.

‘The strength of an Empire army comes
from its diversity,” explains Jeremy, ‘and the
reason it’s so varied is because the Empire
isnt actually one unified nation at all. It is
a conglomeration of many individual and
extremely independent states. The soldiers
of these states march under many different
banners. The colours they wear are varied,
differing not only from state-to-state but
regiment-to-regiment in most cases. That's
where the idea of some kind of Empire
uniform guide first came from.”

The other inspiration came from Dave,
who has a massive black-covered
sketchbook that he’s built up over the
vears. It's crammed full of Empire heraldic
designs, standards and shields, all born
from his interest in vexillology — that's the
study of flags if, like me, you're not up on
your ‘ologies’.



different Colleges of Magic.

Gold Wizard

Th«; G:eat and the G S

Empire characters are represented by two plastic kits, as well as some great
metal figures. The Empire General kit allows you to build a General and a
Battle Standard Bearer from the same box, while the Empire Wizard kit
allows you to create two Battle Wizards with a variety of options from the

Light Wizard

@ The Emptre o

Talabecland Captain

Altdorf Battle Standard Bearer

‘Dave’s Empire sketchbook has an
almost legendary status within the Studio,”
says Jeremy. ‘It's crammed full of intricate
details and heraldry that Empire players
just love to pore over. We wanted a way of
getting that information out to every
hobbyist, and expand on it as well.’

Entitled Uniforms and Heraldry of the
Empire, the new book contains literally
hundreds of illustrations, but how you use
this information is entirely up to you. A
painting reference is an obvious
application but Jeremy is quick to point out
that the regalia as presented is not
definitive. ‘When you produce a book like
this there is a danger that people will see
the contents as prescriptive, that the only
way to paint a Nordland state trooper is as
illustrated in the book. That couldn’t be
further from the truth. The information
we've collected is to inspire and inform —
it's not a complete picture of how the
Empire works, nor was it ever intended to
be. The Empire is simply too large and too
full of history to be entirely documented
(although it'd be fun to try!). We want to
leave places where the collector, painter
and gamer can go themselves. There's
plenty of room left for your own variations
and creations. What we’ve done is go
through all of the various provinces and
city-states to give a flavour of that area and
how they fit within the Empire’s armies.

One of the things Jeremy, Dave and
Neil Hodgson — who spent countless hours

Umforms & Het'aldry

Ideas guru Dave Andrews takes Jeremy
through his mysterious sketchbook packed
full of Empire heraldry and imagery.

Ever wondered what the
artillery crew of Ostland
wear to battle? Probably not,
but if such a thought does
intrigue you then the new
book is for you.

Not just for painters, nor
wholly prescriptive, the aim
of Uniforms & Heraldry of
the Empire is to inform and
inspire. It’s a practical
reference, packed with
background information to
add depth to your collection.

www.games-workshop.com 19



Empire
Greatswords

The new plastic Greatswords box means
that you can easily build large units of
these elite warriors. Still cheap compared
to other armies’ elite infantry, they are
Stubborn, have a 4+ save and wield great
weapons with deadly skill.

Averland Greatsword Ostland Greatsword

[ o [T A i

Further Inspiration

As well as general and atypical provincial
uniforms, the new book covers very specific
and famous regiments, well-known
throughout the Empire.

This regiment of Greatswords from
Ostland is just such a regiment that has been
created especially for the Drums of War
campaign. They feature in the bonus
scenarios online. Creating your own famous
regiments by giving them a rich history,
especially if based on their exploits in past
games, really adds depth to your collection.

The Wolfenburg
Twice-Bolds were
founded by Baron von
Grunbach. Seeking to
form a formidable
bodyguard, von
Grunbach handpicked
the strongest and most
proven fighters from
local regiments. They
earned the moniker
Twice-Bolds when they alone held their
ground against the charge of an attacking
horse tribe, cut down the invader's vanguard
and chopped their chieftain in twain. Veterans
who have served the Twice-Bolds and
survived a dozen battles are presented with a
wolf cloak, a sign of honour and no small
comfort during the harsh winters of Ostland.

- 20 WHITE DWARF THE REALM OF SIGMAR
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This box is another versatile kit, which can make either ten
handgun-armed soldiers or ten crossbowmen. The handguns use
blackpowder for excellent armour penetration, while crossbows
have superior range. Either combination can be deadly to an

encroaching enemy.

Averland Crosshowman

Nuln Handgunners

designing and colouring in the illustrations
— did was hint at how and why certain
heraldic devices and colours are used.

An example Neil uses to illustrate this is
Hochland, who secured their province by
building bastions where the great forest
roads intersect to form crossroads, and so
a lot of their shield motifs and standards
carry crosses in the design, whether in the
form of crossed swords, keys or other
traditional heraldic devices.

Jeremy also has a favourite example;
one of the stories in the Empire army book
is how the Elector Counts of Talabecland
and Stirland, never the best of friends,
fought a duel in the rushing waters of the
River Stir, over yet another petty border

dispute. The Stirland Count won by
chopping off his foe’s leg, and the injured
Count was then swept down the river
where he had to be rescued by his
Greatswords at battle’s end. The severed
leg was recovered by Stirland troops and,
despite repeated entreaties from
Talabecland in the following years, the
Stirlanders have never returned the leg; and
so you'll find a leg motif on one of the
Stirland shield designs. ‘There are loads
more tales and historical incidents
embedded in the heraldry throughout the
book. Some we've detailed, some we've
hinted at. Others are left unexplained,
ready for you to fill in the blanks. After all,
why should we have all the fun?’

Count Marius
Leitdorf

Marius Leitdorf is the Elector Count of
Averland. Known as the Mad Count
from his more hedonistic days when he
notoriously led his forces on
nonsensical campaigns, fighting
imaginary foes and generally upsetting
his neighbours. After receiving
‘guidance’ from Karl Franz through the
medium of the uncompromising Ludwig
Schwarzhelm, Marius’ excesses were
reined in. And so, when Averland was
invaded by Orcs, his army rose to meet
the threat. Marius led from the front,
looking resplendent and wielding his
Runefang to deadly effect.

www.games-workshop.com 21



Archers from Talabheim

Emptre Archers

With the new Archers kit you can make
ten bowmen. All can be posed in different
ways allowing you to represent Archer
levies typically seen in the militia, or the
more specialised Huntsmen.

Altdorf Archer Nordland Archer

STt_e_;m L.Tank

Steam Tanks are monstrous, smoke-
belching creations that rumble towards
the enemy firing cannonballs and gouts of
red-hot steam. On the battlefield, a Steam
Tank is a whirring, clanking mobile war
machine covered in inches-thick steel
armour, which rightly strikes fear in the
heart of all who face it.

M WSBS S TW I A Ld
Steam Tank special — — 6 6 10 — special —

Engineer - - 4 - - - - - 10
Commander

The Steam Tank moves and fires using
Steam Points, which represent the water
pressure as it builds up. You roll a D6 and
add the number of SP nominated (between
0-5). If this exceeds the Steam Tank’s
current Wounds then something has gone
awry; otherwise the Steam Tank will work
within its normal parameters. Moving the
tank costs 1 SP for every 3". Firing the
main cannon, with it’s Strength of 8 and
18" range, costs 2 SP, and firing the Steam
Gun mounted atop the turret costs 1 SP
This weapon has a low stength but there is
no armour save from the scolding steam.
In combat the Steam Tank doesn’t fight in
the normal sequence, but can generate D3
impact hits per Steam Point expended.

The new plastic kit allows you to create
this iron behemoth, with even more
options and extra components than its
worthy predecessor.
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Steam Tank Frame
t

1-2  Cannon tops

5 Steam gun

7 Cannon breech

-}

Hull top

11 Turret base

13 Shovel

15 Pail

17 Foot Stand
18 Skull decoration
19  Right hull side
20 Hulibase
21 Left hull side
22 Cannonball case
23 Case lid

25 Shields

27  Gear assembly

29  Gear assembly

31 Boiler wall

33 Front wheels

35-36 Piston caps

38-39 Wheel pistons

41 Boiler tank top

43  Barrel to

45-46 Chimney

49 Pressure rig

51 Valve handle

53-54 Valve taps

56-58 Engineer heads

60-61 Left arms
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Lords

o General of the Empire
on barded warhorse, with Sword of
Sigismund, Rod of Command,
full plate armour and shield.

Heroes

o Amethyst Battle Wizard
With Van Horstmann’s Speculum.

© celestial Battle Wizard
@ captain of the Empire

with Battle Standard and
Armour of Meteoric lron.

Core Units
e 10 Handgunners

° 10 Crossbows

o 10 Huntsmen

99 Knights
with command group.

o 25 Swordsmen
with command group and
a detachment of 10 Halberds.

@25 Spearmen
with command group and

a detachment of 10 Crossbowmen.

Special Units

m 5 Outriders
with Qutrider Champion
and musician.

® 20 Greatswords
with command group

@ Great Cannon

@ Mortar

Rare Units
(D 20 Flagellants

(D steam Tank
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As one of the Studio’s more
able Warhammer generals,
we asked Pete Foley for some
game-winning Empire tactics.

‘The Empire’s strength lies in its diversity,’
begins Pete. ‘Whatever you're facing, you
can design an army list that can counter
the foe. Also, if you don't know what
enemy you'll be facing, as in a tournament
situation, then you can create a balanced
army with many different facets that can
deal with a multitude of threats.’

Pete’s also a big fan of the oft-
overlooked detachment system.
‘Detachments are great and tactically very
flexible,” says Pete. ‘You can have a very
defensive infantry block, such as
Swordsmen, with a good save and striking
capacity. If they’re charged then having a
smaller block of Halberdiers counter-
charging the flank, or Handgunners
standing and shooting, takes a cheap
infantry formation and turns it into a very
effective unit. The inherent weakness with
detachments is having the detachments
themselves being charged rather than the
parent unit. This can be easily solved with
good deployment and/or positioning. Keep
your parent units slightly forward of the
detachments to ensure they get charged
and then you can countercharge with the
satellites,” advises Pete.

‘Wizards shouldn’t be underestimated
either,” he says. ‘They may not be the most
accomplished magic users in the
Warhammer world but they have the
greatest spell choice, being able to pick a
specific Lore to cope with any enemy.’

4
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rtillery

The Empire has access to some
advanced war machines, ably
supplied by two separate plastic
kits. In the sample army to the
left, the Flagellants could be

2D fel e

exchanged with a Helstorm

Rocket Battery or a Helblaster
Volley Gun - the answer to
large formations of high
Toughness troops.

Speaking of magic, Pete is keen on
the magical heirlooms the Empire has
at its disposal. ‘You've got some good
items that you can use to confound
your opponent, such as Van
Horstmann'’s Speculum — giving that to
a Level 1 Wizard is always good for a
laugh when he encounters a Chaos
Lord. There's also a good selection of
items that augment the Empire’s
natural abilities. The Rod of Command
is great for keeping a unit locked in
combat at the crux of a battle, while
cheaper items such as the Icon of
Magnus can make your Knights
immune to Fear — very useful for
charging monsters and the Undead.”
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Knightly Orders

The Knights of the Empire are rightly
feared as some of the best heavy shock
cavalry in the game. What’s more, as
Core choices you can easily have an all-
mounted Knight army if you so wish.

the 1+ armour save afforded to them by
the full-plate armour means they’ll
be tough to take out. Upgrading
a unit or two of Knights to
Inner Circle status adds an

extra point of Strength, ensuring
they can break almost any foe when
they charge.

While their Toughness is a very average 3,
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For long years The Empire has stood as a bulwark against the forces of
Chaos, Orcs and foul Undead. Now reinforcements are steaming and

clattering into your local store to enable you to bolster the defenders of
the lands of men and drive your fell opponents before you!

Throughout the month of June your local Games
Workshop store will be running Empire and
Warhammer themed activities, such as:

Greatsword Unit Painting
Getting these awesome models onto the table in short
order!

Steam-Roller!

Steam Tank designs and modifications tested to
destruction against various monsters and each other
in the forge-workshops of Nuln.

Hunting Orc!

Orc captives are let loose in the Imperial hunting
parks, where nobles and archers hunt them for
training and sport!

Leonardo’s Workbench
What mad designs, conversions and modifications
can you contrive for your Steam Tank?

Get down to your local store this month and find out
about the exciting Empire-themed events and
activities they will be holding.

RING YOUR LOCAL STORE
FOR DETAILS, OR LOG ONTO:
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. The Empire Miniatures Range

The largest nation of the Old World needs mighty armies for its defence, and
now you can build one with our range of plastic kits. Sigmar would be proud!

State Troops

This set contains 10 multi-part
plastic Empire State Troops,
which can be assembled with
spears, halberds or swords, and
includes options for a champion,
standard bearer and musician.

Examples of Empire State Troops
with spear and halberd.

EMPIRE STATE TROOPS
99120202013 £121, €17.50, 140dkr, 160skr/nkr

State Handgunnets/ Crossbowmen

This set contains 10 multi-
part plastic soldiers, including -
command group, which can N
either be assembled with
crosshows or handguns.

EMPIRE STATE HANDGUNNERS / CROSSBOWMEN s e
99120202012 £12+, €17.50, 140dkr, 160ske/nkr Xample olidalaie CropsUg A,

Helblaster Volley Gun/Helstorm Rocket Battery

This set contains 3 crew and 1 multi-part
plastic artillery piece, which can be
assembled as either a Helblaster Volley
Gun or a Helstorm Rocket Battery.

EMPIRE HELBLASTER VOLLEY GUN / HELSTORM ROCKET BATTERY Example of an Empire Helstorm Rocket Battery.
99120202014 £121, €20, 140dkr, 170sk/nkr

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled Certain Citade! products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current
e availabltity and pricas. UK prices marked  do not show the 2.5% VAT reduction implemented on 1st December 2008. The reduction will be appiled to affécted products by Games Workshop at the point of sale. Prices quoted are for products
y sold by Games Workshop through its own stores, I or website. D relallers are responsible for ining their awn prices.
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Empire Wizards

This set enables you to
make two Empire
Wizards on foot and

4
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Empite General

This set enables you to make one
mounted Empire General and one on
foot, and includes a variety of weapons

options and an army standard.

includes a variety of
options for the different
Colleges of Magic.

d8uey saanyelul

EMPIRE WIZARDS
£121, €15.50, 140dkr, 160skr/nkr

EMPIRE GENERAL
99120202011 £12t, €20,
140dkr, 170skr/nkr

99120202016

Empire Flagellant Warband

This set contains 10 multi-part plastic ™
Flagellants and includes an optional champion. .

y Example of a
Prophet of Doom.

FLAGELLANT WARBAND
99120202017 £14t, €22, 150dkr, 170skr/nkr

Example of an Empire Outrider.

This set contains 5 multi-part plastic Empire
Pistoliers, which can also be assembled as
Qutriders and includes options for a champion.

EMPIRE PISTOLIERS / OUTRIDERS
99120202019 £121, €17.50, 140dkr, 160skr/nkr

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 prices. UK prices marked 1 do not show the 2.5% VAT reduction implemented on 1st December 2008. The reduction will be applied to affected products by Games Workshop at the point of sale. 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.






Galadhrim Knights. We asked Matthew Ward to sneak into Lothl6rien and report

back on what he found...

D y the time the story of The Lord of
BThe Rings begins, Elvenkind has

become splintered and fractured,
the great Elven realms of old a shadow of
their former glory. At the Grey Havens of
Lindon, Cirdan watches over the humbled
realm once ruled by Gil-galad. In
Mirkwood, the Wood Elves of Thranduil
struggle to hold back the darkness of Dol
Guldur. And from the secret haven of
Rivendell, Elrond and his household
preserve Eriador from Sauron’s
machinations. These realms are steeped in
power and majesty, bastions of light in a
land where the darkness grows ever
deeper, yet there is one Elven Haven that
outshines all the rest (well, in my opinion
anyway). This is the land of Lothlérien,
seat of the lady Galadriel and land of the
noble Galadhrim.

When | first read The Lord of The Rings
it was definitely the Elves that left the
greatest impression. Twentyish years ago, it
was mental images of Legolas shooting
down a circling Fell Beast and Elrond
summoning the Bruinen floodwaters that
got me into playing wargames and,
therefore, probably why I'm sat here
writing this now instead of pursuing total
world domination, or something. | wanted
to recreate those moments, marshal the
armies of Lothlérien and loose volleys of
arrows against Sauron’s evil Yrch (That'’s
‘Orcs’ for those of us who don’t speak
Sindarin — Ed). That Elves might
occasionally have to fight Orcs in close
combat never really occurred to me —
surely the deadly archery of the firstborn
meant that the Elves would never have to
sully their hands with close-quarters work?

Of course, these
days I've

learnt that even Elves can’t rely on archery
alone to keep their enemies at bay. But, on
the other hand, | can now start collecting
the EIf army | always wanted.

We've had Galadhrim Warriors in the
Citadel range for ages, they just went under
the name of ‘Haldir’s Elves’, With the
arrival of the plastic models, | decided that
calling them Haldir’s Elves was simply not
grand enough, hence a new name
resplendent in gravitas, glory and possibly
other things beginning with ‘g’
(Galadricness? Gonnakillanorcability?).
Besides, surely they're not all Haldir’s
Elves? Certainly not after Helm'’s Deep
anyway (Too soon? Poor Haldir).

War of The Ring gamers will, of course,
already have figured this one out, as there
was a bit of a sneak preview of the new
models in the rulebook. In fact, if you're
looking to recruit Galadhrim for War of
The Ring, all the rules you'll need are
already at your fingertips. Fear not,
however. The Galadhrim and all their new
troop types and weapons will soon be
available to players of the skirmish game —
check back here next month for full details.

Personally, I've been looking forward to
the arrival of the Galadhrim for ages. Now,
for the first time, a proper sylvan Elf army
is truly possible. We've got line troops
(Galadhrim Warriors), light troops (Wood
EIf Warriors), and cavalry (Galadhrim
Knights). Just to add a little more variety to
the mix, we also have a fantastic new
Haldir model, Ramil (a brand new Hero)
and the Guards of the Galadhrim Court (a
new hard-as-mithril Elf elite troop type).
That's a pretty wide range of troops,
available in plastic (for easy collection of
the bulk of your warriors) and metal (for
your elites and Heroes). There are not
many The Lord of The Rings armies that
can boast such a range, and that's a fact!

So, them being beautiful models aside,
why choose Galadhrim for your War of
The Ring army? Well, as Elves, the
Galadhrim have a bunch of advantages
over the mortal races of
Middle-earth...

A couple of Galadhrim

7

Warriors boxes are a
great starting point for
either a skirmish force or
War of The Ring army.
Each set contains 24
Elves, whose armament is
split equally between
shields, glaives and
spears. Even better, there
are plenty of shields to go
around for those Elven
generals who like their
troops to survive just that
little bit longer.

The Galadhrim
Knights box is, if
anything, even more fun.
First of all, the models
inside are EIf Cavalry.

I'll say it again: ELF
CAVALRY. C’'mon, how
cool is that? If, like me,
you've been waiting for
these models for several
years now, then you're
probably not that
mithered as to what
they’re armed with. It
could be a sword, or a
hedgehog — they’d still
be ELF CAVALRY right?
Nonetheless, I'm pleased
to announce that the
Galadhrim Knights are
not armed with
hedgehogs (and, of
course, no hedgehogs
were harmed in the
production of these
plastic models or, indeed,
this article) but with
glaives and longbows.
There are once again
plenty of shields to go
around and, furthermore,
enough bits in the kit to
upgrade one of your
knights to a Captain or
Banner Bearer.
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This month sees the release of the long-awaited plastic Galadhrim Warriors and
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ELVEN GLORY

The new plastic Galadhrim Warriors and Galadhrim Knights box sets are a great
place to start when building an Elven army for War of The Ring. Both box sets
contain a variety of weapon options, providing great tactical flexibility.

® Galadhrim Warriors @sssesssssosssssasssssasssssssonses

" Haldir -

Haldir is a great leader
for your Elven army if
you're not looking to
spend too many points,
and a fantastic backup
Hero if you've another in
mind to be leader.
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First up, Elves have the Pathfinders (Master)
special rule, a most useful twiddle that
allows your golden Galadhrim to pass
through all manner of difficult terrain
without the slightest impedance. Combined
with the Galadhrim’s massive Move 8 (12
for the Galadhrim Knights!) then there are
some pretty lethal outflanks to be had.
As you well know, freedom of movement
often spells the difference between victory
and defeat in War of The Ring, and the
Galadhrim’s ability to reach parts other
warriors cannot is worth its weight in gold.
Terror is the second rule in the
Galadhrim repertoire, and it's a biggie.
Terror is your ace in the hole, your spanner
in the enemy’s works and the thing that
will turn oh-my-goodness-I"'m-horribly-
outnumbered fights into battles you can
win. Whenever your foe wants to charge
your Galadhrim, he’ll have to pass a
Courage test or abandon the charge. That's
not bad for starters. Conversely, if your
Galadhrim charge the enemy and said foe
fails a Courage test, then the enemy will be
at Fight 0 for the remainder of the fight.
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That's normally an extra two or three dice
(at least) for each Galadhrim company
fighting directly — not to be sniffed at in the
least. Combined, the two Terror effects
should grant a canny general the ability to
pick away at the enemy line bit by bit,
pouncing on one unit and annihilating it
whilst other foes quake in fear.

Of course, special rules do not a
victory make — to vanquish the foe, you'll
need to rely on your troops’ strong sword
arms. Fortunately, the Galadhrim are not to
be found wanting here either. ‘Basic’
Galadhrim, if indeed such a mundane term
is even appropriate, are some of the most
skilled warriors in Middle-earth. A baseline
Fight 5 guarantees a substantial advantage
over most foes, an advantage that only
increases when the Galadhrim are
equipped with glaives. Nor should the
Galadhrim Archers be underestimated; not
only do they share their close combat
comrades’ impressive Fight stat, their Shoot
value of 3+ garners plenty of extra dice
when shooting, and their longbows grant a
massive 36" range. Not bad, huh?



Of course, I'd be doing the Galadhrim
a disservice if | didn’t mention the brand
new Guards of the Galadhrim Court.
Representing as they do the utmost elite of
Lothlérien’s gallant warriors, you'd expect
the Galadhrim Guard to be something
special — and you'd be absolutely right!
Not only are the Guards of the Galadhrim
Court better trained and armoured than
others of their ilk (for Fight 6 and Defence
5 respectively) they also wield cavalry-
skewering pikes and have the Orcbane
special rule. You don’t want to be a Warg
Rider around these chaps. If you're still not
impressed by the Guards of the Galadhrim
Court, it's perhaps worth considering the
Legendary equivalent, the Guardians of
Caras Galadhon. Led by Ramil, brother to
Haldir, the Guardians of Caras Galadhon
have all the skills and bonuses of their
(slightly) more commonplace fellows, but
are also Stalwart as well, and so cannot be
driven back by shooting. Ramil himself
brings a valuable 3 Might points to the fray,
and you can always find uses for Might.
Talking of Might, and therefore Heroes (he

said, in a slightly laboured but borderline-
acceptable segue) let’s take a quick look at
suitable options for your Galadhrim army.

First up, there's Haldir, famous for
having a rather larger role in the films than
he does in the book (though one can
probably argue that it’s better to live
forever in Lothlérien than die on the wall
of Helm’s Deep). Your Galadhrim army can
field Haldir in two different ways — as the
leader of Haldir’s Elves, or as an Epic Hero
in his own right. Either works perfectly
well. In both cases, you get access to
Haldir’s 3 points of Might, as well as his
Fight and Courage of 6. If anything, the
Epic Hero version is slightly better (and
more costly) as this allows access to an
Epic Shot or two, as well as the flexibility
that Epic status brings.

If Haldir’s not enough, then there are
plenty of other EIf Heroes to choose from:
Galadriel (in spellcasting or combat form)
or Celeborn - even Elrond or Glorfindel
wouldn’t be amiss. But anyway, I've
wittered on long enough. ‘Tis time for
battle to commence.

“Ramil -

Rimil and his Guardians
of Caras Galadhon can be
relied upon to hold the
battlefield against all
comers, but particularly
excel at thwarting enemy
cavalry, largely due to the
fact that they have high
Fight values, which are
enhanced by +1 due to
their pikes. These also
prevent enemy cavalry
getting their usual bonus
dice for charging.

Guards of the Galadhrim Court
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Battle Report — Galadhrim versus Mordor

THE FIELD OF SWORDS

Adam Troke: Mat and | have quite the long-standing rivalry
now and Mark Latham thought it would be good for us to
bring this personal competition to the pages of White
Dwarf using the new Galadhrim. Looking at the Studio
collection Mat easily totted up a 3000-point Galadhrim
army and challenged me to match it with the forces of Evil.
Just looking at the array of Orcs, Trolls and other beasties
in our collection, | knew this wouldn’t be a problem. In
fact, | went a bit over budget (with permission, of course).
We rolled Field of Swords as our scenario and Battle for
the Pass for our setup. Field of Swords is won by scoring
‘points’, earned by killing enemy companies (1 point for
every 3 companies destroyed), capturing banners (1 point
each) and killing the opposing army’s leader (4 points).

-

e 3000-point battle, Field of Swords scenario.

e Mat Ward, War of The Ring designer, versus
infamous Hobbit-friend Adam Troke.

o Elves have the highest Fight values in the game.
* Everything in the Elf army causes Terror.

* Adam'’s Mordor force boasts lots of cheap,
expendable troops.

e Adam can call on some of the deadliest monsters
in Middle-earth.




The Host of

LOTHLORIEN

Mat: This will be my
second battle report for
War of The Ring in as
many months and, with
just a bit of arm-twisting,
I managed to persuade
the involved parties that
we should do something
a little-larger than the last
one (a 1500-point slugfest that you can
read all about on our website, if you
haven't done so already).

The army | chose works around a solid
core of Galadhrim of various kinds, backed
up by my favourite Heroes from The Lord
of The Rings. So, it's the might of
Lothlérien against the Necromancer, is it?
Sounds like an excellent opportunity to
bring the White Council out to play, giving

@ i

y 2

me Gandalf, Elrond, Saruman and
Galadriel in one convenient package. |
absolutely had to bring my three personal
favourites, Glorfindel, Elladan and Elrohir
into the mix, and | had no doubt at all that
they’d do me proud.

The Leader
Haldir, Guardian of
Lorien

75 points

Epic Heroes

@ Elladan
@ Elrohir

35 points
35 points

Legendary Formations
@ Glorfindel,
Lord of the West
250 points
@ The White Council
(Allies)
500 points
2 Gildor's Household
(3 companies)
280 points
@ Guardians of
Caras Galadhon
(3 companies)
With Stormcaller.
435 points

Common Formations
Galadhrim Regiment
~ (b companies)
Shields, Banner
Bearer, Galadhrim
Captain and
Stormcaller.
485 points

@ Galadhrim Archers
(3 companies)
150 points

Ent (Ally)

@ Ent (Ally)

125 points

125 points

Rare Formations
@ Galadhrim Knights
(4 companies)
Shields, Banner
Bearer and Knight
Captain.
285 points

@ Galadhrim Knights
(3 companies)
Longbows and
Hornblower.

165 points

Fortunes
The Blessing of Galadriel
(Haldir)

50 points

TOTAL 2995 points
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“Army List
The Leader

@ The Necromancer
300 points

Epic Heroes
@ Driizhag the
Beastcaller
100 points

Legendary Formations
@ The Witch-king
325 points

@ Shagrat’s Tower Guard
(3 Companies)
200 points

Common Formations
@ Mordor Orc Warband
(6 Companies)
Shields, Captain,
Banner Bearer and
Task Master.
230 points
Mordor Orc Warband
(3 Companies)
Two-handed
weapons, Captain,
Banner Bearer and
Task Master.
170 points
@ Mordor Orc Warband
(3 Companies)
Bows.

60 points
@ Morannon Orc
Warband (6
Companies)
Shields, Captain and
Banner Bearer,
235 points
Warg Rider Warband
(3 Companies)
Shaman.
160 points
Warg Rider Warband
(3 Companies)
Captain.

170 points
@ Moria Goblins
(7 Companies)
Shields.

140 points

Rare Formations
(%) The Balrog

500 points
@ Mordor Trolls Chieftain

200 points
{gg Mordor Troll Drummer

150 points
@ Mordor Troll

100 points
Fates
Black-hearted Trees

25 points

TOTAL 3005 points
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The

Adam: Since Mat would
be using the new
Galadhrim miniatures,

| decided I'd take one
of the Elves’ classic
enemies: Sauron in the
guise of the
Necromancer. To back
up this mighty sorcerer
| chose to add the Witch-king and a lot of
Orcs. Three Mordor Orc Warbands, a large
formation of Morannon Orcs and two
moderately sized formations of Warg
Riders seemed like a good place to start.

| included a smattering of Captains,
Taskmasters and Shamans for good
measure. | also took Shagrat's Tower
Guard: the Uruks of Cirith Ungol are my
favourite of Mordor’s many denizens, and
with any luck Shagrat might be able to
bring down a couple of Elven Heroes.

I've seen Mordor Trolls cause carnage
in games before, so | decided to include
three in my army — a Troll Chieftain, a Troll
Drummer and a regular Mordor Troll. My
plan for these three behemoths is to drive
forwards and use them like a hammer-blow
to smash a hole in Mat's line.

The last portion of the army, has been
included as nothing more than an
indulgence — allies from the Misty
Mountains in the form of a large block of
Moria Goblins, Drlzhag the Beastcaller
and a Balrog! I don't get to use the Balrog
often enough, and he can be such a
powerful foe in War of The Ring that [ just
had to include him.

My overall tactic is simple — use the
Orcs (and Moria Goblins) to bog Mat’s
Galadhrim down, while the Witch-king on
Fell Beast, Trolls and Balrog smash the
Elves apart.



We asked Adam to write up the blow-by-blow account of
this battle, giving us a great player’s eye view of
proceedings. Let’s just hope he’s not too biased...

give the initiative to Mat — there’s very little advantage

in moving first at the start of the game, and | wanted to
be able to see where Mat
moved. For his part, he
made what can only be
described as a leisurely
advance, Rumil’s
Guardians of Caras
Galadhon taking up
position in the ruins on the
hill, while the rest of the
force strolled forwards, clearly not in a hurry to get to grips
with my Evil horde. The White Council cast Guide Arrows
upon the large unit of Galadhrim Archers, who then
advanced at half rate and raised their bows.

My own moves were a little more frenetic. | raced
forwards with everything except the lone formation of Orcs
with bows, who | kept back to deal with Mat's ambushers.
The Witch-king enables Evil units to move At the Double!

In the first turn | won the roll for priority, and decided to

The Armies Engage

€C I also unleashed a tirade of
magical powers unlike any
I've ever used before.99
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without taking a Courage test if he is behind them, so my
advance really was quick! | also unleashed a tirade of
magical powers unlike any I've ever used before, but at
this range there wasn’t much damage to be done —
predominantly so | cast spells that reduce effectiveness and
what | call ‘irritant’ powers. | did lure out a Might point or
two from Mat as he resisted the worst of my magical
attacks, and the Witch-
king was able to cast
Pall of Night on Mat's
Galadhrim Knights.

In the Shoot phase,
Mat's Galadhrim
Archers, bolstered by the
Guide Arrows spell,
killed two of my Warg
Riders, even though they were at long range. Since a
whole company was slain, this drove the formation back
D3" — the maximum distance of 3". Meanwhile, the
Galadhrim Knights armed with bows failed to do any
damage because of the Pall of Night | had cast on them.

There were no charges this turn, the two armies were
just too far apart, but things were set to get close and
personal next turn.

Mat’s entire battleline
advances slowly forwards as
Adam’s Wizards bombard the
Elves with magic.




Before moving any of his other formations, he

revealed Gildor’s Household, which had used their
Ambushers special rule to hide in one of the woods in my
deployment area. Having a formation like this behind my
lines had the potential to be devastating, especially if | let it
disrupt my plans too much. With that in mind, | didn't
really plan to do anything about it — my army had already
stormed off across the board and | was doubtful Gildor’s
Household could catch up with me this turn, or do very
much damage in the Shoot phase, so figured pressing on
was my best bet.

The rest of Mat's moves were fairly bold. He advanced
the White Council up the hill in the centre so that they
could see the Witch-king and cast Panic Steed on him,
driving him back 10". Next, they unleashed a salvo of
spells that killed three Warg Riders and left me in no doubt
as to the magical prowess of the White Council. The
Guardians of Caras Galadhon broke cover from the ruins
and advanced out to take on my Morannon Orcs, while the
large unit of Galadhrim with shields prepared to face off
against Shagrat’s Tower Guard.

My own Move phase wasn't short of a bit of magic
either, but once again Mat was able to soak up the worse
of it with Might points and good old-fashioned durability. |
did, however, manage to shatter the shields of the
Galadhrim Regiment, and increase the Strength of Shagrat’s
Tower Guard by +2 with Strength from Corruption
(although, it cost me a disappointing 6 casualties on my
own formation to do so!). At least when the fight went off,
I'd do some real damage now! The Necromancer also
enfeebled the same formation, meaning they’d be fighting
back at a paltry Strength 1. Perfect.

The Shoot phase was roughly even, with Gildor’s
Household killing five of Shagrat's Tower Guard from
shooting, while my Orcs with bows managed a very
reasonable four kills on Gildor’s formation in return.

There were lots of charges this turn, and the combats
promised to be very destructive indeed. Haldir and the
Elven Archers charged my Orcs on the left flank, scoring a
6, and an unstoppable charge, as did the Galadhrim
Regiment with shields, who stormed into the remaining
Tower Guard. The White Council charged my depleted
formation of Wargs while Glorfindel and the Galadhrim
Knights on the right flank went crashing into the Goblins.
In return, | hurled the Morannon Orcs into the Guardian’s
of Caras Galadhon, the Balrog into the Galadhrim Knights
and the Witch-king bore down upon the White Council. It
was going to be an explosive Fight phase.

In the first combat, Haldir declared both a Heroic Duel
and a Heroic Combat. The duel went all Mat’s way, and
though Haldir narrowly failed to kill my Orc Captain, he
did manage to slaughter three Orcs in the effort. The fight
itself was even more one-sided, with the Elves killing
seventeen of my Orcs to a mere seven in return — and since
it was a Heroic Combat he was able to charge again
immediately. Thankfully, | rolled a 6 on the Panic table and
remained steadfast, enabling me to fight at full-strength.
This time things were a little more even and | killed eight
Elves for eleven casualties suffered in return.

Shagrat's Tower Guard were a strongpoint in my line
and killed an impressive nine Elves, suffering a mere five
hits in return from the enfeebled Elves. Nearby the Witch-
king and Warg Riders won their combat, killing Saruman
and Galadriel without suffering any hits in return.

T his turn Mat won priority and decided to act first.
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The Battlelines Clash

My Morannon Orcs at the centre did well too, and
butchered ten of Ramil’s pike-armed Elves, though they
suffered a frightening sixteen casualties in return.

The Balrog and Goblins versus the Galadhrim Knights
and Glorfindel was the combat that everyone wanted to
see, however, and it didn’t disappoint. The Balrog cut
down three Elven Knights, who in turn killed eight Goblins.
Glorfindel killed a further six Goblins, but such was the
size of the formation that it could easily absorb such
horrific casualties without worrying. The Goblins easily
finished off the Elven Knights, leaving Glorfindel a little
exposed on his own.

So far | had managed to resist Mat's greatest
strength — the Terror that his whole army causes
in mine — and | was inflicting casualties
across his line in a very satisfactory
manner. Where things were starting to
work against me was where the
Elves’ superior Fight value was
giving them a dramatic
advantage each turn, and
if | started failing Terror
tests | would be in
a lot of trouble.




GALAL

Annotations

% Gildor’s Household emerge from hiding in Adam’s deployment
area, opening fire on Shagrat’s Tower Guard.

KEY
I—-:[> - @ The Tower Guard are boosted by Strength from Corruption,

Charge while the Galadhrim with shields are crippled by Shatter
Shields and Enfeeble.

A series of Heroic Duels see Mat’s Elven Heroes kill three of
Adam’s Orc Heroes, with Shagrat only escaping the chop
thanks to his three Might points.

(B) The Balrog, assisted by the Moria Goblins, cut through the
Galadhrim Knights.

: @ The Witch-king slays Saruman the White and Galadriel in a
devastating round of close combat.




Gandalf, the lone surviving
member of the White
Council, slays the
Necromancer with magic.
Meanwhile, the Witch-king
narrowly escapes death at the
hands of Haldir and a host of
Elven Warriors and Knights.

y now the battle was really underway, and | was

very pleased when | won priority again so that |

could keep the pressure on the Elves. My plan was
to push my formations up close, keeping the initiative
against Mat's Elves and giving him as little room to
manoeuvre as possible. The first thing | did was expend a
Might point with Drlizhag to summon beasts, calling for a
company of Wild Wargs to block off one of Mat’s Ents from
coming to rescue Glorfindel. Trying to pin Glorfindel into
place, | then had the Balrog cast Dark Fury upon himself,
before positioning him to keep Glorfindel cornered. At the
centre, the Necromancer cast Enfeeble on the Galadhrim
with shields again, before slaying Elrond with a Bolt of Fire
aimed at the White Council. The Witch-king attempted to
cast several spells on the White Council as well, but Mat
resisted them, with the only one that went through his
protections failing to have any effect. Mat then moved
Haldir into the formation of Galadhrim with shields.

Mat's response to my aggressive Move phase was to

reply in kind! After rallying his disordered Galadhrim
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Regiment in the centre, Mat had the Stormcaller unleash
Nature’s Wrath and slew the remainder of Shagrat's Tower
Guard. Fven more shocking, Gandalf — the last survivor
within the White Council — cast Light of the Valar on the
Necromancer, followed by Visions of Woe. Perhaps seeing
a vision of his own downfall, Sauron was destroyed! A real
blow to my force, and four victory points to Mat!

