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It's really quite an
exciting month here in
White Dwarf, as we're all
seeing red — Blood Red,
that is (or maybe
Mechrite Red with a
Devlan Mud wash, if you
follow Duncan's advice
later on) It's not every month that one of
our favourite Space Marine Chapters gels a
whole bunch of new vehicles to play with.
And what vehicles they are — not only is
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there the awesome Furioso Dreadnought
kit, which also makes the Death Company
Dreadnought and the Furioso Librarian, but
an entirely new flyer.
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Ever since the Stormraven Gunship first
appeared in the Blood Angels Codex last
year, the world has been rife with
speculation about what this gunship might
loolk like, Well, if vou turn the page (or look
at the back cover), you'll see for yourself,
and flick to page 22 and you can read the
rules for it and find out more about how
Dale Stringer and Jes Goodwin designed it.

Mo conversation has turned to
different matters: how many Stormravens
should 1 include in my ar-'rv:,J What
weapons should | assermhle it with? How
best to paint it? And how can anyone resist
making zooming noises as they fly the
Stormraven about?*

I'll make no apologies that this
enthusiasm carries on throughout the issue,
from the battle report between age-old
wargaming nemeses Matt Hutson and

(8 *hil Kelly iwhich sees the return of Dark

Eldar Archon, Valossian Sythrac), to
Mick Bayton and Duncan Rhodes
showing you two quite different ways
to paint a Blood Angels Battleforce. Phil
has even written a new Battle Mission for
the Sons of Sanguinius,

And that's not all, The Black Library has
gotten carried away with the excitement too
as Gav Thorpe shares his thoughts on
writing about Space Marines and we've
used the arbwork for James Swallow's Blood
Angels Omnibus on the cover of the issue.

Mever let it be said there can be too

much of a good thing,

*The answers to our ponderings are,
for those of you interested are: 3; assault
cannons, multi-meftas and hurricane
bolters, if vou belfeve Matt; with a
Spray Gun; and it's impossible,

nobody can resist,

Andrew Kenrick, Editor

o ] Ve Wl i e Vi | e ey

vemw.gamisworkshop. com

L11921‘U2I}55$‘:~

Product Code: 6024399931
IS5N: D265-8T12 02




The Sons of Sanguinius are reinforced this month with a pair of new kits.
We explore the Blood Angels in more detail and talk to the miniatures designers
about the Stormraven Gunship and Furioso Dreadnought starting on page 14.

54 SHIES OF BLDOD
Archon Valossiann Sythrac strikes apgainst the forces of the
Imperium once again, but he h.-|:=~r'|r reckoned on the
presence of Astorath the Grim and his Blood Angels.

along with four new datasheets for the Blood Angels.
36 ARMIES OF MIDDLE-ERRTH PART 2: THE DARK HORDES
In his continuing quest for which War of the Ring army to
collect, Andy Hall explores the Bvil forces of Sauron.
Jeremy Vetock explains how to win games with the

chittering hordes of the Skaven.

16 ARMAGEDDON
The Studio has been resounding Lo the echoes of battle
as wi start our latest Planetary Empires campaign: a
refight of the Battle for Armageddon.

43 RRMY MASTERS: EMPIRE
I this month’s army showcase, we take a look at the
1 STANDARD BEARER army of Ostermark painted by Christian Byrne.

ervis offers his thoughts on campaigns, and why they are
J|'|i5 favourite way of j[I1|.'=.§,'||15.1l j.’li-IIT':FI.-!b. : j I - _Hf“ﬂﬂ“"ﬂﬁ DLDEN M . 2
; Mick Bayton and Duncan Rhodes pick up their
104 FRONTLINE paintorushes to give two different lessens an how to
Hehbay activities and news in yvour area. paint an army of Blood Angels,

02 HEW RELEASES
Mew miniatunes hitting the stores near you soon,

1 HEWS
The latest news for the Games Workshop hobby,

14 BLDOD ANGELS FEATURE
E Ancly Hall sits down with 8at Ward, Dale Stringer and

Jes Coodwin o find out all about the mew Furioso
Dreadnought and Stormraven Cunship.

30 LIBER APOCALYPTICR
In this monti's Liber Apocalyptica, Rebin Cruddace
presents background on the Assault on the Hellspire

42 TACTICA: SKAVEN









STORMRAVEN GUNSHIP

The Blood Angels are one of only a few Chapters to be able to field the Stormraven
Gunship in battle. These powerful gunships scour the skies, delivering Space Marines
onto the battlefield whilst blasting the foe apart with their heavy weaponry.
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Go to www.games-workshop.com
for a comprehensive Blood Angels
vehicle p. guide, tactics and
a glorious 360° showcase,

www.zames-workshop.com 5
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BLOOD ANGELS FURIOSO DREADNOUGHT

Buried deep within the adamantium shell of a Furioso Dreadnought lies one of the
Blood Angels’ most revered heroes, an ancient of Baal returned to life in striding
war machines bedecked with a fearsome array of weaponry.

The Furioso Dreadnought can be assembled to make far
mare than just its namesake. Designer Dale Stringer, wha
will already be lauded by Blood Angels players everywhere
due to his work on the Stormraven Gunship, has ensured
that the kit offers you the choice of assembling the titular
Furioso Dreadnought, a Furioso Librarian or a Death
Company Dreadnought.
The Blood Angels are unique amongst the Chapters of
the Space Marines in that they can potentially field an
unprecedented number of Dreadnoughts in battle — close
to a dozen, in a single Force Organisation Chart. The
Furioso Dreadnought is a great all-rounder, with a high
front armour value and a wide array of weapon options, it ‘
packs a punch {or two) in close combat. The Furioso can
he upgraded to a Furioso Librarian, gifting the Dreadnought aﬁ
with a potent array of psychic powers, The third option is :
the Death Company Dreadnought, a nigh-unstoppable
close combat machine.

BLONOD AMGELS FLRIOSO
DREADSOLIGHT B27.70
Propfuct code: SELIGITINS
Seufpter by Dale Strnper
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Furioso Dreadnought

This Furicse Dreadpought has been The right arm has been fited with a
uipgrached from a storm boler te a powessial frag cannon, whicl fires
heavy Ramer. shells packed with razor-shap shards.,

A pair of tood talons gives the This Dreadmacght has been equipped
Ureacdnowght a bonws Attack for wilth a magna-grapile, altached o the
every waud it causes, top of the sercophagos,

Furioso Librarian

rivees Dreadonought can be vperaded o be a Furiosa Libvarian armed with 4
roughbsized farce weapon.

Battle Report

Turn to page 54 to see all three Dreadnoughts in battle
against the accursed Dark Eldar.
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BLOOD ANGELS BATTLEFORCE

The Emperor’s enemies grow ever stronger but the Blood Angels will always be
ready to force back the tide. The Blood Angels Battleforce allows you to build a 3
collection of these brave warriors and help save Mankind.

The Blood Angels are a noble and loyal
Chapter of the First Founding. For more
than ten thousand years they have valiantly
fought as one of the Imperium’s most
revered fighting forces. They are known
throughout the galaxy for their loyalty,
battlefield skill and the swift vengeance
they bring down upon the Emperor’s foes,
The Blood Angels Battleforce is an ideal
way of starting your own army of red-
armoured warriors. The box set contains
enough parls to assemble 20 Battle-
Brothers and a Rhino. The set contains a
frame of ten Tactical Space Marines, five
Assault Marines and five Death Company.
The Death Company frame is packed with
not only the parts needed to make the five
Death Company, but also loads of extra
Blood Angels iconography and components

BLOMOD ANGELS BATTLEFORCE Ef .50 L
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( TURN TO PAGE 94 TO SEE HOW TO PAINT THIS BATTLEFORCE. )
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HELION RAIN

HELMM RAIMN

Aodio Book by Georgs Main
PR 78-1-04970L007-7
E15, Tk, dqrikefoady. S

Black Llhrary puhllshes a range uf :
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.
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The world of Idos is on the
varge of destruction and
plagued by ravening Tyranids,
Inta this maelstrom come the
Raven Guard 4th Company,
the warzone perfectly suited to
their lightning-fast methods of
combat, Led by Veteran
Sergeant Grayvus, their mission
is simple — to rescue the
planet’s last survivors. But in
the midst of this nightmare,
they receive new orcers o
lecate and destroy a power
station, Grayvus and his
company must fight their way
through Genestealers and a
deadly biomomph if they are to
succesd and reclaim ldos.

THUNDER & STEEL

Across the Old World, the
pevers of Chaos seek to bring
corruption and death, Only the
bravest dare stand against them.
Thunder & Steel is an epic
collection of Dan Abnett's
Warhammer fantasy, including
the novels Riders of the Dead,
Gilead's Blood and Hammers of
Lilric, plus short stories and a
full graphic novel,

THUMDER & STEEL
by Dan Abnett

I5HN: B8 T-049 700000
EL8, T r5dky Jiiskiinke 54,952

£10.9%

THE PURGING [IF KADILLUS

b

THE PURGING
OF KADILLUS

GAY THORPE

Faced with an Ork invasion of
Piscina IV, the 3rd Company of
the Dark Angels believes the
threal to be minimal. As enemy
numbers continue to increase,
their commander, Captain
Belial, inststs that his Company
are strong enough to resist. Bul
Scout-Serpeant Maaman knows
just howy dangerous the
greenskin threat can be,

THE PURGING OF KADILLUS £8.59
by Gav Thome

I5EM: P78 1044 14-894-5
EI250, 100k, 1 25ekn ke, 44555
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Averland is aflame. An army of
cultists rises. The Theogonist
Wolkmar marches towards the
city to snuff out the rebellion
before it grenvs too widespread
to defeat, But only Kurt Helborg
has the strength of will fo haold
togather the province in its hour
of need, Only he can rally the
terrified citizens to resist the
infermal powess that beset them,

SWORD OF VENGEANCE
by Chiis Wraight

1SER: P78-1-B49T0-020
ETILER Bl Timiskrike, 20955
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Forge World makes a huge array of resin kits and accessories
designed to complement our range of Citadel miniatures,
including super-heavy tanks and huge Titans.

Go online to see more of these awe-inspiring models:

www.forgeworld.co.uk
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Coming soon — a brand new range of resin models are about to be unleashed upon
the unsuspecting denizens of the Warhammer world.

In but a few short months, a whole new range of models
will be unleashed on the unsuspecting Old World.
Warhammer Forge is opening its ornate gates with a host of
resin Warhammer models that includes Land Ships, Plague
Toads, Chaos Dwarl war engines and loads more. These
great models will all be accompanied by a series of books
written by Rick Priestley.

If this all sounds as exciting to you as it does to us, then
keep an eye out for a future issue of White Dwarf or onling
at the Forae World website:

www.forgeworld.co.uk

s, the Great Toad
wr (wiwk in progress).

Space Marines don't get much time to unwind between battles but here's proof
that when they do, its White Dwarf that they turn (o for a goed read. This
Ultramarine is busy reading last October's White Dwarf, a few months behind
us; there's clearly a delay sending an issue 38,000 thousand years into the
futiire, Time travel is not an exact science!

Of course, the alternative explanation is that this brilliant, fully movable
Space Marine suit (yes, there really is a guy in therel was built by Legacy Effects
and has been terrorising and delighting visitors to Games Days around the
warld, 40K computer games publisher THO commissioned this fantastic creation
along with an equally impressive Ork and Khorne Berzerker to celebrate Relic's
ithe guys behind Dawn of War] new game — Space Marine. Coming to Xbox
360, PC and Playstation 3 soon, this puts you in control of an Ultramarine
Captain as he fights off hordes of Orks on a doomed forge world. For more
information head 1o:

www.spacemarine.com

www.games-workshop.com 11




The Emperor Protects

The Emperor Protects is an exciting new
adventure book for Deathwatch. On the
savage feral world of Aurum, a proud
colony of warriors resists the pull of the
Irmperium, and their assistance is vital in
the face of new foes. Meanwhile, a cily
beneath the sea might hold the answers
needed to uncover the mystery behind a
missing Inquisitor. The Deathwatch is
needed. The Emperor Protects contains
three separate adventures for the
Deathwatch roleplaying game set amang
the wartorn front lines of an Imperial
crusade, This collection of missions is a
great way to besin your campaigns!

Join us in stores this Half Term for an exciting campaign
set on the war-torn world of Armageddon,

Warlord Chazgkull’s mighty Waaagh! has descended
upon the world of -‘-‘-.lmmrvddo 1 and anly the forces of the
Imperium, led by the revered Blood Angels can hope to
turn the green tide.

Coinciding with the release of the amazing new Blood
Angels reinforcements this month, your local Hobby Centre
has a Half Term of fantastic events and activities planned
for you, aimed to help you get your armies built up to full
fighting strength and gloriously painted.

Throughout the week vou'll also be able to take your
growing forces into battle in a series of story-driven
scenarios that will conclude in a titanic struggle between
the armies of the Imperium and the vast Waaagh! of the
greatest Ork Warlord ever to have lived.

Of course, turmaoil and strife can also be found throwghout
the Warhammer world and across the lands of Middle
garth as well. This Half Term, bring your armies into your
local Hobby Centre, whatever they may be, and take part
in a whaole host of exciting games and waorkshops,

Contact your local store today to find out what they
have in store for you this Half Term,

12 WHITE DWARF NEWS

In The Price of Hubris, the kill-team
travels to a feral world and must win over
a fierce and proud warrior culture,
However, alien forces stand belween the
Space Marines and any hope of viclary,

A Stony Sleep puts the kill-team on
the hunt for a missing Inguisiton, where
they face dark enemies and a mysterious
city beneath the sea. Can they solve the
puzzle in time?

Finally, in The Vigifant Sword, the
Deathwatch has discovered a sinister
conspiracy with dire consequences for
the Jericho Reach. Now, they must
prevail upon a corrupted Forge Waorld!

www.fantasyflight.com
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When you have read White Dwarf cover to cover, your Go to the Games Workshop website throughout
next stop is the Games Workshop website where a February when we'll be adding a Stormraven focus,
whole host of articles are uploaded for free some new spearhead formations {along with the
throughout the month and the Games Workshop blog Spearhead rules from June’s White Dwarf) and more
is updated every weekday. stuff on our Armageddon Planetary Empires campaign.

e e i e e P T e
COLLECTING ARTICLES

MODELLING ARTICLES

Collecting articles are ideal if vou're looking for some Our ever-growing collection of modelling articles
f ¥ B 5 B

inspiration on what to collect next and how to go focus on how to get your miniatures ready for

about it, from inspiring background information, to painting, gaming and display. From relatively simple
sample army lists. This month we 1ake a look at the hints that cover basic assembly guides, to ambitious
armies of the Blood Angels, including a series of new conversions and even more complex projects - there's
sample army lists and advice for using them in battle. something for every level of modeller.

GAMING ARTICLES

PAINTING ARTICLES

49
ing and painting an

Painting is a craft that requires patience to learn, but

Adter patiently collecting, mode

the feeling of achievement after painting a madel, arrmy, there’s nothing maore satisfying than taking it to
whether it's vour first or thousandth, is unmatched, battle, Our gaming articles are designed to help you
Last month we offered stage-by-stage zuides o get the most out of your army, from general tactics to
painting Skaven, and this month we take a detailed in-depth advice. This month we have new scenarios,
Inok at painting Blood Angels vehicles. Apocalypse datasheets and spearhead formations.

WHAT'S NEW TODAY WHITE DIWARF ARCHIVE

——"

The Games Waorkshop website is updated every The White Dwarf Archive comptises a selection of
weekday with new content, from articles and new articles from previous issues of White Dwarf, which
releases to information about events from around the are available as free PDFs for you to download and
world. The best place to keep up to date with what's enjoy. Only registered members of the website can
going on each day is What's New Today, a daily ook access this repository of hoblby lore, but don’t worny
at, well, what's new each day! because registering is easy and free.

www.rames-workshop.com
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During the Great Crusade
none fought with more
fervour nor were more
lowal to the Emperor s
cause than the | locd
Angels. Their Primarch,
Sanguinius, shared in the
Emperor's ideals so utterly
that he teleported onto the
battle barge of the Great
Heretic, knowing that
there would be only one
outcome — that, he,
Sanguinivs, would die.

Ten thousand years later the
Blood Angels mean to
ensure that their legacy 1s
remembered as one of
heroism and service so that
they might repay the trust of
their Pﬁmarctl. serving as an
cxampls to Man in the
dark days ahead. So it is thar
ngels fight on
against the & of the
Imperium, holding the
Thirst in check through
sheer force of will. Whatever
the Blood Angels flaws,
nowhere in the Imperivm
can truer servants of the
Emperor be found.







The Scions of Sanguinius make a triumphant arrival this
month, bolstered by a host of cool new releases to expand
their armouries. Andy Hall travels to Baal and interrogates the
shadowy architects of the Blood Angels.

1 the author attributes needed
ce Marines WATTIOr hut t
irk and

. However, h
ir when he kr

Codex: Blood Angels is a and b ‘-”h“'“ Inp

Dh-page #uid 5

with everything you need

to know about

Founding Chapter of

Space Marines. Within

the pages you ‘Il find a

ry with rules

and background for every

troop fype the Blood

Angels can field. There is

also information on the

many Successor Chapters

and the army list itself,




avercoming the afflicted Blood Angel so he
is unable to distinguish past from present,
sending him mad with fury, his only fate to
hunt out a glorious death in battle.”