The Shoot phase favoured Mat too, as despite my Orc
archers killing four Galadhrim warriors, Gildor’s Elves
managed to kill six of my Orcs, while the Galadhrim
Archers and Knights killed a further two a piece.

Glorfindel called a Heroic Charge in the Charge phase,
hoping to get to grips with the Balrog as quickly as
possible. | countered with a Heroic Charge of my own
from Drlizhag and the Goblins in an attempt to cut him off,
but the roll went in favour of the Elven noble and he
hurled himself at the creature of shadow and flame, the
Goblins charging in to support the fiery demon moments
later. Haldir’s Elves charged the Witch-king too, catching
him before he could charge elsewhere. My own charges



failed where they were most important, and though | was
able to charge the Ent with the newly summoned Wargs,
and tackle the Elves on the left flank, the cowardice of my
Orcs costing me dearly. The Witch-king in particular was
hard pressed as the Galadhrim Knights also charged into
him, and the Morannon Orcs blanched as the Guardians of
Caras Galadhon lowered their pikes and charged.

If things were looking
bad in the Charge phase,

they went far worse when “ The Elven nOble... hurled
himself at the creature of
shadow and flame. 99

the fighting started.
Glorfindel issued a Heroic
Duel against the Balrog,
who failed his Terror test
and found himself at a sore
disadvantage. Perhaps he
was overwhelmed by the reputation of the mighty EIf Lord?
Regardless, Glorfindel easily beat the Balrog, whose Fight
was reduced to 1, and caused several telling hits on the
mighty monster. In the swirling melee that followed
Glorfindel finished off the Balrog, killing it outright, and
though Driizhag and his Goblins managed to kill
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Glorfindel in return, it was small consolation — Id just lost
my mightiest model!

As you might have guessed, the Elves had the
advantage in the other fights too — Rimil’s Guardians of
Caras Galadhon declared a Heroic Fight and, supported by
an Ent, battered the Morannon Orcs, killing eight between
them and leaving them disordered. Both formations
immediately charged again and
killed another eight Orcs
leaving the enemy numbers
dramatically reduced.

The Ent on the right flank
easily killed both of the Wild
Wargs it was fighting, and
Gandalf had little trouble
killing the Warg Riders he was
fighting, too. The Witch-king held his own well enough in
a Heroic Duel and subsequent combat against Haldir, the
massive contingent of Galadhrim Warriors with shields,
and the Elven Knights, and although all of my Warg Riders
were slain, the Witch-king suffered no real harm, killing
four Elves in return.

Glorfindel charges the Moria

Goblins and is in turn

charged by the Balrog.

Glorfindel slays the foul

monster but is overwhelmed
| and killed by the Goblins.
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and recover some lost ground. | started by using the

Witch-king’s Swoop Attack ability to pick off a few
Elves as he soared through their ranks. Sadly, his spells
weren't as effective as | needed them to be, and he only
managed to Sunder Spirit on Riamil’s Elves. Drlzhag tried
to help matters by casting Dark Fury on his own formation
but he failed his Focus roll, so couldn’t cast another.

The rest of my army simply tried to get themselves into
places where they wouldn’t be outflanked — I'll confess,
things were looking very grim by now!

Mat’s movement was more effective, with Gandalf
casting Sunder Spirit on the Morannon Orcs, before killing
five of them with Visions of Woe. Gildor even managed to
heal several of the casualties suffered by his formation,
bringing them close to full strength once again. Elsewhere
Mat’s Elves closed in on my Orcs.

The Shoot phase brought a little ray of sunshine as the
Orcs in the woods, realising their predicament, felled five
Elves in a desperate volley, and Mat's return fire was
lacklustre, leaving me cautiously optimistic for the
forthcoming Charge phase.

ﬁ gain | won priority, and decided that | needed to try

The Necromancer Thwarted

Although the Witch-king failed to charge due to a
failed Courage test, my other formations managed to
summon the grit to go for it, and lined me up for a few
interesting combats. The Troll Chieftain managed to kill the
Ent he was fighting, while the Morannon Orcs held their
own against Gandalf.

The Orcs with two-handed weapons were all
slaughtered by the Galadhrim Knights and, because they
were fighting against faster-striking cavalry, were unable to
strike back before they died. The fight in the woods went
badly for me too: although my Orc archers killed nine of
Gildor’s Household, the two Elf formations that charged the
Orc archers easily killed them all, wresting control of the
woods from me.

With the turn finished, and a quick look at the total
scores so far, it quickly became apparent that Mat had won
with a whopping 17 victory points compared to my own
paltry 7 victory points... and while a game of War of The
Ring can last for as long as eight turns, there’s sometimes
no need to drag out the inevitable. Besides, Mat and | both
agreed that, if we played on, the likelihood was that his
lead would only increase!

‘A(,\ I‘L \“I'

Haldir’s formation and Gildor’s
formation drive the Orc Archers out of
the woods, killing them all. The Orcs
with two-handed weapons are ridden
down by the Galadhrim Knights.
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Get Out of my Forest!

Mat: Don't be fooled by the final score:
that was a close ‘un. As with most battle
reports, we set up, played and packed
away this game over the course of the
day, and let me tell you, when we broke
for lunch the game was all one-way
traffic. Evil was pretty much in the
ascendant all across the board. Adam
had passed almost all his Terror tests to oo . /]
that point, and | was starting to think that Haldir wasn't =g . o
going to be alive for his appointment at Helm’s Deep a few
years later. Fortunately, the whimsical favour of the dice
flipped back my way again — a couple of lucky combats
and | got my second wind.

It's fair to say that without the timely deaths of the
Balrog and the Necromancer, there’s no way | could have
pulled that off. However, had Adam been more aggressive
with his Trolls earlier in the game, he could have upgraded
those brutal spell-fuelled combats of Turn 2 from
devastating blows to utter drubbings.

All that said, | did get at least one thing right. Normally,
| run out of Might very quickly as | tend to get carried
away with killing stuff rather than setting my troops up to
kill. For a change | was able to hoard my precious
resources until the time was right, enabling me to get off a
few Heroic actions that really helped swing the battle.
Note to self: take more Might, spend it less...

‘Hero of the Hour | _
Glorfindel all the way. Though you can argue it was Haldir
who really kept the fight going, it was Glorfindel who cut

down the Balrog. A battle-turning and strangely fitting feat, By
as I’m sure all the Tolkien aficionados out there will agree, o

Back to the Shadows

Getting battered by the Elves like this hasn’t put me off
though — far from it, it’s fired me up for revenge. | think my
army was too diluted with big monsters and Heroes (I did
spend more than 1000 points on the Balrog, Necromancer
and Witch-king alone), and didn’t rely on my real strength
enough — pure numbers. | also didn’t add enough Captains
and Shamans into my force. Next time each of my
formations will have at least a Captain.

Why did | lose? Because Elves are great, boasting

Adam: It's funny how this one turned out
really — | was strangely confident when
the game started, and especially so after
the first couple of turns. My forces were
taking heavy casualties, but | was doing
OK on a point-for-point basis. Part of the
problem lay in the fact that my army was
larger, and therefore could give away
more victory points, but the reason for

my defeat lies in something a little
deeper — against Elves failing to pass Courage tests (Terror
tests specifically) can be a real game-breaker, and |
botched more than my fair share of Terror tests, of which
the Balrog was perhaps the most obvious example. Some
of that came down to luck, of course, but mostly | failed to
prepare adequately for what | knew would take place —
and as someone wise once said ‘When you fail to plan,
you plan to fail’.

€ € As someone wise once
said ‘When you fail to
plan, you plan to fail’.99

such a fantastic combination of special rules, and |
underestimated them. What will | do about it? Round up
a lot more Orcs and Goblins and find some payback!

Nobody ever expects a unit of Moria
Goblins to amount to anything —
they’re so cheap they’re almost free,
they’re about as capable in a fight as a
hamstrung Hobbit and it's never a
surprise when they die. That's why,
when they saw off Glorfindel and the
Galadhrim Knights (albeit with the help
of the Balrog) | was absolutely
delighted. I've got quite a lot of
Goblins in my collection, and |
think I'll be expanding them into a
fully fledged army.
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the elite formation he leads.

he Valkyrie is a twin-engined,
Tarmoured flyer used primarily by the

Imperial Guard to launch massive air
assaults upon the enemy. Entire infantry
regiments can be embarked from their
forward bases and transported for
hundreds of leagues, the exact range
limited only by the availability of refueling
facilities. As the formations close on the
target, the carriers swoop in low so as to
attain maximum surprise. At the last
moment, the Valkyries slow to a virtual
stop, engaging their wing-mounted jets to
hover over the target area so that the
infantry may leap from the rear ramp or
rappel from the side hatches.

Valkyries are also capable of
atmospheric insertion, being launched
from Imperial Navy carriers in low orhit.
Such formations are at great risk from
interception by enemy fighters during these
operations, for the Valkyrie is much less
manoeuvrable in space.

As such, assault formations are often
accompanied by Imperial Navy fighter
squadrons in order to defend them against
enemy fighters.

Organisationally, most Valkyrie
formations are part of the Imperial Navy,
and based on naval assault carriers. They
are called on to transport infantry
regiments, and rarely serve alongside a
ground-based army beyond the scope of a
single campaign. However, there are some
Valkyrie formations that have proved
particularly successful fighting alongside
individual regiments and have therefore
been assigned to them on a more
permanent basis. In such cases, the
Valkyrie crews and the infantry they carry
become comrades-in-arms, experts in
specialist combined operations.

One such combined unit is the
Catachan 22nd Airborne Assault Group.
The assault group consists of around 150
Valkyries formally of the 1139th Orbital
Attack Group of the Imperial Navy’s Ultima
Segmentum command. The group was
attached to the Catachan 22nd throughout

VALKYRIE

The elite of the Imperial Guard’s airborne assault formations

Liber Apocalyptica is an irregular column that provides
ideas and inspiration for your games of Apocalypse. This
month Andy Hoare takes a look at the Valkyrie assault
carriers of the Imperial Guard, including a famous ace and

the course of the second, third and fifth
pacifications of Joogunda Prime,

a protracted series of wars that saw the
Valkyrie crews and the Catachan infantry
become proficient in combined assault
missions. The conflict was concluded in
disastrous fashion amidst the nucleonic
fires of Joogunda’s capital city, and the
22nd were one of the few Imperial Guard
units to emerge relatively intact, thanks in
no small part to their mobility and the skills
of the pilots. In recognition of the unit's
specialist skills, the aircrews were inducted
into the regiment permanently and a
number of the Jungle Fighters cross-trained
as crew chiefs. A few, including the 22nd’s
commanding officer, Colonel Paseski, even
trained as pilots, ensuring the two units
were fully integrated and shared a common
heritage. This was a great honour indeed,
as Catachans are an insular lot and
notoriously hard for outsiders to impress.
The integration went so far that many
pilots, whatever their background, wear the
red bandana of the jungle fighters.

The newly restructured regiment went
on to earn a plethora of battle honours
under the leadership of its daring
commander. These victories include the
capture of the elusive rebel high command
at the Battle of Groxtown, the evacuation
of Lord High General Xa'chan, the
destruction of the recidivists’ orbital
defence silo during the invasion of Alat,
and the spearheading of Operation Scarlet
Wasp. So successful was the regiment at
airborne assaults that a number of similar
units have been formed along the same
lines — around a hundred of these are
currently believed to be active in Ultima
Segmentum alone.

Visit our Website

You can download additional

datasheets for the Imperial Guard from
our website, along with datasheets for
other races too.
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‘BELLEROPHON’ PATTERN

POINTS: 150 + MODELS

AIRBORNE ASSAULT GROUP

The Bellerophon pattern airborne assault group is the
codename by which the formation first used by the
Catachan 22nd has come to be known. The formation has
yet to be widely utilised, due in no small part to the high
level of coordination and cross-training required between
the infantry and the aircrews. The nature of the Imperial
Guard makes the training and logistical support of such
units hard to maintain in all but the most exceptional of

Airborne Assault Group

circumstances. As a result, those assault groups that are in
active service are composed of veteran units and their
services are frequently requested by commanders needing
to insert large numbers of troopers into an enemy held
area. But, with the success of formations such as the
Catachan 22nd, Cadian 172nd and the Valhallan Grey
Devils airmobile assault groups, commanders are viewing
such tactics with increasing interest.

Steel Eagle

COMMAND FLYER

Using Valkyries and Vendettas in Apocalypse

You'll notice that we've given the Valkyries here the
Flyers and Hover Mode special rules. This is to
represent their use in the larger battles represented
using the Apocalypse scenario. If you plan on using
Valkyries and Vendettas from Codex: Imperial Guard
in your games of Apocalypse then counting them as
flyers is entirely appropriate, and is the perfect role for
these great models.

Squadron Commander

VALKYRIE ASSAULT SQUADRON

Squadron Number 3

FORMATION:

1 Command Flyer (Valkyrie or Vendetta, or Steel Eagle — see overleaf)

1+ Valkyrie Assault Carrier Squadrons (see Codex: Imperial Guard)

Any number of Vendetta Gunship Squadrons (see Codex: Imperial Guard)

SPECIAL RULES:
Airborne Deployment: All Valkyries and Vendettas in the
formation are Flyers and have the Hover Mode special rule.

Strike Force: The airborne assault group is used to transport
infantry units. Infantry units and carriers are assigned to one
another before the game begins, and the group and all the
units assigned to its carriers count as a single formation for

LIBER APOCALYPTICA

the purposes of reserve rolls, deployment and so on. Al
carriers in the formation must enter the table within 12" of
the point entered by the command flyer.

Coordinated Insertion: The assault group’s final approach on
a target is often screened by a coordinated blind barrage.
The formation grants the Blind Barrage strategic asset, the
target point for which must be visible to the command flyer.




RED FLIGHT, CATACHAN 12TH AIRBORNE ASSAULT GROUP |

Shown below is Red Flight of the Catachan 12th Airborne Assault Group, demonstrating
the organisation of a typical Airborne Assault Group

Red Company HQ

Red Company Support

Flight Commander (Major or Captain)

Flight 2nd in Command (Captain of Senior Lieutenant)

REGIMENTAL ATTACHMENTS:
- Scout (Vulture Gunship)

- Fire Support
(Vendetta Gunship Squadron)

- Search and Rescue (Valkyrie)

- Navy Liason (Valkyrie)
- Supply Squadron (Valkyrie)

A Platoon Command

B Platoon Command

C Platoon Command

A Squadron Number Three (Sergeant)

B Squadron Number Three (Sergeant)

C Squadron Number Three (Sergeant)
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‘STEEL EAGLE’

POINTS: 200

COLONEL PASESKI’S COMMAND VALKYRIE

Colonel Paseski started his military career as a lieutenant of
the 22nd Catachan Jungle Fighters, and by the time of the
fifth pacification of Joogunda Prime had risen to command
the regiment’s Delta Company. It was following the death
of the commanding officers of both the Catachan 22nd
and the 1139th Orbital Assault Group, during the abortive
evacuation of Joogunda Prime’s capital that Paseski took
command of both units. He soon demonstrated to sector
command that a permanently combined force was not only
viable, but could be highly successful in specialist mass
airborne assault missions.

Over the next few years, Colonel Paseski and his staff
perfected the formation’s airborne tactics, which revolved

Colonel Paseski

Lascannon I_T

Searchlight

ARMOUR
BS FRONT SIDE  REAR
5 12 12 10

Missile Pc:dbJ

SPECIAL RULES:
Deep Strike, Scout, Grav Chute Insertion, Hover Mode.

Snipers

around the massed rapid deployment, support and
extraction of airmobile infantry. Colonel Paseski has a
reputation as a daring leader and is well respected by the
officers and men under his command. Although a
dedicated Imperial servant, the Colonel demonstrates the
rare quality of giving a damn about his troopers, a trait that
has earned him the enmity of his peers but the loyalty of
those brave men who follow him into battle. He has
gathered an elite aircrew, who accompany him on every
mission. His crew always includes a pair of twins, Kade and
Hauser Bruga, infamous as the regiment’s champion
marksmen. These two snipers continuously compete with
one another, whether they are firing in the regimental trials
or from the side doors of their Colonel’s circling Valkyrie.

Command Valkyrie: All friendly Valkyries, Vendettas and Vultures within 24"

UNIT: Steel Eagle
TYPE: Vehicle, Flyer

WEAPONS AND EQUIPMENT:
- 1 lascannon

- 2 multiple rocket pods

- Searchlight

- Extra armour
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of Steel Eagle may re-roll Inmobilised results on the damage tables.

Sniper Cover: Instead of door gunners armed with heavy bolters, Colonel Paseski’s
crew includes a pair of master snipers. Each is armed with a sniper rifle, and one
fires from each side door. The sniper rifles may always fire, even if not normally
allowed to, and may engage any enemy unit they can see, not only ones fired at
by Steel Eagle’s other weapons. Once per game, you may declare a single,
‘champion’ shot to be fired by each sniper. This rolls to hit as normal, but is at
Strength 10 and AP1, and rolls 2D6 armour penetration if fired at a vehicle. The
snipers may be lost as a result of weapon destroyed results (one per result).

Regimental Headquarters: Steel Eagler is a Supreme Headquarters, as described in
the Strategic Assets section of the Apocalypse rulebook.



MARKINGS OF STEEL EAGLE

As a command Valkyrie, Steel Eagle has seen countless battles.
Chad Mierzwa has converted a Valkyrie to represent this ace carrier.

Chad used spare heads from the Catachan Whilst Steel Eagle’s searchlight could be
Command frame instead of the normal pilot represented by the sensors on the edge of the
heads. The crew of Steel Fagle have either been cockpit, Chad wanted to make it a feature of the
inducted into the Catachan regiment, or are Valkyrie. He added a searchlight from the tank
drawn from the death world itself. accessory frame to the nose of the Valkyrie.

Instead of a pair of heavy bolters mounted in the side doors, Colonel Paseski employs a pair of
champion sharpshooters to pick off targets of opportunity as Steel Eagle circles the battlefield. Chad left
the heavy bolters and mounts off when assembling the kit, and instead added a couple of Catachans
armed with sniper rifles taken from the Catachan Command Squad frame. To emphasise the fact that
the snipers are twins, Chad assembled them both from identical components.

Chad achieved the scorched effect on the The squadron markings have been taken from
exhausts by first applying a wash of Asurmen the Imperial Guard tank transfer sheet. The skull
Blue over the Boltgun Metal. He then denotes that the squadron is the command
drybrushed the end with Bestial Brown, squadron, the number that Steel Eagle is the first
and overbrushed them with Chaos Black. vehicle in the squadron.

Chad used the Spray Gun to basecoat the
Valkyrie Dark Angels Green, and then
drybrushed it with Catachan Green. He masked
off areas with adhesive putty and sprayed the
camouflage pattern with Tausept Ochre.

Chad added some directional weathering to
the Valkyrie by drybrushing on Boltgun Metal.
Chad also added claw marks onto the wings,
representing a run in with a Catachan skyborne
predator or a winged Tyranid beast.

Similarly, the Catachan regimental name has
been taken from the transfer sheet, For a Valkyrie
to be adopted into a regiment is a great honour.
The stripes have been painted on freehand, and
denote that it belongs to the HQ flight.
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Jeremy Vetock: The background for the Empire is so rich
and inspirational that designing scenarios for it is hard
work — there are too many ideas to choose from! So,
rather than picking one idea, we decided to play a series
of linked games. This gave us a chance to play a variety of
scenarios, involving a number of players and armies. It
was also a good excuse to build a narrative — a story that
linked the battles together to a climactic conclusion.

The premise was simple — many different armies have
been mustered throughout the provinces of the Empire to
stave off a Chaos invasion of Ostland. Each of the games
represented the story of a single army’s march north
towards the final battle. For most armies, just reaching the
final battlefield would be an epic journey. After all, the
Empire is vast and, like all of the Warhammer world, a
dangerous place where nothing can be taken for granted —
especially when the Winds of Magic are blowing strong!

As | had a host of volunteer players | could both run
games and play in the final battle. | wrote up some simple
yet characterful scenarios that would challenge players and
produce a spectrum of different games. For each game the
army commander was only given the information relevant
to his army, although we’ve presented all of the games
master’s notes here. Although each Empire general knew
from his briefing that his army was needed in Ostland, |
never specified that the regiments and heroes that survived
their games would form the entirety of my army in the final
battle. Whilst we played all six games, we've only got
space to show three here — look online for more.

50 WHITE DWARF BATTLE REPORT

THE SIX BATTLES OF THE
DRUMS OF WAR CAMPAIGN

Ambush in the Forest of Shadows
On their northwards march a Talabheim army is
ambushed by Beastmen.

9 Along Came a Traitor

Bewitched by a sorcerer who is not all he seems,
two armies of the Empire clash. Will they uncover
the real enemy before it's too late?

e Help Unlooked For
A relief force from Middenland arrives upon the
flanks of a large Marauder army.

e The Ostland Frontier

A Steam Tank spearheads an army from Reikland,
but it is met on the borders of Ostland by a
monster-filled force out of the northern wastes.

The Ruins of the Ostfort

Stout Ostlanders bolstered by newly arrived troops
from throughout the Empire make a stand in the
still-smoking ruins of their frontier fort.

@ Battle for the Temple of Skulls.
The desperate coalition from the Empire meets the
Warriors of Chaos head-on.
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The year is 2515 by the Imperial Calendar. The winter was

] : long and harsh, but is now begrudgingly giving way to spring.

© Even as the snowline recedes. the northern provinces of the

- Empire are plunged into sudden and merciless war. The

~ northmen have marched south, bringing flame and ruin in

their wake.

& Such border strife is not uncommon in Ostland, a grim

- province well used to brutal raids from Norsca and the
" northern wastes. What is unusual, however, is Ostland's fierce
. Elector Count, Valmir von Raukov, requesting aid from the
~ Emperor Karl Franz. All know Raukov is a proud man with
martial disposition like his father of old. Indeed, many have
“accused Ostland’s Elector Count of provoking the enemy,
ging his own raids to destroy the camps and fell idols of
gﬂm barbarians deep in their own lands. And yet, provoked or
~ not, who could leave Ostland to be plundered by the
& WOrshlchrs of the Dark Gods?
The timing for Count Raukov's only request for aid to
- the Imperial Throne could hardly have been worse. The
~ Emperor Karl Franz and his strong-arm Champion Ludwig
; :hwarzhclm have ridden, with a large contingent of fellow
r Counts, to Bretonnia to discuss thc latest

o

- Kemperbad <

. uw:rw;ys - for Ostlmd for thc Empm:"

LEITZIGER FORD
42‘,)9 Warthad

/
./'ﬁ'-'"_ The Blighted Towers

X ‘\! ‘%\ ”
BATTLE OF THE =\
FIVE WAYS

SOLLA!

)
Tﬁr 0 J d
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Grey Mountains have mysteriously disappeared, cither sinking =
wholesale into the earth or razed so completely as to be
nothing more than burnt embers and scorch marks on the =
ground. As a supreme show of strength, Karl Franz marched
with many armics and a sizable portion of Reiksguard X {%
Knights led by Grand Master Kurt Helborg, 4
So when the news of troubles in the north began to ‘
travel rapidly across the lands, the remaining nobles looked to .g
their already depleted garrisons. In small villages and sprawling !
citics, the drums of war beat loudly - the muster was on.
Quickly a coalition was assembled to march north to the
succour of Ostland. In Nuln, the call to arms was delivered
by dispatch rider, and within hours a relief force was being
assembled under Grand Marshal Ludwig Gutman. When the
clockwork bird of prey delivered the message to Elector
Count Marius Leitdorf, he sprang from his buttermilk and
rosemary bath and called for his armour. He felt snubbed
about not being asked to join the diplomatic mission to the
high court of King Leoncouer. He had planned to sulk away ‘5
the cntire planting season, but now the growing catastrophe of
the northern provinces gave him a singular and burning desire
to distinguish himself through might of arms. Already
individual units and whole armies were on the roads and

ik Al
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BUSH IN THE FOREST OF SHADOwys
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Empite Background

When Ostland’s proud request for help came to the
impregnable city of Talabheim, Count Helmut Feuerbach,
p the Elector Count of Talabecland, was in Bretonnia at the
side of the Emperor Karl Franz. That left Countess Freya
4 Feuerbach and a council of advisors on the Count’s
throne. Her advisors, concerned with the signs of unrest
in the Great Forest, cautioned about sending any aid, but
the redoubtable lady ordered an immediate war muster.
The first army assembled in Talabheim under the
leadership of Captain Otto von Brumderhack, the second
i son of Duke Jurgen von Brumderhack, a long-standing
' noble who loomed large in the many bitterly disputed

border wars between Talabecland and Stirland.
As the army crossed the River Talabec — dipping their
banners in the river as honour and tradition demanded —
and passed beneath the eaves of the Forest of Shadow,
the telltale signs of Beastmen activity were reported by
the scouting Jaeger Company. Whole villages were burnt
to the ground and the hapless heads of their citizens were
mounted on spikes. The young Captain von Brumderhack
was presented with his first important decision — speed
{1 ahead to aid Ostland and risk marching into an ambush,
’ or proceed with caution and arrive too late?

Special Rules

Before set-up the Empire player must let the games
master know which of the three options he will select
for the movement of his army.

Marching Orders
Double Time. This means moving with all possible
speed to arrive in Ostland as quickly as possible. This
means night marches but little or no scouting.

March. A routine war march; this-will allow for
‘by the book’ scouting forays to the fore and flanks.
Marching begins at dawn, camp occurs after dusk.

Advance with Caution. The force will advance in as
close to a fighting formation as possible with
maximum scouts sent out in all direction.

Empire Objective
Major Victory - Kill the Beastlord, Bray Shaman, and all
the Beastherd units. Instant Victory.

Minor Victory - Survive until the break of dawn (the end
of Turn 6)

Beasts of Chaos Background

% | The omens are everywhere — the tides of Chaos are
rising, the flow of Dark Magic increases, and each night
Morrslieb grows larger in the night sky. Bray Shaman
Brakxx has read the entrails even while the sacrificial
victims screamed. It was as if a voice inside the Bray
Shaman’s horned head was urging him onwards.
Beastlord Braygox, too, had caught the scent of war on
the winds. The time to attack the humans is now — their
villages must burn.

Special Rules

At the start of each Beastmen turn except for the first,
Beastlord Braygox can sound his Brayhorn. A unit of
Beastmen (15 strong) will appear from Ambush. If the
Ld test is made, they may enter anywhere. If it is not
they must roll as per the normal Beastmen Ambush
rules. This continues as long as Braygox lives.

Beasts of Chaos Objective
Major Victory — Wipe out the humans before daybreak.

Minor Victory - Destroy the hamlet of Stydorf or hold
all the buildings at the end of Turn 6.

Games Master’s Notes

The Empire player doesn’t know that his Marching
Orders determine his deployment for the scenario, and
the arrival of the Talabheim army in the final battle.

Marching Orders

1 Double Time. The Empire set-up zone is 2ft by 2ft.
Any models that can’t fit into this area are removed
as casualties. The Empire player sets up first, but the
Beastmen player gets the first turn.

2 March. The Empire set-up zone is 2ft by 2ft,

although the Pistoliers can set up anywhere on the
road. Units are placed alternately before rolling to
see who goes first; the Beastmen get +1 to the roll.

Advance with Caution. Set up as a Meeting
Engagement, as per the standard rules.

If any Empire troops survive the ambush, they can join
the final battle — however, the speed at which they
marched determines when they arrive. Double Time
allows the survivors to join the final battle during the
Empire deploment. A March selection means that the
survivors arrive at the start of Empire Turn 2, and
Advancing with Caution means that survivors can join
at the start of Empire Turn 4.
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CAPTAIN OTTO
VON BRUMDERHACK

Young, ambitious, and out to prove he
can handlc important commands, Otto
sces this venture as his greatest
opportunity to carn fame and promotion.
However, he is scasoned enough not to
throw his soldicrs™ lives away needlessly.
Otto has brought along
his brother Karl, the
youngest von

! Brumderhack, to carry

o/ the army battle standard

Special Rule: Either von
Brumderhack brother will
go into Frenzy if their
counterpart is slain during
the battle.

KARL VON BRUMDERHACK

=

Although only 20
years of age, the
youngest of the noble
family of von
Brumderhack has
already seen service
and many battles
during the bloody
patrols in the Great
Forest. The banner has
been in service for
seven generations.

THE SONS OF TAAL

Many of the younger
sons of nobles foin
the Pistoliers as a way
to establish their
military careers. The
Sons of Taal recruit
from the noble houses
within Talabheim.

SgARLET GUARD

The Scarlet Guard are
55, the Elector Count of
Talabecland's personal
guard. The majority of
the formation was in
Brctonnia for the great
council; however, in
desperate need the last of
the Talabheim garrision
was cmptied to march to
the aid of Ostland.

VON BRUMDERHACK'S
LINEBREAKERS

A regiment with over 70
years of sterling service to
the house of von
Brumderhack. The
Sergeant, Hans Blecher,
lost his family to
marauding Beastmen and
looks forward for a
chance for revenge.

Special Rule: Champion
Hans Blecher suffers
Hatred against all
Beastmen foes.

VON BRUMDERHACK'S
BLACKPOWDER
BRIGADE

A detachment trained
to fight alongside the
Lincbreakers - or
windbreakers, as the
Blackpowder Brigade
refers to them,
preferring to march
in front - and
upwind - of their
parent unit,

HAMMERSHIELDS OF
BLACK TOWER

The Hammershields are
part of the Taalbastion
Guards - onc of the units
garrisoned in the towers
and forts along the crater
wall of Talabheim. Half of
their regiment has remained
on duty in the city-state,
but the rest reported to
Captain von Brumderhack
and marched to meet their
fate in the Forest of
Shadows.

PROPHETS OF THE
GREAT DOOM

o4 This group of Flagellants
_%‘;2 is well known on the
forest roads between
Hochland and Ostland.
They seck to spread
their gloomy forecast to
all who will listen. Their
numbers are swollen with
the few survivors of the
savage Beastmen attacks.

JAEGER COMPANY

One of the many
Talabheim patrols that
range through the Great
Forest, these rugged men
are forest-savvy. They are
often used to scout ahead
of the main force or track
down signs of approaching
enemics.

Special Rule: The Jacger
Company may move and
shoot without suffering the
normal -1 penalty.

THE THREE THUNDERS

Known as the Three Thunders, these Great
Mortars are Nuln—forged. The third gun
has been left atop its mounts along the cast
walls of Talabheim.

Master Engineer

Gurd Pfumphenstomph \\
is a deadeye shot with
Gertrude, the Hochland
Long Rifle that is his

pride and joy.
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THE TRAP IS SPRUNG

Onwatd, For the Emperor!

Mark: All | had to go on here was an army
list, picked by Jeremy, and an ambush
theme. Looking at my list | was dismayed
to see a pair of mortars and absolutely no
Knightly Orders — not what I'd personally
have chosen for an ambush scenario.
However, the purpose of this opening
game is to keep my units alive so | can
send them north for the final battle — |
assume therefore that those mortars will be
really useful for my allies in the final game,
which means the pressure is on to win. At
the start of the game | was given the option
of advancing quickly, steadily or cautiously
through the forest — always one to gamble,
| chose to move quickly, figuring that
there’d probably be a downside to the
decision, but that it just might help me get
more units through the Beastman lines.

The Beasts Prepare

Chad: Despite the fact that | had the
advantage of surprise, | had no idea what
he would actually bring to the table, but |
was well aware of some of the hard-hitting
choices Mark could employ. Settled for an
army that would rely mostly on fast moving
units such as Chaos Warhounds and
Centigors combined with the strength of
two units of Minotaurs. Seeing Mark’s set-
up before | committed my forces, | decided
to charge the Greatswords with the
Minotaurs, hoping to tie them up until my
Beastlord and his unit could charge their
flank. I'm not so sure what to do about the
Flagellants, so I'll go for the simple option
and chuck the second unit of Minotaurs at
them. My Chaos Warhounds will pounce
on the Mortar crews, and the Centigors will
go for the Pistoliers.

Talabheim Relief Force Starting Forces
Captain Otto von Brumderhack on steed.
Karl von Brumderhack with army standard.
Master Gunner Gurdy Pfumphenstomph with
Hochland long rifle.

20 Halberdiers
20 Swordsmen
10 Handgunners
10 Archers

5 Pistoliers

20 Greatswords
2 Mortars

Beasts of Chaos Starting Forces

e Beastlord Braygox

¢ Bray Shaman Brakxx

¢ 3 Beast Herds (10 Gors & 5 Ungors)
e 1 Tuskgor Chariot

¢ 3 x 5 Chaos Warhounds

¢ 8 Centigors

e 2 x 3 Minotaurs

As the ambush began, the Flagellants were

separated from the main battleline in the north.
Speaking dread psalms they started to make their
way south through the ruined village, but turned

to face north as soon as they realised the

Beastmen attack was not localised to the south.

They held their flails ready as a large herd of

Gors charged into them, The Prophet of Doom
continued his fiery oratory as he crushed beast
skulls all about him. One Flagellant cast himself

Empire

Deployment

The deployment zone for the
battle, based on Mark’s choice of
marching order. The Flagellants
set-up in the ruins of the village.

forward into the melee as a penitent sacrifice that
spurred the others into an even more frenetic
state of Frenzy. The Gors were overwhelmed and
fled northwards, straight through a herd of
Minotaurs who became confused, and scattered
back into the dark forest whence they came.




The Scarlet Guard

The Greatswords were unfazed by the
ambush and immediately made their way
towards the Minotaurs on the east flank.
With a blood-curdling bellow, the
Minotaurs charged straight into them. The
Scarlet Guard remained resolute as the
Minotaurs thrashed wildly at their plate
armour. Not a single Greatsword fell from
the hulking beasts’ ferocious attacks. In
return, one of three beasts was split in
twain with nary a second glance. Seeing
one of their brethren dispatched with such
ease, the Minotaurs panicked and fled. The
Greatswords pursued but could not catch
the fleeing beasts.

9 The Warhounds
attempted to charge the
closest Mortar crew,
but the crewmen were
panicked by the routing
Pistoliers and fled, thus
depriving the hounds of
their target.

Rather than be charged
by the Centigors, the
Pistoliers opted to flee.
However, this put them
into the path of the
charging Warhounds on
the east flank. The
Pistoliers, now in
absolute panic, ran
again - this time
through the Mortar
crews. This unnerved
one of the crews, who
downed tools and ran
from their machine.

The Mortar in the west
sent the closest unit of
Warhounds fleeing
thanks to a well-placed
shell that slew two of
the Chaos beasts. The
hounds fled through a
herd of Gors, causing
them to break, robbing
the Beastmen of any
early advantage along
the west flank.

With the Pistoliers
fleeing, the Centigors
continued their charge
into the Swordsmen.
The beasts made short
work of them, breaking
them and running them
down. The fleeing
Mortar crew and
Pistoliers also found
themselves in the
Centigors’ path and
were slain to a man.
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Abave: In revenge for the earlier
devastation, the Linebreakers manage
to charge the Centigors in the rear.
Honest Empire steel proves too much
for the Chaos beasts and they flee
from the battle.

As the battle entered the latter half, the
Empire forces were in disarray, but the
Beastmen had failed to capitalise on the
ambush attack by proving to be
surprisingly skittish.

Having seen off the Minotaurs, the
Scarlet Guard turned around and headed
south towards the remainder of the Empire
contingent. The Flagellants remained
resolute in the centre of the village.
Meanwhile, in the centre of the Empire’s
southern force, Captain von Brumderhack
was trying to restore order, having only just
seen off a Tuskgor Chariot charge himself.
Refusing to be felled by the ramshackle
construction and the beasts that pulled it,
he had chased it deep into the woods, and
had returned just in time to witness
Sergeant Hans Blecher lead his Halberdiers
into the rear of the marauding Centigors.

The Centigors brought down two of
Blecher’s men, but the Halberdiers were in
the superior position and intent on
avenging their fallen comrades. The
Centigors lost the combat and fled from the
battlefield. But any victory cries were short
lived as the Halberdiers were charged by
two herds of Gors. The Beastlord was
present and ordered a rare coordinated
charge in his guttural tongue, one on each

flank. Hans Blecher was slain along with
several other brave soldiers but the
Linebreakers were well-drilled men and
they hit back, killing three Gors to even out
the combat.

On the east flank Captain von
Brumderhack spurred his horse into a
gallop and collided into the Warhounds.
He made short work of the cursed dogs
and charged into the rear of the herd
engaged with the Halberdiers on the left.

Despite being embroiled in the same
melee, the Beastlord, Braygoxx, was too
focused on slaying the Halberdiers to
notice the Captain bearing down on him.
It was a fierce fight but there was no
decisive victory for either side and so
the melee continued.

The Greatswords marched towards the
combat as fast as they could but were
intercepted by another herd of Gors. Again
the Greatswords took the charge without
losing a single man. The Beastmen, being
clearly outclassed, lost their entire front
rank to the Scarlet Guard'’s skilled use of
their great weapons. The Gors fled in
disarray, only to be caught and destroyed
by the Empire elite. However this took
them even further away from the central
combat, where their involvement would
have proved to be a hammer blow to the
Beastlord and his Gor retinues. As the fight
continued the Captain was charged by
another pack of Warhounds, and the
numbers of Beastmen began to overwhelm
the disciplined troops. Finally the will to
survive overtook order, and so the
Linebreakers fled southwards. Otto von
Brumderhack was last seen being pulled
from his horse by the Warhounds. The
Scarlet Guard, however, were unbowed
and continued to carve their way through
the herds even as the beasts withdrew.