Those struck down by the Black Rage
upon the eve of baltle are interred into the
Death Company; donning black armour
they will fight ane last time but do 5o as
condemned men with nothing to lose and
gverything to gain by dying in a final
glorious act. "For those not familiar with
the Blood Angels or their Successor
Chapters it's easy to assume that it's just the
Battle-Brothers who suffer the Flaw, but
that's clearly not the case,” says Mat,
picking up one of this month's new
releases, the Death Company
Dreadnought. Even a Blood Angel
entombed in the adamantium sarcophagus
is not immune (o the effects of the Flaw,
‘I've had people ask me if the Blood Angels
inter the Death Company member in the
Dreadnought, but no, it's the Dreadnought
itself that succumbs to the Black Rage.
Onece a Chaplain has declared a
Dreadnought lost, the tech-adepts and
servitors will repaint the Dreadnought's
armour and arm it appropriately. But, while
the Chapter will lose a venerable brother,
from a player’s point of view it can be a

WIEEEY BLOOD AN6ELS

game winner. [F's a Dreadnought with the
Fleet special rule so has a polential range
of 18", can shrug off Crew Shaken and
Crew Stunned results and when it assaults
it acts at Initiative 5 thanks to Furious
Charge. If you arm them with two blood
talons then it's not going to stop until it's
chewed through a whole squad or been
brought low. L does have one disadvantage

€ € Blood calls out to blood, so they
say. Let us spill that of our
enemies, that we may hear its cry

all the clearer. ,,

— Sergeant Arcula, Blood Angels 3rd Company

in that it also has the Rage special rule and
50 a canny opponent may be able to lead it
away from their more important units,’
explains Mat.

Another thing in the Death Company
Dreadnought’s favour is that it's found in
the Troops section, so they're easy to come
by providing you have enough Death
Company in vour force. However, as Blood
Angels players will already be aware, you'll

BATTLE-BROTHERS

AL the core of the Blood Angels are the Battle-Brothers.
Like any other Chapter, the Blood Angels are tactically
flexible — able to field Tactical Squads or even Devastators,
But it is frue to say thal il's in close assault where the Blood
Angels are most effective and as such, will nearly always
field Assault Squads when deploying for battle.

SALON NDISAd




Furioso DREADNOUGHTS

The Blood Angels have access to several different types of Dreadnought, all of which will take their place in the
Chapter’s many deployments across the galaxy — serving the Chapter as they once did as full-blooded Battle-
Brothers. A Death Company Dreadnought has fallen to the Black Rage, the war machine’s living mind is plagued
with visions of Sanguinius’ last moments and so he is loosed upon the battlefield to cause utter havoc amidst the
enemy. Furioso Dreadnoughts are living relics, the Chapter's greatest heroes entombed in metal so they may
fight again. Some are even guided by the crippled and ancient body of a Librarian,

Vanguard Veterans

With such prevalence for
assault, Vanguard Veteran
sruads are a common
sight in any Blood Angels
strike force. Led by a
Veleran Sergeant, they
fall from the sky with
| guns blazing.

find Dreadnoughts in two other sections of
the army list as well, making it possible to
have an army full of deadly Space Marine
walkers, Such a force will no doubt have a
starring role for the Furioso Dreadnoughts,
the living relics of the Chapter, venerated
by their Battle-Brothers and death incarnate
upon the battlefield. And then there are the
dreaded Furioso Librarians. ‘|t goes back to
what | was saying
earlier,” continues
dat, ‘with
heightened psychic
ability vou're going
to get more peykers
0 it fits that if any
Chapter is going to
have Librarian
Dreadnoughts it will be the Blood Anpels.’
Whilst we're not ready to let Mat slope
off back to his desk/lair yet, all this talk of
Dreadnoughts meant it was opportune time
to bring in Dale Stringer, the designer of
the new plastic kit thal allows you to build
all three of the Blood Angels’ specialist
Dreadnoughts. ‘It was a very organic
process,’ says Dale. Il had a spare five
weeks between projects so thought I'd have
a go at making a plastic Furioso
Dreadnought. Working closely with Mat,
we came up with the looks for the unique

18 WHITE DWARF  5LOOD ANGELS

weapons such as the magna-grapple.
However, what started as initially a kit
of the Furioso quickly grew. “Warking on
the philosophy of “wouldn’t it be cool if...”
I realised we could squeeze more value out
of the frame and provide parts to make a
Death Company Dreadnought. | liked the
idea of rather than just painting a
Dreadnought black, you could have a

€€ The Blood Angels are a proud
Chapter who refuse to yield the
skies to others. 99

madel with a fully sculpted sarcophagus’
But Dale's work didn't stop there as he also
added a Furioso Librarian, ‘That was a
challenge,’” he admits. “It needed to be
more than a sarcophagus variant; it had to
he distinctive, instantly recognisable as
something greater than a Dreadnought. |
took loads of design cues from the Space
Hulk Librarian sculpted by Alex Hedstrim.
| liked the idea of taking a death mask,
which is a prominent feature of the Blood
Angels, and enshrouding it within a
psychic hood to make a focal point.




!FURIOSO DREADNOUGHT

The frame diagram below highlights the breadth and variety of parts in the new
kit, allowing you to make one of the three different types of Dreadnought.

Furiosn sarcophagus
Leg plate

Death Company
sarcophagus

Leg plate

Librarian sarcophagus
Librarian head

7-5  Leg plate
B-10 Legs

11-12 Exhaust stacks
13-15 Arm plates

16-17 Arm mounts

18 Sarcophagus top

19  Sarcophagus base
20 Blood fist claws

21 Dreadnought feet
22 Blood fist mounts
23 Blood talon mounts
24 Blood lalons

215  Heavy flamer

26 Meltagun

27 Storm bolter

28-29 Crux Terminatus
30-31 Purity seals

32-33 Smoke launcher

34 Searchlight

35 Force weapon

36 Force weapon mount

ik =

T o

37 Hydraulic
38-3% Force weapon arm
40 Arm plate

41-42 Leit arm

43-44 Right arm

45  Magna-grapple winch

46 Magna-grapple mount

47  Magna-grapples

48-49 Frag cannon

50 Frag cannon
ammunilion

51  Frag cannon barrel

52  Librarian symbaol
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lo further distinguish the model we armed
it with a force weapon. This was the most
difficult bit ~ making what is an elegant
bladed weapon work on a big blocky
machine, The arm mount helps yvou with
this juxtaposition; | tried 1o create a visible
logic with numerous joints located at
pivotal points of the arm so it can be
wielded in different arcs, and I've hinted
that the blade rotates too. There's even a
piston coupling so you can imagine the
Librarian using it as a punch dagger, as the
blade is shot forward with massive force.”
The new Dreadnought kit is reason
enough to laud Dale's work for the Blood
Angels but it's far from his only recent
involvement, for he was one of the

something to further highlight how Space
Marines enter the fray. As that pestated in £
the collective Studio mind we looked for
suitable opportunity to bring the new
aircraft into the 41st Millenniurm, The

SANGU
The Sangi

Blood Angels seemed the ideal candidated and spirit

‘There are a couple of reasons as to an extent
why they are perfect partners,” Mat encapsul:
continues. ‘The first is that the Blood = toswik
Angels have already proven theyre more [l decimate
than willing to use weapons and vehicles i revered b
that are not necessarily Codex issue, the is the leg

Baal Predator being a good example. The i only in ti
second is that the Stormraven fits in with
the Blood Angels’ primary method of

making war. It's got wings — and as you

may have noticed — Blood Angels are eage
to attack from the air’ As any Blood Angel
player worth his jump pack will tell you, if
is all about striking hard and fast,
Everything in a Blood Angels army revolw
around speed and closing with the enemy
as quickly as possible, Companies of
Assault Squads fly through the air, making §

Lemartes is the Guardian
of the Lost, shepherding
the Death Company Lo
the most glorious deaths
possible, A legendary
figure amongst the Blood
Angels, he alone seems to
be able to keep the Black
Rage in check.

designers responsible for the Stormraven
Gunship, But aur first guestion on the
subject is aimed at Mat, why was the Blood
Angels codex a good time to introduce a
new space Marine vehicle? “Well, we've
been toying with the idea of a brand-new
Space Marine kit for a while now,” says

WHITE DWARF

Mat. ‘It was actually Jervis' idea. He
thought there was a gap in the range for a
medium-sized Space Marine skimmer,

DEATH COMPANY

Members of the Death Company, be they Battle-Brother or Dreadnought, fight completely

without fear befitting warriors certain of their demise. As they march o their inevitable fate
their furious willpower, a symptom of the Black Rage, a
before would have killed them outright. The Death Company can be accompanied by the dark-
winged angel known as Astorath the Grim, the High Chaplain and Redeemer of the Lost.

BLOOD ANGELS

llows them to endure wounds that days

planetfall mere secands before assaulting
the enemy. Even the Blood Angels’ mare
lumbering tanks such as the Land Raider
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B SANGUINARY GUARD

The Sanguinary Guard are proven in mind, body
and spirit to uphold the values of their Primarch to
an extent no other can. On the battlefield they :
encapsulate Sanguinius’ image and favoured tactics
— to swoop upon the enemy on angelic wings and
decimate at short range with holy bolter fire and
revered blade. Also resplendant in golden armour
is the legendary Sanguinor, a being who appears
only in times of the Blood Angels” greatest need.

enter the fray by being dropped into
combat from a Thunderhawk,

‘The Blood Angels are a proud Chapter,
and refuse to yield the skies to others and
in this respect the Stormraven helps the
Elood Angels — and their Successors — keep
contral of an area they believe is theirs to
dominate,” states Mat. Philosophy aside,
the Stormraven is welcome in any Blood
Angels force as it's such a powerful vehicle.
‘It's a cross between a Land Raider and
Rhino that flies,” says Mat. ‘It's an
extremely flexible craft, which can be used
a5 4 transporter, a gunuhip or both.
Transport wise, it has a large capacity of up
tor twelve models, or six jump infantry, and
even a Dreadnought in addition to the
seuad, It's also armed 1o the teeth, and can
be outfitted with a variety of weapon types
to fulfil many different roles. What's more,
the Machine Spirit special rule will allow
you to launch a portion of its considerable
firepower at an additional target.”

As we finally release Mat back into the
Studio wilds, we focus our attention on
seeking out Space Marine design supremo,
les Goodwin, The veteran designer has had

a decisive hand in all the Space Marine
plastic kits over the years and the
Stromraven was no different, ‘| wanted it to
look extremely brutal,’ says Jes when |
catch up with him. ‘It's no coincidence that
if you clench your fist and hold it
horizontally you'll have a very similar
silhouette to the Stormraven.’

While the Stormraven is now finally
making its debut, a Space Marine skimmer
and flyer has actually been in the works for
a long time. ‘We have now come to a point
where the Space Marine range is extremely
comprehensive so the question we've
started to ask ourselves is: where to next?
Do we carry on making new tanks? Which
we could easily do, but then you slowly
impede on the Imperial Guard's territary,
We've discussed doing a plastic
Thunderhawk time and time again, and I'm
in no way ruling it out, but the idea was
floated about doing a smaller gunship;
something that is manoeuvrable, fast and
could take a squad o two.!

Ihe Stormraven then is a bit of a first
for the Space Marines, a squad-sized flyer,
but while it may be a new concept it's

Continuad on page 24,

S4.LON NOIS3d

Sanguinary Priests
Thase who carry the
Blood Chalice, the
Sanguinary Priests, help
guide the Blood Angels
through the tribulations
of the Flaw. They call
upan the Blood Angels to
embrace the Red Thirst
and wrest to their control
s0 il can be used against
the Imperium’s enemies,
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The Stormraven Gunship is a relatively new addition to the Blood Angels armoury but even with its limited time in
the Chapter armoury the Stormraven has made a mark in both the Blood Angels® and their Successors’ annals.

B77.M41 .....ccccveecvivnrinnnn The Mel'yanneth Skywar

| Captain Metraen is charged with the destruction of
| the Eldar Raiders operating from a fortress hidden
in the peisonous atmosphere of Mel'yanneth.
Harnessing tha Chapter’'s entire fleet of Stormraven
and Thunderhawk Gunaships, Metraen initiates an
unprecedented airborne assault., Stormravens jink
though the blaze of anti-airoraft fire to disgorge
Assault Squads directly onto the floating fortreas’
docking platforms, securing landing zones for Land
Faiders to arrive wvia Thunderhawk Transpnrtars_

As the battle rages through the fortress, the
determination of the Blood Angels is little abated
by the Eldar’'s arcane traps. Realising the
| hepalessness of their sitwation, the aliens abandon
their fortress althoogh not before sabotaging its
| gravity nullifiers. Only the inoredible skill of tha
| Blood Angels gunship pilots pravents the victory
| becoming a crushing defeat.

DBIMAL ..iviiiniiiiiiieninn A flight of Stormravens

Soreaming across the burned skies of Cromenda, cne
of the largest formations of Stormravens ever
recordad was unleashed by the Angels Encarmina,
Months before, swarms of Necrons mysteriously
appeared from the catacombs hidden in the planet's
crust and aystematically began hartrgstirpg the
population. A plea for help is broadeast and picked
up by the Angels Encarmine. When they arrive there
is little evidence left of the planet’s populace.
The Angals Encarmine take to the skiss in
magsive wings of aircraft: swarms of Stormravens are
| brokan up by Thunderhawk Gunships, as ower half the
| Chapter heada for the primary continent, towards the
| Gethsemialle Mountains - a massive chain of peaks
| linked together by a series of man-made dams. These
|dams hold & great body of water, an artificial ocean
that was used to irrigate the arid lands below
before the Mecrons emerged, The Space Marinea’

destination is tha Mother Dam: the largest link in
the mountainous fence and upon which the Hecrons had
began building a large pylon-like structure. As
Mother Dam came into view, the Stormravens unleash a
magsed wvolley of blocdstrike missiles that speed
from the aircraft, striking both the dam and alien
structure that =its upon its ramparts. The
Thunderhawks launch their hellstrike missiles, which
plough inte the dam walls shaking the Heoron pylon,
but it is the prevalence of Stormravens that has the
most effect, While Recron Warriors swarm onto the
ramparts like agitated ants from a prodded nest, the
Stormravans hover above delivering Angels Encarmine
inte the heart of the enemy and pounding the
encroaching fos with lascannon and plasma fire.

A the constant boambardment continues, tha Mother
Dam starts to lose its integrity, great rents appear
and the artificial ocean pours through, further
weakening the structure. The Stormravens touch down
only briefly to pick up their aguads just as the dam
collapees. Only a single Stormraven is lost in the
ensuing devastation, which sees the great bady of
water smash apart the alien struocture and scatter
the metal bodies of thousands of Necrons far and
wide, After the destruction of the pylon, tha
Rearons disappear from Cromenda. The planet is now
silant, a testament to the Neoron’'s evil will and
the vengeance of the Space Marines.

Q0L.MAT ..civiicininvenrarsnisensesnss e Battle of Ironhelm

Commandar Dante leads the Stormrawven drep assault
that finally breaks Waasgh! Bludcrumpa’s decade-long
siege on forge world Ironhalm, Tha Stocrmravens
sucassfully evade the Orks® arude air defences to
deliver the leader of the Blood Angels and his
golden armoured retinue intc the heart of
Bludcrumpa's lair. The fight is brutal but decigive
as Dante charges the Warlord, decapitating him with
a single stroke of the Axe Mortalis.
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STORMRAVEN GUNSHIPS

.Armaur
Type Bs TF s R!
Stormraven Skimmer, Fast 4 W

WARGEAR: Twin-linked heavy bolter, twin-linked assault
cannon, and four bloodstrike missiles.

Bloodstrike Missiles: Bloodstrike missiles have a two-
stage solid fuel booster, designed to deliver a punishing
blow to an enemy tank. Each missile can only be fired
ance per game.

Range Strength AP Type

TR 8 1 Heavy 1, One shot
Ceramite Plating: The Stormraven's hull plates are
designed to protect it from the extreme conditions of
orhital re-entry, but they also serve to thwart the fury of
certain weapons. Melta weapons do not gain the extra
D armour penetration when shooting at a Stormraven
Gunship.

TRANSPORT:

The Stormraven Gunship can carry lwo separate squads:
ane unit of up to 12 madels in its cabin, plus a single
Dreadnought in its rear grapples {if the Stormraven
explodes, the Dreadnought will suffer a Strength 4 hit on
its rear armour). Unlike other transports, the Stormraven
can carry jump infantry (each takes up two points of
transport capacity). For the purposes of claiming or
contesting objectives and embarking or disembarking
from a Stormraven, measure to and from its base. For
example, a unit wishing to embark a Stormraven can do
ey if, at the end of their Movement, all models in the unit
are within 2" of the Stormraven’s base,

WARHMAMMER

Anong

BLOOD AN6ELS

Fire Points: Mone.

Access Points: A Stormraven Gunship has one access
point at the front of its hull, one on either side and
another at the rear.

SPECIAL RULES: Deep Strike.

Assault Vehicle: Models disembarking from a Stormraven
can launch an assault on the turn they do so (providing
the Stormraven did not Deep Strike).

Power of the Machine Spirit.

Skies of Blood: If the Stormraven has moved flat out,
passengers can still disembark, but they must dao so as
follows. Nominate any point over which the Stormraven
moved over and deploy the squad as if it were deep
striking onto that point. If the unit scatters, every model
must immediately take a Dangerous Terrain test, Models
with jump packs can make a more controlled descent —
not only do they not take Dangerous Terrain tests (unless
they do land in Dangerous Terrain), they can use the
Descent of Angels special rule to make a more accurate
landing. If any of the maodels cannot be deployed, the
unit is destroved as described in the 1-2 result on the
Deep Strike Mishap table. Note that models that
disernbark in this manner cannot assault on the turn they
do 5o,

STORMRAVEN CILINSHIP . e anen e mamiesmsea s mmsanse s ssmnns v A I K

Special Rules:
» Assault Vehicle
* Deep Strike

Linit Composition:
* | Stormraven

Linit Type: * Power of the Machine
= Viehicle Spirit
{Fast, Skimmer) + Skies of Blood

Wargear:

» Twin-linked heavy bolter

» Twin-linked assault
cannaon

= Four bloodstrike missiles

s Ceramite Plating

Transport Capacity
+ Twelve models andfor
one Dreadnought

Options:
= Replace twin-linked heavy bolter with:
L Ty <t b 1T L | e e ey free
- typhoon missile launcher Lo +25 pts
* Replace twin-linked assault cannon with:
- twin-linked plasma €annon (e frize
=izl inked [aScanmONS sy o rirs b2t cr edees free

o Can take side sponsons with hurricane bolters. +30 pis
» Can take any of the following:

SmarenliEht s R e e e R "
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Turn To...

Blood Angels players (red)
thirsly for more need only
skip over the page (but do
take a look at the sample
AFMY On your way
through) to find a new
Blood Angels Batile
Mission written by Phil
Kelly. Later on in this very
issue you'll also find a
Blood Angels Battleforce
challenge (see page 94)
and don’l forget this
month's battle report sees
them face off against the
dreaded Dark Eldar.

.. Continuwed fronm page 21
instantly recognisable as a vehicle of the
Adeptus Astartes. ‘It has to stand on its own
but still be distinctly Space Marine. While
the craft as a whole is something new
you'll see lots of design cues that will be
familiar. There's no denying the front of the
maodel shares similarities with the
Thunderhawk, but it's more than just that.
The 45-degree angle that slopes the cockpit
to the nose is a feature you'll see on many
of the Space Marine vehicles — you can see
it on both the Rhino and the Land Raider.!
Looking at the shape as a whole you
can see the lineage from all the previous
kits, but this was not something that
necessarily came immediately to Jes. As so
oiten happens with these things, | spent
weeks not really coming up with anything
and then in one 15 minute sitting 1 drew
the profile sketch for the Stormraven. It was
then Dale’s job to realise my drawing into
three dimensions.” As we've already
established with the Dreadnought kit, this
is something Dale is very good at, so we
asked him about his favourite feature.

24 WHITE DWARF  BLOOD ANCGELS

BAAL PREDATOR

The Blood Angels have always had an open-minded attitude to their fleet E
of vehicles. Far from being slaves to tactical dogma, the Blood Angels

' have sought out variant patterns such as the Baal Predator. An assault

tank armed with flamestorm cannon or iwin-linked assault cannons.

L

“When | work on kits it's always with an
eye to helping the modeller get maximum
benefit,” answers Dale. *So, for instance I've
made sure that the Stormraven’s side doors
will fit on a Rhino and vice versa, so all the
Forge World Rhino door kits will fit. Then |
want the vehicles to work in a practical
sense, s0 making sure ramps can open and
close and that you have an undercarriage
option to have the model in a landed
position if the player prefers. All this goes
ter rmaking the best kit possible.”

For Jes, the success comes with the
look of the model and its place with the
rest of the army, ‘If we're talking about a
metaphorical beauty and the beast, then
this is definitely a beast; but that was
always the intention!”

As the astute amongst you may have
noticed, the background for the Stormraven
and the additional iconography included
on the kit suggest that it also forms part of
the arsenal for the Grey Knights. Check out
April’s White Dwarf for the full story,
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2ND COMPANY

his 2000-point force contains two

Dreadnoughts but bath have very

different rales. Brother Ezerilion is
extremely flexible, and less rash than his
Death Company brother; his heavy flamer
will allow him to go after enemies
entrenched in cover. Brother Dragos will
carry on killing until there is no enemy left
to face. He is also extremely fast as he,
crucially, has Fleet. Simply point him in the
right direction and let him go, ably
supported by the Death Company. The
caveat is to make sure the target is worthy
of his attention,

Befittingly, this is a flying army as the

whole force can Deep Strike. The

STRIKE FORCE

Stormravens are key here, able to transport
both a Dreadnought and a separate squad.
This leaves the Assault Squad to fly in upon
their jump packs, the Descent of Angels
rule making them unerringly accurate.

The presence of Brother Corbulo and a
Sanguinary Priest also makes this an
extremely hardy force. Canny deployment
of both these models will make sure the
majority of the force have Feel Mo Pain, but
will also gain Furious Charge as well for a
powerful combination,

Extensively, this army is set up with the
traditional Blood Angels doctrine firmly in
mind — so strike hard and strike fast, and
you won't go far wrong,

HQ_
Captain Aphael
Captain with combi-melta |
ancl povwer swiord,

125 points I

ELITES '

Brother Ezerilion
Furiose Dreadnought with
heavy flamer.

T35 points
Sanguinary Guard
5 Sanguinary Guard with
infernus pistol, Chagter
Eanner and Death Masks,

265 points
Brother Corbulo
with Heaven's Teeth and
the Bed Crail.

105 points
Sanguinary Priest Borgion
with power sword and
jump padch.

S0 points

TROOPS

Tactical Squad Erzi
10 Space Marines with
meltaguen, multi-melta and
Sergeant with power fist,
206} poiris
Assault Squad Teldris -
10 Space Marines with
Sergeant armed with
pOWEr weaporn, infernus
pistol and melta bombs
225 points
The Death Company
10 Death Company with
thunder hammer, power
wierapon and hand flamer.
255 points
Brother Dragos
Death Company
Direadnought with Blood
talens and magna-grapple.
{40 poirnts

HEAYY SUPPORT
Askaellon’s Wrath
Stormraven Gunship with
bevin-linked malti-melta
and hurricane bolters

230 points
Praxinius Forma
Stormraven Gunship with
twvin-linked multi-melta
and hurricane baltars.

230 poirits

TOTAL .......... 2000 points

SH.LON NDISTId
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o BLOOD OF MARTYRS

The Blood of Martyrs is a
new Battle Mission
| specifically designed for

the Blood Angels Chapler.

You can play this mission
as a one-off or, when
using the ‘random’ or
‘themed” methods to pick
vour hattle mission, use
the Space Marine
missions with the All-
round Defence replaced
by The Blood of Martyrs,

trike forces comprised entirely of
S Blood Angels Space Marines are

often called upon to spearhead
Imperial invasions. However, ance their
violent work is done these strike forces
must move out — the wrath of their foes
will be great, and the Sons of Sanguinius
are toa valuable to waste Lpon wars of

attrition. When the time comes to withdraw

from the field in order to strike elsewhere,
the lives of esteemed battle-brothers must
often be sacrificed in order to allow their
brethren to escape. Truly it is said that the
blood of martyrs is the seed of the
Imperium.

€ € Lives must be sacrificed to allow
their brethren to escape. Truly it is
said the blood of martyrs is the
seed of the Imperium. 99

The Blood Angels are famous far their
planetary assault tactics. Drop Pods,
Stormravens and Thunderhawk Gunships
will descend from the skies, their
passengers disembarking to strike at the
enemy’s heart. Once the strike force’s
primary objectives have been fulfilled,
however, the Blood Angels often seek Lo
fulfil their own agenda,

Tor the watchful eves of their allies,
those left behind to secure the strike forces
escape are noble heroes giving their lives
for the greater good of the Chapter. All too
often, though, those fighting the rearguard
action are Blood Angels who have
succumbed to the genetic curse that lurks
in their gene-seed. For these tortured souls,
the only true redemption can be death in
battle. Few amongst their allies realise that
the Blood Angels withdrawal from the field
has more o do with granting the gift of a
glorious death to their martyred brethren
than any desire for self-preservation.

OBJECTIVES

The objective for the Blood Angels player is
to fight his way clear of the enemy army
whilst ensuring his rearguard ‘martyr’
squads die a suitably heroic death (see the
Victory Conditions below). The objective
for his opponent is to prevent the Bload
Angels’ escape.

DEPLOYMENT

The Blood Angels player must deploy his
entire army within 12° of the centre paint

GELS

of the table. If for any reason it's impossible
to deploy a Blood Angels unit then it must
go in reserve, and when it enters play it
will do so from any table edge. MNext the
enemy player deploys his army anywhere
on the table that is over 6" away from any
Blood Angels units.

RESERVES

The enemy player may place any or all of
his units in reserve. Enemy units that are
placed in reserve may enter play from any
long table edge. No Blood Angels units
may be placed in reserve voluntarily.

FIRST TURN
The Blood Angels have the first lrn,

GAME LENGTH

The enemy player rolls a dice at the end of
game turn 5. On a 1-2 the game ends
immediately, and on a 3 or more the game
continues. If the game continues then the
enemy player rolls a D6 again at the end of
the 6th game turn, and this time the game
ends immediately on the roll of a 1-3, and
continues for a 7th and final turn on the
roll of a 4+. The game ends automatically
at the end of game turn 7.

VICTORY CONDITIONS

Al the end of the game, total up the
number of ‘martyr” sguads that have been
destroved, Martyr squads are units of the
following types: Death Company, Death
Company I"}rnadnnughrs, Death Company
Tycho, Lemartes, and any unit that has
succumbed to the Red Thirst,

Add the number of martyr squads that
have been destroyed to the number of
Blood Angels units that have voluntarily left
the table. This is the Blood Angels player’s
viclory total. Then roll D6+1; if the victory
total is equal to or greater than the result,
then the Blood Angels win. If not, the
enemy player wins.

SPECIAL RULES

Fighting Withdrawal: The Blood Angels
plaver is attempting to withdraw his strike
torce as well as seeking a glorious death
for his martyr squads. In this mission, all
non-martyr Blood Angels units have the Hit
and Run special rule. Furthermore, non-
martyr units may voluntarily leave the table
from Turn 4 onwards, Ta do so, simply
move the unit so that at least one of its
members has left the table; the entire unit
is then removed from play. So it is that
these Battle-Brothers will fizht again one
day, thanks to the sacrifice of the martyrs.

T]
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Set-up Summary
= The Blood Angels player deplays his entire arrmy within = Any number of enemy units may be placed in reserve,

12° of the centre of the board.
* No Blood Angels units may voluntarily start the game

# The enemy deploy anywhere more than 6" away from in rEserve.
any Blood Angels unit.
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IN-STORE THIS MONTH

This month the Blood Angels receive reinforcements with the arrival of the
Furioso Dreadnought and the enormous Stormraven Gunship, and your local
Hobby Centre has plenty of events and activities in store for you...

Incoming Reinforcements

The brand new Blood Angels miniatures offer a stunning
amount of variety of weapon armaments, Find out how
to assemble your Stormraven Gunship and Furioso
Dreadnought and how you can combine them with other
Space Marine boxed sets,

On Wings of Blood

Fram Librarian and Death Company Dreadnoughts to
enarmous flying gunships, find out how you can paint
your new Stormraven Gunship and Furioso Dreadnought
at vour local Hobby Centre and how to add extra details
including battle damage and atmospheric weathering,

Ancient Mystiques

The Stormraven Gunship and Furioso Dreadnought offer
many advantages on the battlefield. Talk to the staff at
your local store to find out how you can make the most
of these powerful units and gain valuable tactical advice
such as weapon selections and battle-winning strategies,

For the Emperor!

With vour reinforcements assembled and painted, it's
time to put your new war machines to the test. Bring
your armies in to your local Hobby Centre and join the
battle as the Blood Angels fight to hald back the tide of
Daemons, heretics and aliens.

CONTACT YOUR LOCAL STORE FOR DETAILS!
www.games-workshop.com




BLOOD ANGELS

Assault on the Hellspire

The Blood Angels descend on wings of fire to deliver death
to the enemies of the Imperium. In Liber Apocalyptica this
month, Robin Cruddace describes such a battle.

hen the world of Orana came

under attack from a massive

Chaos invasion, three-dozen
regiments of the Imperial Guard and
twenty companies of Space Marines from
seven different Chapters were mustered to
liberate the planet, Foremost amongst these
were the Blood Angels, led by Commander
[Dante himself.

The Blood Angels descended into the
heart of the battle. However, no sooner
had the Blood Angels made planetfall than
the skies grew as dark as midnight. Contact
with the fleat was severed; neither vox-
transmission nor teleport beam could
penetrate the blackness, The sky was rent
with flashes of green lightning, but all eyves
were drawn o Orana'’s capital hive city,
which stood wreathed in balefire on the
harizon. As the Warphlaze subsided all
could see that the hive had changed into a
Hellspire; where stone and metal once
stond, now there were walls of fused bone
and flesh.

Harrific as this transformation was, the
greater threat lay in the hardes of Daemons
that were pouring out of the Hellspire.
Plague-ridden Daemons with rusty blades
acvanced to reinforce the Chaos Space
Marine battlelines, followed closely by
gibbering creatures whose fingers flickered
with azure flames. In their wake came
countless other hell-spawned monsters,
and with every passing second the horde
Brew in size.

Artillery fire tore great gobbets of meat
out of the hive, bul the surrounding walls
flowed like maolten wax to heal the
wounds, During the seconds when the
hive's skin was rent, a pulse of psychic
energy flooded the battlefield. To the mind
of Furioso Librarian Galen, it was a wave
of madness and death. Galen spoke of a
Daemon Lord that was being summoned in
a despoiled cathedral at Hellspire's peak.
Dante recognised that the destruction of
this threat was of paramount importance,
but a void barrier protected the cathedral,
The reactor powering the shield was
located within the bowels of the spire, and
Dante threw every force at his disposal to
get ot

The Death Company was the first into
the fray. They charged unhindered through
sorcerols flames, and soon the battlefield

resounded to the sound of chainblade
against hell-forged iron. In their wake, the
Blood Angels 3rd Company advanced,
holstered by Firestorm and Deathstorm
Strike Forces. The bark of gunfire and the
roar of flamer weapons drove the Chaos
forces back and, inch-by-inch, the Blood
Angels advanced towards the Hellspire,

Heowever, this concerted attack was but
a feint, designed by Dante to draw the bulk
of the enemy away from his true target.
Through lightning-wracked skies, a trio of
Stormraven Gunships screamed towards
the Hellspire. Just when it looked as if the
transports would smash into the hive's side,
they unleashed a fearsome sabvo of missiles
that tore great chunks out of the living
wall. Before the wound could heal itself,
the Stormravens flew into the breach.
Terminators and Dreadnoughts swifthy
disembarked, Brother Galen at their head.
The insertion force drove relentlessly
towards their goal, slaying evervthing in
their way. With the objective in sight,
Galen destroyed the reactor in a maelstrom
of psychic energy.

The veil protecting the upper reaches of
the Hellspire dissipated, and in thal instant
Dante committed his Sanguine Host to the
fore. Descending from above, the golden-
armoured warriors laid the enemy low with
their blades. Despite the ferocity of their
assault, however, il appeared they were too
late, for the unhaly ritual was almaost
complete and the Daemon Lord was even
now pulling itself through a Warp portal,
Launching himself at the monstrous foe,
Dante drew back his arm and embedded
the Axe Mortalis into the Dasmaon Lord's
chest, piercing its black heart. Howling in
agony, the abomination was cast back into
the Warp, and with its death the Chaos
hordes exploded into mists of blood.
Contact was re-established with the
Imperial fleet, surviving forces were
extracted and the Hellspire was obliterated
by orbital bombardment — the world of
Cirana had been saved.
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THE DEATH COMPANY

{uring the most bloody of conflicts and desperate
campaigns of the Blood Angels’ history, battles where the
survival of the Chapter itself hangs in the balance, a
disproportionate number of Battle-Brathers succumb to the
Black Rage and the ranks of the Death Company swell In
these dire times, Astorath the Grim, High Chaplain of the
Blood Angels, will gather these cursed warriors and
persanally fead them inlo battle.

Blood Angels are all connected on a deep spintual, and
sarme even say pspchic, fevel So when a warrior is gripoed
in the madness of the Black Rage, his doom-laden visions
burn ever brighter in the presence of other afflicted souls,
Thus when the entire Death Company are gathered

TH THE GRIM

DREADNOUGHT

'DEATH COMPANY

g Brothar Lazrenn

200 POINTS + MODELS

together in one place, they feed each other'’s insanity and
their collective bloodlust [s amplified to new peaks.

The Death Company are likened to a storm of violence, and
they throw themselies into the fray intent only on tearing
their enemies apart. When deployed in such numbers they
are akin to a whirlwing of rage. The spilling of blood drives
these warriors deeper into a frenzied state of madness, and
the more they slaughter the wilder they become. It s
doubtful that these warriors are even aware of the true
face of the enemies they slay for they are doubtless jocked
in a hallucinogenic vision of the final battle between the
trattor Horus and their beloved Frimarch, As such, the
Death Company fight with the will of Sanguinius himself.

@ Bmther lacopo

FORMATION:

* Actorath the Grim

* 14 Chaplains

* 0-1 Death Company Tycho*

* 3+ Death Company Squads (1 sgquad must include Lemartes,
Guardian of the Lost)

+ 7-4 Death Company Dreadnoughts

SPECIAL RULES:

Strike Force; All units in the formation must be deployerd
wathin &' of Astorath, o, if coming on from resere, they
must epter the table within 6" of the point entered by
Astorath, Alternatively, it all units in the formation are
aguipped with jump packs andfor start the game embarked
within a Drog Pod, deploy Astorath and his unit followang the
rules for Deep Strike (remembering the Descent of Angels
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* Mote that at the time of the Hellspire Assault, Captain
Tycha had not yet sueccumbed to the Black Rage. However,
he is included here as an option for those wishing to
represent the Death Company as they fought during the
3rd War for Armageddaon.

rigley, Then all other units in the formation are placed within
a" aof Astorath's unit as per Deep Strike, but will not scatter

Bloodrage: For each unsaved wound caused by a unit in this
formation in close combat, it can immediately make another
attack, If this attack also causes an unsaved wound, you can
make another attack, and 5o on.




DANTE’S SANGUINE HOST

The Sanguinary Guard are the most exceptional heroes of
the Blood Angels. Normally they are attached to bolster the
fighting atility of Blood Angels comparnies fighting
throughout the Imperium, and it fs a rare event indeed that
this corps of veterans fight as a single unit,

Cammander Dante alone can warrant the formation of &
Sanguine Host, and he will do so only affer maticulous
planning and preparation. A Sanguine Host (s not &
weapon ta be wielded against the masses of common
soldiery, but & precision fool used to carve out the feart out
af an enemy army. Dante knows that an entire fyranid
swearm can be stopped in its fracks (f its synaptic
commmander can be slain, and a whale Ork Waazagh! wil
turn upon ftself and crumble i its Warlord s killed.
However, such leaders are inevitably the maost formidable

75 POINTS + MODELS

and powerful of their kind, and they are guarded by the
most dangerous and vile monsters at their disposal, Cutting
the head off such beasts is no simple task, and few who
dare to face such foes ever return alive, but it is a task that
the heroes of the Sanguinary Guard accept nonetheless,

Commander Dante personally leads the Sanguine Hast info
battle, for the success or failure of their mission can
determine the outcome of entire wars. Dante will wait for
the perfect time to strike, launching the attack only when
the aptimal chance of success presents iself, When the
affack comes, T occurs suddenty and without warning.
Descending from the heavens on wings of fire, the golden
warrions of the Sanguine Host fay into their foes with the
fury and skill of Sanguinius himself. lopping off limbs and
fheads hefore the Blood Angels’ feet ever touch the ground,

 COMMANDER
 SANGUINARY

 SANGUINARY

FORMATION:

* Commander Dante

* | Honour Guard®

= -4 =quads of Sanguinary Guard

* The Honour Guard must be equipped with jump packs.