The Chaos forces had caused great
damage, but they had failed in their
mission to eradicate the Empire contingent,
so they fell back deep into the dark forest
to lick their wounds. There would be few
reinforcements from Talabheim.

A Bittersweet Victory

Mark: A win, but at what cost? As soon as Chad'’s
deployment was revealed | knew | was up against it — I'd
tried to cover all my bases, but felt woefully out of
position. Chad’s use of magic proved my undoing early
on — the Beast Cowers is an innocuous spell that proved
highly effective here, freezing my Pistoliers in place and
causing a ‘traffic jam’ of units, making it almost
impossible for me to redeploy in the face of the enemy.
In Chad'’s next turn, he charged the Pistoliers — it seemed
that their best chance was to flee, but | rolled way too
high for their movement, and they ended up bouncing
around and panicking my Mortar crew. What an
inglorious day for the young nobles of the Empire!

Having bemoaned my rotten luck, you'd be forgiven
for thinking that Id lost. But | didn’t — so what went right?
Firstly, try as he might, Chad couldn’t take the village
from the Flagellants. Secondly, the Greatswords were
magnificent — Chad was really unlucky when he charged
them with his Minotaurs. | kept them out of harm's way
for the next few turns, but when they got back into the
fighting they were immense. Finally, despite being
defeated in the end, my general was a force to be
reckoned with. His stand against the Beast Chariot really
set the tone for my army’s display. While | won't be
sending as many troops north as | would have liked, the
records will show that this day was won by true valour!
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Nick Bayton and Robin

_ prother as

The power of (':haos is not iUSt. in brutish invasion, but in insidious
. trigue that pits would-be allies at each otheps throats

Cruddace’s Empire ar

Leitdorfs Coalition Background

As word of Ostland’s desperate need spread across the
lands, armies began the arduous march northwards.
Marius Leitdorf, having set off straight from his bath onto
the campaign trail, has amassed an army on the march —
literally absorbing a regiment or two from each small
town he passed. And so a growing coalition travelled up
the Old Dwarf Road, hastening over the long distance to
bring aid to their comrades in the north.

It was a surprise when the scouting party of Stirland
Archers returned to the main army to report a blockade
stretched across the walled town of Sudenheim. Sure that
it was a petty burgomeister attempting to levy another
road tariff or some other merchant-minded scheme, the
outraged Marius Leitdorf urged his marching columns
forward. But this was no mere picket line or toll-point;
it was a formidable army from Nuln that was arrayed in
line of battle. Warning shots rang out and reluctantly the
Elector Count of Averland ordered a halt. Refusing
accompaniment, Leitdorf, still smelling of buttermilk,
personally rode out to demand the reason for the delay.

The Nuln General, the Grand Marshal Ludwig
Gutman, ill for days, sent his top advisor, the Bright

Wizard Ludas Luddace to parley with the Elector Count.
The council was brief, ending with the Mad Count of
Averland drawing blades and attempting to slay the
Bright Wizard. Ludas Luddace laughed mockingly as he
slipped behind his bodyguard, leaving Marius Leitdorf no
choice but to ride back to his encampment infuriated, to
address his own battlelines.

‘Men of the Empire, the Grand Marshal is being badly
advised. | suspect treachery and the work of the great
enemy. If we are to aid Ostland, we must fight through
the blockade. Target their wizard, as surely he has
bewitched the good men of Nuln!’

Quickly the patchwork army of many states
assembled under the Elector Count’s orders. If it was war
they desired, thought Marius Leitdorf, then they will not
be left wanting...

Leitdorf’s Coalition Objectives

Objective One - If possible, seek out and slay the Bright
Wizard, as Marius Leitdorf claims he is working for the foe.

Objective Two — Destroy the blockading army, allowing
the Coalition of Averland to advance unimpeded.

Army of Nuln Background

It has been several weeks since Grand Marshal Ludwig
Gutman led his army out of Nuln. The road to Ostland
was long, and haste was needed, but delays plagued
the army, like Gutman had never before seen. The
artillery train regularly became stuck, wheels broke,
bridges were out and long detours were needed to find
crossable fords. Birds of ill omen flocked in the army’s
wake and the baggage train had vanished mysteriously
— either the work of bandits or something more sinister.
And now, Gutman'’s chief advisor, the Bright Wizard
Ludas Luddace, had the worst news of all.

Coming hot on the heels of their army was an army
of cutthroats and bandits, led by the Mad Count of
Averland who had at last slipped fully into dementia.
Plans were hastily made to about face and form a
battleline protecting the town of Sudenheim, lest the
raging madman sack it as well. The Wizard met the
Elector Count in parley, but returned shaking his head
and claiming the Count was stark mad, even attempting
to duel with Ludas in a fit of rage. It was to be war —
brother against brother.

Army of Nuln Objective

Objective — Hold the town for as long as possible
against the aggressive attack of the Mad Count of
Averland. Be wary; in guileful insanity, he may try to
dissuade you from fighting. Do not rest until his army is
broken or the Count lies dead.

Games Master’s Notes

Bright Wizard Ludas Luddace is but a shell, having
been taken over by the foul Daemon known as the
Changeling. The Prankster has used the recent rents in
the fabric of reality to once more visit the material
world, seeding deceit and turning all to anarchy. Roll a
D6 every time Ludas takes a Wound — on a roll of a 6
replace the model with a daemonic model representing
the Changeling’s mysterious form. The fighting will
cease the instant that the Changeling is slain.

Set-up — This battlefield is laid out on an 8' by 4' table
and both players deploy their armies using hidden set
up. By spreading an impromptu screen (ours was
expertly, but inexpensively, made out of a cardboard box
by the talented Thomas Webster-Deakin) across the
board both players can only see their half of the table.
Each player set up his army to enact his own battle plan,
not merely as a reaction to the deployment of his foe.

Why this game made me nervous — More so than any
of the other scenarios, this one made me nervous. Both
Robin and Nick suspected something was up with the
mysterious ‘free’ Wizard on one side, and lots of people
stopped by and asked why the Empire was fighting itself.
How would the players react if a lucky cannon shot
ended the battle in Turn 12 On the other hand, where
would | be in the last battle if the Changeling lived and
both sides wiped each other out?
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Moody and cccentric,
Marius Leitdorf is
more widely known
as the Mad Count of
Averland. While his
taste for fine silks
lead some to (quite
wrongly) class him as
an incffective fop, he
is 2 keen swordsman,
poet, painter, cngincer
and inventor.

Special Rules: The
Elector Count has
+ WS, fights with
two hand weapons.
and has Frenzy.

BARON ZEIGFRIED

A Middenland
Captain, Baron
Zeigfried maintains

a keep in the town
of Untergard. He
immediately answered
Boris Todbringer's
command to march
to the aid of Ostland.

Special Rule: Stout
Baron Zeigfried
cannot use the Ld of
his Gencral, Marius
Leitdorf. Zeigfried
still bristles over the
Count’s comments on
his waistlinc.

THE REIKSGUARD
KNIGHTS

While the majority of
the Knightly Order
accompanied the
Emperor Karl Franz
to Bretonnia, a
regiment garrisoned in
Averland has remained
to guard the notorious
Mad Count.

WESTGATE
HALBERDIERS

A regiment of
Halberdiers hailing all the
way from Altdorf, the
Imperial capital. When
the call of aid came, the
Westgate Halberdiers
gained passageway up the
River Stir and joined the
Averland army in

Wurtbad.

A\ THE AVERHEIM
i BLACK GUARD

A famous regiment
out of Averheim, the
Black Guard have
never let their Black
Sun standard fall.

Special Rule: Once per
game the Black Guard
can take a Break test
on a single D6.

ZEIGFRIED'S

« SHARPSH

OOTERS

This Middenland
regiment has marched
through the Great
Forest to be here.
They are not happy at
being assigned to such
an cffeminate lord.

The unit cannot usc

Leitdorfs Ld

ALTDORF BLACKBOLTS

This regiment takes
its name from the
jet-black bolts made
from the heartwood
of the Imperial
Drakwald Oak. Leader
Felix Rudfeather is an
expert shot.

A Special Rules: The
Moarksman can re-roll

failed to hit rolls.

I/ t

4 N\

THE AVERHEIM
MATCHLOQUES

The Averheim
Matchloques have been
trained to fight as a
detachment to the

They are famed for
bath their deadly
accuracy and their
roguish reputation
with the ladies.

Averheim Black Guard.

) GUARD OF THE
A GOLDEN CROSS

A regiment of
Middenland Spearmen,
grim men sent north
as part of Baron
Zeigfried's force. Their
banner, a treasured
heirloom of the
formation, bears the
Imperial cross outlined
in gold.

FEE}RUS GOLDSCHLAGER

o Hearing of the Chaos
invasion, Ferrus left
the Golden College
and travelled alongside
the regiments from
Altdorf. The men
respectfully keep their
distance, although
several have asked the
mage for various
mundanc items to be
turned to gold.

THE STIR WATCHERS

These battle-hardened
Archers are experts at
navigating the vast
trackless wilderness of
the Empire.

Special Rule: The
Stir Watchers may be
upgraded to
Huatsmen for free if
the player so wishes.

All the way from
distant Nordland, this
regiment was part of
a coastal patrol, but
was in Altdorf
training the river
wardens. They are
well-used to fighting
against Marauders
from the north on
both ship and shore.

ARTILLERY BATTERY

A Great Cannon, Mortar and Helblaster have
accompanied Master Engincer Needermeyer.
They are Taal's Fury, Taal's Wrath and Taal's
Vengeance. Needermeyer has brought along his
mechanical horse to aid deployment.
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GRAND MARSHAL
LUDWIG GUTMAN

One of the youngest and
most energetic of the
Nulo commanders, Grand
Marshal Gutman's
campaign has not
proceeded with the
customary Nuln cfficiency.
Camp rumours blame a
broken affair with the
Countess Emmanuelle, a
Doppelganger. or bad
portents from the Pricsts
of Morr.

\ BRIGHT WIZARD
) LUDAS LUDDACE

Always a loner and
a bit strange, cven
for a Bright
Wizard, Ludas
Luddace has not
been himself for
the past few weeks.

BLACK-REIK GUARDS

The Black-Reik
Guards are one of the
regiments responsible
for the defence of the
Nuln Bridge. That
such a vital position
has been partially
stripped of its
protectors is a sign of
the scriousness of the
threat from the morth.

The Black-Reik Guns
arc a small detachment
formed to give
protection to the
Black-Reik Guards,
They arc more used
to the defensive
towers of the Great
Bridge of Nuln than
to traditional battle.

The regiment known as the
Schwarzspears was founded
in time of Magnus the
Pious. In the years after
the Great War against
Chaos, Nuln became the
capital of the Empire and
many new regiments were
formed. Currently, the
Schwarzspears are led by
Gunther Dirkwald, a bold
warrior, cager for glory.

SWORDS OF NULN

The Swords of Nuln are
a regiment under the
direct control of
Countess von Licbewitz.
Although their Captain,
Froderick Fronkenburg,
and the greater part of
the regiment have stayed
in Nuln, a portion of the
formation has been
assigned to march north
under the Grand Marshal.

LONG TOM

Proud to uphold the
great tradition of
Nuln gunners, the
crew of Long Tom
are especially
proficient.

Special Rule: Long
Tom may re-roll any
misfire result if the
cannon malfunctions.

GUNTHER'S SOOTMEN

A detachment to the
Schwarzspears. The
Sootmen are
constantly engaged in
a not-so-fricndly
rivalry with their
comrades, the
Zweishots.

THE MARSHAL'S RIFLES

Nicknamed ‘the
Hawkeyes', the
Marshal's Rifles are a
regiment recruited and
paid for by the Grand
Marshal. Champion
Nazthaniol Bumpo has
the camp record for
hitting the bullseye at
the greatest distance,
thanks to his
Hochland long rifle.

WICKED LUCILE

Named after a particularly
celebrated barmaid of
Nuln, Lucile has served in
many battles. During the
sack of Nuln by Grom,
the Paunch of
Misty Mountain
the mortar scored
many hits.

THE ZWEISHOTS

A second detachment
of Handgunners that
fights alongside the
Schwarzspears. The
Zweishots are so
named because they
claim they can get
two shots off for
every one fired by
other regiments.

Franz Erwin and his
Marksmen are a
regiment that has
served under Ludwig
Gutman since long
before his promotion

to Grand Marshal.

Special Rule: The
Marksmen always pass
Panic tests so long as

Ludwig is still alive.

STEAM TANK
‘DELIVERANCE’

The Steam Tank Deliverance
carned its name during the Great

War Against Chaos.
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BATTLE COMMENCES

Leitdorfs Coalition Introduction

Robin: | was quite pleased to be playing the part of Marius
Leitdorf, Mad Count of Averland (although in hindsight,
being likened to the insane, loony commander was
perhaps not meant as a compliment). My opponent is Nick
Bayton who | know to be both a gentleman and an expert
Empire General. As such I'll need to come up with a
foolproof plan. I've learned from bitter experience that the
best way to lose with an Empire army is to leave troops to
take Panic and Break tests on their own Leadership. | won't
have a Battle Standard to aid me, so | will have to keep my
General and his bodyguard of Inner Circle Knights central
to my battleline.

Either side of Leitdorf will be regiments of Halberdiers,
each with a detachment to protect their own flanks. My
artillery will be positioned to my main force’s right where
they’ll have the best field of fire. My left flank will be well
protected by the river. My right flank will be guarded by
Spearmen and Handgunners who will also have the
responsibility of deterring any enemy regiments that get
close enough to threaten my war machines.

Misfired
As soon as the Nuln Spearmen on the east flank came
within range, the Volley Gun, christened Taal’s
Vengeance by the crew, exploded, destroying itself and
instantly slaying the crew. The shots already loaded in
the barrels fired out, hitting the Black-Reik Guards.

| Thirty shots of hot lead peppered the unit and the

remaining survivors wisely broke ranks and fled
northwards, away from the coalition lines.

o . WO

Army of Nuln Introduction

Nick: I've had my Empire army ever since the Warhammer
25th celebrations, and so far it has performed admirably on
the battlefield, vanquishing most opponents with heavy
cannon and mortar fire. As my army is from Nuln, | usually
take a lot of Handgunners, Mortars and Great Cannons,
backed up by some big units of infantry. My plan is to meet
the Count in battle upon the highest hill, where his forces
will be able to witness his demise. Perhaps this will make
them see sense and join under the banner of Nuln.

I’'m joined by the mysterious Bright Wizard Lord, Ludas
Luddace, who, even for a Wizard, seems to have a strange
way about him. Normally, | wouldn’t allow a fire mage
anywhere near my gunpowder line, but who am | to turn
down the offer of a free Wizard Lord from Jeremy?

I will take the charge of the Mad Count of Averland
with the stoic pragmatism typical of the soldiers of Nuln,
and scatter his forces to the hills with controlled gunfire;
and even the most fanatical of troops led by the most
charismatic of leaders will tremble before the armoured
might of a Steam Tank...
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wo Empire lines marched towards
I each other in disciplined battlelines,

a grim countenance in all soldiers
present; all except the Elector Count of
Averland, that is, who seemed more intent
on trying to locate someone or something
as he eagerly scanned the approaching
formations from Nuln.

The Averlanders were the first to fire,
immediately negating any chance to bring
the clash to a peaceful resolution. The
black-clad army of Nuln had brought one
of its rare Steam Tanks to battle, no doubt
to cow Leitdorf’s coalition into early
submission. It chugged onto the battlefield
from the east flank, passing under a
fortified gate. But as soon as the Steam
Tank came within range it was fired on by
Taal’s Fury. The cannonball hit the tank in
the front arc, causing severe damage.
Twenty Handgunners fighting for the Mad
Count added their firepower to the target,
the majority of pellets ricocheted off the
thick armour but one got through,
damaging it further.

The Nuln army retaliated by advancing
with its infantry, eager to engage with
Leitdorf’s men. The famed Nuln fusillade
failed to do anything worthy of note; a
single Handgunner’s lucky shot unhorsed a
Knight in the Count’s retinue. Their magic,
however, was a different story, Ludas
Luddace stepped forward and sent a
massive fireball into the woods inhabited
by the Stir Watchers, the fire had a
distinctive pink tinge that only the Count
seemed to notice. Three men were roasted
and the others sent scattering from the
woods in panic.

Despite the Huntsmen'’s retreat, the
coalition forces continued to advance. In
the west, the Westgate Halberdiers and the
Sea-Devils moved closer to the Nuln
forces. Supporting artillery proved highly
effective as the Mortar scored a direct hit
on the Schwarzspears. The shell detonated
in the midst of the regiment, hitting 28 and
maiming 13. In return, the Nuln artillery
focused on the Count and his bodyguard.
The combined fire killed two Knights.

WARTAWINGER The Empire ——

Mad Count of Averland
Starting Forces
¢ Elector Count

Marius Leitdorf
¢ Gold Wizard
Ferrus Goldschlagger
20 Averland Halberdiers
10 Averland Handgunners
10 Stirland Archers
20 Nordland Halberdiers
10 Reiksguard Knights
Baron Zeigfried
20 Middenland
Handgunners
20 Middenland Spearmen
25 Altdorf Halberdiers
10 Altdorf Swordsmen
Talabheim Great Cannon
Talabheim Mortar
Talabheim Helblaster
Volley Gun

Army of Nuln

Starting Forces

e Grand Marshal
Ludwig Gutman

* Bright Wizard

Ludas Luddace

2 x 10 Handgunners

25 Swordsmen

25 Spearmen

5 Handgunners

50 Spearmen

2 x 5 Handgunners

Great Cannon

Mortar

Steam Tank
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Leitdorf, in one of his more lucid moments,
sent the Reiksguard charging forward into
the Zweishots attached to the 50
Schwarzspears, which were anchoring the
Nuln lines. The Handgunners wisely
elected to flee but could only stumble a
few feet before being charged down by the
Reiksguard. As the Knights’ charge turned
into a canter they found themselves out of
momentum in front of the massive
regiment of Spearmen.

Leitdorf’s own Wizard was outclassed
by Luddace who countered every
incantation thrown at his army, almost as if
he could read the Winds of Magic. At this
stage of the battle even the coalition’s
artillery, which had been highly accurate
earlier on, started to succumb to misfires
and stray shots.

With Leitdorf faltering, the Nuln
Spearmen charged forward into the
Knights. The Bright Wizard, with a
surprising burst of speed, charged into the
Knights as well. The Spearmen struck out
with their spears and unhorsed one
Reiksguard. The Grand Marshal issued a
challenge directly to Leitdorf, who
accepted. Gutman fought bravely and
injured the Count but his blade was no
match for a Runefang — Mother’s Ruin —
and was cut down by a raving Leitdorf who
kept shouting ‘he has you fooled’ as he
severed Gutman’s head from his body.

Maybe the Knights were unnerved by
their Lord’s eccentric behaviour, or it was
simply the press of bodies but the
Reiksguard fled from the combat. They
made good their escape but ran through
the Nordland Halberdiers — the Sea-Devils
— and Huntsmen, who in turn joined them
in the flight southwards.

The Reiksguard quickly brought their
mounts under control again and rallied

Above: The Schwarzspears charge
the Reiksguard, accompanied by
Bright Wizard Ludas Luddace.

Below: Rent and torn by the fire
from the coalition artillery, the
Steam Tank is all but immobilised.

along with the Huntsmen, although the
Sea-Devils kept running. In the west the
coalition dominated the flank as the
Marshal’s Rifles were charged by the
Averheim Black Guard. The Handgunners
were wiped out to a man and the Black
Guard, drunk on victory, temporarily lost
discipline to run towards the west woods
where a Nuln Mortar emplacement was
cunningly hidden.

The east flank was a disaster for the
Nuln forces as well. The Steam Tank was
all but immobilised as steam hissed
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through rents and holes in its pipe system,
robbing it of any power. The Handgunners
and Swordsmen sent to secure the flank
had been driven away by massed firepower
and an exploding Volley Gun.

However, the centre of the battlefield
belonged to Nuln, thanks to a brave
counter-attack by the solid block of
Spearmen and the sacrifice of Grand
Marshal Ludwig Gutman. The coalition
was unfazed, and with the Knights rallied,
supported by a strong central core of State
Troops, Leitdorf spurred his battleline
forward once more.

The Knights crashed into the unit of
Spearmen. With lances down they cut a
bloody swathe through the men of Nuln.
Close by, just to the west flank of the main
fight, the Halberdiers made contact with a
smaller unit — the Schwarzspears. The
Spearmen defeated the Halberdiers, but the
Averheim Black Guard refused to flee.

Riding at the head of his Knights,
Leitdorf looked more focused than he had
been in recent memory. He spotted the
Bright Wizard and, drawing his Runefang,
called him out at once. The Wizard looked
to be making his way from the combat but
the prideful men of Nuln pushed and
cajoled him forward to meet the Count in
honourable single combat. A glowing
blade materialised in the Wizard's arms,
rippling with pink fire. But before he could
put it to use, Leitdorf plunged the Runefang
deep into the Wizard'’s chest. Instead of
recoiling in agony the Wizard simply
smiled, a look of triumph on his face. For
the briefest second Ludas Luddace turned
into a gaudy pink Daemon, swathed in
shadows, before blinking out of existence
with a cackle. Witnessed by all in the
swirling melee, the fighting stopped
immediately; all but Leitdorf had been
fooled by Chaos.

Above: Embroiled amidst a
swirling melee, Marius Leitdorf
and Ludas Luddace do battle.
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Leitdorf’s Coalition Conclusion

Robin: My attention was immediately drawn to the
lumbering Steam Tank. Not one to panic | kept cool for
all of two minutes before | panicked and directed every
weapon at it. Thankfully it paid off, and a direct hit from
my Cannon all but destroyed the steel beast. My mortar
had a spiffing time as it reaped a bloody harvest in Nuln’s
spearmen — clearly all those years of trigonometry have
found a use! But, if it hadn’t been for an awful lot of luck,
| could have found myself on the receiving end of similar
punishment. On the few occasions Nick’s artillery didn't
misfire, cannonballs fell half an inch short of their target
and mortar shots scattered wildly — back to the Imperial
Gunnery School for them, methinks.

O PP B\ © [T o\ s, [ Mo e @

Army of Nuln Conclusion

Nick: With the battle over and Ludas Luddace revealed
to be the Changeling, | am somewhat relieved! | can
honestly say | have never, in all my gaming career, been
plagued by such hideous luck for an entire game — but at
least | have a scapegoat! My cannon shot stopping but
millimetres from the Mad Count in my first Shooting
phase was the herald of my bad fortune, while losing half
the Wounds off the Steam Tank early on set the tone for
the rest of the battle. But it all seems so obvious now...
all of it was caused by the trickery of the Changeling!
With our differences resolved and the Mad Count sated,
we march to war against Chaos under one banner,
although Tzeentch has cost us many lives this day...
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dst the shunned and forlorn ruins of an ancient temple in stland,

y Vetock and Phil Kelly clash in the final battle of the campaign,
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& The Muster of the Empire
They came to grim Ostland from all corners of the
Empire. An army from Middenland marched out from
under the eaves of the Drakwald. All the way from their
sun-drenched fields hastened an army of Averland. They
heard the call in Stirland, and Nuln too was not found
wanting. Answering the call were regiments steeped in
history and others freshly formed. They marched along
| forest paths, ancient Dwarfen roadways, and through
| trackless wilderness. Upriver they came — by oar-
| powered galley or steam-driven paddle wheel. In the
gathering hosts could be found the aristocracy of the
Empire — dukes, barons, and an Elector Count. In those
same armies marched finely uniformed regiments of

™ foot, Knights of many orders, and hastily formed militia.

They left their homes because Ostland called for
help. They left because to attack one province of the
Empire is to attack them all. They left because there was
| only one way to meet the merciless marauders from the
north — head-on, and with cold steel. So they left from
small hamlets, villages, and the greatest cities of
mankind. The Empire is vast, and many who left would
not reach their destination and there was no guarantee
any at all would return. Still, they sang as they marched:

‘Heed the drums of war, boys,

They’re calling us to war, boys...”

Sigvald’s Revenge

A year ago to the day, Sigvald the Magnificent broke a
nail upon a Warrior Priest’s cuirass whilst leading his
armies into Ostland. He has never forgiven the men of
the Empire for this terrible disfigurement and intends to
wreak his revenge accordingly — or so he has told his
lieutenants, who are well used to Sigvald’s capricious
and cruel behaviour.

However, there lies more to Sigvald’s invasion than
meets the eye. The Geld-Prince has marshalled minions
from all four of the Chaos powers in order to reclaim
the fossilised skull of a Keeper of Secrets, currently lying
under the Skullshrine just south of Ostland’s border.
With the Daemon-skull in his possession, Sigvald
intends to learn foul and ancient secrets that ensure his
beloved flesh can be transfigured to living marble, proof
against all wounds and blemishes for the rest of time.

. The Empire —
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At least partially
vindicated by being
the only one to sce
through the sorcerous
guisc of the traitor,
the Mad Count of
Averland has
relentlessly pushed his
army northwards in
search of Chaos

B« opposition.

Special Rules: The
Elector Count has
+1 WS, fights with
two hand weapons,
and has Frenzy.

FERRUS GOLDSCHLAGER

\
Lk

Although normally
mistrustiul of
strangers, Count
Leitdorf has taken a
liking to the Battle
Wizard. Ferrus doesn't
quite know what to
make of the Mad
Count, but has
accepted his invite to
visit Averheim after
‘sorting out the
north’, as the Elector
Count puts it.

P Y

KNIGHTS OF THE
"WHITE WOLF

Dispatched from
Middenheim, the battle-
hardened Knights met up
with an army of Middenland
under Captain Sterngrod.
Although most of
Sterngrod's force was
decimated, it was only
through the ferocity of the
final White Wolf charge
that any Middenlanders made
it to the final battle at all.

PROPHETS OF THE
GREAT DOOM

After their heroic
performance in battle, the
Flagellants were tolerated
for a time in the Empire
camp. But, after a few more
weeks of marching to the
constant dronc of gloom-
ridden chants, the Imperial
army is back to grumbling
about their presence.

SULPHUS NACHTMAN

9

An Imperial Battle
Wizard, Sulphus has
joined the Nordfort
Guards, vowing to
aid them in gaining
revenge for their
slaughtered garrison.

THE STIR WATCHERS

The Archers were the
first to make contact
with the main force
of Sigvalds mighty
Chaos army.

Special Rule: The
Stir Watchers may
be vpgraded to
Huntsmen for free if
the player so wishes.

SCARLET GUARD

Stories have
already spread
about the Scarlet
Guard's prowess,
and all know the
tale of the
Minotaur that was
hacked in two.

i\l THE AVERHEIM
> BLACK GUARD

Accustomed to the
civilised south, the
Averlanders arc
unimpressed with the
uncouth people of
Ostland.

Special Rule: Once per
game the Black Guard
can takc a Break test
on a single D6.

ZEIGFRIED'S
- SHARPSHOOTERS

e The Sharpshooters are
1/ still dour, grim, and
full of complaints.
However, they now
fecl a begrudging
respeet for the Elector
Count of Averland

The unit cannot use

Leitdorfs Ld.

The Talabheim
Archers have
continued to
scout ahead of
the main army
and were welcome
additions to the
Count of
Averland's
growing army.

THE AVERHEIM
MATCHLOQUES

ﬂﬁ Greatly disappointed
by the lack of taverns,
free time, or female
companionship of any
kind, the Matchloques
have instead taken to
mocking the Stir
‘Watchers instead.

| GUARD OF THE
" GOLDEN CROSS

Despite being far
from their province of
Middenland, the dense
forests and small
villages of Ostland
feel familiar to the
Guard. The more
desolate barrens near
the temple bear a
remarkable resemblance
to the Howling Hills.

CAPTAIN UBERST'S
= REGIMENT OF FOOT

Although dwindled to less
than half of their starting
number, including the loss
of their Captain, the
Swordsmen of Altdorf arc
willing to die in far off
Ostland for the glory of
the Empire.
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SWORDS OF NULN

Although battered,
wounded, and missing
both their Grand Marshal
and their Captain, the
Swords of Nuln have
vowed to sce the job
through to the bitter end.

\

WESTGATE
HALBERDIERS

Perhaps because they are
from Altdorf, the home
of the Emperor, Count
Leitdorf takes every
opportunity to make
outrageously non-military
requests of this regiment.
They have recently been
asked to scour the fields
for wild rosemary.

TAAL'S FURY

The crew of Taal's Fury are still in an uproar
after the request from the Elector Count of
Averland to rename their weapon cither Leitdorf's
Fury or Lil' Marius.

KRUBNER'S FREEMEN

Upon hearing the call to
arms, the local Militia of
Middenmund met at the
Lone Wolf pub to discuss
what to do. After a night
of drinking, the men
marched north.

Special Rules: If they have
their standard, they are
Immune to Psychology.

ALTDORF BLACKBOLTS

The Blackbolts have
fired so many shots
already, felling many
monstrous beasts, that
the regiment is
getting worried about
running short of their
signature bolts.

Special Rules: The
Marksman can re-roll
failed to hit rolls.

TAAL'S WRATH

In the upcoming battle it will be the job of Taals
Wrath to mercilessly shell any of the foul Chaos
tribesmen that advance as far as the dark temple.

SCHWARZSPEARS

After the 'misunderstanding’
of the Battle of
Sudenheim, Marius Leitdorf
visited the camp, talking to
the men, stressing how
important the Nuln
contingent was to the battle
in Ostland. Having never
before been so close to an
Elector Count. the
Schwarzspears were
impressed by his zeal.

Luigi Sardello and his
regiment of Crossbowmen
hail all the way from far
off Tilea, but of late have
been in the pay of Duke
Grazmont of Averland.
As Grazmont lost many
wagers to Count Leitdorf,
Sardello and his men
were dispatched to the
north as forfeit.

Now that the
Zweishots have been
destroyed in battle,
Gunther's Sootmen
sorely miss their long-
standing rivals. Well.
except for Pietr. No
one liked Pietr.

% THE SEA-DEVILS

7
\‘\ Pressed to join the

march to the north,
the Sea-Devils are
beginning to wonder
if they will live long
enough to see
Nordland ever again.

J\

STEAM TANK
‘CONQUEROR’

Recently stationed in Altdorf, the Conqueror
Engincer Commander has perfected a Steambarge,
allowing the Steam Tank to be transported along
the vast riverways of the Empire, saving wear and
tear on the revered boiler of the mighty tank.

NORDFORT GUARDS

A regiment of
Swordsmen that helped
garrison the now razed
border fort. The Ostland
Bull warhorn was
recovered from the ruins.

Special Rule: Once per
game the horn may be
sounded, allowing all
Empire troops within 12°
to re-roll failed wounds
in combat.

LONG TOM

Proud to uphold the
great tradition of
Nuln gunners, the
crew of Long Tom
are especially
proficient.

Special Rule: Long
Tom may re-roll any
misfire results if their
cannon malfunctions.

STEAM TANK
‘DELIVERANCE’

The Steam Tank Deliverance once again found
itself travelling north to face the Chaos menace.
Albrecht Sturn, the Engincer Commander, is well
aware that it was in the Great War against Chaos
that the Deliverance first carned its glorious name,
a source of great pride in Nuln even to this day.
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THE SLAUGHTER BEGINS

A Review of the Troops...

Jeremy: Before the battle | had six army lists from the
previous battles. Each entry, every single hero or regiment
had been marked — either ticked off as one-who-made-it or
stricken out as a casualty. So the good news was | didn’t
have to make an army list; the bad news was that not as
many survived as | would have liked. Although | set up and
witnessed each of the earlier scenarios, | hadn’t given
much thought as to what the actual army would look like
in the final game. The night before the battle | gathered all
the models together and assembled it onto a tabletop.
Wow! They looked impressive when arrayed for battle.

No tabletop General can resist lamenting what he
doesn’t have (why oh why couldn’t a Volley Gun have
survived?) but | was quite pleased with my troops. Even

more, | was grateful to field what | got. Whether it was
Beastmen in the Forest of Shadows, or the mauling bands
of Chaos Trolls roving in Ostland, | knew the story of each
regiment — their fight just to reach this ultimate clash.

My force might be a bit battered and patchworked, and
they might not all get to deploy at the start of the game, but
| had everything | needed. | had lots of infantry, strong
supporting troops armed with missile weapons, and a unit
of Knights of the White Wolf. | had the incomparable (or is
that incomprehensible?) Marius Leitdorf. | had three war
machines and one Steam Tank (albeit already belching
smoke and malfunctioning!) with another (this one
undamaged) chugging its way onto the battlefield with my
late-arriving reserves. Phil had better bring his ‘A’ game...

Empire Forces

Marius Leitdorf

Gold Wizard Ferrus Goldschlager
Bright Wizard Surphus Machtman
20 Flagellants

20 Greatswords

10 Talabheim Archers

20 Averland Halberdiers

20 Averland Handgunners

10 Knights of the White Wolf
10 Stirland Archers

20 Middenland Handgunners
20 Middenland Spearmen

10 Altdorf Swordsmen

20 Nuln Swordsmen

20 Middenland Free Company
50 Nuln Spearmen

5 Nuln Handgunners

25 Ostland Swordsmen

20 Altdorf Halberdiers

10 Altdorf Crossbowmen

10 Tilean Crossbowmen

20 Nordland Spearmen

1 Nuln Cannon

1 Talabheim Cannon

1 Talabheim Mortar

2 Steam Tanks

Warriors of Chaos

Sigvald

10 Chosen of Chaos
Champion of Khorne

15 Warriors of Khorne

20 Marauders of Khorne
Sorcerer of Nurgle

15 Chaos Warriors of Nurgle
20 Marauders of Nurgle
Sorcerer of Tzeentch

15 Chaos Warriors of Tzeentch
20 Marauders of Tzeentch
Sorcerer of Slaanesh

15 Chaos Warriors of Slaanesh
20 Marauders of Slaanesh

1 Hellcannon

NARF BATTLE REPORT

Temple of Skulls

Phil and Jeremy agreed
that the Temple of Skulls
would act as an Arcane
Monolith special feature,
giving the side that
possessed it an additional
power or dispel dice.

It also contained the
magical skull that Sigvald
coveted (worth 250
victory points).




Horde Tactics

Phil: There's just something about a Chaos
horde. Unit after unit of heavily-armed
killers from the wastes of the north,
marching southward with the sole intention
of making a terrible mess of everything
they see. | really like the model for Sigvald
the Magnificent and enjoy the narratives
that tend to build around him and his
Chosen bodyguard, so | chose him to lead
my horde, confident that he could give a
mere Elector Count a drubbing in any
challenge. | just have to hope that the
‘young’ prince focuses on butchering the
enemy and not admiring his reflection —
hopefully the prize under the Temple of
Skulls will give Sigvald the incentive to
take up his sword instead of his mirror.

| know a lot of Chaos players swear by

®

cavalry, monsters and the like, but | prefer
a nice robust battleline for a big game. |
therefore based my 3000-point army
around a very simple idea - a unit of
Chaos Warriors and a unit of Marauders
dedicated to each of the Chaos powers.
This gives me eight solid blocks of infantry
as the core of my army, bolstered by some
weird and wonderful elites — a Giant, a
Hellcannon, a couple of Chaos Spawn and
one Chaos Sorcerer for each lore.

| will be playing the bad guy in the
final game of the campaign, so the forces
of the Empire might well be bolstered by
the survivors of previous battles in the
Drums of War campaign. This matters little
to a Chaos Lord — more weak fools to
butcher in the name of the Chaos Gods!

Reinforcements

The brave but battered
reinforcements from
scenarios 4 & 5 arrived late
but were a welcome sight
to the forces of the Empire.

The Empite —

@) The Flagellants took a
direct hit from the
possessed might of the
Hellcannon. Ten of
their number found
rapture in death.

Empire reinforcements,
including a second
Steam Tank, arrived

to create a second
battleline.

A bad round of early
shooting by the Empire
artillery resulted in
Long Tom exploding,

a Mortar missing by
hundreds of yards and
a cannonball falling
just short of the
Hellcannon.

The Archers took aim at
the Giant and severely
wounded it, embedding
four arrows in its more
vulnerable parts!

(E] Sigvald and his Chosen
advanced on the
Temple of Skulls,
unimpeded by the
terrain as reality
reformed around them.

T L Plague Squall was
conjured over the
Knights, but ended
up affecting the
Schwarzspears instead.
Four men are brought
low by the putrid rain.
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THE TEMPLE IS TAKEN

Above: The Jaeger Company
rained arrows down upon the
Chaos Giant, but it still slaughtered
a rank of Spearmen before the
brave Schwarzspears of Nuln could
slay the monster.

Close Encounter

The Steam Tank
Deliverance came to an
unexpected halt as steam
escaped from fractured
pipes. However, that
didn’t stop the Engineer
inside from popping open
the hatch, bringing his
repeater pistol to bear on
the encroaching Spawn
and killing it with a few
well-placed rounds.

70 WHITE DWARF

The early part of the battle largely
consisted of the two armies traversing
across the expanse between them,
exchanging artillery fire and spells. The
Chaos Giant was singled out, and took
serious wounds from the highly accurate
fire of the scouting Jaeger Company.

But the real fighting began when the
Empire broke from its lines to charge into
the Chaos forces. Leitdorf and the Knights
of the White Wolf smashed into the Nurgle
Marauders, the Flagellants charged into the
Chaos Warriors of Slaanesh, the
Schwarzspears hit the wounded Giant in
its flank, while the Freemen to the far west
of the battlefield brandished their makeshift
standard as they charged some Chaos
Marauders. Deliverance attempted to
lumber into the slithering spawn, but the
armoured behemoth ground to a halt in a
spray of steam.

To the east the Greatswords started the
climb towards the Temple of Skulls while
the second Empire line cautiously
advanced from the south. The Empire
shooting had mixed fortunes, the Great
Cannon on the west flank, Taal’s Fury,
managed to hit the Hellcannon and
damage it but this only seemed to anger
the Daemon imprisoned inside the Chaos
war machine. The Averheim Matchloques
hit and softened up the Spawn as it was
about to pounce on the damaged Steam
Tank. The Engineer pilot of the tank

BATTLE REPORT

finished the foul creature off. Across the
battlefield, the Conqueror was fully
functioning but miscalculated its opening
shot, sending a cannonball arcing high
over the approaching Chaos Warriors.

The Giant may have been injured but it
was still a dangerous opponent, as the
Schwarzspears found out. They failed to
puncture its gnarled hide but with a sweep
of its massive club it slew the entire front
rank of Spearmen. As combat progressed
the sheer number of spears began to take
their toll and the Giant was finally felled.

Further to the west, Krubner’s Freemen
fought the Chaos Marauders to a draw as
did the Flagellants against their Chaos
Warrior opponents. Count Marius Leitdorf
led the Reiksguard in a stunning charge
against the Chaos Marauders. But as is
their wont, a challenge was issued from the
Marauders as a champion stepped forth.
Leitdorf accepted, he unsheathed his
Runefang and made short work of the
northman while his Knights bludgeoned a
bloody swathe through the rest of the
Marauders. However, bathed in the
unearthly glow of the rune-covered battle
standard, the Marauders stubbornly refused
to flee, locking the Knights in combat even
as the more powerful Chaos Warriors
advanced to join the fray.

Meanwhile, Sigvald had now entered
the Temple of Skulls. Spawnkin skittered
round the ruins as his Chosen remained at



his side, but as the Scarlet Guard ascended
the mount to confront him, Sigvald
remained oblivious, preening in his
mirrored shield.

While Sigvald struggled with his
insanity, Leitdorf remained unusually
coherent and brought death with every
arcing sweep of Mother’s Ruin. But the
followers of Nurgle had done their job and
held against the Knights long enough for an
even larger unit of Marauders to hit the
Knights in the flank. Two White Wolves fell
against the fearsome onslaught. This was
enough to give Chaos the edge in the
melee, but Leitdorf refused to be cowed
and fought on.

Back in the west, the Flagellants no
longer had the momentum of the charge
behind them and so started die all too
readily upon the blades of Chaos. Even so,
the survivors refused to flee and continued
to throw themselves against the Chaos
Warriors. The Free Company were not so
zealous. Dropping their tavern-sign
standard in the snow, they fled southwards
with the Marauders in hot pursuit.

The Schwarzspears — fresh from their
Giant-slaying adventure — clambered over
its massive corpse and into the flank of the
Chaos Marauders who had, in turn, hit the
White Wolves in the side.

The battle was now anchored by the
large swirling melee on the west flank and
Sigvald’s occupation of the Temple of

Skulls in the east. The Greatswords caught
sight of the Chaos Spawn as it scuttled over
the ruins, and charged the foul creature. Its
tentacles lashed out but it proved no match
for the Scarlet Guard, who despatched it
without mercy. However, Sigvald had
finally awakened from his reverie and,
halting briefly to collect the ancient skull
from its plinth, he charged down the
southern slope and into combat with the
Scarlet Guard. His Chosen bodyguard
hefted their weapons with relish.

€€ Before he could get his hands on
the Count he was sliced from
head to toe, his body dissolving
into thousands of maggots. 99

Above: Prince Sigvald and his
unstoppable Chosen charge into
the Scarlet Guard — a move that
would leave the Greatswords in
red ruin!

Meanwhile, bolstered by the arrival of
the Schwarzspears, Leitdorf continued to
wield his Runefang to deadly effect. A
Sorcerer of Nurgle stepped forward but
before he could get his withering hands on
the Count he was sliced from head to toe,
his body dissolving into thousands of
maggots. The Knights, the Captain and the
Spearmen he commanded added their
attacks to the onslaught, but still the
Marauders refused to flee, because of the
baleful influence of the magical banner.

www.games-workshop.com 71



M—

BLOOD ON THE ICE

East of the temple, the Khorne Chaos
Warriors stoically advanced southwards,
towards the Steam Tank. The Marauders
devoted to Khorne charged westwards to
hit the Scarlet Guard in the flank just as
Sigvald’s Chosen crashed into their front.
In the west the Chaos Warriors of
Nurgle wiped out the last of the Flagellants

€ € While Sigvald struggled against
insanity, Leitdorf remained
coherent and brought death with

every sweep of his Runefang.

Below: While the stoic Knights of
the White Wolf and the flamboyant
Elector Count of Averland make a
striking contrast, in battle they
united to exact a butcher's bill on

the forces of Chaos.

2

and charged headlong into Deliverance but
couldn’t breach its iron hull. Nearby, the
Warriors of Tzeentch traversed around the
hill to hit the Schwarzspears in the flank
enlarging an already massive combat,
involving five units. The Battle Standard
Bearer that had kept the Marauders in the
combat stepped forward and issued a
challenge. Once again Leitdorf proved
eager to answer the summons. The Count
had held his own against Champions and
Chaos Sorcerers, but the Chaos Hero was a
tougher prospect. The Exalted Champion
rained down blows on the Elector Count
but could not pierce his armour. Leitdorf’s

own blade had no such problems and the
Battle Standard Bearer was scythed down,
ending the arcane hold it had over the
surrounding Chaos units. All the Empire
troops had to do now was win the combat,
which would not be as easy now that the
Chaos Warriors had joined the fray. The
black-clad spearmen died at the hands of
the Chaos Warriors and another White
Wolf was toppled from his horse; the
Knights could not do any serious damage
in return, even with their cavalry hammers.
The ranks of Spearmen fared better, and
the grand melee ended in a draw.

Back in the east the Greatswords
struggled, having being assailed by both
the Chosen and the Marauders. The Scarlet
Guard were finally overwhelmed and
broke from the slopes of the hill. The
Chaos Marauders pursued the Greatswords
but Sigvald held his bodyguard back. He
had what he wanted and so marched
eastwards, although there remained a fully
operational Steam Tank between him and a
clean escape.

The Conqueror channelled all its
mounting steam pressure into movement
and the wheels turned with surprising
speed, sending the iron behemoth crashing
into the Chaos Warriors of Khorne. The
Chaos armour of the Khornate warriors
counted for nought against the might of the
Steam Tank. Six warriors were slain
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For Slaanesh’s adopted son only the finest, most loyal bodyguards would do.
And so these Chosen were personally blessed by Slaanesh with divine greatness.
Not only were they instilled with a stubborn will to never flee from the enemy,
they were also protected by a glamour that meant that swordstrikes and even

cannonballs could bounce off their armour!

outright while the tank itself sustained little
damage. To the shame of the god of war
his champions fled in terror from the
wheezing contraption. They ran a great
distance but managed to rally just in time
to have the metal beast ram into them once
more, spattering the snow with blood!
Sigvald, now finding the way clear,
made for the outskirts of the battlefield. He
was targeted by massed fire from the Jaeger
Company and Zeigfried’s Sharpshooters
close by, who made their mark by killing
two of his Chosen bodyguard. Sigvald was
unperturbed and charged through the
Archers and into a regiment of Nordfort
Guards, with neither unit offering much by
way of resistance. With a final look at his
reflection to ensure that he looked suitably

dashing in triumph, he continued to
slaughter his way off the battlefield.
Meanwhile the massive combat
reached its dramatic climax. With Leitdorf
unbound by challenges he rent his way
through the Marauders in front of him. The
Chaos Warriors mauled the Spearmen
badly but the spears’ long reach ensured
the men behind could weigh in, bringing
down several of the heavily armoured foes.
The White Wolves and their mighty
warhorses contributed to the butcher’s
tally. The Marauders fought back but it was
clear that the Empire had finally won the
combat and, with no magical battle
standard to hold the Chaos units in check,
they broke and fled. The men of the Empire
gave chase, running the northmen down.

Below: Although the Conqueror
arrived late to the battle, it was in
the nick of time to save the
Empire’s right flank. It crashed into
the enemy lines and taught the
Warriors of Chaos the true
meaning of steel-clad might!
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Drenched in Gore

Jeremy: And so after a full day of tabletop bloodshed all |
can say is, that was great fun. At one point the large multi-
unit combat in the centre of the tabletop had five different
regiments and over a hundred models all locked in
desperate and bloody butchery. Both Phil and | racked up
impressive kill totals in what turned out to be a well-
contested slugfest.

Like all the best games, there was a nice back and forth
as the tide of battle shifted to and fro. After an initial killing
shot from the Hellcannon | feared Phil’s Shooting phase for
the rest of the game, and yet it never again hit home. My
own shooting, plagued as it was by the dreaded misfire
roll, came into its own by mid-game. My Steam Tank, the
Deliverance, was frustrating, frequently losing steam. Yet
despite falling short of glory, it locked up a dangerous unit
that would've clobbered my flank.

After being slowed down by my scouts and pushing
past the first line of battle, weathering a hail of bolts and
bullets in the process, Phil’s left flank of nigh-unstoppable
Chaos Warriors of Khorne was about to close with my
vulnerable support troops when my second Steam Tank,
the Conqueror raced in from reserves. Under full power it
ploughed a bloody furrow into the iron-clad warriors and
collapsed the otherwise unbeatable foe.

Still, it was that massive combat in the centre that was
the highlight for me. Eventually Marius Leitdorf emerged
victorious, but it could have gone either way.

WHO WON?

After all that gaming,
who won the battle
and the campaign?
Both Phil and I looked
over the carnage after
the sixth and final turn
and felt that, even with
the Chaos bonus for
retrieving the artefact,

the Empire had won by So what if he chooses to

oy | A TR [ T e e Y A TS
(MADJMAN OF THE MATCH

He might be impetuous, he might be moody, he might even be a raving loony, but
Marius Leitdorf was beyond a doubt the man of the match. Equipped with a deadly
Runefang, an additional hand weapon, and a bad attitude, the Elector Count of
Averland carved a bloody swathe through all comers. In the ridiculously large and
swirling melee in the middle of the battlefield Marius won three successive challenges,
kept the Knights of the White Wolf from routing, and in the end was the difference
between success and failure. Marius might have achieved even more if it wasn't for
that magic banner making Phil’s units Stubborn (until Marius cut him down too). Even
Leitdorf’s horse was lucky, helping to trample Chaos Champions and Marauders alike!

A Feast For the Crows

Phil: Mayhem, carnage and corpses all over the place.
What a great way to spend an afternoon! Though my army
eventually exhausted itself against the first Empire
battleline, the sheer scale and scope of the scenario made
for a very dramatic game. | lost count of the number of
people who came over to tell us that the battle looked
really exciting!

Speaking of looking cool, the defining moment of the
game was (as is so often the case for me) Sigvald’s failed
Stupidity test at a critical moment. This bought Jeremy a
crucial turn’s reprieve from Sigvald and his powered-up
Chosen. Strangely, such occurrences seem to be a recurring
theme whenever | happen to get Sigvald up on the top of a
Temple of Skulls. My theory is that he likes striking a
dramatic pose, wind ruffling his golden locks as his army
does all the real work below him! Still, Sigvald did indeed
find the prize and escaped unscathed — what does a
Prince of Chaos care if his followers die, after all?

Jerm did very well to contain my horde and make sure
that his fightiest character cut his way through my
supporting cast of heroes (this was not a good day to be a
Chaos Champion). My esteemed opponent kept his head,
whittled away at my hardest units with his gun lines, and
slammed the Steam Tanks home against those that
survived. A bloody, close-fought game; though | can't
shake the suspicion that all this death and bloodshed was
purely because Sigvald fancied some new bling...

bathe in buttermilk, do rude
impersonations of the
Reiksmarshal Kurt Helborg,
and break into bawdy songs
about rotund maidens?

The splendid new model,
sculpted by Dave Thomas
and expertly painted by Anja
Wettergren, captures the
glory of the Mad Count. To
capture the spirit of the
eccentric leader I think you
need to consult your horse
(named Daisy) over tactics
(‘Should I advance, Daisy?’),
nonchalantly insult the foe

a slight margin. The
victory points told the
same tale — a narrow
defeat for Chaos.
Naturally I'm inclined
to say the Empire won
the campaign. The first
five scenarios provided
troops for the final
battle and in the end
there were enough
(barely) to stem the
invasion. True, Prince
Sigvald did retrieve his
coveted fossilised skull,
but in the end the

Empire held the
battlefield. So was
there a conclusive
ending? Of course not.

(‘You there, in the spiky
armour, | shall slay you
next’) and throw in the
occasional arrogant

After all, the story (and
the battle) goes on...

aristocratic comment (‘I say,
one of you peasants down
there smells of radishes!’).

Learn more about Marius Leitdorf at:
www.games-workshop.com
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MAKING YOUR OWN HISTORY

Jeremy: As any old campaigner can tell you, the phrase
‘yvou only get out what you put in’ is completely true. A
little extra time was taken in establishing the narrative of
the campaign, naming the troops, adding a few extra
special rules here and there, and creating unique scenarios.
All of this went a long way to make the games even more
interesting and dynamic. Was it worth it? Hell yes!

Although I've played quite a few linked game
campaigns in my time, I've never done one quite like this
one. For me, what was unusual about the Drums of War
campaign was that each scenario was played by different
opponents. In essence, we all ‘played our part’ in the over-
arching story. On the Empire side each tabletop
commander had a job to march his army to the north to
provide reinforcements for Ostland. It was classic ‘good
guy’ stuff, uniting to aid a beleaguered comrade. Each foe,
on the other hand, had his own more single-minded
motivation, whether it was plundering the ruins of an
Empire fort, seeding discord amongst the foe, or recovering
a long-lost fossilised skull. When the different strands were
woven together it produced a flowing narrative, but really
each scenario was an enjoyable stand-alone game.

And, speaking of games, one of the aspects that really
gave the battles personality was naming all the regiments.
In some cases | had, as games master, produced a few
‘extra’ rules — Champions that Hated Beastmen, or troops
that despised their General and therefore refused to use his
Leadership. These extras did not have such a major impact

g iping a lock of matted hair from his brow, Marius
o Leitdorf surveyed the battlefield Cloven shields and
¢ crumpled bodies were strewn everywhere. The skull-
shaped rocks surrounding the cursed valley leered down at the
grim harvest. Great flocks of carrion birds had already

descended, their harsh croaks mingling with the groans of the
dying. Much of the battle’s fale could be reviewed by

viewing the scattered remains. There lay a cluster of
black-uniformed men of Nuln, in death their faces
frozen in pain. On the slope leading to the cursed
| temple were piled bodies bearing the red and blue
f‘ of Altdorf, but there was no glory left in their

finery — rent as it was and covered in
gore and mud. A countryman from the
- green rolling hills of Averland lay next
- to a skin-clad Knight from the grey
g city of Middenheim. Tribesmen of the
north lay, in death betrayed as human
after all. Imperial soldiers were
starting to heap corpses and shivered
shiclds into a pyre. The massive
armoured Warriors of Chaos were
another matter. Whether they were
corpses or empty armoured shells,
~ nonc could say, for none dared
~ touch them.
“There let them lie, mused
. Marius Leitdorf. As usual, after
the battle his black fury
disipated to melancholy. ‘If
this be victory, then it is a
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on the battle, but they helped add character and grit to the
story. Who lived and died is always important to the game,
but when they’re named heroes it becomes important to
your story as well.

Linked campaigns really give you an excuse to try your
hand at making your version of some classic battles. For
instance, in the first battle | really wanted to see what
would happen if an Empire army was surrounded by
Beastmen. The special rule that allowed more Beastmen
to arrive each turn was only balanced in that the Empire
player would win the game by merely surviving for six
turns. The battle was well fought by both players, but the
game essentially turned out to be a slaughter in the woods.
You could tell Empire General Mark felt trapped but was
determined not to succumb. It was how he fought his way
out that mattered and made the battle so interesting. In the
end, Mark was quite successful to have three units escape.
Frankly I'm quite lucky they did, as all three (the Scarlet
Guard, Prophets of Doom, and the Jaeger Company)
played a substantial role in the final battle. Although now
that | think about it, all three units fell (valiantly) in
combat. Hmmmm, | guess no one will march back to
Talabheim then. Still, | don’t think | could’ve won the final
battle without them. Anyway, with the good excuse of the
linked campaign it is a lot easier to try such lopsided and
different scenarios. Not every battle has to be balanced,
but you still want both sides to enjoy themselves. In the
end, the only thing I'm sorry about is that its all over!

Y w

no one, unless it was to Daisy, his warhorsc. The grey b
twitched its cars - it was well accustomed to being addres
in such a manner. Shaking his head and, at least momentar;
seeming to clear it of despair, the Count took stock of his
attire. His armour was dented, his body caked with mud and
spattered with dried blood. Like nothing else Marius craved a ‘@
bath. Did the baggage train still have his bathing basin? And,
more importantly, did they have any rosemary and buttermilk?

o
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Jervis has been all
wistful and teary
eyed for the last
few days. No, we
haven’t run out of
tea — he’s been
getting nostalgic
again in the Citadel
archives. This
month, Jervis tells
how inspiration can
strike from the most
unlikely of sources.

my Vampire Counts army recently. I've

grown to really like the army, helped no
doubt by the fact that I’'ve even managed
to win some of the games I've played! |
first mentioned this army a few months
ago in Standard Bearer, and since then it
has been slowly expanding and growing in
size. Now, collecting an army is a very
personal thing, and there is no right or
wrong way to go about it.

Some peaple pick an army after careful
study of the army lists, with the aim of
making it the most deadly fighting force
possible; others are more interested in the
background and
will create an army

I 've been playing quite a few games with

that really captures “ The inspiration
for my Vampire
Counts army
was the fourth,
rather less well-

travelled route. ’ ,

the spirit and
nature of the race
it represents; and
others will start an
army because they
can't resist
collecting a new
range of Citadel
miniatures that has
just been released.
However, the
inspiration for my Vampire Counts army
was the fourth, rather less well-travelled
route, one | thought I'd write about it in
this month’s Standard Bearer.

You see, with my Vampire Counts, it
wasn’t the new army book or a new model
that inspired me to collect the army; it was
a very old model that had been in my
collection for over a decade. The model

Jervis contemplates the
inspiration for his Vampire
Counts army — an old
Warhammer Quest Witch
Hunter he found languishing
in his collection.
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comes from our old Warhammer Quest
range, and represents a human Witch
Hunter. The model is armed with a sword
and pistol and wears a slouch hat and a
large cloak. | really liked the model, but
while painting him, and for reasons now
lost in the mists of time, | decided to make
him a Vampire. This was simply done — |
just gave him very pale skin and painted
red dribbles of blood at the corner of his
mouth — but although the paint job was
basic by most people’s standards, | was
very pleased with the result, so much so
that I've hung on to the model over the
years. Unfortunately I'd never really had a
chance to use my
lapsed Witch Hunter...
until, that is, one fateful
rainy afternoon when |
was idly looking
through the Vampire
Counts army book.

As | read, my eye
was attracted to the new
Vampiric Powers
included in the book. As
I'm sure most of you
know, you are allowed
to select one or more of
these powers for each of the Vampires in
your army, and they give them special
abilities. The one that attracted my eye was
Avatar of Death, which allowed a Vampire
to carry two hand weapons. ‘Hmmm’, |
thought, ‘that’s a bit like that old Witch
Hunter model in my collection — he's a
Vampire and has two close combat
weapons...” The problem was that one of
them was a pistol, a weapon that Vampires
aren’t allowed to take. Momentarily
stymied, | read on, and then | noticed that
one of the magic items available to
Vampires was the Rod of Flaming Death.
To quote the army book: ‘This rod contains
a spell of fiery destruction that takes the
shape of a shrieking skull as it hurtles
incandescently towards the enemy.” What,
thought with considerable excitement, if
my Vampire had a magic pistol that fired
flaming skulls? Not only was it a great
image, but at last | could use my model in
a Warhammer battle!

And that was the start of my new army.
Of course | needed more than just a
general for my army, and so | started to
add more units using the new models that
had been released when the Vampire
Counts army book came out. Not that this
was much of a problem of course — in fact,
to be honest, it was just the excuse |
needed to add the wonderful new Skeleton
Warriors, Blood Knights, a Corpse Cart and
a Varghulf to the Skeleton infantry and
cavalry | already had in my collection.
Then, while rummaging around in my den,
| came across some Tomb Kings infantry |




Rick has been adding to his Orc &
Goblin army for a long time now. Such
a long time in fact that his painting and
basing style has evolved along with the
design of the miniatures.

had never got around to assembling. By
mixing some of the parts from that set with
bits | had left over from the new Vampire
Counts plastic skellies, | was able to add
another new regiment of Skeleton Warriors
to my army.

So, the starting point for my ‘new’
Vampire Counts army was a very old
miniature, and the final result includes
models that range from the early nineties
right through to 2009! | was talking about
this with my colleagues Alan Merrett and
Rick Priestley the other day, following a big
multiplayer game of Warhammer we'd
played after work one day. As we discussed
the matter we realised that all of the armies
we'd be using included some classic
‘historic’ models that dated back to the
earliest days of Games Workshop. Rick was
using his venerable old Orc & Goblin
army, which he has been collecting pretty
much since he first wrote Warhammer, and
which includes some models that first hit
the gaming table while Margaret Thatcher
was still in power! Alan’s Daemon army,
on the other hand, is of a much newer
pedigree — he only started collecting it after
the new Daemons of Chaos army book
was released — but it includes several of the
original Blue Horrors of Tzeentch models

we made ‘way back in the day’, and which trust me, it really isn’t as much of an issue  Alan started collecting a Daemons of

Alan still had in his collection. His new as you may think. Just explain things to g;;os;I;”;f!fgsg!':’;hgj’;?:‘::j;‘éf:jn

Daemon army finally gave Alan the excuse your opponent and use the closest troop hie C);,qec,',-on ol ;D‘”ger. Fa

he needed to get the models painted up type you can find in the army list you're example, the Plaguebearers and

and on the gaming table. using. As long as you're reasonable about ~ Nurglings contain several different
All of which goes to show that you this | can pretty much guarantee that your *fffg,fr;z'g::;ﬁ,;’:;’ge{(’)g‘g’;ﬂ::f”w

really don’t ever have to retire or (worse) opponent not only won’t mind, but will be  * i s

get rid of any of the models in your genuinely delighted to be able to see such

collection — it really is up to you which rare models ‘in the flesh’.

Citadel miniatures you use for your games More than that, it can be great fun

and nobody else. | know that some players tracking down old models and adding

worry about this kind of thing, especially them to your collection. | know several

for models that aren’t directly covered in players who live for this kind of thing, most

the latest versions of our army lists, but notably Richard Hale — who has, along

www.games-workshop.com




The first plastic Space Marine box
set released for Warhammer
40,000: Rogue Trader. For
some this is the holy grail of
‘historic miniatures’ and is
fondly remembered by
many veteran hobbyists.

By
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with a dedicated group of accomplices,
made it his life’s work to track down one of
every Citadel miniature ever made!
Although few players will go to quite such
extremes, | think there are very few of us
who can
completely resist
the charms of what
Rick calls the
‘historic’ models
from Citadel’s past.

These are the
Citadel miniatures
that hold a special
place in our hearts,
either because they
were significant in
terms of their
design (the first Space Marine miniatures,
for example), or because they have a
quirky charm (such as Alan’s Daemons), or
just because they are mementos that evoke

Write to Jervis at:

Jervis Johnson

c/o White Dwarf
Design Studio

Games Workshop
Willow Road
Nottingham NG7 2WS$
United Kingdom

“ It can be great
fun tracking down
old models and
adding them to
your collection.,, G W

happy memories of our time in the hobby
(like the Witch Hunter that inspired my
Vampire Counts army). True, some of these
early designs are, erm, rather quaint, to put
it kindly. And, true, very few historic
miniatures can match more modern pieces
in terms of either their design or stature
(which is to say that they are quite short
and a bit odd looking — rather like some of
the staff in the Studio, as it happens).
Nonetheless these miniatures are an
important part of the hobby, and in many
cases remain to this day fantastic examples
of the miniature designers’ art.

So, don’t leave those old models to
gather dust — use them! Or, if you want to
peruse the Citadel archive for yourself, why
not download the Collectors Guide from
our website and check out the historic
Citadel Miniatures section. You never
know, you may find inspiration for
a whole new army, just as | did.

And that's quite enough from me for
another month. All that remains is for me
to pass on a request from the guys who put
together the Citadel
Collectors Guide,
which is to write in
and let us know if
there are any historic
miniatures you think
we should include in
the next Collectors
Guide (such as my old
Witch Hunter, for

me at the address

included in the
sidebar, and I'll pass your requests on to
the appropriate people. You never know,
your own favourite historic miniature could
appear in the next catalogue!

Collectors Guide

A selection of historic Citadel
Miniatures are included in the
Citadel Miniatures Collectors
Guide. This full-colour
catalogue can be downloaded
free of charge from the Games
Workshop website.

Mk 4 Maximus Armour Dwarf King Kazador
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We gave Mark Jones the Chaos Icons, Khorne Symbols and Skulls Bitz Packs
and asked him to put them to good use. Here’s what he came up with.

Chaos Rhino

If you've ever thought that just having
one icon of your favoured deity on a
vehicle wasn’t enough, then you'll be
pleased to see how Mark has used the
Khorne Icon pack. The indented side
panels are the perfect place for just
such decorations, as the icons fit
snugly between the raised sides (A).
The icon on the front of the tank was
also nestled in the recessed armour
plate, although a little bit of trimming
was needed to get it to fit (B).

Where Mark has been particularly
clever is with the icon placed on the
top hatch. He’s combined this symbol
with some carefully clipped-out skulls
from the Skulls Bitz Pack, placing them
in a small stepped formation atop
which sits the Khorne icon (C). Mark
has also thought about the placement
of the Chaos icons. Rather than just
place them on the tank as is, he's cut
them in half, placing one part at the
front of the Rhino, flush against an
armour plate. The other half of the star
has been stuck to the rear of the Rhino
in the same way (D).

Mark used bitz from the Chaos Icons,
Khorne Symbols and Skulls Bitz Packs
for his conversions. Turn to page 119
to see how you can order these.

Objectives

Mark’s not one for wastage and set to
work with the bitz he didn’t employ on
his Khorne Chaos Rhino. He made a
scenario counter for Warhammer with
the large pile of skulls. The
indentations in the pile were covered
with some Orc skulls that also came
from the same Bitz Pack. He then
added spikes to the mound from the
Chaos vehicle frame, having plenty of
those left over from the Rhino kit.

The Warhammer 40,000 objective
was a very easy conversion. Mark
stuck the small skulls pile onto a round
base. He then cut off the eight prongs
from a Chaos icon and stuck them
around the circumference of the base.

www.games-workshop.com
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Once again we focus
on an expert painter,
shedding light on their
journey from hobbyist
to becoming one of
the world’s best
miniature painters.

eith joined the 'Eavy Metal team on
K?th October 1998, and has been a

stalwart member of the team for well
over a decade. He was recruited through
GW Dundee, having painted for their
display cabinets as one of the regular
customers. The store manager suggested he
visit the Studio and have a chat with the
‘Eavy Metal team leaders. A few weeks
later he was moving south, from Scotland
to Nottingham, to join the Studio as a
figure painter. But while his painting skills
were excellent he found the difference
between being good and the world-class
standard of ‘Eavy Metal to be quite a leap.
‘This was quite a few years ago,’ says Keith.
‘So you would learn how to paint models
in isolation, getting a few hints and tips
from an occasional issue of White Dwarf,
or a Hobby Centre if you were lucky
enough to have one close by. One of the
great things in recent years has been the
advent of a popular figure-painting scene
on the Internet, where painters can share
tips and advice
and coach young
or new painters.
Back in the 90s the
Internet was still in
its infancy so the
many painting
websites and
forums around
now just didn’t
exist. Compared to
then, feedback is
now a lot easier to
find, and I think
that is the key to becoming a great painter
— seek out feedback wherever possible.’

Even without the aid of the Internet,
upon joining 'Eavy Metal Keith found
himself surrounded by painting legends,
such as Dave Thomas, Martin Footitt and
Neil Green. ‘1 went from being self-taught
to learning from some of the best painters
in the world. You can’t help but improve in
such surroundings. 'Eavy Metal is very self-
sustaining in that respect. You constantly
aspire to push the envelope because
everybody else in the team is, too. You
then share what you've learnt or developed
and so the entire team just keeps getting
better and better.’

Away from the rigours of his day job,
Keith is still a prolific painter, and he’s very
much a gamer too, having an Ogre army
for Warhammer, and Tyranids and Space

possible.

“ That is the key to
becoming a great
painter — seek out
feedback wherever

Keith Robertson is one of the longest-serving
members of the ’Eavy Metal team having
been a professional miniatures painter for
over a decade. Here we find out what makes
this painting veteran tick and take a look at
some of his favourite painted miniatures.

Marines in 40K. As you'll see on the
following pages Keith is also a dab hand at
painting more personal projects for display
and competitions. But does his style
change when working on 'Eavy Metal to
his personal models? ‘Not consciously,’
answers Keith, ‘I generally have a natural
style, keep my paint schemes muted and |
don’t go for extreme or exaggerated
highlights. But saying that, one of the
reasons | paint up personal projects is to
push myself to try new things and develop
techniques | want to improve.’

Keith's display projects are an eclectic
mix, because he’ll often choose random
models that appeal to him, or that he
thinks would suit a particular technique
that he wants to try out. ‘What | try to do
with my personal pieces is extend the
narrative that | imagine is happening
around them; | figure it's like painting the
foreground and background of a canvas,
with the model itself the subject of the
piece. That's why you have to be careful
with scenic bases — they
should be there to
complement the model,
not to overpower it, he
says. All Keith’s projects
are placed on these
scenic bases rather than
the standard slotta-bases.
‘That's because, as I've
said, you want to set a

scene but it’s also a
, , deliberate separation

from the game. | think a

display model has a very
different purpose from a miniature in a
gamer’s army. A figure on a 25mm base is
constrained by the rules of the system,
whereas a display model is trying to
achieve a narrative.’

Another thing to notice with Keith's
models is that they are rarely converted.
Sure, the bases are radically altered but the
models themselves are as cast. ‘That’s
deliberate,” says Keith. ‘Unless you're
radically changing the model to a wholly
different role or purpose then | generally
don’t see the point. The sculptor of the
model has carefully thought about the
design; from the posture, to the direction
it's facing and all manner of other details.
So I'm really careful when it comes to
converting.” And it's this approach that
you'll see over the following pages, as you
pore over Keith’s fantastic models.



Gollum _

This diorama was a labour-intensive project - Keith mould made from a plastic bottle. The first attempt didn’t
wanted to recreate a subtle scene from The Two Towers, work, as the resin dried with thousands of tiny bubbles in
and simply augment the vision that Brian Nelson had it that clouded up the effect he was after. So Keith tried
when he first sculpted the model. The water inside the again, once more painting up a base. This time, once the
base was made from a clear resin. Once Keith had created  clear resin had been poured, he drew out the air using a

a design for the base he then painstakingly painted in all vacuum chamber, so all the air bubbles were drawn to the
the detail before pouring the resin into a purpose-built surface and burst, leaving the water effect nice and clear.

If you look closely you can spot a fish’s

e Keith sculpted and painted before
pouring.in theesinm -
Skink Chieftain

Keith chose the Skink Chieftain just because he liked the make the model more imposing without overshadowing
model, and he wanted to try out some non-metallic it. Keith entered it into the 2008 UK Golden Demon
metal techniques. He created a small scenic base to Open category where it made it to the final round.
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When the Harlequins were released, each exercise in contrasting and complementary
'Eavy Metal painter was given a model and colours, going with black, yellow and purple.
tasked to come up with their most audacious He implemented this with a diamond-checked

and vibrant paint scheme. Keith used this as an  design, synonymous with the Harlequins.

The Mighty Zug

Keith has always been a fan of Blood Bowl, and couldn’t some deep shading and, in a break with tradition, painted
wait to paint Neil Langdown’s new Mighty Zug model. He  the model with close-shaved hair rather than being
painted the figure in traditional Reikland Reaver colours. completely bald. This, coupled with work on the scar,

He emphasised the muscle mass and bulk of Zug with make Zug look meaner than ever.
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This is a plastic Ork Nob from the Assault on Black Reach the figure. He painted the Ork in Bad Moon colours, for
boxed game. Keith really likes Seb Perbet’s Orks, and no other reason than it’s his favourite of all the Ork clans,
wanted to do a simple paint job well to really showcase and really went to town on the chipped paintwork effect.

Sons of Orar Space Marine

The Sons of Orar make their canonical debut in the It’s a deceptively simple paint scheme, using Blood Red
latest Space Marine Codex but are in fact Keith’s own over a black undercoat, with white shoulder pads. This
Chapter. While the rest of his Space Marine forces are one has a MK VI helmet, to stress the Chapter’s
painted for the battlefield, Keith wanted to take one background of only having limited access to the newer
battle-brother and paint him to the highest standard. marks of power armour.
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Ratling Sniper

As soon as Dave Thomas had made the first batch of
Ratling test models, Keith knew he had to paint one.
Typical of Keith’s work, he’s taken the existing miniature
and added a narrative around it rather than convert it.
Astute readers may notice that this Ratling isn’t wearing
his cap; that's because the model was part of Dave’s first
castings and the headgear was sculpted on later.

Keith has modelled the base to really set a scene: he’s
added a few subtle details, such as the Imperial Guard
flask, and lengthened the concrete post the Ratling is
leaning against. Note how the reinforcing wire sticking
out the top of the post is bent the same way as the
Ratling’s gun to keep the flow of the model going in the
same direction,

Genestealer Hybrid

Keith has always had a fondness for this model, and
decided to update a classic miniature with a great
contemporary paint job. The model is painted in reds,

84 WHITE DWARF PAINTING MASTERS

pale blues and muted purples. The base has been
modelled to resemble the deck of a spaceship - a
wry nod to the classic game, Space Hulk.




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.

04uES
WORISHOP

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 .
ciiadsmitav £15,€22.50, 175dkr 200sek/nkr

WARHAMMER
/40,000

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
£15,€22.50, 175dkr 200sek/nkr

[ 7 T TS | FOUNDATION PAINT SET
¥ I ] T !
T _'!-’ [ | Em~ e :‘;::

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.

CITADEL WASHES

The Citadel Washes are specially
formulated for shading Citadel miniatures.
This set contains all 8 Washes.

Citadel Washes .......cernemsinsismssnesnnsnans

£14,€20, 150dkr 180sek/nkr

FOUNDATION PAINT SET

The Foundation Paints have been
designed to provide great coverage. This
set contains all 18 Foundation Paints.

Foundation Paint Set
£35,€50,400dkr 4755eklnkr

Ghues |
WORKSHO? -|

PURITY
SEAL

(Satin Varnien)

CITADEL SPRAYS

Whether you’re undercoating your
models or protecting them with varnish,
Citadel sprays are perfect for the job.

Citadel Spray Paints ..........cerennse

...£8,€12.50, 100dkr 115sek/nkr

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
A ...£15,£€22.50, 175dkr 200sek/nkr

T
| S

INDIVIDUAL PAINTS

If you're after a specific colour then you
can buy paint pots individually. All of our
Hobby Centres carry the full range.

GAUES WORTSHOP
HOW TO PAINT

HOW TO PAINT CITADEL MINIATURES
The ultimate guide to painting Citadel
miniatures — this book is packed with
techniques, both basic and advanced.

How to Paint Citadel Miniatures.......... i
£15,€22.50, 175dkr 200sek/nkr

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Cartain Citadel products may be dangerous if used incorrectly. Prices correct al time of going to press, please contact us for current
availability and prices. UK prices marked t do not show the 2.5% VAT reduction implemented on 1st December 2008. The reduction will be applied o affected products by Games Workshop at the point of sale. Prices quoted are for products

sold by Games Workshop through its own stores, catalogue or website. Ir

retailers are

for determining their own prices.
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ith the new releases out this When planning your conversions,
month, the Empire has more the illustrations in Uniforms & "
. . Heraldry of the Empire are
pIaSlIC Components at its a great source of inspiration. m

disposal than ever before. If you're a
modeller — and let’s face it, if you're a
hobbyist then odds on you are - then the
Empire army is a dream come true for
converting and customising your models.
The Empire has never been just ‘the

human army’ in Warhammer. The mixture
of tradition, technology and magic make
the lands and armies of this nation as
bizarre and peculiar as any of the other
races. This is what makes them exciting
both from a background and modelling
point of view. The Uniform & Heraldry

iy / : j book distils and captures some of this
e o ‘ 8  madness but, as the book’s authors have

NATATD WA s i already explained elsewhere, it would be

iJA“{J.Mm‘!ER an impossible task to describe every

eccentricity and oddity in the Empire.
For this month’s What the book does is provide

. inspiration, both for the painter and,
MOde“mg WOI"'(ShOp especially, the modeller. The background

we take a look at the passages, drawings, and heraldic symbols
many Empire plastic on display can be transferred to your army

kits now available. We to personalise your collection. The wealth
i of plastic frames makes this job even

handed loads of PlﬂSth easier, as well as a joy to do.

frames to the Studio’s In this article we've let some well-

best modellers, and known modeil'ers with an_affinity fqr the
Id tl + Empire go a bit crazy; their only brief was

told them to 80 to use bits from the Empire plastic range.

kit-bash cra y! Here’s what they’ve come up with.




Lords and Heroes

You can really go to town with your characters,

but don’t feel constrained to just using the Empire
General kit, as there are plenty of options across
the entire range.

The head of this model is from the
Empire Wizard kit, with the beard
clipped off. The body and legs are
taken from the Greatswords set.

Another of Dom’s models, this
Captain was made largely from
the Pistolier kit. The legs are
taken from the Militia kit.