SPECIAL RULES:

Deep Striking Force: The formation ahways deploys using the

Dieep Strike rides, When the formaticn amives, Commander

Diante and his unil are deployed first and, due to his Tagtical |
Pracision e, do not scatter. All other wnits in the farmation |
are then placed within 6° of Commander Dante as per Deep |
Strike, but will not scatter,

Strategic Assets: A0 army that containg Dantes Sanguine Host
autarmatically gains the Careful Planning strategic asset.

Angels of Death: Units in this formation cannot shoot (or wun)
on the turm they arive fram Ceep Strike, but they can launch
an assault.
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ARCHANGEL SKYFORCE

Archange! Skyforce Squads are aeployed against the most
heawly fortified objectives, those protected by thick fortress
walls and banks of void shields. Many of these targets can
withstand protracted artiflery bombardmenis and even
orbital strikes, and as such they need to be destroyed from
the inside out. However where a hammer blow may fail to

150 POINTS + MODELS

crack the entirety of a fortress’ shell, a spear thrust can
aften succeed in punching an opening. So it is that an
Archangel Skyfarce forms the figurative speartip of & Slood
Angels’ assault on such targets. Archange! Skyforces excef
at blasting an opening through such defences and
delivering squads of elite warriors directly into the breach.

Erather Galen |

Squdd Selii

(2 2%
f

FORMATION:

* 3 Stormraven Gunships

* 3 Furiose Dreadnoughts {(including Furioso Librarians)

= 3 Terminator Squads (@ny combination of Terminator or *
Terminator Assault Souads)

* One Starmraven Gunship must be designated as the
Command Vehicle.

SPECIAL RULES:
Alrborne Deployment: All Stormravens in the formation are
Flyers and have the Hover Mode special rule.

Strike Force: All Terminator and Furinso Dreadnought units
must start the game embarked within the farmation’s

Stormraven transports. All Stormravens in the formation must

gnter the table within 6" of the point enterad hy the
Command Viehice,

Strategic Assets: An arry that contains an Archangel Skyforce

automatically gains the Vital Objective strategic asset.

Lightning Assault: Once per game, an Archangel Skyforce can,

if it still carries s full complement of 12 bloodstrike missiles,
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Using Stormravens in Apocalypse

You'll notice that we've given the Stormravens here the Flyers and
Haower special rules. This is to represent their use in the larger
battles represented using the Apocalypse scenanio. If you plan on
using Stormravens from Codex: Blood Angels in your games of
Apocalypse then counting them as flyers s entirely appropriate

miake a Lightning Assault, To do so, select a target within 24"
of the Command Mehicke and make an out of sequence
shigoting attack with the following profile:

RANGE STR AP TYPE
4" B 1 Heavy 1*, 7" Blast, One shot only**

*Superheavy vehicles and Gargantuan Creatures under the
template’s central hole suffer not one, bt D& hits,

**atter damage has been resolved move the Stormravens flat
out towards the target lor, if it is has been destroyed, the
point where it last stood) — all embarked units must then
immediately disembark, following the normal rules for Skies
of Blood,

Squad ¥ (t




FIRESTORM STRIKE FORCE 150 POINTS + MODELS

Firestarm Strike Forces are formed when the Blood Angels ceramile and burn flesh, but the combined fury of several

are facing foes that seek to overrun the Space Marines’ such weapons can reduce whale hattle formations 1o

lines with sheer weight of numbers. Under normal smoking pifes of charred meat.

circumstances, these opponents might succeed in drowning

the Sons of Sanguinius beneath waves of determined Firestorm Strike Forces advance quickly across the

infantry assawlts, but when the Blood Angels are bolstersd battlefield, seeking fo take up optimum firing positions,

fy Firestorm Strike Forces, their opponents will advance thase owverlooking key routes through which enemy infantry
nly o a fiery doom. waves are (ikely to aftack. Once these choke paints have

been identified, the Space Marine crews prime the ignition

The ynchpin of a Firestorm Strike Force 5 a Land Raider ports of their weapons and wait for the enemy forces to

Redeemer whose formidable armaments complement the draw Jnto range. When they do, the Blood Angels’ tanks

flamethrower weaponry of the Baal Predators under its project a bazing wall of flame through which none can

command, The roar of a single flamestorm cannon can melt  pass unscathed,

EYTHES LT LS

BAAL PREDATOR |

FORMATION:
* | Land Raider Redeemer * All Baal Fredators in the formation must be armed with
* 7+ Baal Predators* flamestorm cannons.
SPECIAL RULES: ==Place the hellstorm template so that it covers, at least
Strike Force: &l units in the formaticn must be deployed partially, a5 many mermbers of the target unit as possible and
within 6° of the Land Raider Redeemer, or, if caming on from the entire template is within 24" and line of sight of 1he
reserve, they must enter the table within 68" of the paint Land Raider Redeamer l=ading the formation. After resalving
enterad by the Land Raider Redesmer. any damage, place one counter (3 coin or other suitable
marker i ideall at the narrow end of the hellstorm template,
Combined fire: If three or mare tanks from this formation fine and another at the opposite end. Braw 3 straight line
al the same target, resolve the shots uzing the fallowing between the two markers: any unit that attempts to move
profile instead; across this line immediately suffers 206 Strength 6, &F 4 hits,
Remaove the pair of markers at the Baginning of your nest
RANGE STR AP TYPE Shooting phase

Hellstoem==* & 3 Heawy 1

I all Bazl Predators contributing to the firestarm are
aguippedd with heavy flamer sponsons, all failed Te Wound
rolls must be re-rolled,
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e gy This month we continue our tour of Middle-earth. In the last
To embark on your own issue we inspected the armies of Good to see if they were

el e worthy of our backing, now it is the turn of the dark hordes.
ing rules manual }

contains everything that Andy Hall: Th

you need to know. War of marn

the Ring: Battlehosts is an

Expansion for the game,

allowing you to field

iconic formati o

the maost famous battles

in the War of the Ring.

ith the
7wl |-
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¥ THE FORTRESS OF ISENGARD

B W i ol i i, Ak B
(Hick acyton places his allegiance with the master of Ohrthane.
e

he Tower of Orthanc stands brazen at

the base of the Misty Mountains to

the east of Rohan. The tower was
once a seat of learning and home to the
head of a mystic order, which Gandalf
himself was counted a member. At some
point in recent history a darkness fell over
lsengard, Saruman, Leader of the Wise, has
tallen into shadow. He has sided with
Sauron, for the time being at least, and
now unleashes an evil army upon the
world, forcing the Free Peoples to fight an
a second front. Deep in the howels of the
White Wizard's fortress Sauron breeds the
Wruk-hai, larger, stronger Ores that can
stand sunlight.

With an army of ten thousand Uruk-hai
at his disposal, and numerous other wicked
allies, Saruman made his move by
invading Rohan, forcing the refugees 1o flee
for the ancient sanctuary of Helm's Deep —
the first great battle in the War of the Ring
had begun.

In Battle

An lsengard army is made up of large
formations packed with rock-hard infantry
and ably supported by the occasional
monster, usually in the form of Trolls.
Cavalry will play little part in an lsengard
force with the exception of Warg Riders,
But the strength of lsengard lies in the
fearsome Phalanxes of Uruk-hai, whose
long pikes are more than enough to halt

the Horse-lords of Rohan in their tracks. It's

an anvil upon which vou can shatter the
mightiest charge.

Io grow the force even larger, and
make certain vou outnumber the foe, you
can add companies of lsengard Orcs.
These are far cheaper but, as you would
expect, a lot less powerful than the Liruk-
hai. You need not only keep to Cre-kind
either; Ruffians and the Wild Men of
Dunland are options as is their elite
equivalent, the Dunlending Huscarls.

Amidst your pike phalanxes place an
Isengard Assault Ballista, flanked by bwo
Tralls. This set up gives you significant
ranged firepower and the means ta protect
the artillery, helping to ensure the day
belongs to the duplicitous Lord of Orthanc,

Collecting Isengard

The core troops of lsengard are the tough
Uruk-hai and these are available in plastic
box sets, Getting four of these kits will give
vou five Uruk-hai Phalanx companies
armed with pikes, and five Lruk-hai
Warbands - infantry companies armed
with hand weapons and shields. From this
extremely solid foundation you can branch
out into other areas, maybe getting a box
or bwo of Uruk-hai Scouts that will give
you an impressive three companies’ worth
of miniatures per kit or even adding in
some Trolls and Uruk-hai Berserkers before
getting an artillery piece.

Sareman the White FHamd

The Wise

The forces of Isengard
have four interesting and
very different Epic Heroes
available for battle. Most
importantly, you have
Saruman, an extremely
deadly Wizard who can
undo the enemy with a
barrage of confounding
spells. A second option is
Lurtz, who specalises in
slaying enemy heroes.
Then there is Grima
Wormtongue, so called
because of his
treacherous ways. Finally
is Thyrdan Waolfshane,
who makes a greal leader
for your formations.
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Mitmak War Herd
Look to the Battlehost
Expansion for interesting
ways of organising your
army and giving your
forces extra abilities. For
the Fallen Realms, the
Mimak War Herd is
certainly worthy of note,
allowing you to unleash
between 3 to & of these
devastating monsters in
an overwhelming charge.
The ground trembles as
the Mimaks stride across
the battlefield.

he subjugated lands of the east have

ever been in Sauron’s thrall. They

were bent to the Dark Lord’s will all
too easily due to their hatred of Gondor,
Harad is the largest of the Fallen Realms, it
is a place where the people have grown
used to war with armies full of boutal
mercenaries, immaoral Corsairs, and
hardened tribal warriors known as the
Mahid. Whilst the armies of Harad contain
a multitude of warriors, the troops of the
Rhinish Kingdorms are a far more unified
fighting force, better armed, trained, mare
disciplined and very deadly. As a fighting
force they easily rival Gondor. Further east
still is the kingdom of Khand, whose
warriors have come west on Sauron’s
bidding upon chariot and horseback, reacy
to battle in the Dark Lord's name.

In Battle

The Fallen Realms faction is vour chance
to have a very exotic army, full of strange
wonders, from towering Mimaks to
mystical assassing, It a chance to add a

more garish palette of black, red and gold,

- ¢ FALLEN REALMS

Mat YOard lead's the invasion From the south and east.
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colours to what we normally see in the
armies of The Lord of the Rinps. A Fallen
Realms force is versatile, with access to
mansters, cavalry, magic users and lats of
infantry including cheap hordes and
powerful elites. The range of Epic Heroes i
large, with the likes of Amddr who is
awesome in combat and Suladan is good
at regaining Might. You can also use the
MNazgiil as allies for extra clout and the
ability to augment your troops with some |
terrifying abilities.

Collecting Fallen Realms

This all depends on the direction vou want
tor take your force. You could mix and
match with companies of Comman
formations from all three realms, or
specialise in just one area — for instance an
all Easterling arrmy. Whichever route vou
choose there are loads of plastic kits to get
vour rank and file up and ready in no time,
Of course, let's not forget that one of the
most iconic of all kits is available to Fallen
Realms playvers — the War Mimak is a
massive model and brilliant centrepiece.




WMORDOR

- . M ] | ]
Yeteran grr}r;m’. Chris Leach, ranks (Mordor above all others.
v

t is from the benighted land of Mordor

that Sauron strikes out against the forces

of light, Mordor has always been a dark
and desolate place, home to the foulest
creatures of Middle-earth and shunned by
all but scattered tribes of Orgs, When the
Dark Lord did return to Maordor after
fleging from Dol Guldur, Gondor was
perilously slow to react. This let Sauron
gather his forces with Orcs, Evil Men and
dark creatures, who all flocked to the
hanner of the Eve in preparation for the
hattles to come,

As war now rampages across sidedle-
garth it is the armies of Mordor that strive
at the spearhead of the attack. Orcs are the
most numerous, but are far from the Dark
Lord’s anly servants — Men, Tralls, Uruks,
sorcerars, monsters and the dread Nazg(l
are all in his thrall.

In Battle

Larze armies are the key to Mordor's
success, With the amount of infantry
available, outnumbering the foe should be
easy, piving you lots of expendable troops

that can still go toe-to-toe with Gondor’s
Warriors. But it's not just about the Chros, as
a Mordor army can bring the might of
mansters and an impressive selection of
artillery to the fore in the form of Trolls,
catapults, battering rams and siege bows.
There are also some incredibly deadly
shock troops that can be used to bolster
the Orc hordes, such as the Castellans of
Dol Guldur and Black Guard of Barad-dir
are two such examples, Mordor can also
field some of the best Epic Heroes who are
all-powerul magic users yet still able to
best even the mightiest Hera in combat.
There are the Ringwraiths and even Sauron
in the form of a giant armoured warrior.

Collecting Mordor

The strength of a Mordor army comes from
its masses of Ores, Two box sets of
Marannon Ores allows vou o assemble a
three companies armed with hand
weapons, and three companies armed with
spears. Once you have a strong foundation
af Orcs, you'll need at least one Nazgil to
lead the rabble.

The Nine

Sauron’s most powerful
servants are the
Ringwraiths. The dreaded
Mine were once Kings of
Men corrupted to the
Dark Lord’s cause long
ago. They can be ficlded
in several different ways:
together as a single
formation, individually as
powerful Epic Heroes,
mounted on a Fell Beast
or as part of a battlehost.
Mo matter how you use
them, their presence will
have the foe running
away in terror.

The Uiendlving

The Krght of Limivar
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Dirizhag

The Beastcaller

If your collection
contains lots of horrible
creatures, such as Wargs,
Swarms, Bats, Giant
Spiders and their like,
then Drizhag the
Beastcaller is for you, Mot
only is he cool looking
madel in his own right,
with the cloud of bats
flying about him, but he
can spend Might to
generate new formations
of beast during the game.
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THE ARMIES

he Misty Mountains stretch for

hundreds of miles, from the bitter

peaks of Carn Ddm in the far north,
o the Gap of Rehan and Isengard in the
south, Once the ancient seat aof the
Dwarves, the mountains have long since
become the haunt of Gaoblins, Wargs and
creatures that are far worse. Where the
Dwarves would host great gatherings and
even parley with
the Elves now
monsters roam of
which none is
maore feared than
the Balrog of
torgoth. This
ancient terror was
unearthed when
the Dwarves, in their greed, dug too deep.

Ever since, the Misty Mountains and

the Mines of Moria have remained in the
Gioblins' possession. Packs of Wargs run
along side massed formations of Goblins,
as beasts swarm and slither from the
mountain caves. All the while ancient
creatures stride in their wake,

[n Battle

The forces of the Misty Mountains have
access (o the both extremely cheap and
fast troops, and the best monsters in the
game. [t is the Misty Mountains faction that

& [T

“ .:_*ﬁzr below the drr[mf a’rfﬂ{lg
of the ‘.“f] warves, the world s
grawed by nameless Hu‘nq_-:. 99

< C

" THE MISTY MOUNTAINS

s :'rll} o e 1 L }ir e O e i
(Com LDuichings explains whiy it s (MHoria that will be viclorious.
L

has the Balrog, Cave Drake, a Spider
Clueen and Ancient Dragon. All are willing
to serve and are immensely powerful
maonsters that will have your opponent
quaking in his bools. But it's not just about
the monsters, as the Misty Mountains are
home to the Goblins as well and they are
cheap and plentiful. If it's your monsters’
job to hit hard then the Goblins’ task is to
MopP Up enemy
SLIPVIVOrs,

o not
discount the
smaller beasts
either. A lot of
these have the
Prowler special
rule, which means
they get banus attacks for striking in the
flank. This makes them surprisingly
powerful as long as they don't simply
charge into the enemy’s front arc,

Collecting the Misty Mountains
[his army has a larpe selection of plastic
kits. A box set of Moria Goblins gives you
three companies: one armed with bows,
one with spears and one with hand
weapons. There is also the fantastic plastic
Balrog kit, should you wish to bolster your
force with the most fearsome monster in
the game.
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¥ ANGMAR

Ninally, AAnd iy all champions the Ghostly .-'i:rgmm of ,-'*'iﬂqmm'
N c

ngmar is a warning to all of what

awiits should the Dark Lord

conquer Middle-garth, [t is a
torsaken land, bleak, forhidding and
haunted by spirits and the occasional band
of Orcs. Few Men live in Angmar now, for
even the blackest-hearted rogues have fled
to safer lands. Trolls stalk the neglected
highways, ghosts lurk amid crumbling
buildings and barrow-kings hold court in
the ancient ruins,

Angmar was founded by the Witch-king
and made in his image; corrupted by the
Dark Lord, the land was forever blighted.
After the Battle of Fornost — when the
Witch-king's massive army was finally
defeated — Angmar fell into shadow,
However, the evil was not destroyved,
merely scattered and as the War of the
Ring begins in earnest, Angmar Erows
restless once again,

In Battle

An Angmar force is an army of extremes,
You can field both cheap and plentiful
formations of Orcs alongside expensive but

specialised troops in ghostly contingents.
The undead play an important part in an
Angmar army, they have lots of special
attacks that can seriously weaken the
enemy rather than simply slay the foe,
allowing your other creatures 1o deliver the
killing blows,

Angmar also boasts several legendary
formations and Epic Heroes,
Unsurprisingly, the Witch-king is available
to lead Angmar once mare, There's alsa
the great winged terror known as Gilavhar
and an ambushing Troll in the burly shape
of Buhrdiir,

Collecting Angmar

An Angmar army is very interesting in that
rather than having a core range of plastics
dedicated to just this faction, it uses the
breadth of The Lord of the Rings range. So
a Mordor Orcs box set will provide you
with all your infantry needs, while the
Army of the Dead hox provides vou with
20 warriors for your Ghastly Legion, Two
boxes will give you an impressive five
infantry companies.