Dom Murray’s Handgunner
Marksman has the body, legs,
head and hat (hanging from his
belt) from the new Greatsword kit.

e e v Wh)

The head of this Talabheim Captain, by Neil Hodgson, is
taken from the State Troopers kit and makes this hero look
Jike a seasoned veteran. The sword and arm with helmet are
bits from the Knightly Orders kit.

The body of Nick Bayton’s Hochland
Captain is taken from the Empire
General kit. The right arm and stock
is from a Handgunner, with the
barrel of a long rifle spliced on.

For this Talabheim General,
Neil Hodgson replaced the horse’s
crest with a banner top from the
Knightly Orders kit. The cloak is
taken from an Quitrider, and adds
a little extra volume to the model.
The two shields from the State
Troopers frame have been added
to the steed and tie the model’s
heraldry more closely to the
province of Talabheim.

The last of Dom’s models is made
up entirely from Greatsword parts.
The banner is made from paper, the
design taken from the new book.

This officious-looking chap was
based on a body from the Archer
kit. The parchment is a Flagellant
component and the head is from
the Greatswords frame.

Mark Jones’ Middenheim General has a greatsword, made
from the Empire General’s plastic sword, with some extra
work done around the hilt. The wolf cloak is taken from the
Knights of the White Wolf frame.
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Regiments

You don’t have to stop at converting character
models; the kits offer enough scope to customise
every model in your army.

The Wolfenburg Twice-Bolds were made by
Chad Mierzwa, mainly using parts from the
Greatswords and Archer kits. The bodies and
arms are from the Greatsword frame. The
heads are a mix of White Wolf parts from the
Knightly Orders kit, and the new Archers. The
cloaks also come from the White Wolf frame.

This Outrider
Champion is a
straight mix of
Greatsword and
Outrider components.
Note the laurels on
the horse’s chest.

This is a very simple conversion by
Chris Peach. Nearly every component is
taken from the Pistolier frame, the only
exception being the head, which is from
the Greatsword Champion. Chris has
painted up the model as a Bégenhafen
Pistolier. Bégenhafeners are famous for
their wealth, so the long plume on the
hat gives the model a lavish, effete look.

This Nordland Free Company was created
using a mix of parts from the Archer,
Greatsword and Flagellant kits. As
Nordland is a coastal state, Chris wanted
to give them a slightly nautical feel; hence
the inclusion of eye patches, anchor
tattoos and even a sea chart pinned to the
back of one model.
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This Marksman was made entirely
from the Archer frame. Levelling the
bow at a horizontal angle
differentiates the unit champion from
the rest of the Archers. The sheathed
sword hanging from his belt also
adds extra detail.

These Hochland Handgunners
were painted by Mark Jones. They
use Archer heads and bodies. The
right arms and weapons come
from the Handgunners kit, while
the shield arms from the State
Troops complete the figure.

Nick Bayton’s Reikland
Crosshowmen were created by
combining Greatsword bodies
with Crossbowmen arms. For
the heads a mixture of Archer,
Greatsword and State Trooper
parts were used.

In the army list Knights can be
armed with a great weapon instead
of a lance. Here Nick has
represented this by simply
replacing the Knight's torso for

a Greatsword body, head
and weapon.

Chris Peach has been busy,
this time building these
Halberdiers and painting
them in the colours of
Ostermark. He used
Greatsword bodies, halberds
from the State Troops kit,
and Pistolier heads to give
them a very distinctive look.

Pete Riordan built this Middenland
champion using a body from a State
Trooper, a Flagellant head and the
arms from the White Wolf frame.
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DAVE ANDREWS

Dave really is an exemplar when it comes
to Empire modelling. Here are just a few
examples of his work.

This model, built using components from the Empire General and other kits,
represents the missing Elector Count of Talabecland, Helmut Feuerbach. He is
depicted here as he was when he rode out to battle the forces of Chaos — a
battle from which he has not yet returned.

Dave’s Halberdiers hail from
Talabecland. They carry a very
striking banner depicting an
hourglass, painted in freehand by
Dave. The hourglass is a very
pertinent icon that’s often seen as a
heraldic device in banners, on
shields and as charms dangling from
belts throughout the Empire. As a
symbol it's generally seen to
represent change or even death.

Ly

The body is taken from the
Knightly Orders kit.

The crest is made from a State
Troops banner top, with extra
feathers added.

The shield is scratch-built
from plasticard to provide a
flat surface for painting.

Dave decided to show
Helmut charging with a
lance, and thus scratch-built
a sheathed Runefang.

The command group really is a

# mix of components formed

together to create a bespoke rank
of soldiers. Legs from an Empire
artillery crew have largely been
used with bodies from the Empire
Militia kits, and some even older
plastic bits that have been
unearthed from Dave’s towering
plastic frame pile (see opposite).
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Dave used a tiny bit
of Green Stuff to
seamlessly blend the
beast pelt onto the
back of this Knight's
shoulders.

The streamers flowing
from the Knight's "l
helmet were made with y
thin plasticard.

The Knight's standard pole
was made from plasticard rod
cut to fit.

These knights have been built
mainly from the Pistoliers and
Knightly Orders frames. There are
a few other details worthy of note.
The crests on their helmets are all
banner tops from the State Troops
frames and the griffon shield is
actually a piece of ornamental
detail from the Warhammer
Fortified Manor House.

b

éﬁ/
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Dave has painted the knights to
ride together as one unit, his
thinking is that they are not all
from the same order but a group
of disparate and dispossessed
knights and noble’s sons, who
have found solace riding together.

Frame Mountain

Dave is a master modeller with a
particular talent for creating and painting
Empire soldiers. As you can see from this
photo, his work area is just a mound of
frames from which he takes components
and combines them into the great-looking
models, of which just a few are shown
here. Dave doesn’t tend to work with a
plan or certain aim in mind - he simply
combs through his large plastics pile,
taking bits from frames he likes and
coming up with the models as he goes.

For more Empire

conversions B“BBK
out our website
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MIKE ANDERSON

Mike has a real passion for creating elegant, converted single
Empire miniatures and then painting them up. Recently, he’s
started to convert models for a whole army, each one worthy
of a place in one of his single figure dioramas.

This grizzled veteran is seeking
his fortune in the City of the
Damned. This is a fairly simple
conversion with a scenic base.
The model is brought to life by
the details, such as the signpost
and the hidden wyrdstone.

This brilliantly painted
Greatsword is an almost
straight build from the kit.
There are three very subtle
conversions: the pennant
from the sword is taken from
another component on the
Greatsword frame; the large
feather has been culled from
the champion’s hat; while
the eye patch was made
from Green Stuff.

Mike envisaged this unit
as a group of surly, war-
weary soldiers. To
emphasise this he’s mixed
State Troops parts with
Greatswords to turn them
into hardened veterans.
There are also a few Archer
heads in there, too.
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Militia Warband
Mike based this warband
around the character of a
Stirland Vampire Hunter.
His favourite model is the
Warrior Priest, which was
built from a Flagellant,
with a Greatsword's arm
and breastplate, and a
high collar from the Battle
Wizard frame. The rest are
mostly made from Archers
with Greatsword heads.
The Sergeant’s head is
from a Wizard, with a
Greatsword’s helm.

Knights Panther on foot Scout Captain Warrior Priest

Sergeant Vampire Hunter The Vampire Hunter’s Followers

Empire Wizards

- ’ . See these fully
When kit-bashing, you don’t have to stick to frames from your own army. = Z
These Battle Wizards are great examples, using bitz taken from Wood Elves llﬂllllell [[]] next

and even Vampire Counts. These models were converted especially mnn""s wnile nwarf

for our Battle Wizard painting contest next month, which
promises to be a bit special! Stay tuned.

Keith Robertson’s Neil Green’s Mike Anderson’s
Amber Wizard Grey Wizard Jade Wizard
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A facemask hangs from the
Shadowseer’s waist, in
contrast to the blank,
expressionless mask he
usually wears.

member Neil
Tale of Four
But when he’s
not painting Space Marines,
Neil can be found in the art

Empire soldiers
in the niform guide.
Neil is also an alumnus of
(E detal, so knows a thing

The sun and moon
medallions that hang from
his hood are symbolic of
night and day, darkness
and light.

LL OF FAML

S ¥

@ The Citadel Hall of
Fame is a collection
of the best miniatures

J in the world,
nominated by the

eople who know

est: the artists,

figure-painters and
designers themselves.

.\f.-‘

NEIL'S FAVOURITE MINIATURE

Neil: Army painting aside, when | choose a
model to paint I'm after a figure that has
the right mix of detail and flat areas. You
need the detail to give a model texture and
depth, but as a painter you also look for
flat areas that can be used as a canvas to
showcase your skills with a paintbrush.
Jes' Eldar Shadowseer is the epitome of
just such a model. It's a beautiful, almost
fragile, miniature full of intricate details
such as the necklace, the studded sleeve
on the left arm, and the belt and pouch
around its lithe waist. There are also
swathes of flat area: the hood, the legs, and
the streaming ribbons of cloth that flow
around the model all give you plenty of
scope to really go to town with freehand
painting. This is one of Jes’ many skills as a
figure designer, to have the confidence to
do areas of little to no detail without
feeling the need to sculpt on some kind of

Shadowseer

The Shadowseer model has
plenty of flat areas, like the
right leg, giving the painter
plenty of opportunity to put
their skills to good use.

texture. It shows a trust in the painter and a
hope that they will take the baton and run
with it.

While we're talking about the painting,
then mention should be made of the
excellent work done by Darren Latham on
the Shadowseer in the Studio collection.
Darren’s version is a great example of what
I've been talking about. The striking blue
and red diamond scheme along the right
side of the body is stunning, as is the
diamond fade pattern on the hood. Even
on the creidann grenade launcher Darren
has added a faded diamond pattern that
meshes seamlessly with the metallic look.

This is why it's my favourite model;
because of the possibilities it allows the
painter. | have a confession that I've yet to
start painting my own Shadowseer, but the
model is sat on my desk ready to go and |
can’t wait to get started.

The model is still packed
with details such as the
various accoutrements
that hang from the
Shadowseer’s belt.
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JES GOODWIN HARLEQUIN SHOWCASE

Harlequin with Troupe Master { Death Jester
Harlequin’s kiss

DESIGNER'S RESPONSE

T ot N L i

Harlequin with Harlequin with
fusion pistol Harlequin’s kiss

Jes: The Harlequins have always been
painters’ models. The bright, gaudy and
daring colour schemes are rightly
synonymous with the Harlequins. And
when | redesigned them I really wanted the
figure painters to be able to flex their
creative talents. So | was very conscious
that there needed to be areas on the model
you could create a freehand design on. For
a sculptor that's quite a scary thing to do,
as your natural tendency is to make sure
every surface has some kind of detail on it.
It’s very flattering to have the Shadowseer
nominated, as | wanted this model to stand
apart because their role is significantly

The original

Shadowseer | )
CO”CE,;:; o different to the rest of the troupe. He’s not
Jes’ fabled Eldar as active or dynamic as the others but in a

sketchbook. more serene, mysterious posture. To tie
him to the rest of the Harlequin range he’s
purposely not in direct contact with the
base, a common element with all the other
members of the troupe.

With the Harlequins I've played on the
theme of duality, especially on the
Shadowseer, hence the double-sided staff
top, the sun and moon symbols dangling
from the end of his hood and even the
addition of a second mask - that’s also
there to allow the painter to still have a go
at a face, even though the Shadowseer
himself doesn’t have one.
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PAINTING
WORKSHOP

Over time, the
Painting Workshop
series builds into an
invaluable resource
of techniques, tips
and tutorials
covering every
aspect of the
painting hobby.

n Elven army is a tempting prospect
Afor any gamer — all those glittering
ranks of expert archers, sword-

wielding warriors and deadly knights
mounted on noble steeds. The new
Galadhrim kits allow you to get an army
together really quickly, whether you're
playing in the full splendour of a War of
The Ring battle or a scenario from the
Strategy Battle Game (Check out next
month’s White Dwarf for the rules — Ed).

Once you have your force of Elves
gathered, the next step is to paint them!
That's where this month’s Painting
Workshop comes in, as it focuses on the
Elves of Lothlérien. Over the following
pages we cover a range of techniques and
subjects, from general troop-painting tips
and effective army painting, to getting an
"Eavy Metal finish on Haldir.

The good thing about painting Elves,
or, indeed, many of the models in The

Lord of The Rings range is that there is
plenty of reference material for their garb
and armour. We've largely gone with the
colours featured in the movies, but have
given suggestions for alternatives later on.
There’s no reason why you shouldn’t come
up with your own colour palette; the Elves
of Middle-earth seem to favour earthy
colours with rich blue and gold for
contrast, although as you'll see, we've tried
out a couple of variants that actually tip
this convention on its head.

So, with paintbrush at the ready, we'll
make a start. Starting on page 98, "Eavy
Metal’s Joe Tomaszewski presents a step-
by-step guide and how to get your Elven
warriors up to an excellent standard in just
four stages. But first we'll be taking a brief
look at how army painters can get
companies of Elves together quickly and
effectively, with Chris Peach’s batch
painting tips.

ou Will Need

@ Fortress Grey

The paints listed here form the palette used by 'Eavy Metal
in the Galadhrim tutorials on the following pages.

Scorched Brown

. Chaos Black Spray . Mithril Silver . Shadow Grey
. Bestial Brown . Regal Blue 0 Vomit Brown
O Bleached Bone O Shining Gold Astronomican Grey
. Chaos Black O Space Wolves Grey @ Tallarn Flesh
@ codex Grey @ scab Red (@ Badab Black
. Dark Flesh O Skull White @ Devlan Mud
@ (W)

@ Wash

o Foundation

Gryphonne Sepia




GALADHRIM ARMY PAINTING

Chris Peach was tasked with painting an army of Elves to a with a basecoat of gold using Shining Gold and the Citadel
high standard in a very short space of time. As one of the Spray Gun. Next, he gave each model a generous wash of
Studio’s army painters this is what he does best and so he Devlan Mud, again with the Spray Gun, to tone down the
set about the Galadhrim with gusto. He started by gold and prepare the other areas ready for the following
undercoating the models black, before spraying them all coats of paint.

Galadhrim Warriors
The blue areas were first
blocked out with Mordian
Blue. A single highlight
layer using Ultramarines
Blue was then applied to
the edges of the cloth and
the raised areas. The
brown cloth was
basecoated with Dark
Flesh. The highlight was a
1:1 mix of Dark Flesh and
Bleached Bone.

Galadhrim Knights

The Knights were painted in the same manner as
the warriors, above. However, the horses were
kept separate from their riders, and were
undercoated Skull White instead of black. A wash
of watered-down Fortress Grey was applied all
over the horses, before highlighting the raised
areas with Skull White. The saddles and the gold
areas were painted in the same way as the brown
cloth and gold armour on the Warriors.

Guards of the
Galadhrim Court

The pike-armed Galadhrim
were largely painted using
the techniques already
described. The white
plumes and fur lining of
the cloaks were painted
with a 1:1 mix of
Astronomican Grey and
Skull White, overlaid with
a Skull White drybrush.
The bottom of the cloaks
were weathered with a
light drybrush of Khemri
Brown to suggest mud
(Dirty Elves? That must be
a first! — Ed).
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‘EAVY METAL GALADHRIM WARRIORS

For a more measured approach than Chris’s super-fast
method, 'Eavy Metal have developed a four-stage tutorial
for rank-and-file Elves. Following this method may not win
you a Golden Demon statuette, but it is a highly effective
way of getting a very well-painted Galadhrim Elf force on
the tabletop.

The Elf’s skin was first given a coat
of Tallarn Flesh.

After the Chaos Black
undercoat the first stage is
basecoating — simply block
in the required area with
the correct colour. It is best
to build up the coat over
several thin layers rather
than a thick, gloopy one.

The armour was painted with a

smooth, even coat of Shining Gold.

The skin had a thin wash of
Devlan Mud applied to it.

The next stage mainly used
washes and darker colours
to add shade to the
recessed areas. The
exception is the cloak,
which is already very dark
and therefore required the
first highlight stage instead.

Gryphonne Sepia was applied to
the armour.
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Once you've painted a few companies of Elves you
can then unleash your raw painting skills on your heroes —
we've showcased Haldir as just such an example on page
101. Most experienced painters like to work this way,
painting a large block of troops and then rewarding
themselves with a ‘treat’ such as a character model.

The hair was painted Vomit Brown. The fletching was painted with
Bleached Bone, and the arrow

shafts with Scorched Brown.

The cloak was painted with a 1:1
basecoat mix of Regal Blue and
Chaos Black.

The tunic was basecoated with
Dark Flesh.

Devlan Mud was used as a wash
on the fletching of the arrows. The
bow and arrow shafts were left
alone for this stage.

The hair was also washed with
Devlan Mud.

The tunic was highlighted with
Scab Red.

A highlight of pure Regal Blue was
applied to the raised folds and
creases of the cloak.



Tallarn Flesh was re-applied to the
raised areas of the Elf’s face, neck
and hands.

Stage 3 is about refining
the shaded areas. This
could mean bringing some
back to a mid-tone, whilst
other areas are highlighted
further. The only mixing
involved are simple two-
colour blends.

The armour was given a wash of
Devilan Mud.

The face and hands were given a
final highlight with a 2:1 mix of
Bleached Bone and Tallarn Flesh.

At this stage you need to
apply the final highlights,
and finesse the paint job
by neatening up each area.
Of course, you can take
this even further if you
want to, adding more
highlights and subtler
blending to further

enhance the miniature. )
A 1:1 mix of Shining Gold and

Mithril Silver was applied to the
edges of the armour.

The hair was carefully highlighted
with a 2:1 mix of Vomit Brown and
Skull White.

Like the armour, the tunic was also
given a wash of Devlan Mud.

A 2:1 mix of Skull White and
Vomit Brown was used as the final
highlight for the hair.

The tunic was highlighted with a
1:1 mix of Scab Red and Vomit
Brown, followed by a final
highlight of pure Vomit Brown.

Dark Flesh was painted onto the
bow and the arrow shafts, while
Bleached Bone was used to bring
the fletching back to a mid-tone.

The cloak was given a further
highlight, this time a 2:1 mix of
Space Wolves Grey and Regal Blue.

The arrow shafts were highlighted
with a 2:1 mix of Bleached Bone
and Scorched Brown. The fletching
was painted with a 1:1 mix of
Bleached Bone and Skull White.

A 1:1 mix of Space Wolves Grey
and Regal Blue was applied to the
most prominent areas of the cloak.

Galadhrim Iconography

Here are some Elven icons, perfect for banners or to be
copied onto your model in freehand if you so wish. It's
always a good idea to practise your chosen design on
paper before trying it out on your precious model.

v
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'‘EAVY METAL GALADHRIM HORSES

While the Galadhrim Knights were painted using the exact actual techniques used were largely the same: a block
same methods described on the previous two pages, the colour first, followed by shading, then resetting the mid-
horses needed a different approach. Nevertheless the tone before finishing with a highlight.

The flesh was painted The saddle blanket was painted
Astronomican Grey while the Dark Flesh. The top layer of cloth
mane and tail were painted with used the same mix as the cloak,
Codex Grey. and Astronomican Grey was used

on the decorative seams.

The horse’s flesh, mane and tail The two cloth areas on the saddle
were given a wash of Badab Black. blankets were highlighted with Regal
Blue and Scab Red respectively.

The mane and tail were highlighted The saddle blankets were washed

with Fortress Grey. The flesh was with Devlan Mud. The blue cloth
painted Astronomican Grey, followed — was then highlighted with a 2:1
by a 1:1 mix of Astronomican Grey mix of Space Wolves Grey and
and Skull White. Regal Blue.

The flesh was highlighted with The red blanket was highlighted
Skull White. The final layer on the with a 1:1 mix of Scab Red and
mane and tail used a 1:1 mix of Vomit Brown, and the blue cloth
Fortress Grey and Skull White. with a 1:1 mix of Space Wolves

Grey and Regal Blue.
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GALADHRIM COLOUR SUGGESTIONS

Nick Bayton and Chris Peach have come up with a few

The gold, blue and grey colours inspired by the movies is
by no means the only way to paint your Galadhrim. Below

Nick used light colours, white and
metallics with a high sheen on this
Elf. For the armour he used a
basecoat of Chainmail followed by
a thin wash of Devlan Mud before
highlighting up with Mithril Silver.

The armour plates and helmet on
this Elf was painted up as a red
lacquer. A basecoat of Scab Red
was first highlighted with Blood
Red and then Baal Red on the
edges. Blazing Orange was used as
a final, extreme highlight.

Showcase

suggestions; why not invent your own Elven warhost!

The greens on this model are there
to evoke a woodland theme; after
all Lothlérien is a forested realm!
The tunic was painted Dark Angels
Green, with a Scorched Brown
shade and a Bleached Bone
highlight. The cloak had a
Catachan Green basecoat
highlighted with Fortress Grey.

Muted greys were used on this
figure’s armour rather than bright
metallics. Gold was used only as a
spot colour. The armour basecoat
was painted Boltgun Metal
followed by a heavy Badab Black
wash and highlighted again with
Boltgun Metal.

Chainmail

For the chainmail, a basecoat
mix of Shining Gold and
Scorched Brown was used. This
was worked up to pure Shining
Gold over a series of thin layers.
Shining Gold and Mithril were
mixed and used as the highlight,
blended upwards until pure
Mithril Silver was used. The
chainmail was then washed
with Gryphonne Sepia, followed
by a wash of Ogryn Flesh.

Armour

The armour was painted using the same
method as for the chainmail, excluding the
washes. A wash of Thraka Green was used and
when this was dry it was followed by a wash
of Devlan Mud. The green in the armour works
as a great contrast to the red cloak. To make
sure the green wasn't too strong, it was toned
down with a thin wash of Devlan Mud.

To lead your brave Elves to battle, you’ll need a hero, and Haldir is just one such EIf character available in the
Citadel range. Keith Robertson gave it the full "Eavy Metal treatment, and we asked him for a few key pointers.

Hair

For Haldir’s distinctive blond
locks, a basecoat of Khemri
Brown was first applied.
Gryphonne Sepia was then
washed over the hair. Once dry, a
highlight of Desert Yellow was
applied, followed by a final
highlight of Bleached Bone.

Cloak

The cloak started with a basecoat
of Mechrite Red, followed by a
Badab Black wash.

The cloak was then highlighted
with Mechrite Red, which was
gradually blended with Vomit
Brown until pure Vomit Brown
was used for the final layer.
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Games Day & Golden
Demon is Games
Workshop's premier
event in the world,
designed to highlight
the size, splendour
and excitement that is
our hobby.

Last year’s Slayer Sword winner,
Fernando Prieto celebrates his
amazing victory.

Golden Demon is Games Workshop’s premier painting event.
Every year thousands of entrants take part, all hoping to win a
highly prized Golden Demon statuette.

Gategory 1

Any single human-sized Warhammer 40,000
miniature mounted on an appropriately sized
gaming base. This category includes Terminators
but other models supplied with 40mm and larger
bases should be entered in the Warhammer
40,000 Monster category. Models on larger bases
should be entered into another category. Note
that bike-mounted character models must be
entered in the Vehicle category. Single miniatures
from Forge World’s Imperial Armour may be
entered in this category.

Space Marine
Fernando Prieto

- Tick

Tickets on sal
and gener
0115 91 40000




Gategory 2 WARHAMMER 40,000 SQUAD

This category is for Warhammer 40,000 squads or
squadrons of five or more models. This is also the
category for Epic 40,000 detachments and includes
gangs and mobs from Necromunda. All squads must
be ‘legal’ in game terms. Judges will be looking for
units that best exemplify the qualities and character of
the army they represent.

This category DOES include squadrons of bike-
mounted models provided they are organised into a
unit of five or more models. Larger vehicle models
should be entered into Category 3. All models should
be mounted on an appropriately sized gaming base.
Units or squads of models from Forge World’s
Imperial Armour may be entered in this category.

SILVER
Ork Big Mek and Nobz
Matt Kennedy

Gategory 4 WARHAMMER 40,000 MONSTER

This category is for any single large Warhammer
40,000 model mounted on an appropriately sized
gaming base. This covers models like the Avatar,
Ogryns, large Tyranids, Ork Warbosses, etc.
Monstrous creatures from Forge World's Imperial
Armour may be entered in this category.

Daemon Prince
Vladd Junger

Gategory 3 WARHAMMER 40,000 VEHIGLE

This category is open to single Warhammer 40,000
vehicles, Dreadnoughts and walker models. It also
covers single bike-mounted characters if this is
appropriate to the army in question (eg, a Space
Marine Captain on a bike). Battlefleet Gothic
spaceships can be entered into this category as well.
Although most of these models tend not to be
supplied with a base, it is quite acceptable for you to
mount the vehicle on a modest base (no more than
20mm larger than the vehicle itself). Vehicles from
Forge World’s Imperial Armour may be entered in this
category.

GOLD >
Macharius Vanquisher
Ben Jarvis

WARHAMMER SINGLE MINIATURE |

This is open to any single fantasy miniature
(Warhammer, Mordheim and Blood Bowl). This
includes single models on horses, boars or wolves,
but not those mounted on large monsters. All models
must be presented on an appropriately sized gaming
base. Generally these will
be 20mm or 25mm
square bases for foot
figures and 25 x 50mm
cavalry bases for mounted
models, although
appropriately sized
circular bases may be
used if preferred.

Category 5

Undead Zombie
Dave Neild
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Gategory 6

This is for Warhammer regiments, Mordheim
warbands, Warmaster brigades and Blood Bowl
teams. The entry must consist of a minimum of five
models mounted on their standard gaming bases.
Regiments must be legal units in game terms. The
judges will be looking for units that best exemplify the
qualities and character of the army they represent. In
particular, we will be looking at leaders, standard
bearers and musicians of Warhammer regiments.

BRONZE
Goblin Wolf Riders
Bill Doran

Category 8

This category comprises two
single models mounted on a
single 40mm or 50mm
Slottabase. The judges will be
looking for a dynamic pairing
of two well-matched opponents
in some kind of combat or
other dramatic situation.
Models may be from the
Warhammer, Warhammer
40,000 or The Lord of The
Rings ranges.

bark Angel
& Raptor
Rob Cardiss

This category is open to all Warhammer monsters on
40mm and 50mm square bases and the really large
monster models that are not normally supplied with a
base or are simply too big for one! This covers
Dragons, chariots, war machines and all large ridden
monsters (eg, an Orc Warlord on War Wyvern).
Models should be mounted on an appropriately sized
gaming base. Models on large scenic bases should be
entered in the
Diorama category
instead.

GOLD
Giant
Julien Casses

Entries for this category consist of a diorama based on
the worlds of Warhammer, Warhammer 40,000 or The
Lord of The Rings. The display must not be larger than
30cm x 30cm and the maximum permitted height is
30cm. The subject of the diorama should be
appropriate to the background of Warhammer,
Warhammer 40,000 or The Lord of The Rings, but
otherwise there are no restrictions on the battle
scene’s theme
or content.

Wood EIf Dryads
Julian Bayliss
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Gategory 10

This is the category for large-scale gaming or display
models. The entry should be a single model and it
may be mounted on a plinth or display base. Scratch-
built models may be entered in this category, as
should Inquisitor models. Please note that due to the
nature of our license, we cannot accept scratch-built
models based upon The Lord of The Rings intellectual
property. Forge World single miniatures, squads
and/or units, vehicles and monstrous creatures should
be entered in Categories 1, 2, 3 or 4 respectively.

Logan Grimnar
Adrian Bay

The Young Bloods 2009

The Young Bloods painting competition is open to any
competitors aged 14 years or under. Your entry should
consist of any single human-sized Citadel miniature
either Warhammer, Warhammer 40,000, Mordheim,
Necromunda, Blood Bowl or The Lord of The Rings,
mounted on an appropriately sized gaming base.
Models must be single foot figures — no mounted
models or groups. This category includes Terminators
but other models supplied with 40mm and larger
bases should be entered in another category. The
judges will be looking for well-
painted and well-presented
models. Paint schemes should
demonstrate originality,
imagination and
consistency with the spirit
of the game worlds.

BRONZE

Imperial Pilot
Ari Nielsson

THE LORD OF THE RINGS SINGLE MINIATURE

This is open to any single miniature from The Lord of
The Rings range of models. All models must be
presented on their standard gaming base.

Gategory 11

BRONZE

Boromir
Anna Shestakova

The Open Competition 2009

As always, the Open competition is your opportunity
to let your imagination run riot. Anything goes! Your
entry could be a single model, a sweeping diorama or
whatever takes your fancy. Please note that we will
not accept artefacts into this category. Golden Demon
is a miniature painting competition and we would like
your entries to reflect that. Entries should be no larger
than 60cm by 60cm.

We are looking for well-painted and brilliantly
executed models that really capture the essence of our
fictional worlds, but also the spirit of what fantasy and
science fiction modelling can be at its best.

This is one of the hardest
competitions to win, not least
because we encourage Games
Workshop employees to enter.
Our staff are not permitted
to enter any other ;
categories, so this is
their one chance for
glory in the
Golden Demon
competition.

GOLD

Marneus Calgar
Joe Tomaszewski
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13th) Warhammer 40,000
Battlefields

Date: 13th-14th June, 2009 AT
Venue: Warhammer World, Nottingham

Age Limit: 12+ Players between the ages of
12 and 15 must be accompanied by an adult.
Details: Test your leadership skills to the limit
in this unique Warhammer 40,000 event.
Aimed at the more experienced general, this
two-day event will test your abilities as a
leader and master tactician as you do battle
to claim honour and glory.

Tickets: Tickets cost £55 per player and
includes lunch on both days, an evening
meal on the Saturday night, tea and coffee at
the start of both days and doughnuts to get
you started on Saturday morning.

Contact: Mail Order — 0115 91 40000
Website: www.warhammerworld.org

14th The I'enmne Plllage

Date: 14th June, 2009
Venue: Belgrave Social Club, Hallfax
Details: The Pennine Raiders invite you to
take part in their annual Warhammer pillage
of Thursdale. The campaign consists of four
linked scenarios and a separate magic duel. If
you are insane enough to take part, you will
need a 1200 point Warhammer army and an
extra wizard.
Tickets: Tickets cost £10 and includes four
games, a hot lunch, as well as prizes and
certificates for the winners.
Contact: For further details and a rulespack,
contact either:
Peter — 01422369834
hardpin@tiscali.co.uk
Greg — 07702849368
greg_richardson@hotmail.com

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

21th Dutch Warhammer
Grand Tournament

Date: 27th-28th June, 2009
Venue: Sporthal University of Tilburg,
Academielaan 5, Tilburg, The Netherlands
Age Limit: 16+

Details: Compete in this year’s Dutch
Warhammer Grand Tournament to become
the greatest general of the realm. Players will
need a 2200 point Warhammer army and
play in five rounds over two days.

Tickets: Tickets cost €55 per player and
includes lunch on both days, an evening
meal on the Saturday night.

Tickets available from the online store or
Dutch Hobby Centres.

Contact: martina.jiricka@games-workshop.co.uk
Website: www.games-workshop.com

21th’ Fields of Blood

Date: 27th-28th June, 2009
Venue: Queen’s University, Belfast, Ireland
Details: Fields of Blood is Games Workshop's
annual tournament held once again during
Belfast’s Q-Con gaming convention. This year
we will be running a Warhammer 40,000
tournament on Saturday 27th June and a
Warhammer tournament on Sunday 28th
June. Each tournament will consist of three
games over one day.

You will need a fully painted 1750 point
army for Warhammer 40,000 and/or a 2000
point army for Warhammer to compete.
Tickets: Entry to one tournament costs £25.
Entry to both tournaments costs £30. Both
tickets include Q-Con ticket. Tickets available
from Games Workshop Belfast.

Contact: GW Belfast — (0044) 028 90 233 684

TOURNAMENTS

WARHAMMER
" 40,000

COMING SOON  wnrmmanmeEs

Event information correct at time of going to press. Games Workshap is not responsible for events not run by Games Workshop.
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11t The Lord of The Rings

£

Date: 11th-12th July, 2009 W
Venue: Warhammer World, Nottingham

Age Limit: 12+ Players between the ages of
12 and 15 must be accompanied by an adult.
Details: Compete in this relaxed tournament
with a friend as your ally. Designed to
challenge players’ abilities to work together to
defeat all comers, who will emerge as this
year’s The Lord of The Rings Doubles
Champions?

Each team will need two fully painted
forces: one Good, one Evil, selected from the
Legions of Middle-earth supplement. Each
force must be made of two 350 point
contingents.

Tickets: Tickets cost £85 per two-player team
and includes lunch on both days, an evening
meal on the Saturday night, tea and coffee at
the start of both days and doughnuts to get
you started on Saturday morning.

Contact: Mail Order — 0115 91 40000
Website: www.warhammerworld.org

Doubles Tnurnamqnt

18th’ Tactica 200

Date: 18th-19th July, 2009 i
Venue: Warhammer World, Nottingham
Details: The fortress world of Lenton has been
besieged by aliens and heretics for as long as

anyone can remember. While the enemies of

the Imperium still march on this cursed rock,

there can be only war!

Fight for your own glory, and that of your
club in the face of the most complete tactical
challenge. Compete in all nine scenario
variations from the Warhammer 40,000
rulebook over two days of fanatical fun! Each
player will need a fully painted 1000 point
Warhammer 40,000 army.

Tickets: Tickets cost £40 per player and
includes lunch on both days, and tea and
coffee at the start of both days.

Contact: events@gamingclubnetwork.org
Website: http://tactica.gamingclubnetwork.org

A

15th-16th
August

2009

Warhammer 40,000 army.

advise and coach on all these areas.

Our goal is for hobbyists to learn a variety of skills
and techniques that they can apply to their future
modelling, gaming or painting projects. To help learn
these skills we provide Hobby Camp Coaches, who

The Warhammer World Hobby Camps currently cost
£186.00, and includes a Large Army Carry Case, a

27th-31st Warhammer & 12-16%
July Warhammer 40,0000
3rd-7th Warhammer & 164+
August Warhammer 40,0000
summer I'“m'w camns 10th-14th Warhammer & N
Want to try something different during the School August Warhammer 40,0000 12-16
Holidays? Fancy assembling, painting and gaming with
a brand new Warhammer or Warhammer 40,000 army? 17th-21st Warhammer & 12-16*
Then the Warhammer World Hobby Camps might just August Warhammer 40,0000
be the thing for you!
At each camp a group of gamers get together with 24th-28th Warhammer & 12-16*
like-minded hobbyists and spend the week assembling, August Warhammer 40,0000
painting and gaming with a brand new Warhammer or *Parents may attend with their children

Matt Lincoln on:

Battalion or Battleforce of your choice and a cooked
lunch with a dessert and a drink each day. We'll also
provide the tools, paints, brushes and materials you
need to create a battle-ready army.

For more details and to make a booking, contact

matthew.lincoln@games-workshop.co.uk

To find more exciting events and activities near you, go to:

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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STORE FINDER

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

GLMES WORESHGP Hohby Centres

OPENING TIMES

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

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

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

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

www.games-workshop.com

FRONTLINE

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

the store listings.

Range of products
Our Hobby Centres stock a large range of
Warhammer 40,000, Warhammer and The
Lord of The Rings games and models as
well as all the hobby materials you need to
collect, build and paint your armies.
However, if ever you're looking for
something not on the shelves, all our stores
also have a webstore order point through
which you can choose from our entire
range of Citadel miniatures, including the
Specialist Games and Collectors ranges
and the ever-expanding range of Bitz Packs
which allow you to customise your armies.
What's more, have your order sent to
the store, and we’ll send it POST FREE!

Gaming Rooms

Gaming Rooms are exactly the same as our

other Hobby Centres. However, as well as
offering our complete range of products,
they also have 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!



GAMES WORKSHOP

Independent Stockists

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

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

MOST POPULAR STOCK LINES

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

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

Games Workshop products are sold by a large number of

shops in many different countries across the world.