-[ The Chosen Ones

Andy: After reviewing all
the factions I've settled
on the spirit legions of
Angmar. There's a couple
of reasons: one is that the
Studio is currently down
an Angmar player, so
that's a role | can fill, but
the main one is that | like
the idea of having the
entire The Lord of the
Rings collection at my
disposal, and by painting
them in ghostly colours
they can join my army
and look greal. I'm
already planning ghostly
companies of Elves,
Dwarves and, of course,
the Army of the Dead.

Mot only does this
approach give me access
to the whole gamut of
The Lord of the Rings
plastic kits, but it lets me
use another favourite
aspect of Middle-earth,
the Ringwraiths, the
Witch-king is a definite as
is Glilavhar,
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Gather round ye Children of the Horned Rat and listen to the wise squeaking of
battle-savvy Warlord Jeremy Vetock. The Skaven are going to take over the world -
this article explnrea tactics for killing Man-things* so you can begin your conquest.

These quick tips box outs
provide more advice for
Skaven plavers to sink

SI{E\-‘!_‘I‘I p]a}'t_-.rr. are
advised to read them as
/i n break out
at any In addition
to the a
here, a h:lal(: guide for
playing Skaven can be
found on the website
along with an in-depth
magic tactica.

games-workshop.com
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A RATTY FOUNDATION
It is easy to bulk up a Skaven army as there
are a number of cheap Core units (Clanrats,
Stormyvermin, Giant Rats, Skavenslaves), |
prefer Clanrat units of 25 models or more
and at least one horde, but every player
will have his own preferred mix. All of
these Skaven basic troops are solid choices
— not at all bad for Core troops as they are
an the high end of Movement and Initiative
and most can be upgraded with a variety of
equipment. Best of all, all the Core choices
are all very low points cost! This is a vitally
important paint — the Core choices of a
Skaven army certainly can win the pame
for you, but they probably won't do it by
actually beating the foe themselves, at [east
not if they fight an equal number of units.
S0 how can the Skaven Core lroops win
the game by being cut to pieces? Skaven in
ranks benefit from the Strength in Numbers
special rule, which boosts their atherwise
low Leadership value to something far
more respectable than their points cost
would sugpest. Combine their sudden rise
in confidence with the Steadfast rule, and
vou have the makings of a formation that
will stay on and fight even if they |ose the
combat round. As vour larger units will

® THINK LIKE A SKAVI

cost less points (sometimes significantly so)
than your foe, this allows Skaven to add
both larger units and to field a few more
regiments than their typical opposition. Sa,
while the massed ranks are locked into
mortal combat, the ratmen ought to be able
to bring up another unit in support. In a
grim war of attrition, Skaven trade their
sheer numbers for opportunities W gang up
several of their units against a single foe,
ideally hitting an already engaged enemy

in the flank or rear. If this sounds generally
dishanourable then you've grasped it. After
all, for the chittering hordes of the Skaven
the ends justify the means and ‘fighting fair’
is an alien concept to the Skaven!

HIT ‘EM HARD
Once you've got vour foe locked in place,
either by charging him with your large
units or by being charged yourself, it is
time to enact the second (and more
glorious) part of the plan. This is the part
where you bring a second {or third) unit
into the action to tip the balance your way.
It is possible your main battleline will
dominate the combat on its own, but this s
often mare likely wishful thinking or a
warpstone illusion and the grim truth is that

; <N: BE CALLOUS
1 At a fair my daughter recently won a goldfish through the deftness of bouncing ping-peng balls into fishbowls. This
meant we got to take it home where, almost inevitably, a life lesson ensued. As the lifespan of even the best and most
responsibly kept goldfish won at a fair is often on the shortish side, it is best not to get too attached. Though long-
winded and sad to fish-fanciers the world over, I find this analogy somewhat similar to my advice to treat Skaven
+ Core troops as cannon fodder — if it comes from you Core selection, part of its job is to be on the end of your
enemy’s swords, spells or missiles. Be comforted in the knowledge that once in a while a Core unit (or a goldfish
named Angel) will beat the odds and survive. By all means, celebrate the moment - just don’t start to count on it.

Horde-Slaying
Templates
Mat Ward: As a horde
army, Skaven love their
ranked-up units. The best
answer to ranked-up
units? Templates. If
you're playing Dwarfs,
bring a Flame Cannon,
Empire? A Morlar (or
preferably threel), Dgres
— try a Scraplauncher.
Even if your army doesn’l
have a template-wielding
war machine, don't
despair. Instead, turn fo
magic. Firestorm, Pit of
Shades and Purple Sun of
Xereus give you access lo

horde-slaying templates,

S—

I www.games-workshop.com 43



Kill them t

with Death! I
Robin Croddace: The
Skaven are a cowardly
bunch, and the Lore of
Death's signature spell,
Spirit Leech, is perfect
for exploiting the
ratmen’s low Leadership
What's more, as il uses
unmaodified
Leadership
values to
calculate
damage, the
Skaven's
Strength in
Mumbers rule
won't help.

large units of Skaven trocps will probably
break even or come up a little short against
most other armies’ Core choices (Crcs,
Beastrnen, Elves and so on). Against the
more elite fighters of the enemy races
[(Chaos Warriors, Saurus, Swordmasters)
they might even lose quite badly, That's
Ok, as long as you have more numbers
and ranks than your foe Skaven troops
should stay in place for a turn or two
longer thanks to Steadfast and Strength in
Mumbers. This allows the time needed for
harder hitting units to work their way up in
order to slam into the already engaged
enemy. If there is time and space to do
some manoeuvring, your hammer blow
can land on a flank, but even a frontal
charge can tip the balance into vour favour
if your striking unit is hard enough.

The Skaven army 15 rife with choices
for this type of waork and three of the best
are Rat Ogres, Doomwheels and the Hell
Pit Abomination. All can, with a relatively
narrowy frontage, lay down some serious
offence! Six Rat Ogres deployed in two
ranks of three {remember, monstrous
infantry only need three models for a rank)
will dish out 18 attacks, more if the beasts
are Frenzied! At WS 4 and Strength 5 that
can leave a mark. My personal favourite
for causing calamity is the Hell Pit
Abomination, While random movement

@ RANDOM ACTS OF VIOLENCE
A key thing to remember when moving a Random Movement unit (like a Doomwheel or Hell Pit Abomination) is
that you don’t necessarily want it to race out front of your main battle line. Try setting up your Doomwheel or Hell

and a randam attack chart make the
monstrous creature’s actions unpredictable,
it hits like a thunderbolt, albeit a fleshy,
mutated one! After Impact Hits.«the Hell Pit
Abomination will either attack using one of
the following: Feed (great against heavily
armoured foes or characters), Flailing Fists
ta solid handiul of powerful blows) ar
Awvalanche of Flesh (a unit crushing number
of automatic hits). After all that is done, the
loathsome creature adds insult to injury by
piling on a Thunderstomp! A foe with any
experience will do his very best to blast
vour Hell Pit Abomination belfore it ever
rets close to his units and while the beast
does have Regeneration and a chance 1o
spring back to life if it is slain. Even in their
death throes a Hell Pit Abomination will
often damage other nearby units.

DETAILS DETAILS DETAILS
Holding the foe and then giving them a
good hard smack is basic sl for an
accomplished Skaven general, but there
are countless ways to improve upon this
Skaven classic, increasing both the staying
power of your anvil and the hitting strength
af your hammer,

With the extra courage provided by
Strength in Numbers and Steadfast at work,
a Skaven general might assume his line
will hold for a while, but a single bad dice

Vi

e e S e st b o

foe rather than straight at them in the first turn. In this way you ensure you this heavy hitter doesn’t race out far in
front of your advancing infantry blocks. In subsequent turns you can turn the Doomwheel or Hell Pit Abomination

| 8
Pit Abomination a little further back than your battleline or, even more devious, move the creature parallel to your ]
1

towards the foe that ought to be, by that time, already engaged with your holding units.
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A WEAPON FOR EVERY OCCASION

Perhaps the most common type of Skaven war machine is the Weapon Team, a catch-all term for a variety of deadly
weapons that can be bought as an upgrade to certain Skaven units. There's a Weapon Team for every occasion, from
the highly mobile Poisoned Wind Mortar to the hail of bullets fired by the Ratling Gun.

Doom-flayer: A motorised whirling ball choppy death!

Upside: Can charge into a foe and inflict wicked damage,

| especially deadly against low Initialive creatures such as
Chwearts or Orcs,

Downside: Although it has a solid armour save (from the

front) it is vulnerable to counter-attacks, or, against

creatures with better than Initiative 3, being slain before it

can unleash its Artillery dice worth of Strength 4 hits!

Li 3

Warpfire Thrower: A template-spewing flame attack
that melts the foe in a horrific manner.

Upside: Great against tightly packed enemy units, does
multiple wounds and causes a Panic test if it does a
single casualty!

Downside: Shart-ranged, when it malfunctions it is
prone o blow up,

Ratling Gun: A multi-barrelled gun that spits a stream
of bullets.

Upside: Can produce a high number of shots with a
medium range, ideal at taking out small flanking units.
Downside: It is hard to resist attempting more shots,
thus leading playvers to blow up their own devices.

Poisoned Wind Maortar: A flingy tube
that can launch an enormous poisonad
wind globe.

Upside: Shoots small template, gas
attack bypasses armour and high
Toughness, can use parent unit's line of
sipht while itself hiding in rear of
tormation.

Downside: Although the Poisoned YWind
Martar is great against heavily armoured
or tough troops such as Dwarf
Ironbreakers, Chaos Warriors and
knights of all stripes, it's not ideal for
use against horde armies — especially
other Skaven!

Warp-Grinder: A tunnelling device that drills
underground passageways.

Upside: Can allow a unit of Night Runners or Gutter
Runners to emerge anywhere on the board, a true
terror to gunlines! Tunnel markers unnerve any foe,
Downside: The risk of arriving randomly.

[OPTIP
Ty Beeping your Weapon Team
Midden foar the first few turns by
placing it sclidly oo of sheht befimd
o main weits, Only once dhey are
engeged shoald you attemps o 2ldle ont o
comer e lite up some shods af goar ows!
Mazy newcomers feane Weapon Teams
erposed foo carly and risk fosing them
hefure the deadiy devices coe
anfeaah their can Belll
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Hit 'em where
it hurts.

Andrew Kenrick: The key
to defeating Skaven is to
make them flee — no easy
feeat as Strength in
Mumbers helps them stay
pul. The solution: dismupt
the skaven by attacking
them in the flank with a
ranked-up unit atl the
same lime that you hit
the front. | use a unil of
10 Marauder Horsemen
at the same time the
Skaven get stuck fighting
my Chaos Warriors.

M——--—mm—n

roll can crumple such a battle plan in a
hurry, One standard way (pun intended,
unfortunalely) to ensure your core units
hold out as long as possible is to place the
Battle Standard Bearer within 12" of them.
I'he Battle Standard Bearer is not a
guarantes, but at least means you can
recover from a single bad dice roll, A more
sure-fire method o prevent the centre of
your line from routing is to employ a
Screaming Bell or Plague Furnace, as both
devices make the unit pushing them
Linbreakable, A large unit with either a
Screaming Bell or Plague Furnace really
becomes a tar pit for the best of enemy
regiments, so expect experienced foes to
do their best to avoid such formations, or
worst still, arrive with a plan to destroy
your precious altars. So what do you do if
your foe lines up batteries of cannons, a
Bloodthirster or a tocled-up Lord Lo smash
your troops? Enter the wonder weapons. ..

SKAVEN WONDER WEAPONS
Being mechanically diabolical, the
fiendishly clever Warlock Engineers of Clan
Skryre make a number of wonder weapons
that blend sorcery with technology.
Although temperamental (as in, | wonder if
this will workz), these high risk, high
reward iterns can devastate the enemy. The
mere presence of one of these devices can
cause your foe to alter his battle plans, two
or more of the wicked things will demand

@ A BEASTLY PLAN
1 Phil Kelly: It’s fair to say that | favour all things Clan Moulder. For my Core choices | always include at least several
blocks of 35-50 Giant Rats with a goodly supply of Packmasters. Such hordes are ideal at holding the line while Rat
Ogres and Hell Pit Abominations deliver the slaughter. | prefer to field two separate blocks of six Rat Ogres each and
always recommends upgrading to a Master-bred Rat Ogre (+1 Initiative and +1 Attack!). Skweel Gnawtooth with his

+ Mutations chart will really up any unit of Rat Ogres or Giant Rats he joins and although I favour the Regenerate

result, it's worth pointing out that all of the resulls are well worth having. While 1 occasionally mix in some Poisoned |
Wind Globadiers, Skavenslaves and a big block of Stormvermin, it's Clan Moulder that dominates any force | field.

SKAVEN TACTICA

attention, Mo matter which wander

weapon suits your fancy, use the device to

target any dangers that threalen to

prematurely collapse your living wall of

Core troops. |

The smallest of the Clan Skryre
inventions are the Weapon Team, deadly
portable devices wielded by a pair of
Skaven and attached to a Clanrat or
Stormvermin unit, Weapon teams can
soften the foe up with shots as the
battlelines close and once forces are
locked in combal they can intimidate or
blast apart any enemy units that attermpt to
flank your own forces,

The larger and more formidable
mechanical wonders are the Warp
Lightning Cannon, Plagueclaw Catapult (a
Clan Pestilens wonder weapon) and the
Doomwheel. | always field at least one of
them, and deploy more it my points will
allow it. The Warp Lightning Cannon fires
a sizzling ball of warp energy that zaps
everything in a straight line before
exploding with a deadly burst. Like most
Skaven-built devices, the Warp Lightning
Cannon is somewhat random, using an
artillery dice to determine not just the
‘bounce’ of its shot, but also its Strength.
While you do run the risk of hitting at a
mere Strength 2, the chance to level a
Strength 10 line of damage followed up
with the small template at the same
strength is worth gambling on. I've seen a
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single well-placed shot evaporate a unit of
Ironbreakers and as each hit causes D6
wollnds, vou can potentially blast apart a
Chaos Lord as well. That is the kind of
sheer firepower that most armies can only
dream about, but there are other equally
devastating choices. For destroying large
units it is tough to beat the Plagueclaw
Catapult. This infernal war machine
combines the large temnplate {lots of hits!)
with no armour saves (because it hurls
liguid gloop!). While it is only Strength 2,
the sheer size of its template means that a
well-placed shot can hit 20+ models,
That's a lot of chances to get lucky rolling
s azainst opposition with high Toughness,
such as Chaos Warriors or Dwarfs, and
absalutely devastating against low-
Toughness troops like Goblins or Skinks.
The Doomwhesl, that churning wheel
af destruction, is like a super-charged
chariot with the addition of a Grind attack
that keeps doing damage once it gets into
combal, The Zzzzap! rule fires oul lethal
bolts of warp lightning that vary in Strength
and cause a nasty D6 wounds! Woe to any
opponent who leaves large monsters or
lane characters near this Skaven device of
doom. This unusual combination of a
maobile war machine that hits like a chariot
is unigque and devastating when used to
support vour units, Sure, you might

1 A popular (and deadly) army list amongst some Skaven players is to stick
with a plague-filled theme, that is, filling their armies primarily with troops
associated with Clan Pestilens. The loathsome Plague Monks can be
formidable, especially when deployed in a large block pushing the Plague
* Furnace. Plague Censer Bearers are expensive, but with 2 Attacks (+1 for
Frenzy) with their deadly fume-filled flails can put a dent in any foe. A pair
of Plagueclaw Catapults offer rancid long-ranged suppaort,

accidentally kill a few of your Clanrats ar
Skavenslaves on the way Lo smashing the
enemy, but that's only to be expected,

WICKEDNESS IN ACTION
Maturally few Skaven battle plans can be
s0 basic as to function only on a few levels
thold ‘em, hit 'em and keep some wonder
weapons handy to fry ‘em). Thus the top
rats always seem to have grab a bag of
extra schemes, combinations, gimmicks, or
straight up dirty tricks to call upon, Here
are some quick examples of the kind of
nastiness Skaven generals have up their
sleaves to unleash on the unsuspecting.

As might be expected from the best
troops of sneaky Clan Eshin, the Gutter
Runners are ideal troops to distract the
enemy or take out any exposed or
especially vulnerable units. Using their
Scouts ability to set up deep on the
battlefield or Sneaky Infiltrators to enter the
gaming table upon an enemy flank or rear,
Gutter Runners are skilled Skirmishers that
can maove quickly and fire on the march.
When equipped with slings and the
Poisoned Attacks upgrades the Gutter
Runners are expensive at 18 points a
maodel (that's worth 9 Skavenslaves!) but
the amount of firepower they unleash can
eliminate fast cavalry, lone characters or
war machines.

Crusek Hegdtaker s the exception
tor rmcast Skaven Warlords, abile b
take on even the toughest of
opponants in & challenge.
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@ HOLD EM AND HIT 'EM

Lo altack the foe.

DEPLOYMENT

Lords
Warlord Skratchit
Warlord with hand weapon, heavy armour and halberd.
93 points
ﬂ Snifit
Grey Seer
240 points
Heroes
Chieftain Snikk
Battle Standard Bearer,
Z0 points
Chieftain Rakkit
Potion of Strength and Sword of Swift Slaying. :
90 paints

C-IZ!TI:

Stabhbit’s Clawpack
24 50 Clanrats with hand weapaon, shields, muscian,
standard bearer and Clawleader,

The Vermintide
30 Gianl Rats with 3 Packmasters.
114 points

The Clanguard
o 25 Starmvermin with muscian, standard bearer and
Fangleacler.

245 povints

20 points
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Shown here is a basic hold ‘em and hit “em Skaven army. Because of their numbers, Skaven generals must pay
particular attention to their deployment — ensuring there is space to manoeuvre the harder hitting units through gaps

Trikk's Clawpack
20 Clanrats with hand weapons, shields, musician,
standard bearer and Clawleacder.