IN THIS DIRECTORY

AROUND THE WORLD

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

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

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

Store Directory

GW BRISTOL:

87 The Horsefair, B51 3jR

Tel: 0117 925 1533

GW BRISTOL (CRIBBS CAUSEWAY):
Unit 129, The Mall, BS34 SUP

Tel: 0117 959 2520

BRISTOL, Area 51:

Tel: 0117 9244635

BRISTOL, HobbyCrait:

Tel: 0117 959 7100

GW BEDFORD:

10 Greviriars, MK40 1HP

Tel: 0123 d}? iMB
LUTON,

rd.mm ) 001

LUTON, Ottakers:

Tel: 01582 486999

CRANFIELD, Wargames Workshop:

Tel: 01234 756923

* GW MAIDENHEAD:

Unit 2, 17 Marke! Street, SL6 BAA
Tel: 0162 863 1747

GW READING:

29 Oxford Road, RG1 7QA

Tel: 0118 959 8693

GW WINDSOR:

Unit 3, 6 George V Place, S14 10P
Tel: 01753 861087
BRACKNELL, Waterstones:
Tel: 01344 488124

NEWBURY, Toycraft:

Tel: 01635 38077

READING, HobbyCraft:
Tel: 0118 902 8600
WINDSOR, W] Daniels:
Tel: 01753 862106

BIRMINGHAM AREA

GW BIRMINGHAM:

Unit L16, Bullring Link, B5 488

Tel: 0121 633 7193

GW DUDLEY:

Unit 36, Merry Hill Centre, DY3 18P
Tel: 0138 448 1818

GW SOLIHULL:

690 Warwick Road, B9 3DX

Tel: 0121 705 7997

* GW SUTTON COLDFIELD:
45-47 Birmingham Road, 872 1RH

Tel: 0121 354 3174

GW WALSALL:

Unit 26, Old Square Shopping Centre, WS1 10F
Tel: 0192 272 5207

GW WOLVERHAMPTON:

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 6543

GW HIGH WYCOMBE:

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

GW MILTON KEYNES:

Unit 2, 504 Silbury Boulevard, MK9 24D
Tel: 0190 B69 0477

AYLESBURY, Bear Necessilies:
Tel: 01296 421098

BUCKINGHAM, Abacus Toys:
Tel: 01280 821815

MILTON KEYNES, HobbyCraft:
Tel: 01908 308 330

MILTON KEYNES, Jayz Crafts:
Tel: 01908 565578

* GW CAMBRIDGE:

54 Regenl Street, CB2 1DP
Tel: 0122 331 3350

GW PETERBOROUGH:
3 Wentworth Street, PE1 1DH
Tel: 01733 890 052

, Gamers:
Tel: 01480 217 443
ELY, City Cycle Centre:

Tel: 1353 663131

HUNTINGDON, Sports & Fashions:
Tel: 01480 454541

PETERBOROUGH, The Rift:
Tel: 01733 341007

WISBECH, Poppycraft:

Tel: 01945 475596

WISBECH, Prams & Toys:

Tel: 01945 564142

CHANNEL ISLANDS

JERSEY, ST. HELIER, The Little Shop:
Tel: 01534 732187

GUERNSEY, ST. PETERS PORT, Carousel:
Tel: 01481 721721

* GW CHESTER:

114 Foregate Street, CH1 1HB,

Tel: 124 431 1967

* GW MACCLESFIELD:

A1 Church Street, SK11 6LB

Tel: 0162 561 9020

GW STOCKPORT:

32 Mersey Square, SK1 1RA.

Tel: 0161 474 1427

GW WARRINGTON:

Unit 20, Bank Street, Time Square, WAT ZAP
Tel: 0152 565 1984

ALTRINCHAM, The Gaming Crypt:
Tel: 0161 929 9919

BIRKENHEAD, K|| Shop

Tel: 0151 647 9067

CHESTER, HobbyCraft:

Tel: 01244 650 110

CONGLETON, Deans Toys & Cycles:
Tel: 0126 0273277

CREWE, ABC Model Sport:

Tel: 01270 505 048

CREWE, Jac in a Box:

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

ELLESMERE PORT, W Homer Cycles:
Tel: 0151 3552130

MARPLE, Marauder Games:
Tel: 0161 4274949

NANTWICH, HobbyCraft:

Tel: 0845 051 6537

NESTON, Carousel:

Tel: 0151 336 621

NORTHWICH, Level 1:

Tel: 01606 45053

NORTHWICH, The Model Shop:
Tel: 01606 47740

STALYBRIDGE, Hardcastles:

Tel: 0161 303 9402

STOCKPORT, HobbyCrait:

Tel: 0161 429 5400

STOCKPORT, Marauder Games:
Tel: 0161 477211

HYDE, Gnsllngs Toymaster:

Tel: 0161 427 2099
WARRINGTON, HobbyCraft:
Tel: 0845 051 6541

WIDNES, The Hobhy Shop:

Tel: 01514 241 94

CLEVELAND

* GW MIDDLESBROUGH:
Unit 33, 39 Dundas Street, 151 THR
Tel: 0164 225 4091
HARTLEPOOL, Illusions:

Tel: 01429 233 199
NORMANBY, PC Tech:

Tel: 01642 461010

REDCAR, PC Tech:

Tel: 01642 4810888

CORNWALL

GW TRURO:

Unit 1, Bridge House, New Bridge Street, TRT 2AA
Tel: 0187 232 0047

CALLINGTON, Zaggy Games:

Tel: 01579 384 837

CAMBORNE, Exit:

Tel: 01209 610224

BODMIN, Bricknells:

Tel: 01208 77088

BUDE, More Value:

Tel: 01288 352 362

CAMBORNE, Kernow Model Rail Centre:
Tel: 01209 713099

FALMOUTH, Kernow Toymaster:

Tel: 01326 312 571

FRADDON, Kingsley Village:

Tel: 01726 861111

HAYLE, Blewetts of Hayle:

Tel: 01736 753 012
HELSTON, Exit:
Tel: 01326 565117

LISKEARD, Trago Mills:

Tel: 01579 348 877
NEWLYN, Newlyn Post Office:
Tel: 01736 3164592

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 Road, DiH1 450

Tel: 0191 374 1062

GW DARLINGTON:

78 Skinnergate, DL 74X

Tol: 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, HobbyCraft:
Tel: 0845 051 6559

STOCKTON ON TEES, Stockton Modeller:
Tel: 01642 616 680

* GW CARLISLE:

Unit 2, Earls Lane, CAT 1DP

Tel: 0122 859 8216
BARROW-IN-FURNESS, Heaths:
Tel: 01229 620 435
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 864 475

WIGTON, Jacksons Diecast Models:
Tel: 01697 342 557
WORKINGTON, ToyTown:

Tel: 01900 873 322

DERBYSHIRE

GW DERBY:

#2 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: 01298 24203

CHESTERFIELD, Chesterfield Department Store:
Tel: 01246 220 200

GLOSSOP, Wain Services:

Tel: 01457 833 548

ILKESTON, Ilkrslun Co-op:

Tel: 01159 327 7

MATLOCK, Shawes.

Tel: 01629 582 482

RIPLEY, Chimera Leisure:

Tel: 01773 747849

* GW EXETER:

I1a Sidwell Street, EX$ 6NN

Tel: 0139 249 0305

GW PLYMOUTH:

B4 Cornwall Street, PLT 1LR

Tel: 0175 225 4121

GW TORQUAY:

12 Market Street, TQ1 3AQ

Tel: 0180 320 1036

BARNSTAPLE, The Battlezone:
Tel: 01271 321 344

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

BRIXHAM, The Brixham Model Centre:
Tel: 01803 882555

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

EXETER, Eldritch Games:

Tel: 06458389856

EXMOUTH, Gamezone Models:
Tel: 01395 267 731

HONITON , Honiton Toy Shop:
Tek 01404 43741

GAMES WORKSHOP HOBBY CENTRE
1) Indicates Gaming Room facilities,

HOBBY STOCKIST e
Difers a hobby gaming and painting service.

NE ELITE STORE

NE PARTNER STORE
Stocks most of the Games Workshap range.

INDEPENDENT STOCKIST
Oiiicial sellers of Games Workshop products.”

Stocks the complete Games Warkshap range and offers introductory gaming and painting lessans.

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

ILFRACOMBE, K] Hobbycraits:
Tel: 01271 879502

KINGSBRIDGE, The Trading Post:
Tel: 01548 852 923

NEWTON ABBOT, Austins:

Tek: 01626 333 444

NEWTON ABBOT, Dragon’s Cave:
Tel: 01626 3134999

PAIGNTON, Paignton Model Shop:
Tel: 01803 555082

PLYMOUTH, Model Shop:

Tel: 01752 221 851

TAVISTOCK, Kaleidoscope:

Tel: 01822 615 236

TEIGNMOUTH, Jackmans Toybox:
Tel: 01626 778 260

TIVERTON, Banbury’s:

Tel: 01884252627

TORQUAY, Action Model Centre:
Tel: 01258 480999

TORRINGTON, Toyzone:

Tel: 01605 624 790

TOTNES, Finishing Touches:

Tol: 01803 862244

GW BOURNEMOUTH:

24 Post Office Road, BH1 1BA

Tel: 0120 231 9292

* GW POOLE;

Unit 12 Towngate Centre, BH15 1ER

Tel: 0120 268 5634

BLANDFORD FORUM, Inspirations:
Tel: 01258 480999

BOURNEMOUTH, Bascombe Precinct Post Office:
Tel: 01202 ND‘IIS

BOURNEMOUTH, Hobbycrafi:

Tol: 01202 582 444

BRIDPORT, Frosts Toymaster:

Tel: 01308 422 296

CHRISTCHURCH, Christchurch Post Office:
Tel: 01202 485511

DORCHESTER, Dorchester Toys:

Tel: 01305 261 152

SHAFTESBURY, Hardings:

Tol: 01747 58295

SHERBOURNE, The Corner House:
Tel: 01935 815 615

SHERﬂOURNE, The Toy Barn:

Tel: 01935 B1

WEYMO H Huwluysiuymaster.
Tel: 01305 77925

ESSEN

GW CHELMSFORD:

Unit 4, The Meadaws Centre, CM2 GFD.
Tel: (1124 549 0048

GW COLCHESTER:

2 Short Wyre Street, CO1 1LN

Teh: 0120 676 7279

GW SOUTHEND:

12 Southchurch Road, 551 2NE

Tel: 0170 246 1251

GW THURROCK:

Unit 4158, Level 3,

Lakeside Shopping Centre, RM20 27|
Tel: 0170 B8G 7133

SAFFRON WALDEN, Game On:
20 High Street, Tel: 01799 506 070
BASILDON, HobbyCraft:

Tel: 01268 240 100

BRENTWOOD, B&M Cycles:

Tel: 01277 214 342

CLACTON ON SEA, Clacton Art & Crait Centre:

Tel: 01255 436 346

COLCHESTER, 4TK Gaming:

Tel: 01206 756300

HARLOW, Marquee Models:

Tel: 01279 423 334

HORNCHURCH, Tole Haven:
Tel: 01708 475051

MALDON, Colin Bliss Models:
Tel: 01621 651 327

RAYLEIGH, Tnys N Tuck:

ln{ 01268 775 50

Tl 01245 629?%‘“ mm
GLOUCESTERSHIRE

GW CHELTENHAM:

16 Pittville Street, GL52 21)

Tel: 0124 222 8419

GW GLOUCESTER:

35 Clarence Street, GL1 1EA

Tel; 0145 250 5033

BOURTON ON THE WATER,
Bourton Model Railway:

Tel: 01451 820 686
GLOUCESTER, HobbyCraft:
Tel: 01452 424 999

STOW ON THE WOLD, Cleaver Models:
Tel: 0145830424

STROUD, Antics:

Tel: 01453 764 487
TEWKESBURY, Toy Zone:

Tel: 01684 295 776

HAMPSHIRE

GW BASINGSTOKE:

3 Patrers Walk, RG21 7GQ

Tel: 0125 646 6050

GW PORTSMOUTH:

34 Arundel Street, PO INL

Tel: 0239 287 6266

GW SOUTHAMPTON:

23 East Street, SO14 THG

Tel: 0238 033 1962

GW WINCHESTER:

35 Jewry Streel, SO23 BRY

Tel: 0196 286 0199

ALDERSHOT, The Game Shop:

Tel: 01252 311 443

ALTON, Alton Model Centre:

Tel: 01420 542 244

ANDOVER, Hoggosaurus Toymaster;
Tel: 01264 352 263

BOTLEY, Just Add Imagination:

Tel: 01489 781 177

FARNBOROUGH, Dark Star:

Tel: 01252 545019

GOSPORT, TN Ilao[q and Wargames:
Tel: 02392

HAVANT, HDhbyCraﬂ:

Tel: 0845 051 6554

LYMINGTON, HE Figgures:

Tel: 01590 672002

MILFORD ON SEA, Milfard Models and Hobbies:
Tel: 01590 642 112

NEW MILTON, Toys of New Milton:
Tel: 01425 617 805

PETERSHELD, Folly Models:

Tel: 01730 267 932

RINGWOOD Toys of Ringwood:

Tel: 01425 479

ROMSEY, Raundahoul:

Tel: 01794 512 145

www.games-workshop.com
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SOUTHAMPTON, HobbyCraft:

Tel: 0845 051 6521

SOUTHSEA, Southsea Models:

Tel: 02392 733 208

WATERLOOVILLE, Forever Toys Ltd:
Tel: 02392 266 253

WATERLOOVILLE, Paul’s Hobby Shop:
Tel: 01705 259 186

GW HEREFORD:

40 Eign Gate, HR4 0AR

Tel: 01432 355 040

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

ROSS ON WYE, Revolutions:

Tel: 01989 562 639

GW HEMEL HEMPSTEAD:

16 Bridge Strect, HPY 1EF

Tel: 0144 224 9752

GW ST ALBANS:

18 Heritage Close, AL3 4EB

ABBOTS LANGLEY, The Bt Shop:
ABBOTS , The Bal g
Tel: 07003 400 359

BARNET, Toys Toys Toys:

Tel: 0208 449 0966

BERKHAMSTEAD, Hamiins:

Tel: 01442 864 642

BISHOP'S STORTFORD, Boardmans:
Tel: 01279 654 033

HITCHIN, Mainly Models:

Tek: 01462 422 204

STEVENAGE, HobbyCraft:

Tel; 0845 051 6553

STEVENAGE, KS Models:

Tel: 01438 746 616

WELWYN GARDEN CITY, Fun House Toy Store:
Tel: 01707 391 319

i
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WATFOKD, HobbyCraft:
Tel: 0845 051 6538

DOUGLAS, Toymaster:

Tel: 01624 622 154

RAMSEY, Creativity and Craft:
Tel: 07624 436345

ISLE OF WIGHT

COWES, Chivertons Newsagents:
Tel: 01983 292 013

NEWPORT, Cheap Thrills:

Tel: 01983 530 570

NEWPORT, Toy & Models:

Tel: 01983 5248 258

RYDE, The Sports & Model Shop:
Tel: 01983 862 454

KENT

GW BLUEWATER:

Unit 0528, Upper Thames Walk, Bluewater, DAS 950,
Tel: 0132 242 7880

GW CANTERBURY:

Unit 5, Iron Bar Lane, CT1 2HN

Tel: 0122 745 2060

GW MAIDSTONE:

7a Pudding Lane, MET4 1PA

Tel: Di62 267 7435

GW TUNBRIDGE WELLS:

36 Grosvenor Road, TNT 2AP

Tel: 0189 252 5743 i
ASHFORD, GZ Computers Ltd:
Yel: 01233 643996

BEXLEY HEATH, Kit Krazy:

Tel: 0208 298 7177
BROADSTAIRS, Time & Space:
Tel: 01843 B66 006

CHATHAM, Maynes:

Tel: 01634 400 031

CRAYFORD, HobbyCraft:

Tel: 01580 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:
Tel: 01474 564 465

GRAVESEND, The Stamp Centre:
Tel: 01474 534 166

HASTINGS, Hastings Hobbies:
Tel; 011424 200021

HERNE BAY, Spearmgs'

Tel: 1227 374 049

HYTHE, Apple Jax

Vel: 01303 262 602
MAIDSTONE, thby(raft'
Teli 01622 623 7

ORPI NGTON, ]H Lorimer:
Tel: 01689 823193
SEVENOAKS, JH Lorimer:
Tel: 01732 452 840
SEVENOAKS, Manklows;
Tel: 01732 454 952

GW BLACKPOOL:

& Birley Street, FY1 10U

Tel: 0125 375 2056

GW BOLTON:

Uinit 14 (1t flor), Crompton Place, BLY 1DF
Tol: (120 436 2131

GW PRESTON:

15 Miller Arcade, PR 2QY

Tel: 0177 262 1855

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

BLACKBURN, Batcave:

Tel: 01254 667 488

BLACKBURN, Mercer & Sons:

Tel: 0125 4508 700

BOLTON, HobhyCraft:

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 B0 486

LEIGH, Toymaster:

Tel: 01942 671 116

MORECAMBE, Micro Markets:

Tel: 01524 416 306

'ORMSKIRK, Tay]ors

Tel: 01695 5735

ROSSENDALE Rossendale Models:
Tel: 01706 250 007

PRESTON, HobbyCraft:

Tel: 01772 661 200
THORNTON-CLEVELYS, Tay2save 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:

12 Biggin Street, LETT TUA

Tel: 0150 923 8107

LEICESTER, Gifts For Geeks:

Tel: 01162 533954
LOUGHBOROUGH, Wargames Inc:
Tek: 01509 235505
LOUGHBOROUGH, ZX Gamer:

Tek: 07977 503723

MELTON MOWBRAY, Cobwebs:

Tel: 01664 500700
ASHBY-DE-LA-ZOUCH, Steve’s Models;
Tel: 01530 416 827

LINCOLNSHIRE ARER

GW GRIMSBY:

9 West 1 Mary’s Gate, DNI1 1L8

Tel: 0147 234 7757

GW LINCOLN:

Unit SUA, Salt

(putside ﬂfwalznide Centre), LN2 1AP
Tel: 0152 254 4027

BOSTON, Models and Computers:
Tel: 01205 365 102

GRANTHAM, Access Models:

Tel: 01476 592 001

LOUTH, Castaline:

Tel: 01507 602 149

MABLETHORPE, Belas Toymaster:
Tel: 01507 473 328

SCUNTHORPE, Shermans Model Shop:
Tel: 01724 842 439

SKEGNESS, The Model Shop:

Tel: 01754 763 429

SPALDING, Mason's Models:

Tel: 01775 722 456

STAMFORD, Stamford Models and Hobbies:
Tel: 01780 767934

GW BRENT CROSS:

Unit P9, Lovwer Mal, Brent Cross Shapping Cenlre, NWA 3FE,
el 0206 202 4979

* GW BROMLEY:

Unit 24, The Mall, Bromley, BR1 175

Tel: 0208 466 0678

GW COVENT GARDEN:

Unit 33, The Market, WC2E 88F

Tel: 0207 240 5106

GW CROYDON:

Unit 35, Drummond Centre, Keeley Road, CRO 1TF
Tel: 0208 680 4600

GW EPSOM:

B High Streer, KT19 BAD

Tel: 01372 751881

GW KENSINGTON:

Shop 7, Lancer Square, Kensington Church
Street, Wi 4EH

Tel: 0207 937 7011

GW KINGSTON ON THAMES :

33 Fife Road, KT1 1SF

Tel: 0208 549 5224

GW LONDON (Oxiord St):

Uil F10, The Plaza Shopping Centee, 15t
Flaar, 116128 Oxford Street, WID 1LT

Tel: 0207 436 0839

GW ROMFORD:

12 Quadrant Arcade, M1 3ED

Tel: 01708 742 140

GW STAINES:

8 Clarence Streel, TW18 45P

Tel: 0176 446 0675

GW SUTTON:

Unit 26, Times Square Shopping Centre, SM1 TLF
Tel: 0208 770 9454

= GW UXBRIDGE:

Unit 32, Chequers Mall, The Pavitions.
Shopping Centre, UBS TLN

Tel: 0189 525 2800

GW WATFORD:

Unit Q, 1A Quoen Street, Harlequln Centre, WD 218
Tel: 01923 245388

GW WOOD GREEN:

Uit 93, The Mall Wood Green, High Sirect, N22 65A
Tel: 0208 BE91079

BLACKHEATH, 2nd Impressions:

Tel: 0208 B5:

CAMD
Tel: 0208 330 444
CLAPHAM, Russ:

Tel: 0207 228 6319

DULWICH, The Art Stationers:
Tel: 0208 693 5938

GR£ENFORD Hobhy(raft‘
Tel: 0208 747 7500
HAMPSTEAD, Happy Returns:
Tel: 0207 435 2431

HERNE HILL, Just Williams:
Fel: 0207 733 9955

PUTNEY, Toystop:

Tel: 0208 785 9555
ROMFORD, HobbyCraft:
Tel: 0845 051 6545

RUISLIP, John Sanders:

Tel: 01895 634 840

MANCHESTER AREA
GW ALTRINCHAM:

Unit 1, 19 Grafton Streel, WA14 10U
Tel: 0161 929 9856

FRONTLINE

GW MANCHESTER (Central);

Unit &35, Marsden Way South, Arndale Centre, M4 3AT
Tal: 0161 834 6871

GW TRAFFORD CENTRE:

Unit L40¢ Trafford Centre, M17 BBN

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:

13h Central Shopping Centre, Rancleigh Street, L1 1QE
Tek 0151 703 0963

GW SOUTHPORT:

Unit 2, The Edye, 7 Hoghton 5t PRY OTE

Tek: 0170 450 1255

WALLASEY, erral Model Shop

Tek: 0151 200 835

WIRRAL, Thmgwall Garden Centre
Tel: 0151 6480281

MIDDLESEX

EAST SHEEN, Pandemonium:
Tel: 02088 780 #66

ENFIELD, Pearsons:

Tel: 0208 373 4200

NORFOLK

GW NORWICH:

12-14 Exchange Streel, NR2 1AT

Tek: 0160 376 7656

CROMER, Cromer Furniture:

Tel: 01263 515153

EAST DEREHAM, Starlings Toymaster:

Tel: 41362 697 769

EAST DEREHAM, Youngsters World:

Tel: 01362 695 350

GREAT YARMOUTH, Kerrisons:

Tel: 11493 853691/01493 850039

HOLT, Starlings Toymaster:

Tel: 01263 713 101

HUNSTANTON, The Card Box:

Tel: 01485 834466

HUNSTANTON, Pavilion Toymaster:
Tel: 01485 533 108

NORWICH, Battlenet:

Tel: 01603 765 595
NORWICH, Langleys:

Tel: 01603 621959

NORWICH, Kerrisons:

Tel: 01603 494008

NORWICH, § P Models:

Tel: 01953 887878

SHERINGHAM, Starlings Toymaster:
Tel: 01263 822 368

TAVERHAM, Norvic Models Ltd:

Tek: 01603 865213

THETFORD, Berties Crafts:

Tel: 01842 766297

WROXHAM, Paint House Toyshop:
Tel: 01603 706 804

NORTHAMPTONSHIRE

+ GW NORTHAMPTON:

24-26 Ablngton Squars, NN1 4AA

Tel: 01604 636 687

DAVENTRY, The Games Vault:

Tel; 01327 310541

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

NORTHAMPTON, HobbyCraft:

Tel: 01604 591 800

NORTHAMPTON, Project Hydra:

Tel: 01604 63996
RUSHDEN, 0 borne Sports & Toys:
Tel: 01933 "2

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:
Willow Road, Lenton, NG7 2WS

Tel: 0115 916 8410

MANSFIELD, The Games Emporium:
Tel: 01623 640 022

NEWARK, Access Models:

Tel: 01636 673 116

NOTTINGHAM, HobbyCraft:
Tel: 0845 051 6249

WEST BRIDGFORD, Inspirations
Tel: 0115 982 1200

WORKSOP, Model Base:

Tel: 41908 501 752

GW OXFORD;

1A Bush House, New Inn Hall Street, OX1 20H
Tel; 01865 242 182

ABINGDON, Just Toys:

Tel: 01235 524 333

BANBURY, Trinder Bros:

Tel: 01295 262 546

BICESTER, HobbyCrait:

Tel: 0845 051 6557

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: 01497 835 253

WITNEY, Dentons:

Tel: 01993 704 979

HAVERFORDWEST, Emry’s:
Tel: 01437 779 646

RUTLAND

OAKHAM, Rutland County Museum:
Tel: 01572 758436

SHROPSHIRE

+ GW SHREWSBURY:

76 Market Street, SY1 1LE
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Questing Knight Games:
Telzolm J-? 747
TELFORD, Sanda Games:
Tel: 01952 676 722
BRIDGENORTH, Hobby Horse:
Tel: 0174 & 766 659
OSWESTRY, Funfayre:
Tel: 01691 670 646

SOMERSET

* GW BATH:

510 Westgate Buildings, Avon Street, BAT TUN
Tel: 0122 533 4044

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: 014538 B34 562

GLASTONBURY, PC’s PC's:

Tel: 01458 B33900

MINEHEAD, Minehead Toys & Models:
Tel: 01643 705 550

SHEPTON MALLET, Toymaster Shepton Mallet:
Tel: 01749 B72030

TAUNTON, Krackers:

Tel: 01823 335 057

TAUNTON, Hatcher & Sons:

Tel: 01823 272 277

WELLS, Wells Models and Toys:

Tel: 01749 675 262

WESTON SUPER MARE, Lloyds Toys:
Tel: 01934 418151

YEOVIL, Yeovil Collectors Centre:
Tel: 01933 433 739

YEOVIL, Witch Engine:

Tel: 01935 427077

STAFFORDSHIRE

* GW BURTON ON TRENT:

Unit B, Union Court, Union Streel, DET$ TAA
Tel: 0128 353 5865

GW STOKE:

27 Stafford St, $T1 U

Tel: 0178 220 5287

ALSAGER, Alsager Toys and Models:
Tel: 01270 882 871

BURTON, Blue Grove Racing:

Tel: 01283 512731

LICHFIELD, Digital Dragons:

Tel: 07941 637793

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

STAFFORD, SLD Models:

Tel: 01785 258 731

STAFFDRD 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 BOO

SUFFOLK

* GW IPSWICH:

3 Wesigate Streel, IP1 38)

Tel: 01473 210 031

GW WORTHING:

2 Bath Place, Warthing, BN11 38A
Tel: 01903 213 930

BECCLES, Toy Box:

Tel: 01502 712 785

BURY ST. EDMUNDS, Model Junction:
Tel: 01284 753 456

ﬂURVS‘I‘. EDMHNTJ!’;WW

BUR\‘ ST EDMUNDS Slarlmgs Toymaster:
Tel: 01284 761 646

FELIXSTOWE, Wizards Workshop:
Tel: 01394 277 233

IPSWICH, Toyworld Ipswich:

Tel: 01473 728 535

STOFT, Annatar:

Tek 01502 513477

NEWMARKET, Moons Toyland:
Tek: 01638 663 147

STOWMARKET, D | Collectables:
Tek 01449 771 015

STOWMARKET, Simpson & Sons:
Tel: 01449 612 914

SUDBURY, Tinetty's Toys:

Tel: 01707 372238
WOODBRIDGE, Toylown:

Tel: 01394 383 170

GW GUILDFORD:
Unit 1, 9/12 Tunsgate, GU1 3QT
Tel: 0148 345 1793
GW WOKING:
Unit 3, Cleaty Courl, 169 Chisrch Street East, GU21 6H)
Tel: 9148 377 1675
CCAMBERLEY, Morning Star:
Tel: 01276 685160
CATERHAM, Modeller’s Loft:
Tel: 01883 341 B18
COULSDEN, Taylors Toys and Sports:
Tel: 0208 666 00710
CRANLEIGH, David Mann:
Tol: 01483 273 777

DORKING, Dorking Models:
Tel: 01306 B81 747

PURLEY, |H Lorimer Ltd:

Tel: 0181 660 9716
REDHILL, Gamers Guild:
Tel: 01737 789 1
REIGATE, Ihe Tuy Shop:

Tel: 01737 245 300
RICHMOND, Toy Station:
Tel: 0208 940 4896

WOKING, HobbyCraft:
Tel: 0845 051 6556

SUSSEN 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 HILL, Kid's Stuff:

6Tel: 01444 257 724

CHICHESTER, Chichester 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 300 917

HAYWARD'S HEATH, Clarkes:
Tel: 01444 457551

HORSHAM, Waterstones:

Tel: 01403 264 088

HOVE, Kids Dreams:

Tel: 01273 420 666

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 768 398

TYNE AND WEAR ARER

* GW NEWCASTLE (Central):

Unit 6, Newgate Shupping Centre, NEI SPY
Tel: 0193 232 2418

GW METRO (Metro Cenire):

Unit 2, First Floar, The Arcade

(near the Mediterranean Village), NET1.9YL
Tek: 0191 461 0950

GW SUNDERLAND:

2538 High Street West, Sunderland, S81 3DH
Tel: 01915 100 434

GATESHEAD: HobbyCraft

Tel: 0191 482 7410

NORTH SHIELDS, SR Gladston & Son:
Tel: 01912 570 335

SUNDERLAND, Tuy and Computer Store;
Tel: 0191 565 319

WHITLEY BAY, Alan’s Model Shop:
Tel: 0191 253 3662

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 2685

COVENTRY, Huhhycraft:

Tel: 02476 234 52

KENILWORTH, M.!atmﬂ Arls & Pictures:
Tel: 01926 511 29

NUNEATON, Hearﬂ of England Co-op:
Tel: 02476 382 331

RUGBY, Joto Railways & Models:
Tel: 01788 562 372
STRATFORD-UPON-AVON,

Much ado about toys:

Tel: 01789 295 B30

WARWICK, Castle Trains:

Tel: 01926 497 905

WILTSHIRE

GW SALISBURY:

1B Winchester Street, SP1 THB

Tel: 0172 233 0955

GW SWINDON:

18 Brunel Plaza, SN1 TLF

Tel: 0179 143 6036

CHIPPENHAM, Thorntons at Signature:
Tel: 01249 463100

DEVIZES, Hoggosaurus Toymaster:
Tel: 01340 723 841

MELKSHAM, The Toyshop:

Tel: 01225 768 415

SALISBURY, Sallshury Model Centre:
Tel: 01722 334757

SHAFTESBURY Harding's:

Tel: 01747 838295

SWINDON, HobbyCraft:

Tel: 0845 051 !nSJI

SWINDON, SPS Swindon:

Tel: 01793 878 170

TROWBRIDGE, The Toy Shop:

Tel: 01225 768 415

WESTBURY, The Gas Cupboard:
Tel: 01373 825 B2S

WORCESTERSHIRE

* GW WORCESTER:

23 Lychgate Mall, Cathedral Plaza, WR1 205
Tel: 0190 561 6707

DROITWICH, HobbyCraft:

Tel: D845 051 £548

DROITWICH, Look-rite Lid T/A Toyworld:
Tel: 01905 772 403

REDDITCH, Hobby Hut:

Tel: 01527 540 840

REDDITCH, Hoggosaurus Toymaster:
Tel: 0152 766 092

YORKSHIRE

GW BRADFORD:

4 Piccadilly, Braford, BD1 3LW

Tel 0127 473 9430

GW DONCASTER:

6 High Street, Doncaster, DN1 10W
Tel: 0130 232 0535

GW HARROGATE;

53 Station Parade, HGI 117

Tel: 0142 356 4310



GW HULL:

30 Paragon Street, HUT 3ND

Tel: 0148 258 9576

GW LEEDS:

30BA Lands Lane, LS1 6LB

Tel: 0113 242 0834

GW SHEFFIELD (Central):

16 Fitzwilliam Gate, 51 4jH

Tel: 0114 2750174

GW SHEFFIELD (Meadowhall Centre):
Unit 918, High Street, Upper Mall

{next (o entrance near Boots), $9 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

BEVERLEY Game Invader:

HRIDLINGTON Icy Tea Ltd:

Tel: 01626 403 059

GOOLE, Pursuits4You:

Tel: 01405 760944

GUISBOROUGH, Stokelds Toy Centre:
Tel: 01287 632 935

HALIFAX, Conways Toymaster:

01422 353 986

LIFAX, Halifax Modellers World:
Tel: 01422 349 157

HUDDERSFIELD, Something Wicked:
Tel: 01484 559 226

HULL, Archeron Games Workshop:
Tel; 01482 221011

KEIGHLEY, Conways Toymaster

Tel: 01535 604045

LEEDS, Hobbycraft:

Tel: 0113 389 3020

MALTON, Waorld Wide Shopping Mall:
Tel: 01653 602880

NORTH HUMBERSIDE, Game Invader:
Tel: 01482 681961

NORTHALLERTON, T & FM Grover Ltd:
Tel: 01609 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 11

SELBY, A1 Spnrls and Toys:

Tel: 01757 705 11

SHEFFIELD, Hohhycraﬁ.

Tel: 0845 051 652

SHEFFIELD, Imp Miniatures:

Tel: 07773 029388

SHEFFIELD, Subnet & Games:

Tel: 01142 309390

SHEFFIELD, Wargames Emporium:
Tel: 01142 754 826

SKIPTON, Craven Model Centre:

Tel: 01756 797414

THIRSK, Thirst Art Store:

Tel: 01845 574457

WAKEFIELD, Model and Craft Centre:
Tel: 01924 374 047

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

NORTHERN IRELAND

GW BELFAST:

20A Castle Court, BTT 10D (towards the back
of the centre/Tel: 289 0213684
ARMAGH, Kidzone Toymaster:

Tel: 026 37515166

ARMAGH, Rennicks Model Tune:

Tel: 028 38330555

BALLYMENA, Camerons;

Tel: 026-25646821

BANBRDGE, Toymaster Banbridge:
Tel: 028-40622225

BANGOR, Replay Games:

Tel: 028-91452210

BELFAST, The Basement:

Tel: (028) 9046 0484

CARRICKFERGUS, The Basement:

Tel: 028-9336 3678

ENNISKILLEN, Hannas Toyworld Toymaster:
Tel: 028-66322367

ENNISKILLEN, Modellers Corner:

Tel: 028-66322367

NEWRY, Murphy 's World of Wonder:
Tel: 028-3026497:

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

Basement:

Tel: 028-2827 6461

OMAGH, White's Toymaster:

Tel: 028-82242427

SCOTLAND

* GW ABERDEEN:

Unit 1, 12-18 Upper Kirkgate, ABT0 1BA

Tel: 0122 464 9779

GW AYR:

Unit 2, Lome Arcade, 115 High Street, KA7 1SR
Tel: 01292 285 650

GW DUNDEE:

110 Commercial Street, DD 2A]

Tel: 0138 220 2382

GW EDINBURGH:

136 High Street, EH1 108

Tel: 0131 220 6540

GW FALKIRK:

12 Caw Wynd, FK1 1PL

Tel: 0132 462 4553

* GW GLASGOW:

1 Union Street, G1 3TA

Tel: 0141 221 1673

GW LIVINGSTON:

26 Almondvale Centre, EHS4 BNB

Tel: 01506 443256

HADDINGTON, Model Mania:

Tel: 01620 825 531

ABERFELDY, Freaders Books:

Tel: 01887 629 519

ARBROATH, Hags:

Tel: 01241 B72195

ARGYLL, Alb:
Tel: 01631 563645

AYR, Toy Town:

Tel; 01292 282945

BANCHORY, Toy and Gift Shop:

Tel: 01330 825 585

BATHGATE, W F Davidson:

Tel: 01506 652226

BRECHIN, Gardiners:

Tel: 11356 622 265

CRIEFF, Happy Craft Company:

Tel: 01764 653706

DINGWALL, Sports and Model Shop:

Tel: 01349 862 346

DUNFERMLINE, Abbey Models:

Tel: 01383 731 116

DUNFERMLINE, Fife Council Libraries:

Tel: 01383 602 208

DUMERIES, Toytown:

Tel: 01387 264884

EDINBURGH, Marionville Madels:

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 701 651

GALASHIELDS, Books Plus:

Tel: 01896 752843

GLASGOW, HobbyCraft:

Tel: 0845 051 6555

GLASGOW, Static Games:

Tel: 0141 552 9785

INVERCLYDE, Arts Crafts & Hobbies:
785 204

unners Toymaster:
Tel: 01463 233 234
KINROSS, The Hope Chest:
Tel: 01577 862 516
KIRKCALDY, The Hope Chest:
Tel: 01592 260 116
LANARKSHIRE, Figures in Comfort:
Tel: 01236 870 740
LARGS, Bus Stop Toy Shop Ltd:
Tel: 01475 689892
MUSSELBURGH, Art Matters:
Tel: 0131 6654078
ORKNEY, Cycle Orkney:
Tel: 01856 87577
PERTH, lars Models:
Tel: 0173 856 1835
PERTH AND KINROSE, Freaders Books:
Tel: 01887 29 519
PETERHEAD, George Donald Ltd:
Tel: 01779 474 737
SHETLAND, Harrys Dept Store:
Tel: 01595 693 097
STIRLING, Abacus:
Tel: 01786 478 784
STONEHAVEN, Toymaster Toyland:
Tel: 01569 766333
THURSQO, Durrans:
Tel: 07847 B93 169
TURRIFF, E Rae and Son:
Tel: 01888 562 610

GW CARDIFF:
31 High Street, CF10 17U
Tel: 0292 064 4917
GW CWMBRAN:
30 The Parade, Cwmbran, Gwent, NPa4 19T
Tel: 01633 874 070
* GW NEWPORT:
25 Skinner Street, NF20 THE
Tel: 0163 325 6295
GW SWANSEA:
53 Kingsway, SAT SHF
Tel: 0179 246 1969
elm’s Dﬂpl
Teh 01239 52! bl‘
ABERGAVENNY, Richards of Abergavenny:
Tel: 01873 B52 466
ABERYSTWYTH, Albatross:
Tel: 01970 617 836
BANGOR, Acme Games:
Tel: 01248 371 457
BRECON, ] Clark Toys & Gifts:
Tel: 01874 622 B6S
BRIDGEND, Joust for Fun:
Tel: 01656 767 680
CARDIFF, HobbyCraft:
Tel: 0B45 051 6558
CARMARTHEN, Good News:
Tel: 01267 237 789
CARMARTHEN, Hardings:
Yel: 01267 237 774
CEREDIGION, Yokemon Battles:
Tel: 01239 615340
CHEPSTOW, Artists Corner:
Tel: 01291 627 393
COLWYN BAY, Hippo Toys:
Tel: 01492 534 169
CONWAY, Hippo Toys:
Tel: 01492 534 169
DOLGELLAU, Mars Vs Venus:
Tel: 01341 423 407
LLANDRINDOD WELLS, The Manor:
Tol: 01597 B29111
LLANTWIT MAJOR, Rainbow Plaza:
Tel: 01446 794 118
MACHYNLLETH, The Toy Box:
Tel: 01654 703 901
NEWPORT, HobbyCrait:
Tel: 0845 051 6540
PEMBROKE, Dragon Alley:
Tel: 01646 621 456
PONTYPRIDD, Sugar and Spice:
Tel: 07879 221 379
PORTHCAWL, Game Itd:
Tel: 01656 784 428
PORTHMADOG, Alma Figures:
Tel: 01766 BIO269
RHYL, Lightfoot Models:
Tel: 01745 331 564
SWANSEA, Comix Shoppe:
Tel: 01792 642
WREXHAM,
Tel: 01978 261 244

Ideas Toymaster:

INTERNATIONAL
ACCOUNTS

LISTED ALPHABETICALLY

GW ANTWERP:
10, Antwerp,
Tel: 0032 3485 K627
BRUGGE, Fair Play:
Tel: 050 38 51 83
ANTWERPEN, Celtic Cross:
Tel: 03 288 81 65
DEURNE, The Gamestore:
Tel: 033 25 55 35
HASSELT, Oberonn:
Tel: 11 351 358
LEOPOLDSBURG, NV Moestermans:
Tel: 011 3% 38 46
MECHELEN, De Spelfanaat:
Tel: 015 34 59 07
OOS‘I’ENDE, Klng Arthur:
Tel; 059 51 57
ROESEMRE, Black Border:
Tel: 051 20 #2 5
AALST, Hermelun
Tel: 053 41 48 66
AALST, Plays2Be:
Tel: +32 (53) 41 93 85
BLANKENBERGE, De Speelhoek:
Tel: 504149 23
BRUSSEL, Intertoys Anderlecht:
Tel: 025 23 84 73
BRUSSEL, The Brothers Workshop:
Tel: 0477532647
BRUSSEL, Intertoys Laken:
Tel: 022 68 71 41
DENDERMONDE, Utopia Games:
Tel: 052 52 31 99
GENT, Betty Boop:
Tel: +32 (09) 222 05 76
GENT, Inlertoys Gent:
Tel: 092 24 42 86
HALLE, Mishra’s Playground:
Tel: 023 61 58 53
HALLE, Top 1 Toys:
Tel: 023 56 04 03
HAMME, Dagbladhandel Vermeire bvba:
Tel: 032477040
IXELLES, Intertoys Ixelles:
Tel: 025 14 17 03
KOKSIJDE, Penel Tronix:
Tel: 58 51 30 14
KORTRIJK, Albion:
Tel: 056 32 43 07
LEUVEN, The Dicepool:
Tel: 016 29 49 94
NEERPELT, ‘t Spellenhuis:
Tel: 011 74 45 7
OVERI|SE, ln!ermys Overijse:
Tel: 026 B7 42 53
SCHELLE, Van de Velde:
Tel: +32 (0406) 53 17 58
TOURNAL, 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

BRASILIA, Hobbyart:

Tel: 16 3443 §329

CAMPINAS, Legends do Brasil:
Tel: 19 3234 334

CURITIBA, lllhan Comics Shop:
Tel: 41 3232 5367

JUIZ DE FORA, Magazine Taberna do Dragio:
Tel: 32 3234 5757

PIRACICABA, Nobel Livraria:

Tel: 91 3403 2727

PORTO ALEGRE, Jambd:

Tel: 51 3226 1426

SAN JOSE DOS CAMPOS, Hobby Depot:
Tel: 12 3942 5451

SAN PAULO, Lududeria Bar Café:

Tel: 11 3253 8452

SAN PAULO, Moonshadows:

Tel: 11 3266 3916

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

SAN PAULO, Terramédia:

Tel: 11 2127 8787

SANTO ANDRE, Hobby Depot:

Tel: 11 4438 5880

VINHEDO, Hobby Depot:

Tel: 19 3626 15680

SOFIA, Magic Worlds:
Tel: 359 2 986 6858
SOFIA, Black Citadel:
Tel: +359 885539771
SOFIA, Moria;

Tel: 360 2 986 6B5H

BEIJING, Maelstrom:
Tel: 0086 10 64060878

’%&W‘F Club Beffing (Feaver):

SHANGHAI, Zark:
Tel: 0086 (21) 57631663

SHANGHAI, Zhanchui Store:
Tel: 0086 21 5211.09:nsl
' Workshop:

CRORTIA o m

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

OSIJEK, Land of Magic:
Tel: 305 31 368 412

RIJEKA, Game Master:
Tel: 385 51 371 308

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

ZAGREB, Land of Magic:
Tel: 385 14870077

STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE
() Indicates Gaming Room facilities.