110 points
Special
=% The Backstabbers
5 Gutter Runners with slings and Poisoned Attacks.
i) proainis
m Ratbrain’s Pack
6 Ral Ogres with 2 Packmasters and 1 Master-bred Rat
Chare.
271 points
Rare
* The Trundlewheel
Doomwhesl
150 points
Rathrain’s Masterpiece
Hell Pit Abomination
235 poinls
The Doom of Skryre 1
Warp Lightning Cannon )
) pedinds
TOTAL POINTS., cossmanensnnnenn 1 998 points
R
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The fighting prowess of Skaven
Chieftains and Warlords might not match
up against some Hero and Lord choices of
ather armies, but you won't find a top
commander lamenting this, at least not for
ton long. While they can’t match the skills
of a Vampire Count or Chaos Lord, the
paints cost are far, far lower. Choosing an
army using the percentage-hased army
systemn works in favour of the Skaven -
they might not be equal one on one, bul
those aren't appealing odds to the Children
of the Homed Rat anyhow. In a 2000-point
game it is easy to find the points for two
Lord choices, including two Warlords or
one plus a Grey Seer. In fact, vou will still
have points left over for adding equipment
and some nasty kil. In this way you can
remain somewhal cautious with your
chosen General, ensuring he is secure in a
large unit and able to radiate his 12"
Leadership bonus while unleashing the
other Lord to cause destruction! A Grey
Seer using Skitterleap and Cracks Cafl can
send enemy characters or war machines o
their doom all over the battlefield, while a
Warlord with a Potion of Strength and a
magic sword can rack up casualties bevond
his humble points cost, turning a unit of
Stormvermin into a threshing machine.

The same points can be made for
adding in extra Skaven Heroes. A Skaven
Assassin might not be a match for a top-tier
enemy character, but he can prove more
than able to tilt a pivotal combat the
ratmen’s way. Although Assassins alreacdy
have a 4+ ward save thanks to their Dodge
special rule, make vour backstabber maore
survivable by drinking a Potion of
Toughness in the turn he reveals his lurking
presence. With Always Strikes First and an
Initiative of 8 you can be pretty sure of
delivering some savage blows — certainly
enough to take out an enemy Battle
Standard Bearer or Hero-level character.
And when he's nol taking chunks out of a
Hero, he's more than capable of inflicting a
good few wounds to the rank and file.

I'm personally a hig fan of a lowly
Warlock Engineer with a Doomrocket — |
deploy him within a unit of Warplock
lezzails, where he waits to blast off his one
shot weapon. A pair of Warlock Engineers
with Warp Lightning can potentially
unleash a lot of death, especially if one has
the Warp-Frnergy Condenser.

The best dirty trick is, of course, the
one you never see coming — and the best
Skaven Warlords I've seen come up with
new shifty angles when they are needed
the most. A large block of Skavenslaves
scattering with their Cornerad Rats rule can
inflict some Strength 3 hits — not a worny
for a unit of heavily armoured Chaos

‘arriors or a horde of Night Goblins, but
apainst Wardancers or light flanking units
like Wolf Riders the fleeing Skaven can
inflict crippling damage! Units of Poisoned

Wind Globadiers are fragile, but should
they get a chance 1o hover around Chaos
Warriors [ocked in a prolonged combat, the
ahility to lob missiles into melee and ignore
armour can make them game winners, A
wise Warlord will do anything within his
powers to till the advantage into the
Skaven's paws. Knowing when to shoot
into the Skavenslaves who are locked in
combat or when it's OK to risk ralling
another dice when firing a Ratling Gun, the
best Skaven generals don't just take risks,
they take the right ones at the right time,

It is also important to remember that
somelimes they'll all be out to get vou. By
this I'm not talking about the enemy, wha
naturally is oul to get you, but rather vour
own forces, I've been sabotaged with faulty
Weapon Teams, had my Clanrats bribed by
rival clans to act spinelessly and even
employed Assassins that couldn’t possibly
have passed backstabbing schoal. When |
overcome these obstacles and still defeat
the foe the victory is that much sweeter,
Any disasters that happen along the way
are quickly forgotten whilst the sericus
thrashings I've delivered to my foes are best
immaortalised - although few of the players
I game with share my feelings. Remember,
in victory remain humble - swelling to
twice your normal size with righteous pride
is acceptable, any more than that is
probably excessive.

g P'::x' t
Andy Hall: Skaven are |
cheap, which means it's
easy to field big units
and therefore hordes.
But a horde may not be
the only answer. Such
large unils in
combination with the
Skaven's Strength in
Mumbers rule can be
formed deep to become
a powerful roadblock.
For example, a unit of 50
Skavenslaves formed into
ten ranks will create a
very deep unit. Stick a
Chieftain with the battle
standard in there and
once in combat you'll
most [ikely be on the
losing side but the Break
test will always he made
on % with a re-roll, giving
vou good odds of staying
put. This unit can then
be put to use tying up
the enemy’s elite, who'll
be hacking apart
Skavenslaves but not
much else! Just watch
your flanks.
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AUTHORING ASTARTES

So how do you write a story or novel about Space Marines? Having just read the
fantastic portrayal of these superhuman warriors in the latest Space Marine Battles
novel Purging of Kadillus, we asked author and former Games Workshop developer
Gav Thorpe how he goes about taking the Astartes from tabletop to book.

ow fast is Initiative 42 What does an
| wamuasmain | Ha;mnur save of 3+ mean? Can a balt

shell blow a cultist in half? What
does a Dreadnought have for breakfast?

O, that last question hasn't really

THE PURGING cropped up yet, but the others certainly
have, along with many mare, Writing

OF KADILLUS fiction based on a tabletop game has its

GAV THORPE

own advantages and disadvantages, all of
which come to the fore when wriling about
the Emperor's favoured, the Space Marines.
Mot only are the Astartes the iconic image
of the Warhammer 40,000 universe, they
are by far the most popular army: This
means that everybody has their own view of
what they are and how they should fight.
I"ve written about Space Marines in
many different ways, from little boxes of
colour text at the start of battle reports to
full novels, as well as writing rules for them.
Here’s what |'ve learned along the way.,

Cav's fatest nonel tells
the Ok invasion af P
the Dark Angels” henolc defermee

€€ How fast is Initiative 4? What
does a save of 3+ mean? Can a
bolt shell blow a cultist apart? 99

Reality and Narrative

I like to think that there is a ‘real’
Warhammer 40,000 universe that exists in
some abstract dimension, where there are
certain truths. A writer taps into that world
and must adapt it to fil their needs, whether
that is designing an army list, making a
computer game or writing a novel,

That reality has no set values or
quantities as such, but is composed of
certain gualities instead. For Space Marines
these include superhuman sirength, power
armour, boltguns and fearlessness, The job
of the writer is to interpret these qualities in
a way that seems appropriate,

5o, lets take superhuman strength, In
the tabletop game a normal human has
Strength 3. It stands Lo reason that a Space
Marine is therefore Strength 4. But what
does that mean? Are they 33.3% stronger
than a normal man? | think not, The scale
used for tabletop profiles is really squashed
between Strength 2 and about Strength 6 for
the most powerful monsters. S0, a Space

Macneus Calgar, the Chapter : &
Rftisternl tha Lifterannas & Marine is stronger than a normal man but

dnrangst the mightiest of herpes, not as strong as a Bloodthirster,
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Already you can see that the “reality’ is
quite elastic. In something as free as a piece
of fiction, we go back to the idea of
superhuman strength in its raw state, So the
question of how strong a Space Marine is
can be answered by asking how strong the
author needs him to be, If he needs to
punch through a wall but not a tank, that's
how strong he is. If he has o crush
someone’s head in his bare hands, he's
strong enough for that too,

It is always important to remember that
the rules are toned down to enable players
to play with a geod-looking force. It would
be a lot less visually exciting to have a few
Space Marines versus an Ork horde,
although this may well be a fair fight in the
‘reality’ of 40K. The relationship between
the rules and the background must always
be seen through this lens — the rules are
designed to make an interesting and fair
fight between armies of miniatures; the
background does not have such constraints.

Doctrine and Dogma

Another thing that crops up quite a bil as a
potential conflict between rules and fiction
is the distortion of the ‘reality’ required by
army lists. Army lists are created to allow
players to collect minjatures and then field
them in battle. To do this they may make
some compromises on what you can field.

The best example is the Tactical Squad.
The army list entry for these is based upon
the typical Tactical Squad as laid down by
the Codex Astartes. The key word here is
‘typical’, and il applies to the entirety of the
army list — it represents the most common
force compaositions. As with individual
characteristics and rules, it is important for
writers ta bear in mind the reality that this
represents. The majority of Space Marines
are formed into Tactical Squads, and the
army list reflects this. However, in the
reality of 40K, Space Marine Chapters might
send out all kinds of task forces that don't
include Tactical Squads art all,

Of all the forces of the Imperium, the
Astartes are the least likely to be
canstrained by paper organisations, If they
only have two Assault Squads and a Land
Speeder spare, that is what they will send,
As a writer, it is often the jov of exploring
these marginal aspects of Space Maring
warfare that is most appealing,

Space Marines have preferred ways of
doing things, as laid out in the Codex




Astartes, but they are far from dogmatic
about it. If the Devastator Squad has been
wiped out but one of the plasma cannons is
still working, of course the heavy weapan
gunner from a Tactical Squad might pick it
up. This is hard to represent in the
balanced, constrained world of the tabletop
but is simple in the wide world of fiction.

Characters not Clones
There can be a tendency to view the
background in the Space Marine Codex as
an absolute. In some ways it is. Marneus
Calgar is the Chapter Master of the )
Litramarines, The most commaon weapon of
a Chapter is the boltgun, not multilaser.
Space Marines are almost all conditioned to
fight fearlessly, tirelesshy and mercilessly,

That is all well and good for the
hackground for an army, not so useful for
writing a novel with engaging characters
that demands personalities and conflicts. As
with the rules, the trick here is not ta be
owverly literal, The established background
defines the parameters, the archetype of the
Space Marine. It does not define each
individual Space Marine. There are some
things that are out of bounds; you would
never have a cowardly Space Marine, for
instance. Beyond a few obvious no-nos,
there is still scope to create a cast of
interesting characters without breaking the
limits of that archetype.

Space Marines obey without question —
excepl when they have reason 1o, Space
tdarines hate all their foes — except when

the situation means they have to reconsider

for a greater strategic goal, Space Marines
Know Mo Fear...

This last can be troublesome. Without
fear a writer struggles to create a sense of
jenpardy, With Space Marines we have lo
look at the nature of fear, and what that
means. They don't run crying for the
Emperor when they see a Hive Tyrant, but
that doesn't mean they are emolionless and
free from doubt, If they were, what would
they need those Chaplains for? ;

In story terms, this means creating a
different sort of fear. The fear of failure is the
most prominent. A Space Marine is all
about duty and acting in accord with the
iddeals of his Chapter and the Emperor. The
key to a good Space Marine story is placing
those aspects at risk rather than just his
physical well-being. A Space Marine does
not fear death or injury, but he does fear
dying with his purpose unfulfilled or the
mission not yot accomplished. A Space
Marine forced to question his Chapter's
teachings, his own lovalty and maotivations,
is every hit as dramatic as an Imperial
Guardsman cowering in a trench as the
artillery flies overhead,

Big Explosions

With all l've just said, it's just good fun to
chart the victories and defeats of the
Emperors finest. The Space Marines get all
of the coolest gigs, the toughest missions
and the fanciest equipment, and that should
never be averlooked,

The Space Marines
Baltles range of novels,
recounts some of the
muost legendary deeds of
the Adeptus Astartes.

www.blacklibrary.com
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he Blood Angels can be
considered amongst the most
noble and heroic defenders of the

Imperium — shining angels of vengeance
who unleash the fury of the Emperor upon
the enemies of Mankind. When they take
ta the field, humanity finds hope reborn.

However, a few months ago the
villainous Archon Sythrac exploded onto
the scene here in the White Dward bunker.
The brainchild of Phil Kelly, this loathsome
Dark Eldar {antithero has set about a ane-
man crusade to steal the souls of some of
the Imperium’s most beloved heroes, With
new Blood Angels out this month we just
had to feature them in a battle report (what
betler way to showcase the superb new
stormraven and Dreadnoughts), and with
the infamous oath of Sythrac still ringing in
our ears we decided it was only fair to give
them the chance o end the Archon's
diabolical schemes,

For our players we have two veterans
with their respective armies: Matt Hulson
will be taking control of the Blood Angels
task force, while Phil Kelly will reprise the
rale of the bad guys and seize command of
the nefarious Dark Eldar.

Matt Hutson is well known throughout
Games Workshop as an avid Space
Marines collector. With large Ultramarines,
Black Templars (just see page 86 for more
on this) and Imperial Fists armies, he's gat a
firm grounding in how to make the
Emperor's finest work on the tabletop.
Players whao might doubt his Blood Angels

close formation of sharp—hu]i:d grav-craft
skimmed across the arid wastelands of Olthis,
wind whipping through the fine black hair of their
Dark Eldar passengers as they closed upon the crude
human waystatiﬂn.gﬂali nced upon the prow of the leading
Raider stood Valossian Sythrac, hunter of humanity's

pedigree need look no further than his
Blood Angels Battle Company, a veteran
force that has seen battle scores of times.
There's no steadier pair of hands to be
found in the Studio to control our Blood
Angels army. )

In the opposite corner lurk the sadistic
and cruel Dark Eldar, captained by
Phil Kelly. As the author of Codex: Dark
Eldar as well as various tactics articles, he's
the logical choice to take to the field,
There’s also the small fact that he’s been
plotting and scheming about unleashing
the natorious Archon Sythrac upon an
unsuspecting Imperium once again.

The scenario is a good old fashioned
randomly generated battle, exactly the
same kind af pick-up-and-play game that
thousands of hobbyists around the world
take part in with their friends at gaming
clubs and local hobby centres every week.

And s0, we go to the warlorn world of
Olthis for our battle. The former Imperial
world is now a ravaged planet that has
been the site of a titanic struggle against
the forces of the Archenemy. The
insurrection has now been put down,
thanks to the presence of a Blood Angels
task force, led by none other than Astorath
the Grim. As the triumphant Blood Angels
approach Waystation-189 to prepare for
orbital embarkation, they cannot know
they are being observed, lured into an
ambush. Archon Sythrac plans to try his
hand against the greatest champions of
humanity - the Blood Angels.

The warriors of Baal face the dreaded scions of Commorragh this month in our
battle report. The old feud is revived as Matt Hutson and Phil Kelly clash once more
— who will win, Dark Eldar or Blood Angels? Adam Troke takes scribing duty.

&
BATTLE

REPORT

Battle Facts

Mission
Annihilation
Deployment Type
Pitched Battle
Forces

Elood Angels vs.
Dark Eldar

Size

1750 points

Players

Matthew Hutson vs,
Fhil Kelly

Scrivenor
Adam Troke

finest and slayer of herocs. His current prey was
formidable indeed — Astorath the Grim of the Blood
Angels, spiritua] keeper of the lost Battle-Brothers and
the last sanction of the Chapter's infamous Death
Company. Sythrac knew that should the guardian of the
Bleo ﬁng:fs be slain, the Cha_pt::r waould slide
incxorably into ﬁﬂm_mak:d ruin, and the Imperium
would be robbed of its finest defenders.

Thmugh the shimmering heat of the atmo.qphc;r:,
Sythrac's keen eyes picked out a blunt red shape hurtling
towards the installation, powerful engines boosting it
forward on an intercept course toward their position. Eusr
as | Plann:l:[.‘ gloated Sythrac, “Thess blood-drinkers have
no grace, no subtlety, but they arc at least punctual. How
tragic it would be,” mused the Archon, toying with the
intricate tetrahedrons of his favourite soul trap, If their
guardian was fru]}' lost, and the beast within released once

and for all *
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As the owner of a
Battle Company of
Blood Angels,

Matt Hutsor reatlly is
the best choice to
control aur Blood
Angels army. Al signs
inaicate that he'’s
going through
sovmething of a
Dreadnought phase
at the moment..,

Matt: So, Phil and his notorious Archon
have a plan to kill the best and brightest of
the Imperium eh? Well, we'll soon see
about that,

After my crushing defeat of Christian
Byrne's Chaos Space Marines back in issue
364, it's time to adopt a different approach.
The army | used then was very-much
geared to killing power armoured foes, but
the Dark Eldar are a different kettle of fish.

First into my list this time are a trio of
Dreadnoughts; a Furiosa, a Furioso
Librarian and (my favourite) a Death
Company Dreadnought.

The Furioso Dreadnought is equipped
with a frag cannon, which is the perfect
weapon for making mincemeat of Dark
Eldar Warriors and Raiders alike. Coupled
with the fact it also has a heavy flamer
attached to its blood fist, there's not much
that will survive a close-range round of
shooting from Brother Baon,

Usually Dreadnoughts struggle a litlle
ta keep up with the main body of the force,
but Furicso Librarian Abrael can choose
the Wings of Sanguinius psychic power,

enabling him Lo bound effortlessly across

£ ONE TO WATCH: STORMRAVEN

This flying tank is incredibly
well armed and armoured - a
gun-bedecked skimmer that can
deliver high-calibre death
whilst flying at a fair clip!
Because the hurricane bolters
are defensive weapons
iStrength 4) and it has the
Blessing of the Machine Spirit,
the Stormraven has the
firepower to gut entire squads
or reduce vehicles to burning
wreckage whilst still flying 12"
every turn.

the battlefield and straight into the
maelstrom of battle.

Brother Enash, the Death Company
Dreadnought, has the Fleet special rule,
which makes him pretty swift. In combat
his blood talons will let him slaughter
whole squads if he goes unchecked — just
think of all those squishy Dark Eldar it will
tear through. Sure, he can’t be contralled
as well because of his Rage special rule,
but there's a solutjon to that too,

Enter the Stormraven — a fast skimmer
with the capacily to carry a squad of 12
Space Marines and a Dreadnought. Even
better, all the models in the Stormraven can
assault in the turn they disembark,

So, Fury of Baal will carry nol only
Brother Enosh, but also my Death
Company squad led by noble Chaplain
Cagston — my plan is to disembark right in
the face of the foe and use their Relentloss
special rule to hammer the enemy with
shooting and then launch a killer assault.
The durability of the Death Company is
great {they Feel No Pain), but their
affensive capabilities are even better. Firing
with their balters and then charging into
combat for three Attacks each (with Furious
Charge) spells death for most opponents.