HOBBY STOCKIST
Oifers a hobby gaming and painting service.

NE ELITE STORE

NE PARTNER STORE
Stacks mast of the Games Warkshop range.

INDEPENDENT STOCKIST
Official sellers of Games Workshop products.”

Stocks the complete Games Warkshop range and offers introductory gaming and painting lessons.

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

ZAGREB, Land of Magic:
Tel: 38514923917

CYPRUS

NICOSIA, ANT Comics:
Tel: 00 357 22 660384
A,

KATO PAPHOS, Cyprus Crusade:
Tel: +357 976 49072

CIECH-REPUBLIC [

BRNO, Cerny Rytir:

Tel: +420541214060

CESKE BUDEJOVICE, Chaotit:

Tel: +420602469158

HARADEC KRALOVE, Knihkupectvi Valhalla:
Tel: +420495522009

KOPRIVNICE, Magic:

Tel: +420495522009

, Certuy Pekelny Kotlik:

Tel: I

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

OSTRAVA, Matrix (knihkupectvi):
Tel: +420774 404 024

PRAHA, Ogri Doupe:

Tel; +420224934811

PRAHA, Cerny Rytir:

Tel: +420222312461

PRAHA, Cerny Rytir:

Tel: +420222312461

VSETIN, Atlantis:

Tel: +420571411697

DENMARK

GW K@BENHAVN:

Frederiksborggade SKL, 1360,

Tel: 0045 331222 17

AALBORG, Dragons Lair:

Tel: 9812 16 18

AARHUS C, Dragons Lair:

Tel: 86 19 00 63

HILLER@D, Hobby & Fritid:

Tel: 4825 26 16

K@BENHAVN K, Faraos Cigarer:
Tel: 333222 11

KO@BENHAVN NV, Arena Kebenhavn:
Tel: 38 33 57 00

NASTVED, Arena Neastved:

Tel: 55 54 67 00

ODENSE C, Dragons Lair:

Tel: 65 41 97 01

RODOVRE, MR Games:

Tel:36 72 02 55

RCISI(ILI)E, Fanatic Roskilde:

Tel: 46 36 35 48

LYNGBY, Faros Cigarer:

Tel: 32 10 23 23

HELSINGGR, Hobby og Fritid:

Tel: 49 21 45 42

HERNING, Faerges Kelder:

Tel: 35 10 18 97

VORDINGBORG, Legekaeden Vordingborg:
Tel: 55 34 04 31

AABENRA, Legekaden Aabenra;
Tel: 74 62 24 05

AALBORG, Aalborg Hobby Service:
Tel: 98121315

BORG, Bog & idé Aalborg:
Tel: 98 11 66 11

AALBORG 5V, B.O. Boger Aalborg:
Tel: 98 79 15 45

AARHUS C, Goblin Gate:

Tek: 861943 11

AARS, Ting og sager:

Tel: 98 62 45 52

ASN/ES, Bog & Ide Asnzes:

Tel: 59 65 00 14

ESB RG, Bunkeren:

Tel 181199

ESBJERG, Advenlure Corner:

Tel:35 11 11

ESBJERG, E.D Boger Eshjerg:

Tel: 751211 7

ESPERGAERDE, B.O. Boger Espergarde:
Tel: 49 13 19 46,

FREDERICIA, Bog & Ide Frederici
Tel: 76 24 59 69

FREL Legekaden Frederiksherg
Tel: 38 19 70 25

FREDERIKSSUND, Legekeden Frederikssund:
Tel: 47 38 39 59

GILLELEJE, Lillys Legetaj:

Tel: 48 30 30 90

GORLEV, Sparetime:

Tel: 58 85 80 B3

GRENA, Bog & idé Grena:

Tel: 86 32 19 33

GREVE, B.O. Beger Hundige:

Tel: 43 90 60 08

HELSINGE, B.O. Bager Helsinge:
Tel: 48 79 40 01

HERNING, Buddy Legetaj:

Tel: 97 22 05 52

HILLER@D, Legekaeden Hillerad:
Tel: 48 24 61 6

HIBRRING, ernng Hobby:

Tel: 30 68 40 33

HOLB/EK, Storkfelt Bog & idé:

Tel: 59 43 00 74

HOLTE, Legetojshutikken:

Tel: 45 46 17 B2

HORSENS Legekaden Horsens:

b1 60 11

HORSENS MYCLIX Miniatures:

Tel: 0045 75626233

HORSHOLM, GAD Hersholm:

Tel: 45 86 04 08

HUMLEB£K, Rodes:

Tel: 491912 20

KALUNDBORG, Koch's Bager & Papir:
Tel: 59 51 00 54

KJELLERUP, Ide & Hobby:

Tel: 86 #8 13 26

K@BENHAVN K, Fantask:

Tel: 33 93 85 38

KOLDING, B.O. Bager Kolding:
Tel: 75 50 38 34

KOLDING, Good Games:

Tel: 75 50 03 D4

KOGE, Sema:

Tel: 56 63 07 04

LYNGBY, B.O. Bager Lyngby:

Tel: 43 §7 04 45

NYK@BING F, Hundehuset:

Tel: 54 86 08 46

NYK@BING M, Morss Boghandel:
Tel: 97 72 07 00

ODDER, legekmden Odder:

Tel: 86
ODENSE 5@, Il 0. Bager Rosengardscentret:
Tel: 66 15 599 28

RANDERS, Bog & Ide Randers:

Tel: 86 43 001 10

RANDERS, Byrge Sorensen Hobby:
Tel: 86 42 58 14

RANDERS, Randers Hobby Import:
Yel: 86 43 39 23

RINGKO@BING, Buddy Legetaij:

Tel: 97 32 08 06

Rl STED Bﬂg&ldc Ringsted:

RINGSTED Buddy Legetaj:

Tel: 57 67 14 80

RGDOVRE, B.O. Bager Rodovre:
Tel: 36 41 04 85

RGNNE, Dorthe’s Hobbystue:
Tel: 56 95 94 49

ROSKILDE, @nskeleg:

Tel: 46 32 34 63

ROSKILDE, B.O. Ro’s torv:

Tel: 45 46 34 12

SKAGEN, Legekaeden Skagen:

Tel: 98 44 54 65

SKANDERBORG Schmidt Bog & idé:
Tel: 86 52 00 27

SKIVE lyds& Bnghandel:
7 51 2

slAGEle UldlDHE’n.

Tel: 58 53 50 35

ST HEDDINGE, Hobbystalden:

Tel: 56 50 86 10

SVENDBORG, Farve & Hobby Hjernet:
Tel: 62 21 31 31

SVENDBORG, B.O. Bager Svendborg:
Tel: 62 17 22 90

TASTRUP, Genhrugshager:

Tel: 43 71 61

THISTED, Euddy Legetaj:

Tel: 47 92 19 33

VEJLE, B.O. Boger Vejle:

Tel: 75 82 05 44

VIBORG, Battle Bunker:

Tel: 86 60 17 40

FALKLANDS

STANLEY, Falkland Collectibles:
Tel: 0050021174

FINLAND e

GW HELSINKI:

Simonkata %, 00160,

Tel: 0975 15 45 25

HELSINKI, Fantasiapelit Helsinki:
Tel: 09 65 0803

LAHTI, Puolenkuun Pelit:

Tel: 13 751 5151

ESPOO, Puolenkuun Pelit Espoo:

Tel: 094129941

PORVOO, Puolenkuun Pelit Porvoo:

Tel: 015 5348377

TURKU, Fantasiapelit Turku:

Tel: 02 232 8413

ESPOO, Pelimesta:

Tel: 09 813 3203

JOENSUU, Fanh:lapelil Joensuu:
Tel: 013 284 314

JYVASKYLA, Fantasiapelit Jyviskyld:
Tel: 014 21 6629

KUOPIO, Fantasiapelit Kuopio:

Tel: 017 3611148

LAPPEENRANTA, Fantasiapelit Lappeenranta:
Tel: 05 541 1375

OULU, Fantasiapelit Qulu:

Tel: 08 37 4906

TAMPERE, Fantasiapelit Tampere:
Tel: 03 222 5200

www.games-workshop.com 111
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AHTARI, Honkaniemen Kirjakauppa:
Tel: 06 553 0027

HKMEENLINNA Lelushoppi:

Tel: 03 682 345

HEtNOlA Talousmunvl ja lelu:

Tel: 03 71
HYVINK
Tel: D50-5:
IMATRA, Kirja-Lahja Alex Ky:
Tel: 05 431 9555

JAKOBSTAD, Toys 4 Fun:

Tel: 016 723 2850

]AMSA, ]aakku Saari:

3905
, Royal Toys:
5830

3 Askartclumr\rlk:luke Taitaville:
Tel: 050 413 4760
KARJAA, Ba Ladan:
Tel: 019 23 3494
KERAVA, Antikvariaatti Kersa:
Tel: 09 294 4210
KLAUKKALA, Karuselli:
Tel: 09 B79 2697
KOTKA, Eagle Card:
Tel: 05 21 4238
KOUVOLA, Muovmpm.
Tel: 05 311 7955
LAPPEENRANTA, Antikvariaatti Suma:
Tel: 05 541 1760
MAARIEHAMN, Dillen:
Tel: 016 1
MANTSALA, Papado:
Tel: 019 668 1911
MIKKELI, Muppela:
Tel: 015 36 1611
OULU, Lelu-tapuli:
Tel: 08 375 241
PORI, Porin Askartelu:
Tel: 02 632 6671
RAAHE, Raahen Astartelu ia Paperi:
Tel: 08 223 6825
RAUMA, TT-Pop:
Tel: 02 823 4840
RITHIMAKI, Royal Toys:
Tel: 050-5235836
ROVANIEMI, Liigacenter Jissi:
Tel: 016 356 0345
SALQ, Salon Harraste:
Tel: 026 356 0545
SAVONLINNA, Savonlinnan Antikvariaatti:
Tel: 015 53 4412
SEINAJOKI, Fantasialinna:
Tel: 040 561 6338
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: +358 6 312 5111
VAIKEAKOSKI, Koskiviide:
Tel: 03 584 7417
VANTAA, V?D Kauppakeskus Tikkuri:
Tel: 09 230 2281
VANTAA, erkun Kirja:
Tel: 09 230 2288

GREECE

ATHENS, Avalon Games:

Tel: 0030 210 8016041

ATHENS, Fantasy Shop:

Tel: 0030 210 8231072

ATHENS, Fantasy Shop: Ag. Paraskevi:
Tel: 0030 210 6005312

ATHENS, Fanlasy Shup Exarcheia:
Tel: 0030 210 38288

ATHENS, Fanlasy 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 8962 057

ATHENS, Kaissa Halandriou:

Tel; 0030 210 B9R4B5

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 Smil
Tel: 00 30 210 9317944
ATHENS, Kaissa Pagralmu
Tel: 00 30 210 7218

ATHENS, Slralegy Hall.
Tel: 00 302104135757
CHANIA, Kaissa Chanion:
Tel: 0030 2821088996

CRETE, Fantasy Shop: Herakleion:
Tel: 0030 2810 301312

HALKIDA, CD Corner:

Tel: 0030 2221 087315

KERKYRA, Digital Fan

Tel: 00226103527% w
LARISA, Kaissa Larisas:

Tel: 0030 2410 538555
LARMIA, Kaissa Lamias:

Tel: 00 30 22310 24393
NAFPLIO, Mm:ature Shop:
Tel: 00 30 27

NEA SMYR| G es Vault:
Tel: 0030 213 omm
PALLINIS, Hobby Planet:
Tel: 210 6042 816

PATRAS, Kaissa Patras:

Tel: 0030 2610625632
PERISTERIO, 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 26782

HONG KONG, Fun Atelier:
Tel: (B52) 2B66-4870

HUNGARY |

BUDAPEST, Compaya:
0036 20 4281186

BUDAPEST, Dungeon:

0036 1 3211313

BUDAPEST, Kristalcsarnok:
0036 209 251 030

BUDAPEST, Sas Military:
0036 1 2664193

BUDAPEST, Wargammers:
0036 30 6467670
NAGYMAROS, Kerekkonyr:
0036 70 2649480

ICELAND

REYKJAVIK, Nexus:
Tek: 532 9011

o=
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INDONESIA o)

JAKARTA BARAT, Comics N Games:
Tel: 021 56963055

JAKARTA SELATAN, Fantasy N Games:
Tel: 031-600-50343

SURABAYA, Fantasy N Games:

Tel: 031-600-50143

SURABAYA, Fantasy N Games:

Tel: 031-740-2475

GW BLANCHARDSTOWN:

Unit 249a, Blanchardstawn Shopping Centre,
Dublin, Tel: 01 (22 3068

GW DUBLIN:

Unit 3, Lower Liffey Street.

Tel: 01 872 5791

CORK, Other Realms:

Tel: 021 4279508

DUBLIN, Models Inc.:

Tel: 01 879299392

GALWAY, Model World:

Tel: 091 763655

ATHLONE, Valhala Games:

Tel: 087-9210030

BALINA, World of Wonder Balina:
Tel: 096 76676

CAVAN, Apex Games:

Tel: 049 4326504

COBH, Toytown Toymaster:

Tel: 021 4814 562

CORK, Murphy's Toymaster:

Tel: 00353 24 93520

CORK, Toytown Toymaster:

Tel: 021 4814 162

DOUGLAS, Art and Hobby:

Tel: 021 436 3580

DROGHEDA, Art and Hobby:

Tel: 041 967 3270

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

DUBLIN, Joe Mannions Newsagents:
Tel: 01 439238
Maodels Inc.:

35001

DUBLIN, Toymaster Banba Dublin:
Tel: 01 872 7100

DUBLIN, The Toy Store:

Tok: 01 6774420

DUN LAOGHAIRE, Toymaster Banba Dun Laoghaire:
Tel: 012 604 011

DUN LAOGHAIRE, Art and Hobby:
Tel: 012805047

DUNGARVAN, Toymaster Murphys:
Tel; 058 41376

ENNIS, World of Wonder Ennis:

Tel: 065 684 B697

KERRY, Cabal’s Toymaster:

Tel: 00333 66 7121047

KILLKENNY, The War Forge:

Tel: +353 87 6602992

LAOIS, Grahams Toymaster:

Tel: 057 862 1081

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:

LIMERICK, Arl and Hobby:

Tel: 061 3097

LIMERICK, The Gathering:

Tel: 061 315133

LOUTH, Kidzone Toymaster:

Tel: 00353 42 9330318

LOUTH, The Wargamers:

Tel: +353 86 8382159

MACROOM, Toymaster Marys:

Tel: 026 42491

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

MULLINGAR, Stars and Crafts:

Tel: 00 353 B79402799

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: 01 862 4500

STILLORGAN, Toymaster Nimble Fingers:
Tel: 01 28680788

TIPPARARY, RB Models:

Tel: 00353 52 24803

WATERFORD, Tall Tales Bookshop:
Tel: 051 873 967

WEXFORD, Toymaster Play and Learn:
Tel: 053 23788

WEXFORD, WOW New Ross:

Tel; 051 421473

WICKLOW, Toymaster Hopkins:
Tel: 040 467225

WILTON, Art and Hobby Wilton:

Wiltan; Tel: 021 434 7207

HAIFA, Kitaro:

Tel: 00972 48503232

HERZLIA, Freak:

Tel: 00972 49589077

RAMAT HASHARON, Tapuah:
Tel: 00972 35404713

TEL AVIV, Freak:

Tel: 10972 36961826

TEL AVIV, Kitaro:

Tel: 00472 36299320

LATVIA —

RIGA, Barin:

Tel: 4371 29505135
RIGA, Sia Prata Speles:
Tel: +371 67334034

LITHUANIA pome

VILINIUS, D6 Necona:
Tel: 00 370 5 2133269

ISA TOWN, Carousel World of Imagination:
Tel: 00 973 3967 3635

MALAYSIA

KOTA KINABALU, Sabah, Just Wargam
Tel: 6013 - 865 5269

KUALA LUMPUR, Comics Mart:

Tel: 03 - 2287 0626

KUALA LUMPUR, MySciFiFan Outpost:
Tel: (6) 016 - 962 1506

PENANAG, Comics Mart:

Tel: 04 - 226 2588

PETALING JAYA, Woli's Game Shop:
Tel: 012 2599952

PETALING JAYA Selangor, The Games Circle:
Tel: 6 016 - 451 0940

SHAH ALAM, SELANGOR, Dakka Dakka Games;
Tel: 6 017 292 0525

MALTA |

MALTA, Forbidden Power:
Tel: 00356 21 227999
MALTA, K Hobbies Ltd:
Tel: 00356 21 695423

NAUCALPAN, Ques! Hobbies and Games:
Tel: 0052 555 598 92 78

PUEBLA, La Fortaleza:

Tel: D052 324! 409 50 30

THE NETHERLANDS oo

GW AMSTERDAM:
Rokin 36, 1012 KT,

Tel: 020 622 3863

GW DEN HAAG:
schoalstraat 128, 2511 AX,
Tel: 070 392 7836

GW ROTTERDAM:
Van Oldenbarmeveldplaats
Tel: 010 280 0268
ARNHEM, Spelkwartier Arnhem:
Teli 026 370 2028

DEN BOSCH, De Daobbelsteen:
Tel: 073 614 5530

LEEUWARDEN, Spellekijn:

Tel: 038 213 1112

LEIDEN, Vliegershop:

Tel: 071 513 2783

52, 3012 AP,

www.games-workshop.com

FRONTLINE

MAASTRICHT, Vieg-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 5121213

ALMERE HAVEN, Fantasia:

Tel: 036 531 6017

AMERSFOORT, Spellenwinckel:
Tel: 033 470 0322

ASSEN, Plok:

Tel: 059 231 3292

BERGEN OP ZOOM, Big Boys Toys:
Tel: 0164 25 0848

DEN HAAG, Spellenhuis:

Tel: 070 364 4782

ENSCHEDE, Pijplines:

Tel: 053 430 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: 030 230 4123

VENLO, Modelbouw Luthart:

Tel: 077 154 2688

WORMERVEER, Mini-Wonders:
Tel: 075 640 1617

ZOETERMEER, RC-Pitstop:

Tel: 07% 316 0560

ALMELO, Somberg Modelbouw:
Tel: 054 681 2981

ALPHEN AAN DEN RIIN, Top 1 Toys Arie vd Panne:
Tel: 0172 47 2254

AMSTELVEEN, Het Ganzenbord:
Tel: 020 641 2552

APELDOORN, Top 1 Tays - De Kinderdroom:
Tel: 055 5761098

APELDOORN, Villa Wammus:

Tel: 055 5766 741

BARENDRECHT, Peter's Posttrein:
Tel: 0160 619539

BEILEN, Top 1 Toys:

Tel: +31 593 54 17 50

BERGEGK, Wouters Technohobby:
Tel: 049 755 0248

BREDA, De Dobbelsteen:

Tel: 076 5284700

DELFT, Top 1 Toys Speldorado:

Tel: 015 213 4516

DEVENTER, Knibbel Comics:

Tel: 057 061 6879

DORDRECHT, Hobby Modelbouw Dordrecht:
Tel: 078 631 2711

EDE, Tinnen Soldaat:

Tel: 0318 b5 3296

EINDHOVEN, Gameforce Eindhoven:
Tel: 040 2447030

EMMEN, Spirithoes:

Tel: 0591 645787

ETTEN-LEUR, Van Der Doelen Speelgoed:
Tel: +31 (412) 64 50 88

GORINCHEM, Netten Modelbouw:
Tel: 018 363 6000

GOUDA, Intertoys v/d Wal:

Tel: 018 251 3525

GRONINGEN, Wirwar:

Tel: 050 314 B424

HARDERWIJK, Top 1 Tays Volgers Spel & Hobby:
Tel: 0341 412985

HEEMSKERK, Bob Hes:

Tel: +31 (0251) 24 19 99
HEERHUGOWAARD, Huider Modeltreinen:
Tel: 0725714157

HEERLEN, De Houten Sleutel:

Tel: +32 (045) 54 91 426
HOOFDDORP, Modelspurt

Tel: +31 (023) 565 4

HOOFDDORP, Spellenwmkei Walhalla:
Tel: 06 501 207 09

HOORN, De Spellenhoorn:

Tel: +31 (0229) 29 55 65

LEIDEN, Freetime Warrior:

Tel: +31 71 5130 522

LEIDEN, Tolkienwinkel:

Tel: 071 541 2324

LELYSTAD, Mr. Bully Inc.:

Tek: +31 (06) 18 355 466

LELYSTAD, RE Mind Creations:

Tel: +31(0)320244003

MAASTRICHT, Hounjet:

Tel: 043 363 6778

NUENEN, Schellens Speelgoed:

Tel: 040 283 291

ouD-| EEI]ER[AND, Mourits Model-Hobby:
Tel: 0186 62 1931

ROERMOND, Bloemboetiek Hermien:
Tel: 047 531 6824

ROSMALEN, Top 1 Toys Jovi:

Tel: +31 (73) 5212409

ROOSENDAAL, Top 1 Toys Jadin:
Tel: 0165 55 7964

ROTTERDAM, AVS Gameshop:

Tel: 0624440300

ROTTERDAM, Eternal War;

Tel: 0619910057

ROTTERDAM, Metal Dragon Shop:
Tel: 0633951326

ROTTERDAM, Rogue Trader:

Tel: 010 2709233

SCHIEDAM, BTS:

Tel: 010 473 8755

SCHIJNDEL, Top 1 Toys Anniek:
Tel: 673 5477758
SCHOONHOVEN Modelbruuwers nl:
Tel: +31 (0162) 38 17

SITTARD, Atomik:

Tel: 046 4315074

SPIJKENISSE, Lord of Magic:

Tel: 0181 619061

TIEL, Goblincave:

Tel: 0344 654 684

UDEN, Goblin:

Tek: 041 327 0662

UTRECHT, Subcultures:

Tel: 030 2311122

UTRECHT, Labyrinth:

Tel: 030 281 7157

UTRECHT, Never Never Land (Wieder & Kugant):
Tel: 030 233 2293

VEGHEL, Van Der Dolen Speelgoed:
Tel: +31 (412) 64 50 88

WASSENAAR, Top 1 Toys Kouwenhoven:
Tel: 070 511 0211

WEERT, Djinn’s Pure Magic:

Teli +31 {495) 513620

WINTERSWIJK, Top 1 Toys Winterswijk:
Tel: 054 351 2827

ZWOLLE, Boekenhalte:

Tel: 038 422 1077

] 1
NORWAY B

GW OSLO:

Mallergata 7, 0179,

Tel: 22 33 29 90

BERGEN, Outland Bergen:

Tel: 553 14 822

KRISTIANSAND, Hobby Huset:
Tel: 380 203 10

TRONDHEIM, Gotham:

Tel: 731985 54

ALESUND, Kremmerhuset:

Tel: 701 437 70

ARENDAL, Norli Arendal:

Tel: 220 043 80

BOD®@, Underhnldmngsmagneten.
Tel: 755 250 7

DOKKA, Ves!:

Tel: 611 120 90

DRAMMEN, Drammen Spilliorening
DRAMMEN, Outland Drammen:
Tel: 326 934 00

FAGERNES, Leksenter Fagernes:
Tel: 613 606 92

FREDRIKSTAD, Leketorvet:

Tel: 693 156 30

GJ@VIK, Ringo Lekeolsen:

Tel: 611 082 10

GOL, Yes!:

Tel: 920 749 70

GRONG, Abra Papir:

Tel: 74 33 15 78

HAMAR, Lekehuset Maxi:

Tel: 625 338 08

HAUGESUND, Norli Haugesund:
Tel: 527 21333

HORTEN, Notabene Sjasiden:
Tel: 330 403 60

KONGSBERG, Ringo Rolf Liane:
Tel: 327 311 61

KRAGER®, Brio Karis Hobby:
Tel: 359 804 B4

KRISTIANSAND, Outland:

Tel: 300 994 20

KROKSTADELVA, Brio Helmax:
Tel: 328 799 10

LANGESUND, Notabene:

Tel: 359 736 62

LARVIK, Yes! Sokratis:

Tel: 331 854 37

MANDAL, Ringo Lekehuset Mandal:
Tel: 382 657 20

MO | RANA, Ringo Lekehjernet:
Tel: 751 51717

MOLDE Yes! Lekejornet:

Tek: 712 193 63

MOSJ@EN, Hobbysenteret:

Tel: 751 701 70

MYSEN, Ringo Mysen:

Tel: 695 201 10

NARVIK, Ringo Barnas Verden:
Tel; 769 465 05

NESBRUN, Ringo Holmensenteret:
Tel: 667 794 10

0SLO, Notabene Lambertseter:
Tel; 222 805 51

OSLO, Outland Paleet:

Tel; 223 304 10

OSI.D Ouliand Vestbanehallen:

S NDNES Osazland Hobby:

Tel: 516 615 09

SANDNESS]EIEN Ringo Sandnessjoen:
Tel: 750 418 8

SANDVIKA Huhby Larsen:

Tel: 575 401 ¢

SKIEN Sokralls Hobby Garden:

Tel: 3
SOLA, ngu Sola Gaver Og Leker:
Tel: 516 517 63

STAVANGER, Outland Stavanger:

Tel: 518 617 11

TROMS®, Tromse Bruktbokhandel:
Tel: 776 869 74

TRONDHEIM. Outland Trondheim:
Tel: 735 205 45

TRONDHEIM, Tronderfrim:

Tel: 735 208 40

TONSBERG, Brio Bamse Farmanstredet:
Tel: 131 167 90

T@ONSBERG, Gledeshuset:

Tel: 922 517 07

TYNSET, Ringo Tynset Bokhandel:

Tel: 624 B00 38

PHILLIPINES P
QUEZON CITY, Neutral Ground

Tel: 00 11 63 2634 8982

POLAND =)

BIALYSTOK, Department Gier:

Tel: 0048 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 58 346 1221

GDANSK, Iskra:

Tel: 0048 58 5201952

GDANSK, Rebel Centrum Gier:
Tel: D046 5B 3470204

GDYNIA, Futurex:
Tel: 0048 501563066
JAWORZNO, Mgla:
Tel: 0048 501377771



KATOWICE, Bard:

Tel: 0048 32 2571817

KIELCE, Wargamer:

Tel: 0048 501439335
KRAKOW, Bard:

Tel: 0048 126320735
KRAKOW, Imperium Gier:
Tel: 0040 696116930
KRAKOW, Skiep Smok:
Tel: 0048 12 4330110
LEGNICA, Skelp Feniks:
Tel: 0048 694606610

LODZ, E-lii
Tel: 0048 42 6821326

LODZ, Gamelord:

Tel: 0048 42 6311161

LUBLIN, Krzys:

Tel; 0048 81 5320193

OPOLE, HMS Computers 11:

Tel: 0048 77 4547413

OSTROW WIELKOFO[SKI Centrum Gier Arena:
Tel: 0048 69487787

PILCHOWICE, lmpcralor FF:

Tel: 0048 6622

POZNAN, Bai
Tel: 0045 61 853
POZNAN, Bard~

Tel: 0048 61 8536

POZNAN, Wllczel(:

Tel: 0048 503652085
POZNAN/TORUN, Bitewniaki:
Tel: 00 48 603873135

RADOM, Wargamer:

Tel: 0046 48 3816035

SWIDNIK, Monolith Icon:

Tel: 0048 564995277
SWIEBODZIN, Czempioni:

Tel: 0048 606229457
SZCZECIN, Feni
Tel: 0048 695934

TORUN, Sklep Papierniczy:
Tel: 0048 56 6522593

WARSZAWA, Faber i Faber:
Tel: 0048 22 34912

Tek: 0048 373
WARSZAWA, Graal Blue City:
Tel: 0048 22 3117627

WARSZAWA, Graal CF Skorosze:
Tel: 0048 22 8827595

WARSZAWA, Graal Galeria Mokotow:
Tel: 6045 22 5413318

WARSZAWA, Hobhbyt:

Tel: 0048 22 8340206

WARSZAWA, Komikslandia:

Tel; 0048 22 6541066

WARSZAWA, Modelarski Dom
Handlowy Chematic:

Tel; 0048 22 8649917

WARSZAWA, Modelarski Dom
Handlowy Chematic:

Tel: 0048 22 6432718

WARSZAWA, Maorion:

Tel: 0048 22 4239120

WARSZAWA, Panda Zabawki:

Tel: 0048 22 B264451

WARSZAWA, Replikator.pl:

Tel: 0045 22 4835220

WARSZAWA, SiS:

Tel: 0048 22 8269100

WARSZAWA, Skladnica Harceerska SKAUT:
Tel: 0048 601242666

WARSZAWA, Stary Swiat:

Tel: 0048 22 8992976

WARSZAWA, Wargamer:

Tel: 0048 22 6224296

WROCLAW, Bard:

Tel: 0048 713417472

WROCLAW, Ogryn

Tel: 0048 71 3771872

WROCLAW, Pramwnm Fantastyczna:
Tel: 0048 71 354,

10048 71 3544384
ZIELONA GORA, Level:
Tel: 0048 603235160
ZYWIEC, Model-Fan:
Tel: 0048 600630805

PORTUGAL ER

LISBOA, Homem Azul:
Tel: 00351 213 62 93 82
LISBOA, Lojas Arena:

Tel: 00351 213 15 55 80
PORTO, Lojas Arena:

Tel: 00351 222 01 13 88
PORTO, Mundo Fantasma:
Tel: 00351 226 09 14 60

SINES, Galeria BT:
Tel: 60351 269 63 25 11

ROMANIA [ 0|

BUCHAREST, Hobby Games:
Tel: 00 40 21 3231 431

KRASNODAR, Alegris-Jug (South):
Tel: 70959283337

MINSK, Valah.
Tel: 008029 6358212

MINSK, Valahanovich ent:
Tel: 008029 £548426
MOSCOW, Alegris:

Tel: +7(495)628 337

vich ent:

Tel: +7(499)261 5075
MOSCOW Club T™:

+7(493)933 6441
MOSCOW Detskiy Mir:
Tel: +7(495)291 2221
MOSCOW, Detskiy Mir:
Tel: +7(495)730 7731
MOSCOW, Detskiy Mir:
Tol: +7(495)783 B511
MOSCOW, Detskiy Mir:
Tel: +7(495)229 BE92
MOscow, Detskiy Mir:
Tel: +7(495)938 2655
MOSCOW, Detskiy Mir:
Tel: +7(495)550 0761

MOSCOW, Detskiy Mir:
Tel: +7(495)405 6294
bby and Tabletop Games:

Tol: +7(49 75
MOSCOow, mﬁe Genius:
Teli +7(495)291 2147
MOSCOW, Mr Hobby:
Tel: +7(495)661 893

MO W, Urfin Juice:

Tel: +7(495)784 6355

MOSCOW, Wonderful World:
Tel: +7(495)793 4433 *132

NORLISK, Na Styke Mirov:
Tel: 008029 6548426

NOVOSEBIRSK lcehummer:
768

SAR.ATO | Detskiy Mir:

Tel: 64 5040

ST PETERSBURG, Arl-Miniatures:
Tel: +7(812)633 3395

TAMBOY, Hobby and Igrushki:
Tel: 0075 2728811

SERBIA-MONTENEGRO [

BELGRADE, ANET Hobbystore:
Tel: 00 381 11 3612 525
BELGRADE, ANET Hobbystore:
Tel: 00 381 11 2652236
BELGRADE, EXIT Hobby store:
Tel: 00381 11 62 78 27

BELGRADE, White Dragon:

Tel: 00 381 63827222

NOVI SAD, Dragon:

Tel: 00 381 11 636 24038

NOVI SAD, Valhala:

Tel: 00 381 21315538
PODGORICA, Neutron Podgorica:
Tel: 00 381 69 060 6A9

ZREJANIN, Takeda:

Tel: 00 381 2364572

SINGAPORE o

SINGAPORE, Comics Mart PTE Ltd:
Tel: 6883 2724

SINGAPORE, Comics Mart PTE Ltd:
Tel: 6836 9069

SINGAPORE, Comics Mart PTE Ltd:
Tel: 65 6462 2751

SINGAPORE, Forgeworks Hobbies:
Tel: 65 6438 5975

SINGAPORE, Paradigm Infinitum Pte Lid:
Tel: 65 6734-3858

SLOVAKIA

KOMARNO, Jonako SRO:

Tel: +36704550489

KOSICE, Draco:

Tel: 4421557296557 +421905516060
SPISSKA NOVA VES, War Gaming:
Tel: 4421903219195

SLOVENIA [

LJUBLIJANA, Crna Luknja:
Tel: 00386 59031220
LJUBLIJANA, Pri Goblinu:
Tel: 00386 40833230

SOUTH AFRICA

BELVILLE, The Boys and Mens Hobby Shop:
Tel: 0027 21 914 8688

BLOEMFONTEIN, The Games Dungeon:
Tel: 0027 72 851 9970

CAPETOWN, Pastimes Retail:

Tel: 0027 21 421 1191

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 8245 93933

DURBAN, The Hobby Specialists:

Tel: 0027 31 566 4806

EAST LONDON, Slaters Toy Magic:
Tel: 427 43 726576

EDENVALE, Plasllks:

Tel: 0027 B2 783 1489

GAUTENG, Th:- Underground

Tel: 427 11 795

]OHANNESI’SURG, Esswex Retail:

Tel: 0027 11 BBB3619

JOHANNESBURG, Outer Limits Johannesburg:
Tel; 0027 11 482 3771

JOHANNESBURG, Outer Limits Pretoria:
Tel; 0027 12 342 4360

JOHANNESBURG, Wizards Book and Games:
Tel: 0027 11 890
JOHANNESBURG, Warfair:

Tol: 0027 B2 431 2242

JOHANNESBURG SOUTH, Dragons Den:
Tel: 0027 11 432 3996

MENLYN, Top CD:

Tel: D027 12 361 3122
PIETERMARITZBURG, Games Direct:
Tel: 427 33 342 9978

RUSTENBURG, Warcry:

Tel: 0027 72 910 2608

UMLANGA, The Hobby Specialists:
Tel: 0027 31 566 4806

SOUTH KOREA

SEOUL, Orc Town:
Tel: 026 402 5946

SWEDEN

GW GOTEBORG:
Drottninggaten 52, 411 07,
Tel: 031 133958

GW STOCKHOLM:
Regeringsgatan 30, 111 53,
Tel: 08-21 38 40

GAVLE, Hobhyshnpen’
Tel: 026-18 62 99
KARLSTAD,
Tel: 054 15 10 74
NORRKOPING, Lekhuset:

Tel: 011287070

UMEA, Fantasia:

Tel: 090-77 03 60

GOTEBORG, Wizard Games:

Tel: 031-51 41 50

KRISTIANSTAD, Spel pé Vallgatan:
Tel: 044 101091

el och Fantasi:

SKELLEFTEA, Lek & Hobby:

Tel: 0910-129 B0

STOCKHOLM, Dragons Lair:

Tel: 0B 654 60 50

STOCKHOLM, Science Fiction Bokhandeln:
Teli 08-21 50 52

SUNDSVALL, Orion Spel:

Tel: 060-155 947 Offers a
UPPSALA, Prisfyndet:

Tel: 018-10 66 07

VASTERAS, Zetterlunds:

Tel: 021 10 44 91

Vﬂ)ﬂﬁ, Helges Hala:

Tel: 047 02 18 60

ARVIKA, Perry Data:

Tel: 0570-106 69

AVESTA, Vega Video:

Tel: 022680078

ENKOPING, Nallens Leksaker:
Tel: 0171 32750

ESKILSTUNA, Lasses Leksaker:
Tel: 0161-303 35

FALKENBERG, Brio:

Tel: 346 807 60

FRITSLA, Fritsla Hobby:

Tel: 0320 70166
GISLAVED, Brii
Tel: 037110733

. Humlan Lek & Habby:

.KAlMAR.; Il;:;ar Lek & Hobhby:
Tel: 048024717 -
KARLSKOGA, Leklidan:
Tel: 058-63 33 33
KARLSKRONA, Brio:
Tel: 045524082

KIRUNA,
Tel: 0980625 65

KUNGSBACKA, Brio:

Tel: 030014136

LAHOLM, Brio:

Tel: 043010069

LIDKOPING, Game Maniacs;
Tel: 0705 190274

LINKOPING, Sagoland:

Tel: 013122290

LUI.EA, Barnens Hus:

Tel: 0920220095

LUND, Spel pa Clemenstorget:
Tel: 046127810

MALMO, Spel pa Djiknegatan:
Tel: 040 120410

NORRKOPING, Hobbyhérnan:
Tel: 011162120

NYKOPING, Laka TV-spel:

Tel: 0155281000

‘ORMINGE, Happies:

Tel: 087152501

PITEA, Barnens Hus:

Tol: 091119910

SALA, Elons Leksaker:

Tel: 022-41 03 14

STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE
(#) Indicates Gaming Reom facilities,

HOBBY STOCKIST

hobby gaming and painting service,

NE ELITE STORE

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

NE PARTNER STORE
Stocks most of the Games Warkshop range.

INDEPENDENT STOCKIST

Official sellers of Games Workshap products.*

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

STOCKHOLM, Happm Hammarby Sjastad:
Tel: 0852244800

STOCKHOLM, Fidelur:

Tel: 03 5002 0270

TUMBA, Leksakskungen:

Tel; 0653038000

UPPLANDS VASBY, Barnens Hus:
Tel: 08-626 99 40

VARBERG, Norrgatans Spel:
Tel: 0340678610

VASTERVIK, Brio:

T i'-“, 04903617 I

VASTRA FROLUNDA, Toys:
Tel: 031459401

VIMMERBY, Brio Vimmerby:
Tel: 049231188

VISBY, Lekstugan:

Tel: 0498-21 50 50

YSTAD, Tv Spelshérnan:

Tel: 041166680

OREBRO, Modellex AB:

Tel: 019 611 15 34
ORNSKOLDSVIK, Lajbans:
Tel: 066083100

OSTERSUND, Hobbyboden:
Tel: 063513310

TRIWAN

TAIWAN 806, Games 'R' Us:
Tel: 001164 9489 2750

.43
THAILAND o

BANGKOK, Fantasia(TS Toys):
Tel: 66 8 9773 1379

DNEPROPETROVSK Book Shop (Goblin):
Tel: 00 380 675 648 5
DONETSK, Maugll:
+38 044 4567671
KHARKOV, Aladdin Toy Store:
Teli 00 380 577 157 738
IEV, Budinok Igroshek:
Tel: 00 380 4457 851121
f, k Igroshek:
Tel: 00 380 445 733 979
KIEV, Budinok Igroshek:
Tel: 00 340 445 B21 365
KIEV, Budinok Igroshek:
Tel: 00 360 442 308 150
KIEV, Budinok Igroshek:
Tel: 00 380 444 567 671
KIEV, Charge:
Tel: 0038044456767 1
KIEV, Kinder | Land'
+3B 044 436
KIEV, Novi Skazka'
Tel: 00 380 442 B72 702
ODESSA, Mashtabniye Modell:
#30 044 4367671
ODESSA, Madels:
Tel: 00 380 505 622 277
SEVASTOPOL, Sevmodel:
Tel; 00 380 953 965 400
VINITSA, Spellscape:
Tel: 00 380 634 409 001

UNITED ARAB EMIRATES [

DUBAL, Bishops Trading:
Tel: D09710509116129

=3
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Club Directory

Gaming clubs are groups of fellow gamers and hobbyists who meet regularly to enjoy the

hobby together.

THE GAMES WORKSHOP CONNECTION

The Gaming Club Network (GCN) is a volunteer
organisation which was started in 1999 to bring together

like-minded clubs for lots of gaming fun.

GCN registered clubs work closely with Games Workshop
on events like Games Day, Conflict events and Campaign
Weekends, making them an integral part of the Games
Workshop hobby. Use the club listing to find a GCN

gaming club near you and get involved.

The GCN strives to meet the following objectives:

» Promote good communications between Gaming Clubs
and Games Workshop.

Assist in the running of local gaming events.
Support other clubs’ activities.

Assist in the running of games at the national level.
Provide a forum for Gaming Clubs.

To facilitate club development and growth.
To create a safe environment for people to play in.

THROW DOWN THE GAUNTLET!

Whether you are new to the hobby or a veteran gamer,

GCN clubs are an ideal place to find and challenge new

opponents. Play in campaigns, leagues and tournaments in

a friendly environment with fantastic scenery, all created by
dedicated hobbyists like you.

SETTING UP YOUR OWN GAMING CLUB

If you would like to set up your own Gaming Club
please contact Bek Hawkby, our Community

This includes providing packs fc
independent clubs and information on the GCN.

Please note, if you are want to set up a ga
school we will need to speak to a teacher or member of

Coordinator on 0115 900 4821, who will give you
advice on the basics of setting up and running a club.
schools, libraries,

clubin a

staff before we can register your club.

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,

Bristol Vanguard:

Contact: fay Goldfinch

Tel: 0773 727 3108

E-mail: vanguardjay@yahoo.co.uk

GCN BRISTOL,
Portbury Knights:
Cantact: Alan Vawles
Tel: 07771 985488

GCN BEDFORDSHIRE,
Bedford Gladiators Association:
Contact: David Wilkin

Tel: 0779 1559297

E-mail: gladiatorb4ukiyahoo.co.uk

GCN BRACKNELL,
Bracknell Forest Gamers:
Contact; Dan Currey

E-mail: d.currey@talk2l.com

GCN MAIDENHEAD,
MAD Gamers:

Contact: Francis Jose

E-mail; fijose@limey,plus.com

GCN READING,
The Spiky Club:
Contact: David Cole
E-mail: spikyclub@hotmail.co.uk

GCN DUDLEY,
Dudley Darklords:
Contact: Paul Sheldon
Tel: 01384 284 360

GCN SOLIHULL,

Toll Road Gamers:

Contact: Mark Simkin

Tel: 0790 418 7517

E-mail: tollroadgamers@blueyonder.co.uk

GCN SUTTON COLDFIELD,
The Immortals:

Contact; Geraint Osbom

Tel: 07854 023 152

E-mail: geraint-asborn@hotmail.com

GCN WALSALL,

Warlords of Walsall:

Contact: Martyn Furnival

Tel: 07717 475047

£-mail: mariynfurnival@blueyonder.co.uk

GCN WOLVERHAMPTON,
Da Boyz Club:

Contact: Darren Pugh

Tel: 07790 507 551

E-mail: daboyzklubgooglemail.com

BUCKINGHAMSHIRE

GCN HIGH WYCOMBE,
Armageddon Inc.;
Conlact; James Schofield

Tel: 01494 865 905

CHANNEL ISLANDS

GCN BRELADES,

Jersey Privateers Gaming Club:
Contact: Paul Noel

Tel: 01534 738192

E-mail: noelwarlock@aal.com

GCN CHESTER,

Royal Guild of Minted Boards:
Contact: Christopher Fry

Tel: 07976 B78732

E-mail: cheis_fry@iryupfilms.com

GCN CHELTENHAM,

Hyde Clarendon Strategy Games Club:

Contact: Paul Mather
E-mail: paul.mather@tameside.ac.uk

GCN MACCLESFIELD,
Maccwargames:

Contact; Duncan Harradine
Website: www.maccwargames.org.uk
E-mall: harradine2002@yahoo.co.uk

GCN STOCKPORT,

Stockport Slayers:

Contact: Laura Keily

E-mail: marplemarauders@hotmail.com

GCN WARRINGTON,

Spawn:

Contact: Anthany Splers

Tel: 0779 313 3077

E-mail: anthony.splersabiinternet.com

GCN WARRINGTON,

Warrington Warlords Gaming Club:
Cantact: Paul Tennant

Tel: 01244 676 449

E-mail: paultennant@hotmail.com

GCN CLEVELAND,

East Cleveland Warsmiths:
Contact: James Adans

Tel: 07964771754

E-mall: james-bordersitlive.co.uk

GCN MIDDLESBROUGH,
Middlesbrough Gamers Club:
Contact: Paul Croshy

Tel: 07909714774

E-mail: xlblaze@gmail.com

GCN REDCAR,
Redcar Ironbeards:
Contact: lan Widdowson
Tel: 01642 503207

FRONTLINE

CORNWALL

GCN BUDE,
Dice and Dagger:

Contact: Kurl Baker
E-mail: celtofkernow@aol.com

GCN CORNWALL,

West Cornwall Games Club:
Contact: Neil Sharj
E-mail: nellasharp@ant.com

GCN WINDERMERE,
North West Warriors:
Contacl: Adam or Davinia Turner
Tel: 07825 511 867

GCN CHELMSFORD,
Chelmsford Bunker:

Contact: Gareth Williams

Tel: 012: 42

E-mail: cdgarethisky.com
Website: www.bunkerassault.co.uk

GCN ESSEX,

Essex Warhounds:
E-mail: jamescukd@aol.com
GCN COLCHESTER,
Colchester Games Club:

Contact: Colin Wikson
E-mail: info@eolchestergamesclub.org.uk

GCN SOUTHEND,
Southend Toy Soldiers Club:

E-mail: north_west_warriorsé il.com

DERBYSHIRE

GCN CHESTERFIELD,
COGS:

Contact: Anthony Barnes.
Tel: 0794 425 8764

E-mall: awhl@btinternet.com

GCN DERBY,

Derby Wargames Society:

Cantact: Ben Curry

Tel: 07909 704 565

E-mall: bencurryfiderbywargamessociety.co.uk

GCN EXETER,

Rygas Roughnecks:
Contaci: John Gendle

Tel: 0773 435 2425

E-mail; ooksqueak@hotmail.com

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. ph 0 ca.uk

Contact; Paul Gayner
Tel: 07891 666 641
E-mail; clubenguiries@holttum com

GCN SOUTHEND,
Warzone: Southend:

Contact: Michael Ryan

Tel: 01269 694805

E-mail: warzonesouthendsky.com

GCN THURROCK & ROMFORD,
Tempus Fugitives:

Contact: Stuart Mackaness

Tel: 07809 154020

Website: www.tempusfugitives.co.uk

GCN BASINGSTOKE,
Sad Muppets Society:
Contact: David Offen-James
Emall: david@sadmuppets.org

GCN PORTSMOUTH,
Battle Force Pompey:
Contact: Amanda Rutter

Tel: 07769 707 995

E-mail; amanda_rutter@hotmail.com

GCN PORTSMOUTH,
Hammer N Ales:

Contact: Daniel Few

E-mail: sonofmy@hatmal.co.uk

GCN PORTSMOUTH,

DORSET

GCN POOLE,
Battlescar:

Contact: Paul Cleveland

Tel: 01202 385 632

E-mail: paul@battlescar,co.uk

GCN BOURNMOUTH,

Wessex Wyverns:

Contact: Christlan Williams

Tel: 01202 574 298

E-mall: chelstian@wessexwyverns.org.ok

Cantact: Gary Donaldsan
Tel: 07882 3606649

GCN PORTSMOUTH,
Solent Warriors:
Contact: Ben Calvert-Lee
Tel: 0798 507 9932

GCN HEREFORD,

Spread Eagle Wargamers Society:
Contaci: Tim Hill

E:mail: sixtysinsnow@aol.com

KENT

GCN ASHFORD,
Stanhope Gaming Group:
Contact: Slimon Cannon

Tel: 01233 663 996

E-mail: s.cannon@ap-ac.co.uk

GCN TUNBRIDGE WELLS,
Tunbridge Wells Wargame Society:
Confact: Calin Stone

Tel: 0175 340 0211

E-mail: colinficastone freeserve.co.uk

LEICESTERSHIRE

GCN ARNESBY,

Leicestershire Warriors Wargaming Club:
Contact: Patrick Foster

Tel: 0796 816 3471

E-mail: pwiost@yahoo.co.uk

GCN LEICESTER,
Leicester Fat Kals:

Contact: Antany Evans

Tel: 07903391227

E-mail: anton97 0idyahoo.com

GCN LEICESTERSHIRE,
5.Q.ULG.:

Contact: Adam Hutchinson
Tel: 0797 050 7179

E-mail: ah154@leicester.ac.uk

GCN LOUGHBOROUGH,
Loughborough 1st and Only:
Cantact: Malt Sully

E-mal: zeemaus@aol.com

LINCOLNSHIRE

GCN LINCOLN,
Gobstyks:

Cantact: Chris Simmons

Tek: 07748 102 616

E-mails bucecally@hatmail.com

GCN CLAPHAM,

Clapham Wargames Guild:
Cantact: Thomas Petit

Tel: 07966 969 309

E-mail: inforclaphamwargamers.org.uk

GCN COVENT GARDEN,
Cross Gaming Club:
Contact: Karl McWilton

Tel: 07859858838

E-mail: madmackarl3791@aal.com

GCN LONDON,

Brent Cross Imps:

Contacts Daniel Hompage

Tel: 07801 776890

E-mail: mouse_of _danger@hatmail.com

GCN WANSTEAD,

Tanelorn Wargames Club:
Contact: Martin Turner
E-mail: martin.turner@hess.com




GCN WATFORD,

Watford Wargames Federation:
Contact: Bob Long

Tel: 020 89306756

MERSEYSIDE

GCN LIVERPOOL,
Liverpool Gaming Guild:
Contact: Lean Lynch

E-mail: club.leon@hatmail.co.k

GCN RUNCORN,

Halton Daemons:

Contact: janette Fleming

Tel: 01928 715 351

E-mail: janette.Mlemming@halton.gav.uk

GCN NORTH WALSHAM,
Blackfish:

Cantact: Dave Hicks
Tel: 07877 312 874

GCN NORWICH,
Aftermath:
Contact: Lee Lowe
Tel: 07921 859 581
E-mail: lec.aftermath@btinternet.com

GCN OLD BUCKENHAM,

Old Buckenham Bone Crushers:
Contact: Paul Girling

Webs: www.banhamandihebiscks.co.uk/wargames

GCN WYMONDHAM,
Wymondham Wanderers:
Contact: Barry McCarthy

Tel: 07960 995 982

E-mail: xandal Bmsn.com

NORTHAMPTONSHIRE

GCN NORTHAMPTON,
Northampton Warlords:
Contact: Mark Peat
10 462 57

narkysparky308hotmail.com

GCN RUSHDEN,

NORTHUMBERLAND

GCN BLYTH,

Northumbrian Adventurer’s Guild:
Contact: Mark Andersan Coulter

772 766 7398

I: haldyorc@hotmail,co.uk

NOTTINGHAMSHIRE

GCN KIRKBY IN ASHFIELD,
K.LA:

Contacl: David Laithwaite

E-mall: inquisitormefisto@yahvo.co.uk
GCN NOTTINGHAM,

Da Wot Notts:
Contact: Scott Miskin

E-mail: scott.miskin@btopenworld.com

GCN NOTTINGHAM,

1st Company Veterans:
Contact: Stephen Watson
E-mail: swalo20048hotmail.com

Members of the Sad Muppet Society gaming club take on those from the Oxford Gaming Club.

GCN SUTTON IN ASHFIELD,
Last Bastion Gaming Club:
Contact: Lee Groves

Tel: 07814 025 722

E-mail: bastion gaming@ntworld.com

GCN OXFORD,

Oxford Gaming Club;

Cantact: Mike Sharp

Tel: 07802 764143

E-mail: mikesharpd@btopenworld.com

PETERBOROUGH

GCN YAXLEY,

Norman Cross Crusaders:
ustin Eashy

tski@aol.com
wcrosscrusaders.orguk

GCN SHREWSBURY,
Gatekeepers Wargames Club:
Contact: James Sherry

E-mail info@gatekeepers.me.uk

GCN TELFORD,

S.TA.GS Telford:

Contact: Carl Evans

Tel: 01952 597927

E-mail: phoenix22@blueyonder.co.uk

SOUTHPORT

GCN Southport,

Lost Boys Wargaming Club:
Contact: Paul Heron

Tel: 0796 300 1468

E-mail: hez14badkarma@blueyonder.co.uk

STAFFORDSHIRE

GCN CANNOCK,

Games Club Cannock:

Contact; Richard Bryce-Nye

Tel: 01543 459 229

E-mail: Torrich@bricenye fsnet.co.uk

GCN TAMWORTH,

TGC:

Contact: Phil Hannigan

Tel: 01827 287446

E-mail: philhannigan2002yahoo.co.uk

SUFFOLK

GCN ASSINGTON,
Suffolk and Essex Gamers:
Contact: Mark Aldhouse

Tel: 01440 785589

GCN BECCLES,
Band of Gamers:

Co Bryan Armstrong
Tel 271 1414

GCN BECCLES,
Crypt Keepers:

Contact: Chrl Worster
Tel: 07913 606 549 (after bpm)

GCN BECCLES,
Curious Dwarf:
i

siles Robinson

scali.co.uk

GCN IPSWICH,

Swarmm Wargames Club:

Contact: Matt Holden

Tek: 01473 827 208

E-mail: matt@haldenhouse. freeserve.co,uk

GCN NEWMARKET,
Newmarket Dwarf Wargames Society:
Contact: Mark Haynes

E-mail; mark.haynes@capegenint.com

SURREY

GCN GUILDFORD,
Guildford Games Club:
Contact; Ben Lee

Tel: 07799 691183

E-mail: ben@plasticman.biz

GCN MITCHAM,

Mitcham Marauders:

Contact: Jason Fowler

Tel: 3403472

E-mail: mitchammarauders@hatmail.co.uk

GCN TOLWORTH,
Tolworth First Founding:
Contact: Peter Corps

Tel: 07788 790136

‘GCN WOKING,

15t Founding:

Contact; Ashley Homewood
Tel: 0193 278 7445

SUSSEX

GCN BOGNOR REGIS,
BRGA:

Contact: Frank Hill

Tel: 07896 319 683

E-mail: mrfrankhill@yahao.com

GCN BRIGHTON,

Brighton Warlords:

Contact: Peter Cooke

Tel: 0797 405 4240

E-mail: peter.cooked23@ntiworld.com

GCN BRIGHTON,

Gambit Games UK:

Contact: Gareth Wynn.

E-mail: gareth.wynn808@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-mall: mark templarBgoaglemall.com

GCN HASSOCKS,

Clayton Warlords:

Contact: Roger Smith

Tel: 0771 556 296

E-mail: roger_gs_smith@hotmail.com

GCN EASTBOURNE,
Eastbourne Elemental:

Contact: Luke May

Tel: 0787 790 9125

E-mail: lukes.weatherlight@gmail.com

GCN WALBERTON,

Walberton Wargamers:

Contact: Mike Roddham

Tel: 01245 554185

E-mail: walbertanwargamers@yahoo. co.uk

GCN YORKSHIRE,

WARWICKSHIRE .
York Garrison:

GCN NUNEATON, Contact: Rabey Jenking
Nuneaton Model and Games Club: Tel: 0796 727 7994
Contact: Brian McCormack E-mail: precinctomegaibtopenwarld.cam

Tel: 07866 707 127
SCOTLAND

GCN CAITHNESS,

WILTSHIRE

GCN CALNE, Northern Knights:
Calne Gaming Club: Contact: Dave Yeamans
Contact: David Powers Tel: 0764 976 0048

Tel: 07901 604 865
GCN SWINDON,

E-mail: recoehoss@btinternet.com

GCN DUNFIRMLINE,
Dunfirmline Wargaming and
Roleplay Fellowship:

Contact: Brian Farrester

E-mail: dwarfclub@iaol.com

GCN EDINBURGH,
Edinburgh League of Gamers:
Contact: Andy Mecchan

E-mailt leagueofgamers
owneriiyahoogroups.co.uk

GCN FIFE,

The Gaming Kingdom:

Tel: 07834699774

E-mail: the_gaming_kingdom@yahoo.co.uk
GCN GLASGOW,

St Aidens Warriors Club:
GCN HARROGATE, Contacti Alan Habbs

Harrogate & Ripon District Gamers: E-mail; macdanald3 1 7@hatmail.com

Contact: Patrick Stoddart
Tel: 07810 317 456 GCN INVERNESS,

John Hext
13 692 938
jhext@btinternet.com

GCN SWINDON,

Swindon and District Wargamers:
Contact; Paul Nettle

Tel: 01793 700609

E-mail; nettle.ribe@ntlworld.com

YORKSHIRE

GCN HALIFAX,
Pennine Raiders:

Telt 0142 236 9034

: hardpin@tiscall.co.ok

E-mail; pat_maximus@hotmall.com Da Klub;
Contact: Stephen Miller
GCN HUDDERSFIELD, Tel: 07876 571222

E-mail: steveindex@aol.com

GCN KIRRIEMUIR,
Kirriemuir Wargames Club:
Contact: David Tulloch

GCN LEEDS, E-mail: david.ulloch1 @tesco.et
Night Owls:
Cantact: Steve Nolan
Tel: 0113 225 0461

Cellar Dwellars:

Contact: Richard Ambler

Tel: 07984 11 3974

Email: ubersquack@yahoo.co.uk

GCN RENFREW,
WPA!

Co
GCN LEEDS, Tel
Leeds Games Club:
Contact: Boh McPherson
Tel: 0783 149 5
E-mail; ramicp)

GCN OSSETT,

Ossett Wargames Club:
Tel: 0192 426 4064
E-mail: paulmgrace@btinternet.com

Andy Thompson
1086 2466
Email: athompson@jags24 freeserve.co.uk

GCN STIRLING,

Stirling Wargamers:

Contact: Paul Braoks

Tel: 01766 450 062

E-mail: paul@treeandleaf plus.com

WALES

GCN BRIDGEND,

Bridgend YMCA Gamers Club:
Contact: Bill Evans

Tel: 0165 676 6134

£-mail; billdragon1 @tiscall.co.uk

scallco.uk

GCN SHEFFIELD,

SAFETY IN THE COMMUNITY

GCN membership guarantees the highest
standard of customer service and safety.
of our ongoing commitment to
yists, we do not
f the

As pa
our customers and hol
promote any gaming clubs outside

Gaming Club Network.
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AVAILABLE TO ORDER

As befits the largest nation You can buy our products from the following sources
of the Old World, the Empire

has one of the largest and Siaaine M diketip styrce ragedie
most diverse range of * Gy Ghline store Page 119
miniatures in the Citadel i

vaults. Here are just some t GamsnorsiapiDirect fage 119
of the models available. * Independent Stockists Page 108

WARRIOR PRIEST WITH WARRIOR PRIEST WITH WARRIOR PRIEST WITH
GREAT WEAPON ADDITIONAL HAND WEAPON HAND WEAPON AND SHIELD
99060202220 £7t, €10.40, 99060202219 £71, €10.40, 99060202221 £71, €10.40,
80dkr, 90skr/nkr 80dkr, 90skr/nkr 80dkr, 90skr/nkr

MASTER ENGINEER WITH MASTER ENGINEER WITH MASTER ENGINEER WITH
REPEATER HAND GUN REPEATING PISTOL HOCHLAND LONG RIFLE ENGINEER ON MECHANICAL STEED
99060202222 £8t1, €11.50, 99060202223 £8t, €11.50, 99060202224 £8t, €11.50, 99060202215 £12t, €17.50, 140dkr, 160skr/nkr
50dkr, 110skr/nkr 90dkr, 110skr/nkr 90dkr, 110skr/nkr

This set contains 1 multi-part
plastic Great Cannon, which can
also be assembled as a Mortar.

== (i

Example of an Empire
Great Cannon.

EMPIRE ARTILLERY
99120202005 £12+, €20, 140dkr, 170skr/nkr

Example of an Empire Mortar.

nlents may vary. Products sold unpaintsd and unassembied. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current
rked | do not show the 2.5% VAT reduction implemented on 1st December 2008. The raduction will be applied to affected products by Games Workshop at the point of sale. Prices quoted are for products
sold by Games Workshop through its own stares, or website. retailers are responsible for delermining their own prices.
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This set contains 8 multi-part plastic Empire Knights, which can be
assembled as Reiksguard, Knights of the Blazing Sun, Knights Panther
or Knights of the White Wolf, including options for a champion,
standard bearer and musician.

EMPIRE KNIGHTS
99120202002 £18t, €30, 225dkr, 270skr/nkr

Empire Militia
This set contains 20 multi-part plastic Free

Company Militia, which can be assembled
with a variety of weapons.

EMPIRE MILITIA
99120202004 £181, €30, 225dkr, 270skr/nkr

Pictures for illustrative purpases only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous If used incorrectly. Prices
corract at time of going to press, please contact us for current availability and prices. UK prices marked 1 do not show the 2.5% VAT reduction implemented on 1st December
2008. The reduction will be applied to affected products by Games Workshap at the point of sale. Prices quoted are for products soid by Games Workshop through its own stores,

[ or website. Ir retailers are fble for determinir

their own prices.

Example of a Knight of the White Wolf

<l

tl!llur_ Empire Miniatures
Available to Order

* THE GRAND THEOGONIST

ON THE IMPERIAL WAR ALTAR

99710202058 5k s inn s

....£30t, €40, 300dkr, 350skr/nkr
* KURT HELBORG, CAPTAIN

OF THE REIKSGUARD

99110202211 ...

..£18%, €25, 200dkr, 250skr/nkr
* EMPEROR KARL FRANZ

ON GRIFFON

99110202130

....E20t, €30, 230dkr, 270skr/nkr
* LUDWIG SCHWARZHELM,

THE EMPEROR’S STANDARD

BEARER

oLt 1 R Pl 0 b B e e

....£18%, €25, 200dkr, 250skr/nkr
* BALTHASAR GELT,

SUPREME PATRIARCH

99060202 T2 vt riss

....E18t, €25, 200dkr, 250skr/nkr
= EMPIRE GENERAL ON

GRIFFON

{ehe b R e I oL e e

....£307%, €40, 300ckr, 350skr/nkr
* LUTHOR HUSS,

PROPHET OF SIGMAR

9906020210 niaas St ns

....£10%, €15, 115dkr, 140ske/nkr
* EMPIRE GRAND MASTER,

ORDER OF THE KNIGHTS

OF THE BLAZING SUN

99060202003 .

..£8t, €12.50, 100dkr, 115skr/nkr
* EMPIRE GRAND MASTER,

ORDER OF THE KNIGHTS

OF THE WHITE WOLF

JONBO200 0N, et i ks

..£8t, €12.50, 100dkr, 115ske/nkr
* EMPIRE GRAND MASTER,

ORDER OF THE

KNIGHTS PANTHER

990602020281 /i

..£8t, €12.50, 100dkr, 115skr/nkr

www.games-workshop.com




= Examples of Icons used on Chaos
A Space Marines as Personal lcons,
) which guide deep striking squads
: and allow Lesser Daemans to be
5 'q summoned to battle.

Bitz Packs are for hobbyists who want to add that
extra level of detail to their force, or create
bespoke conversions. Here are some of the latest
Bitz — check the online store for more.

CHAOS ICON PACK
99069915047 £51, €6.50, 55dkr, 65skr/nkr

Nurgle Icon Pack Khorne Icon Pack

b

NURGLE ICON PACK KHORNE ICON PACK SLAANESH ICON PACK TZEENTCH ICON PACK
99069915050 £5t, €6.50, 99069915048 £5t, €6.50, 99069915049 £51, €6.50, 99069915051 £5t, €6.50,
55dkr, 65skr/nkr 55dkr, 65skr/nkr 55dkr, 65skr/nkr 55dkr, 65skr/nkr

Can'’t wait to get your hands on
the latest releases? Then our
Advance Order service is for you.

» Get the latest products delivered to your door on the

day of release! ; : .
s If you have your orders delivered to your local store, il il MEE

we'll send them POST FREE!

Released 4th of July

e Warhammer 40,000 Expansion: Planetstrike
e Space Marine Land Speeder Storm

e Space Marine Ironclad Dreadnought

e Forgefather Vulkan He'stan

* Kor'sarro Khan

¢ Imperial Bastion

e Aegis Defence Line

o Skyshield Landing Pad

e Shrine of the Aquila

Released 18th of July

¢ Citadel Brushes

e Citadel Drybrushes

» Citadel Wash Brush

» Citadel Stippling Brush

WARIARMER e : DAWES
L Blastscape EXPANSION WORKSHOP

PLANETARY INVASIONS IN THE 21ST MILLENNIUM

Pictures for ilustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Gitadel products may be dangerous if used incorrectly. Prices correct at time of going to press, piease contact us for current
avallability and prices. UK prices marked f do not show the 2.5% VAT reduction implemented on 1st December 2008. The reduction will be applied to affected products by Games Workshop at the point of sale. Prices quoted are for products
sald by Games Workshop through its own stores, cat or website. Indspendent retailers are ble for determining their own prices.
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HOW T0 ORDER

Our hobby range contains thousands of products, with more added every month. There
are four ways to get your hands on GW products.

Warhammer Rulebook

At Games Workshop Hobby Centres

* Range of products

All our centres stock a large range of Warhammer 40,000, Warhammer and The
Lord of The Rings games and models as well as all the hobby materials you need

to collect, build and paint your armies.
* In-store order point

Many of our stores have a Direct in-store order point which you can use to access
our entire range, including Specialist Games, Collectors and Bitz Packs allowing
you to personalize and expand your miniatures collection.

e Gaming Rooms and Battle Bunkers

All Gaming Rooms and Battle Bunkers provide the full range of Games Workshop
services. However they are larger than a normal Hobby Centre and have many
gaming tables, which makes them perfect for meeting fellow hobbyists.

> at: www.games-workshop.com

At games-workshop.com we offer a fast, accurate and convenient service that
allows you to order anything from our entire range of miniatures and other hobby
products and have them delivered to your home or your local Hobby Centre.

* We aim to despatch all orders in three days, straight to your door.

* You can order ANY Games Workshop product.

¢ Our Advance Order service lets you order models and

products before they are released, reserving your copy.

¢ Qur complete range includes Specialist Games,
Collectors and Bitz Packs, with new additions every

month! Check out what’s new today.

By calling the Games Workshop
Direct Customer Services team

Want to place an order? Need advice on the
next purchase for your army? Got a question
about Games Workshop products? Just pick up
the phone and give us a call on:

+44 (0)115 91 40000.

Our experienced team will guide you through
the ordering process and will answer any queries
you may have. They are also on hand for any
individual tips and advice you may require.

From independent stockists
and trade partners

Games Workshop has a number of trade
partners and independent stockists across the
globe, who not only carry our most popular
ranges, but can also place orders for you from
our current catalogue.

To find a hobby or toy store near you that carries
Games Workshop products, just call our Direct
Customer Service team on +44 (0)115 91 40000
or log onto www.games-workshop.com

F VeriSign
Secured

MAIL ORDER
OPENING TIMES

Monday: ......10am - 6pm

Tuesday:........11Tam - 6pm
Wed-Sat: ......10am - 6pm
Sunday: ........ 12pm - 4pm

Methods of payment

You can only pay for
orders through the
Online Store by credit
card. We accept the
following credit and
debit cards: Visa,
MasterCard, Maestro
(formerly Switch).

Maste(@
[T V154
R Electron

Maestro

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembied. Certain Citadel products may be dangerous if used Incorrectly. Prices correct at time of going to press, please contact us for current
avaiiability and prices. UK prices marked 1 do not show the 2.5% VAT reduction Implementad on 1st December 2008, The reduction will be applied fo affected products by Games Workshop at the point of sale. Prices quoted are for products

sold by Games Workshop through its own stores, or website. Ir retailers are

ible for determining their own prices.
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POST YOUR PERSONAL

ALTERNATIVE
SUBSCRIPTION OFFERS

MANDATE

DETAILS

SUBSCRIPTION

ORDER

SUBSCRIPTION OFFERS

Get your first 3 issues
for only £5!

Continue your subscription for just £9 a quarter
giving you a FREE magazine every 3 months!

[] 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
Identification Number or Building Society to
388464 pay by Direct Debit. DIRECT
To the Manager (Bank NAME) «..... it Deb't
Falils |73 3 e e O L R S SR A e o

W POSICDe s b
Name(s) of account ho!der( 5 .

Branch sort code D |:| |:| D DD TR
Bank/Building Society D D I:l D EI Ij D D b e o

his Instruction subject to
the safeguards assured by

Ref No (Qifice use only) the Direct Debit Guarantee,
L understand that
ooooooog el o
Games Workshop and, if
T R L s ot NSBRO RO, o 1y S O e R i MR
255 electranically to my
(O I TR ey L e T e L R A P TR e P B T o 3 ankilchng Soeg

Banks and Building Societies may not accept Direct Debit Instructions for some types of account

I would like to subscribe to White Dwarf beginning with issue: WD[ ][]

I e A et o e o
Surname ..
Address ....
Posteade b i 2
Telephone (inc STD code) .
B A IR a vy e ey e o2 s o3 Lyt v v v ' Bl ke B Ll

The subscription is a gift for the person detailed below

| e ed o et T e P e RO ETTATTIE o Pk et e v et o e fet e o, S
Surname .....
Address .......
Postcode HETTIPTATIRY (n s kT s o T  hor )
Telephone (inc STD code) ......cocoecniniiininniinns et dnamin Sl cns Minas comnond

RETURN THIS FORM TO

Warners Group Publications plc, The Maltings, West Street, Bourne, Lincolnshire, PET0 9PH

TERMS AND CONDITION!
Th

ALTERNATIVE WAYS TO PAY

| would like to subscribe for:
[] 1 YEAR 12 issues wosusl)  £40, €70, 550dkr, 650skr/nkr
[] 2 YEARS 24 issues wosusz)  £76, €125, 1000dkr, 1150skr/nkr

[[] | am an existing subscriber [[] | am a new subscriber (please tick a box)

CHEQUE AND CREDIT CARD PAYMENTS
il Posm!prder (UK only)/Cheque ( made payable to Games Workshop Ltd)

Card Number JCICIC] DD[I[I ) 2 A
Issue Number D D(Swilcﬁfﬂdaes(m Only) Valid From DI:' Expires DD
3 Digit Security Code I:H:”:l {Found on the reverse of your Credit or Debit Card)

s 0 o T L Lt LS e R e L Ak A LT b e

STBNALUTE s iivivciiswiniv lausvavins s oo s sV sss rpieuesonsEcess e ereens ARG e v Sttt
(signature of parent or guardian required if recipient is under 16 years of age.)
Reply by the 30/06/2009 to take advantage of this offer.

Games Workshop Limited. Registered in England and Wales — Company No. 01467092

TR ngice v Chaos aopaiand Batte Peports. <500 D

SUBSCRIBE
T0 THE WORLD'S GRERTEST
HOBBY MAGAZINE

TODAY!
WHY SUBSCRIBE?

All the latest News and
New Release information.

Exclusive in-depth features
about the Hobby.

Savings off the cover price.

Ensure that you never miss
another issue of your
favourite Hobby magazine.

delivery, early and
direct to your door.

with our new Direct Debit offer

SUBSCRIBE WITH MAIL ORDER

0115 9140 000

www.games-workshop.com
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NEXT MONTH
 BOLSTER YOUR =
nEFENcE 10 I’lANE'I'STHII(E

Deadly battles ens JUSER the enemy attacks from the skies — your
ﬂjf Warhammer 40,000 will never &the same agaln'

er'f'

[OrD#RINGS

== STRATEGY BATTLE GAM:

WARRIORS OF LOTHLORIEN THE COLOURS IIF MAGIC

By now you’ll have seen what the We've laid down the gauntlet for
Galadhrim can do in War of The Ring, some of the outstanding painters
and in next month’s White Dwarf around the Studio - including "Eavy
you'll find all the rules for using these Metal - to paint an Empire Battle
powerful Elven warriors in the Wizard for each of the Colleges of
Strategy Battle Game. Magic. See the results next month.
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