The army will be led by Astorath the
Grim. His presence increases the chances
of warriors in the army succumbi ng to the
Red Thirst {giving them Furious Charge and
Fearless) and he's no slouch in an assault.
The Execulioner’s Axe, his close combat
weapon, causes the opponent to re-roll
passed invulnerable saves,

The army is rounded off with Squads
Mero, ten Tactical Marines and Adorno, ten
Assault Marines. These are my main line
troops and objective grabbers,

HOQ
Astorath the Grim
with The Executioner’s
Axe and jump pack.
220 pevints
ELITES
Brother-Librarian
Abrael
Furicso Librarian with
psvchic hood and
force weapon.
175 points
Brother Baon
Furioso Dreadnought
with frag cannon and
heavy flamer,
135 poinis
(%] Chaplain Caeston
Chaplain with
power fist.
115 points
TROOPS
O Tactical Squad Mero
|0 Tactical Space
tarines with
meltagun, multi-melta
and Sergeant with
powver fist, mounted in
a Rhino.
250 points

* Assault Squad Adorno
10 Space Marines
with hand flamer ancd
Sergeant with power
weapon, melta bombs
anel infermus pistol,
235 paints

5 Death Company
9 Death Company
with bolters,
[CAVET WEREHIN,
hand flamer and
thunder hammer.
235 points
Brother Enosh
Death Company
Dreadnought with
Blood talens and
magna-grapple.
140 paoints
HEAVY SUPPORT

Fury of Baal
Stormraven Gunship with
tevin-linked mult-melta,
bwin-linked assault
cannans, hurricana
bolters and extra armour.
245 points
TOTAL 1750 points
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The Studio’s resident
senopfile, Phil Kelly
5 currently on a
crusade o bump off
the imperam &
greatest heroes using
his despicabls villain
Archon Sythrac. Phif
is confident on
WINming, reckoning
Svthrac cowld handle
any opponant.

Phil: The Dark Eldar have a great selection
of can-opening armour-busting weapons
ideal for taking out Space Marines, Just as
well, really — the lependary Blood Angels
are a force to be reckoned with, especially
in the hands of a die-hard Space Marine
player such as Mr. Hutson, Matt has been
eyeing up the new Blood Angels releases
for a while now, and | know he's itching to
show them off.

lo be honest, that shiny new
Stormraven has me worried. It's practically
an army in its awn right — not only is it
bristling with guns, but it carries two units
around the place, and has the Land
Raiderly ability to disembark its infantry
squad straight into an assault. It can
transport a Dreadnought, in effect
launching a walking tank right into the
thick of my lines! Being as Dark Fldar do
not have the same access to high Strength
weaponry such as power fists that other
armies do, Dreadnoughts often seem all-
but impervious to my infantry units in close
combat. | doubt Matt will be able to pass
up the templation to take a Furioso or
Furioso Librarian to give my Warriors and
Whyches a headache.

For this reason, and in order to tackle
the Stormraven, I'll be taking plenty of
darklight weaponry (and a few haywire

The Blood Angels usually
like to take on the
enemy at close quarters,
a place where the
Wyches excel. At
Initiative 6, they strike
simultancously or before
anything in Matt’s Blood
Angel army. They also
have a 4+ Invulnerable
save Lo keep them safe
and the option to select
haywire grenades. This
makes the Daughters of
the Blade Unseen quite
capable of killing any
unit on the tabletop.

WARHAMMER

40008

grenades into the bargain). The triple-dark
lance Ravager is my usual choice for pre-
emptive tankbusting — hopefully my flying
war engines will get the drop on Matt's
Stormraven befare it's too late, Its
counterpart, the disintegrator-toting
Ravager, should statistically speaking kill
four Space Marines per turn (provided
they're in the open and there’s a strong tail-
wind). That sort of punch is ideal for
thinning out Assault Marine units or even
Death Company before combat kicks off.
When it does, my Incubi can put paid to
anything up to and including characters:
the Incubi are born to kil elite infantry and
look good while they go about it,

The special characters in the Blood
Angels book are well known for being one-
man armies, and Astorath’s executioner-
style special abilities are enough to give
any independent character the fear. Step up
Valossian Sythrac, my trophy-collecting
Archon with a penchant for stealing souls,
If Sythrac’s shadowfield can protect him
long enough for him to get into single
combat with Astorath, | stand a good
chance of his huskblade turning Astarath
inta dust. Given Sythrac’s backstory as a
headhunter seeking out and killing off the
Imperium’s greatest heroes {for nothing
more than his own sick pleasure), if | can
pull off this stunt then at the very least |
can claim a moral victory.

But its not a moral victory I'm after — |
am playing Dark Eldar after all, and they
are the villains of the piece. 1 intend to use
every scrap of cover and sneaky trick at my
disposal in order to bring low those pretty-
boy Blood Angels; a webway assault from
my Wyches being a personal favourite,
augmented by hit-and-run tactics from my
Hellions and Reaver jethikes. If | have Lo,
I'm even prepared to use baiting tactics to
get those Space Marines out into the open
where | can kill ‘em, There will be blood!

‘BLOOD ANGELS

HQ
4 Lelith Hesperax
\fh‘-" 2 175 points
a2 Archon Sythrac
@ with huskblade,
soul-trap, combat
drugs, shadow field
and webnway portal,
T80) poirits
ELITES
The 5hrine
[ of Hell's Edge
6 Incubi, mounted in
a Raider.
192 points

TROOPS

@ The Cursed
& Kabalite Warriors
with blaster and
Sybarile with blast
pistol and power
weapon, mounted in a
Raider with
disintegrator cannon
and grisly trophies,

{56 points

@ The Darkwreath
Erethren
10 Kabalite Warriors
with dark lance,
shredder and Sybarite
with agoniser.
150 points
@ Daughters of the
Elade Unseen
10 Whches with
haywire grenades,
shardnet & impaler,
hydra gauntlets and
Hekatrix with power
WEADHIMN.
fad points
@ The Plunging Knife
10 Whyches with
raxorflails and
Helkatrix with agoniser
and hlast pistal.
155 points
FAST ATTACK
The Ripskins
9 Hellions with
Helliarch with
agoniser.
Ta9 points
The Jaded Strike
o O Reavers with heat
lance and blaster.
1549 points
HEAVY SUPPORT
Stardeath
Ravaper with
3 dark lances.
105 points
Deluge of Pain
Ravager with
3 disintegratar
CANNOnS,
105 points

.,

TOTAL 1746 points
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DEPLOYMENT
MIS.SICIN ANNIHILATIDN ? @

matt and Phil rolled Annihilation, a
brutal fight to the death, with victory
going to the player who eliminates the
most enemy units,

Each enemy unit that you destroy is
worth a single kill point — the player
with the most kill points at the end of
the battle is the winner.

Full details of this scenario can be
found on page 90 of the Warhammer
40,000 ruleboolk.

Deployment

The players rolled the Fitched Battle set-
up, giving them a very traditional ‘long
table edges’ style deployment,

R

L ADRENALIGHT

Roughly half of the warriors in
Phil’s army henefit from the
Combat Drugs special rule — before
deployment Phil rolled to see what
the effect of this lethal cocktail of
stimulants would have on his
warriors. The result was
Adrenalight, giving all affected
models +1 Attack throughout the
battle — a result he was very
pleased about.
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Annotation

The Stormraven, Fury
" of Baal, deploys
hehind the bunker,
partially concealed by
the dead trees in front
of iL. The Stormraven
is also carrying both
the Death Company
and Brother Enosh,
the Death Company
Dreadnought.

LHOd3Y FT1LLVI

Astorath the Grim and
Squad Adorno deploy
in cover, sheltered

¢ Service
grate. Matt's plan is to
leap forwards and
contest the landing
pad in the centre as
quickly as possible.

The Darkwreath
Brethren take up firing
positions amidst the
ruins of a battered
Rhino tank and the
shattered trees,

[} With Archon Sythrac

; leading from the front,
the Dark Eldar
Ravagers and Raiders
form a flight of fast-
moving attack craft.
The Hellions are ready
to advance onto the
table in their wake,
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he Dark Eldar Raiders ghosted
I through the dusty-skies, sweeping

into striking range of the Blood
Angels task force without fanfare or
announcement, Dark, dagger-like attack
craft carrying grim-faced warriors led the
way, powerful xenos weapons tracking the
bold red armour of the Blood Angels. At
the head of the host, Archon Sythrac rode
within a sleek Raider, his posture
conveying the contempt he felt as he laid
his eyes upon the crude Adeptus Astartes.
At his command the Dark Eldar fanned out
into the planned attack formation, a
Ravager and Raider each circling to the left
and right while the ultra-fast Reavers of the
Jaded Strike cruised in the centre.

Behind the main advance the
Darkwreath Brethren stalked through the
smoldering remains of a lumpen Imperial
tank, Sybarite Viorlas ordering his dark
lance gunner to target the closest of the
Blood Angel vehicles. With a blinding flash
of dark matter, the weapon hammered into
the hull of a gloss-red Furioso
Dreadnought, the impact leaving a
smoking dent and stunning the ancient
pilot entombed within,

With the opening shot made, the Dark
Eldar unleashed a withering fusillade, the
searing beams of dark lances and sun-
bright pulses of the disintegrator cannons
leaving flash-scars burned onto the retina
of all who beheld them. The Ravager
Deluge of Pain poured disintegrator fire
into Squad Adorno, slaughtering two of the
Blood Angels even as its opposile number,
Stardeath fired ineffectually at the robust
form of fronheart, Squad MNero's Rhino.

Sythrac, outraged at the resilience of
the Blood Angels had his own Raider fire at
the approaching Stormraven, however the
shot missed the speeding target.

‘Blood :!mgéls Turn 1

R BLOOD ANGELS

In retaliation the crew of Fury of Baal
led the counter-attack, the multi-meltas
maounted on its nose super-heating the air
around them as they targeted Sythrac’s
Raider. The elegant prow of the Raider
exploded as the melta weapon blasted
apart its molecules and evaporated the
punner, the wreckage ploughing into the
soil near the landing pad. Archon Sythrac
and his squad of Warriors spilled out, their
natural agility saving all but one of their
number whao lay broken amidst the
wreckage. With a high-pitched whine the
Stormraven’s twin-linked assault cannon
came up to speed, the vehicle’s machine
spirit tracking its next target, Stardeath. The
Ravager was powerless as hundreds of
high-velocity rounds shredded its
aethersails and tore its fragile hull apart.
Crew slaughtered and armour destroyed, it
dropped broken from the sky.

Spurred on by the carnage unleashed
by the Stormraven, the Blood Angels surged
toward the foe, Led by the fearsome
Astorath the Grim, Squad Adorno used
their jetpacks to bound forwards, their
advance covered by the considerable bulk
of Ironheart and Squad Nero. Meanwhile,
Furioso Librarian Abrael crashed through
the dead trees in his path, wood splintering
against his armoured hull. Levelling his
storm balter he fired at Sythrac’s Dark Eldar
Warriors who sought cover in the wreckage
of their Raider, the bolt rounds pulping two
in gory explosions.

20

v

Battle Tracker

Astoi‘ath the Grin:lum

With the presence of
Astorath the Grim in the
Blood Angels force, your
army is subjected Lo the
Shadow of the Primarch
rule. This means that any
unit will be affected by
the Red Thirst on a roll of
1-3 before the battle
instead of justa 1.

Ld0Od3d 91LLYVE

Map annotatigns:

(’D Fury of Baal uses the
Power of the Machine
Spirit to destroy two
Dark Eldar skimmers
in a single phase,
downing both a
Raider and Ravager.

@ The Ravager Deluge of
Pain pours
disintegrator fire into
Squad Adorno, who
advance unphased by
their losses,

@ Despite a withering
volley of dark lances,
the Blood Angels
advance largely
unscathed, Only
Brother Baon is
damaged, recieving a
stunned result.

e e
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RAGE

Black Rage

This turn the Death
Company disembarked to
assail the Wyches, Thanks
to the Relentless special
rule they can rapid fire
with their bolters before
making their assault. All
Matt had to worry about
was the difficull terrain
role he needed to reach
the Wyches. ..

WHITE DWARF

UNLEASHED

he smouldering wreckage of two
I Dark Eldar craft became the scene

of a frantic firefight as the Cursed
pressed forwards, firing on the Furioso
Librarian and Archeon Sythrac scrambled
atop the dominating landing pad. The Dark
Eldar Warriors hammered the ancient
psyker, disabling the servo motaors in its
legs and reducing its force weapon to
malten slag,

His reflexes enhanced by the combat
drugs coursing through his veins, Sythrac
quickly gained the top of the platform, In
moments he was joined by the Incubi
warriors, who silently disembarked from
their Raider to stand atop the Imperial
Eagle adorming the Skyshield.

Deluge of Pain continued to hound
Squad Adorno, hammering thern with its
disintegrators. Streaks of unstable matter,
blazing like the sun, cut down Space
Marines and wounded Astorath, in spite of
his formidable artificer armaour.,

SKIES OF BLOOD

TURN 2

As the Darkwreath Brethren again
opened fire an the looming Stormraven,
they were joined by the athletic figures of
the Daughrcl: of the Blade Unseen. The
Fury of Baal emerged unscathed as Dark
Eldar fired upon it. The Dark Eldar Warriors
were undaunted by their failure, however.
Any concern they might have fell was offset
by the presence of the newly arrived
Whyches, who readied themselves to
counter-attack against whatever might
disembark from the ominous form of the
approaching Stormraven,

Determined to destroy the Fury of Baal
before it could wreak further havoc upon
his forces, Archon Sythrac gave a series of
curt orders to the Jaded Strike, who
zoomed onta the landing platform with
dazzling speed. With customary accuracy,
the jethikers opened fire. Pulses of energy
struck the Stormraven, causing superficial
damage. The thickly armoured hull was
blackened and dented, but na maore.

The Death Campany disembark
from Hhe Fury of Baal directly into
thie face of the Dark Eldar,




Frustrated, Sythrac reached into the
pouches at his waist, drawing forth a glossy
black orl which he tossed at his feet with a
snarl. In an instant the device expanded
into a globe twice the height of a man that
flickered eerily and crackled with
corpusant. Within the hazy surface of the
globe, the spires of some blighted city
flickered in and oul of view. As the battle
whirled about him, Sythrac whispered into
the communicator within his helm.
Reinforcements would shortly follow.,

While Sythrac activated his webway
portal, the Fury af Baal powered through
the cloud of incoming fire. In a roar of
ramjets and a cloud of dust and smoke it
descended upon the position held by the
Darkwreath Brethren and Wiyeh cultists of
the Blade Unseen.

For a moment Fury of Baal hung,
suspended above the ground, before the
large assault ramp in ils prow swung open
like the mouth of some terrible beast. From
within charged a throng of black and red
armoured warriors. The Death Company
unleashed battlecries and shouts of rage
that were audible even above the
downwash of their craft, the bark of their
bolters spelling doom for several Wiches,
who were torn apart. From the rear of the
Stormraven emerged the lumbering form of
Brother Enosh, a towering Death Company
Dreadnought. With a roar thal was
amplified to deafening levels he charged
towards the Darkwreath Brethren. One of
the Kabalite Warriors had his head
punched clean from his shoulders by the
mighty magna-grapple mounted on Enosh's
shoulders and then the Dreadnought was
amongst his foe. Bellowing litanies of hate
the towering war machine slaughtered the
Dark Eldar with his blood talons, cleaving
flesh and tearing bone. In moments every

member of the Darkwreath Brethren was
slain, their bodies hacked apart by the
raging Death Company Dreadnought,

On the landing pad at the centre of the
battlefield the Jaded Strike, who had been
firing upon the Fury of Baal, found
themselves caught unawares by Squad
Adorno and High Chaplain Astorath who
locked them into a furious mid-air duel.
Expert warriors accustomed to the halletic
fury in the arenas of Commaorragh, the
Jaded Strike were no match for Astorath
and his Blood Angels who tore into them,
Astorath’s fabled Executioner's Axe glittered
as it clove through the prow of a jetbike,
severing the leas of the rider and
catapulting him high into the air. In a
stroke the macabre Chaplain beheaded a
second Dark Eldar before his warriors
joined the fray. Sergeant Adorno and his
Assault Marines made short work of the
remnants of the Jaded Strike, chainswords
rending through exposed flesh and bolter
shells gesTrnr}fing nimble jethikes. For their
part the Reavers fought with skill, but the
armour of the Assault Marines protected
them from the worst of the harm,

Victorious, Squad Adorna landed atop
the corpse-strewn landing pad, ceramite
clad feet crunching chunks of bone and the
debris of shattered jetbikes with equal
contempt. With a withering plare, Astorath
macle eye contact with Archon Svthrac,
before raising his axe in an unspoken
challenge to the leader of the [Dark Eldar.

" 4-0

Battle Tracker

; Wzﬁf_ms

Map annotations: |

The Cursed use their
blaster to immobhilise
Brother Librarian
Abrael and destroy his
WEAPoNn arm,

| (7) The Jaded Strike and

Darkwreath Brethren
pour fire into the
Stormraven, which
shrugs off their
efforts.

@ Astorath and Squad
Adorno assault the
Reavers, easily cutting
the Dark Eldar
jethikes to rihbons.

@ The Death Company
and Brother Enosh
unleash slaughter on
the left flank.

Brother Enosh

The Blood Angels Death
Company Dreadnought
was a utter horror once
uncaged from the
transport. Able to assault
in the turn it disembarked
from the Stormraven, i
smashed into the
Darkwreath Brethren,
killing one with its magna-
grapple and wiping the
rest out in a bloody
assault — blood talons
enable the Dreadnought
to re-roll failed wounds.
Maoreover, for each wound
it causes, you may make
an additional Attack!
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THE DARK HARVEST

rchon Svthrac accepted the
A aminous challenge by smoothly

drawing the huskblade from its
sheath at his side and advancing on the
bulky figure of the Space Marine hero,
Wisps of smoke gathered in unnatural
tendrils around Sythrac's mysterious
weapon as he and the prim-masked
Chaplain regarded one another, each
looking for some sign of weakness. As if at
some unspoken command the Incubi
warriors joined Sythrac’s side, the pact he
had made with the Shrine of Hell’s Edge
ensuring that the formidable warriors
would fight to protect him. In response
Squad Adorno closed ranks with their
Chaplain, their loyalty beyond question or
doubt. With a snarl and the revving of
chainblades both sides leapt into combart,

As the brawl erupted atop the landing
pad, the remaining Dark Eldar vehicles
targetted Squad Nero, who were
disembarking their Rhino. Defuge of Pain
poured sun-bright shots into their midst,
toppling several while the nearby Raider
killed another, Swooping in low the
Hellion gang known as the Ripskins felled
another pair before sweeping in with their
hellglaives ta finish the job. In a frenzy of
whirling blades and razorsharp splinters
the Hellions felled the last of Squad Nero,
the noble sergeant himself falling last, a
hellglaive taking him in the back of the
neck as he tried to fight his way clear.

The Cursed emerged from beneath the
landing pad to fire their blasters into the
engines of Fury of Baal. Their shots were
true this time and the mighty vehicle
crashed to the ground, engines wrecked
but weapons still very much functional,

Spurred on by the death of the
Darkwreath Brethren, and fearing a similar
fate, the Daughters of the Blade Linsecn
assaulted Brother Enosh, hurling haywire
grenades as they did so. The arcane
technology of their grenades caused the
ancient war machine’s systems to overheat,
boiling the venerable warrior to death
within the amniatic fluids of his awn
armoured sarcophagus,

Screaming their outrage, the Death
Company led by Chaplain Caeston
slaughtered the Wyches, burmning them with
gouts of flame before gunning the remnant
down with a volley from their balters.

Although badly damaged, Brother-
Librarian Abrael sent a lance of psychic
energy hammering into the remaining Dark
Eldar Raider, tearing its aethersails apart
and the crippled Fury of Saal mowed down
anather of the Cursed. The last of the
Cursed met their fate when Brother Baon's
frag cannon showered them in a gout of
shrapnel, shredding them apart.

SKIES OF BLOOD

Atop the landing pad, Sythrac and
Astorath clashed. A living legend, Astorath
wielded the Executioner’s Axe with sublime
skill. Faster than the eve could follow, the
pair hacked and parried, but for all the skill
that Astorath possessed, Svthrac outclassed
him. While the Incubi cut down the
warriors of Squad Adorno with practiced
ease, Astorath brought his axe slicing down
towards the Archan's neck, With a twist of
his wrist Sythrac turned aside the High
Chaplain’s blow and then followed with a
lunge as he rammed his blade inta the
chest of the Blood Angel. Transfixed by the
blade, Astorath stumbled back, a smoking
wound in his chest. Leering, the Archon
drew the ornate soul trap ready to claim
the spirit essence of the famed Chaplain.
But as Astorath’s life force coalesced, the
Archon was buffeted by the desperate form
of Sergeant Adorno, who barrelled into
him, With a snarl, Sythrac pushed the
Sergeant into the waiting blades of his
Incubi, but when he turned back to
Astorath, the Chaplain had vanished, With
a shriek of frustration, Sythrac cast his gaze
around for fresh victims.

TuUrN 3

The Shrine
of Hell's Edge

While Sythrac was able to
overcome Astorath
(marrowly, it must be
admitted), the Assault
Marines would have been
a different matter, The
Incubi, however, were
able to cul Squad Adorno
to ribhons = Phil made
sure they were in the right
place at the right time!




| The firepower of the
Hellions, Ravager and
Raider shatters Squad
Nero. The Hellions
easily overwhelm the
Wi Survivio

The Cursed use their
hlast weapons to
finally immohilise the
Fury of Baal.

Sythrac and the Incubi
join forces to
slaughter Squad
Adorno and cut down
Astorath the Grim.

The Wyches kill
Erother Enosh, only to
be assaulted and
slaughtered by the
Death Company,
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THE TIDE TURNS

A F:ghtmg Rctrcnl’?

At the start of Turn 4,
Phil’s force was 2 kill
points down and running
out of resources. He hadly
needed reinforcements.

That's where the
cunning of his movements
is revealed. For three turns
in a row Lelith Hesperax
and the Plunging Knife
had failed fo arrive. On
Turn 5 there was a stone-
cold guarantee that Lelith
and her Wyches would be
moving on to the
battlefield, either through
the webway portal or
from his home board
edge, tantalisingly close to
the Death Company.

ith Astorath cut down, Archon
Sythrac and the Incubi
controlled the landing pad.

Ankle-deep in a thick pool of blood, they
surveved the carnage around them coldly,
drawing in the power from so much
suifering inflicted. A blissiul feeling of
strength suffused the twisted Archon as he
led his warriors away from the carnage to
shelter for a moment in the lee of the
blood-soaked landing pad.

By some unseen signal the remainder
of the Dark Eldar army likewise sought 1o
evade their enemy. The Ripskins joined
Sythrac and the Incubi in their tempaorary
cover. All three units gathered around the
badly damaged Raider and all three were
engorged by the soul-feast they had been
indulging in.

While mast of the Darlk Eldar fell back
from the fighting for a moment, Deluge of
Pain continued to harry the Blood Angels.
Ghosting across the dusty ground in silence

SKIES OF BLOOD

TUrRN 4

it loosed another blistering salvo, this time
inta the side armour of fronheart, The
Rhino was rocked by the multiple impacts,
its armour scorched and damaged and its
targeting sensors baffled. Rather than
killing the tank, however, Deluge of Pain
had merely angered its crew.

Mg the Dark Eldar withdrew and
reorganised their force, the Blood Angels
soughl to strengthen their position. The
Death Company, pausing only to deliver
kill shots to any Wyches or Warriors still
alive in the gore-spattered craters around
them, advanced towards the landing pad,
Chaplain Caeston directing the fury of the
blood-mad warriors.

Erother Baon, the auto-loader on his
massive frag cannon chambering fresh
ammunition, advanced towards the landing
pad determined to drive the Dark Eldar out
from their hiding place. All the while Fury
of Baals assault cannon continued to
pound the damaged Dark Eldar Raider.

Having dl_:-.llmrl,'l'n:'r.l Taclical ‘u'qr.'.-l.r_.l'
e, the Hellions race o cover
fram the Blood Angels” guns,
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Map annotations:

{1 Battered and bruised,

= the Dark Eldar make a
strategic withdrawal
around the Skyshield
landing pad.

F Pain and

‘s Raider
continue to pour fire
into the remaining
Blood Angels vehicles,

5 The Death Company

* take up positions
amidst the corpses of
the Dark Eldar,
awaiting the coming
counter-attack.

y Fury of Baal shoots
the remaining Raider,
stunning it.
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Death’s Champion

Lelith recieves +1 Attack
for each point that her
Weapon Skill exceeds her
target’s, In this instance
she unleashed a
phenomenal 9 Atlacks!

e

HESPERAX ARRIVES

ith a keening wail the Wyches of
the Plunging Knife Cult erupted
through the swirling darkness of

the webway portal. Lithe and lethal killers
one-and-all, the Wyches were supernally
athletic, and yet each paled in comparison
to the sublime grace of the warrior godedess
who advanced in their wake.

Lelith Hesperax, answering the call to
arms from Archon Sythrac, erupted onto
the battlefield. With a dazzling somersault
she leapt down from the landing pad to
confront the Death Company, her sisters
fram the Cult of The Plunging Knife
gathering around her like a pack of
ravenous predators.

At the arrival of these new, deadly
reinforcements, the rest of the Dark Eldar
force was galvanised into action. Archon
Sythrac sprinted out from cover, followed
by the Incubi warriors. With the howling of
their skyboards the Hellions soared

0 WHITE DWARF  SKIES OF BLOOD

TurRN 5

skywards to bring their weapons to bear on
the Death Company, the Ripskins eager for
a share in the imminent orgy of pain and
destruction. In a shower of splinter shots
the charging Dark Eldar unleashed a torrent
of fire. Against this withering hail of
paisoned shards lesser warriors would have
been cut to ribbons but the Death
Company, driven on by their visions of the
death of Sanguinius, shrupged off the
attacks, with only a single Battle-Brother
succumbing to the virulent toxins that
bombarded them.

Ihe storm of splinters was a mere
precusor to the main attack, which was led
by Lelith as she pirouetted into the ranks of
the Death Company followed by the
Plunging Knife and Archon Sythrac.

With quicksilver speed Lelith struck
out, her deft handling of the simple Wych
blades that she held slashing throats and
piercing joints with every maotion.




In barely more time than it took the first
Death Company warrior to raise his
chainsword against the controlled fury of
Hesperax, he had been decapitated and
three mare of his brothers had suffered
mortal wounds.

A heartbeat slower than the beautiful
death mistress beside him, Sythrac attacked
Chaplain Caeston with his huskblade,
lashing out with the smoking sword. Faster
than lightning, Caeston parried two blows
with his pleaming crozius, but Sythrac
would not be denied as he rammed the
bone-coloured blade under the Chaplain’s
guard. In a flash of brilliant light the thrust
was deflected, the righteous power of the
rosarius protecting the Blood Angels hero
from the fate Sythrac had intended,
Caeston’s hopes this might save him were
dashed as Lelith’s Wyches danced round
about him, jabbing their blades into the
armoured flexible bonding at his throat and
waist. Slashed and impaled in a dozen
places, in a moment he was dead.

Outraged at the losses, the crew of Fury
of Baal vengefully prepared their weapons,
training the assault cannon onto the
b&autiﬁj] form of Lelith. The cannon wailed
as it harmmered her with several hundred
rounds. In an explosion of trees, rocks and
broken armour, Lelith vanished,

Brother Baon advanced on the Incubi,
determined to avenge his brethren on the
nearest foe. His frag cannon engulfed the
heavily armoured xenos warriors in a storm
of shrapnel, sending one spinning to his
death and disembowling a second. With a
cry Baon crashed into the sole survivor of
the Incubi squad, smashing the Dark Eldar
to the pround where the xenos warrior was
powerless to defend himself against the
Dreadnought’s crushing foot.

% SiMpLY FURIOUS

WARHAMMER

40000,

Battle Tracker

8-6

i

For much of the game, Matt's Furioso Dreadnought had been denied a
chance to get to grips with the foe, but in Turn 5 the angry red form of
Brother Baon slammed into the Incubi, shredding two with his frag
cannon before stomping the remaining one to death with his Strength
6 Attacks, Never let it be said that a Dreadnought without its close
combat weapon isn't still a potent threat.

S, | —

Map annotations:

@ Lelith and the Wyches
of the Plunging Knife
finally arrive, leaping
into battle through the
wehway portal,

@ Charged by Sythrac,
Lelith and the Wyches,
the Death Company
are overwhelmed,

@) Fury of Baal avenges
the Death Company,
cutting down Lelith
and nearly killing
Archon Sythrac,

@ Squad Mero's Rhino
rams Deluge of Pain,

@ Furioso Dreadnought
Brother Baon kills the
remaining Incubi.

Ei =]
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Map annotations:

The remainder of the
Plunging Knife Wyches |
advance on Fury of
Baal and destroy it

with their blast pistol
and haywire grenades.

DESCENT OF ANGELS  uwe

Dark Eldar Turn 6

@ Defuge of Pain finally
manages Lo finish off
Brother-Librarian
Abrael with ils
disintegrator cannons.

To prevent the Furioso
Dreadnought from
hunting down and
shooting the Hellions,
Phil charged them
info combat, where
only a couple would
die each round,

ime was clearly running out for the
T Dark Eldar as their force scrambled
to disengage from the fighting. Al a

barked order from their Hekatrix the
Plunging Knife leapt towards the
Stormraven. The Hekatrix slid gracefully to
a stop and levelled her blast pistol directly
at the Blood Angels Techmarine behind his
armoured canopy. With the power of a
dying sun the shot tore through the canopy
and blasted his head off. A secondary
detonation within the cabin caused the
entire vehicle to explode. . N ¥ e —

Crippled, unable to protect his Battle- i i
Brothers, Librarian Dreadnought Abrael
was powerless o stop Deluge of Pain from
howvering behind him to deliver a killing
blow, Disintegrator fire cut through the
ancient Librarian’s armour plating to kil
hirm once again, this time forever,

Bellowing defiance, Brother Baon
realised he was the last chance for the
shattered Blood Angels task-force. Already
the crew of fronheart were reporting that
they were low on ammunition and must
withdraw. Snarling his hatred of the xenos
breed, Baon flailed wildly at the Hellions
who circled him, taunting the Baon's slow
reactions. Mo sooner had they had arrived,
than they were gone, the Dark Eldar flitting
back into the webway, Turning slowly,
Bacn realised why, More Stormravens
approached, screaming engines
announcing the Chapter's fury. With a
heavy heart Baon watched the xenos flee.
His only hope was that some of his Battle-
Brothers had survived, that some wounds
were not fatal and the Blood Angels could
yel have revenge,

DISINTEGRATION

Throughout the battle Phil had been forced Lo
slog on without the benefit of any dark lances
iMatt killed them all in Turn 1). However, Phil
proved why disinlegralor cannons are not to
be overlooked at as they accounted for Tactical
Marines, a Dreadnought and more,
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CER BLOOD AGELS

DEATH FROM THE SKIES

Matt: You can’t get much closer than that,
can you? Having made a brilliant start in
Turn 1, blasting two of Phil's skimmers
apart with my Stormraven, | was confident,
My lead then consolidated in Tum 2 when
my Death Company Dreadnought
shredded the Warrior Squad on Phil's
baseline and Squad Adomo (led by
Astorath) disemboweled the Reavers.
Things were looking really good. Not anly
had 1 moved straight into the lead with kill
points, but | had also eliminated all of
Phil’s dark lances which made it very
difficult to kill my vehicles for the rest of
the battle.

Turn 3 saw the start of my decline as
Phil sprung his trap and killed off Astorath
il like to think he escaped, wounded), and
Squad Adarno. Mot only that but the first of
my Dreadnoughts fell.

Brother Enosh, my Death Company
Dreadnought, had laid waste to an entire
squad of Kabalite Warriors in a single
round, proving the awesome power of an
angry Space Marine locked in a
sacophagus with nothing but a pair of
blood talons to call his own. Sadly, Phil got
lucky in the following turn and used his

haywire grenades to dramatic effect —
against a streak of 65 like he had in Turn 3,
not even the Black Rage could protect me,

My other Dreadnoughts were good too.
Despite being rudely immobilised after his
inaugral flight, Furioso Librarian Abrael was
able to harry the Dark Eldar with his Blood
Lance psychic power, The Dark Eldar were
none-too-happy about having a lance
weapon fired back at them!

I"'m singularly impressed with the
performance of the Stormraven in this
game, It's such a shame it was
immaobilised, because it robbed me (and
you, the reader) of some high-flying antics.
The Space Marines really benefit from a
vehicle that can tear around the battlefield
with all guns blazing, Even so, it delivered
two critical units inta the heart of the battle
and, once damaged, was still able to tear
chunks out of Phil's army. My awn Battle
Company of Blood Angels will certainly be
getting a pair of these gunships added to it.

The battle made for a great contest that
swung wildly towards the end. 1 must hand
it to Phil for not giving up, even when
things looked really bad — the result was a
fantastically close pame.

Mean Machine '

As the last remaining

fighter in the Blood Angels
army Brother Baon is a
worthy man of the match.
He didnt kill as many
enemies as the |
Stormraven, but his
steadiast persistance and

the power of his frag ‘
cannon makes him my
nomination for this hattle,

BLooOD, FIRE, DEATH!

Phil: Well, that was predictably vialent!
| got off to a pretty terrible start, with the
Stormraven and its Death Company
passenger units smashing straight through
my right flank like a fist through a stained
glass window (that Death Company
Dreadnought, what a monster!). My centre
line was left to pick up the pieces, and the
fact that Lelith and the girls didn't turn up
till the very last eventuality put paid to my
chances of keeping the pressure on, instead
forcing me to play a reactive game (gaspl).
This is pretty unusual for the Dark Eldar: it
was a true testament to the uncanny speed
of the Blood Angels that they were able to
gel the drop an my super-fast strike force.
Matt came forwards like a raging bull and
farced me to flow around his attack, taking
some pretty desperate gambits to try and
get myself back into the pame. | only just
rade it too; | think if it wasn'l for the
sacrifice of the Reavers bringing the Assault
Marines into range of my Incubi and
Archon, the centre of the table could have
gone pear-shaped as well.

Lelith always seems to turn up only
when she pleases, thinking about it - we
reckon she likes to wail in the webway

putting the finishing touches to her hair,
then arrive fashicun;thl}f late, somersaulting
into the fray to claim all the glory! Still, Ms
Hesperax killed four Death Company in'
one round before meeting her
comeuppance at the end of the
Stormraven’s fearsome twin assault cannon.
Her diva-like antics never fail to raise a
smile, and she's a regular in my personal
army, but | must remermber to put her in a
Wheh unit next time,

Sythrac, on the other hand, was an
absolute monster. I've never seen an
Archon outclass his opposite number quite
sa easily (once Sythrac stopped skulking in
the shadows, of course - because of lousy
difficult terrain tests, he always seems to
wait for the right moment hefore attacking).
The Archon made Astorath the Grim ool
like a novice; laying him low in a single
round, efficiently killing his bodyguard,
and then plunging into the fray against the
Death Company in the endgame. | was
very pleased with Sythrac’s efforts — even if
he was unable to add Astorath’s soul 1o his
trophy collection. Still, it's back to
Commorragh with one more of humanity's
saviours suitably defeated. Who's next?

Villain of the Piece

It almost seems a shame
to nominate a character
maodel, after all you
expect them to do belter,
but Sythrac was
stupendous in this game.
He's shaping up to be a
worthy adversary for the
heroes of the Imperium.
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What's better than a
game of
Warhammer? Lots
of games of
Warhammer! This
month Jervis waxes
lyrical on one of his
favourite topics:
playing campaigns.

| WARHAMMER
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playing campaign games. | love the way

that campaigns bring an extra level of
story to games, how they inspire painting
and modelling projects, how they allow
you to fight unbalanced games that are still
iun to play, and how they make the results
of every battle really matter. For these
reasons and many others, | thought I'd use
this month's Standard Bearer to talk about
campaigns and how best to go about
setting one up for your local games group.
I‘m naot planning to tell you exactly how to
run a campaign, as there is plenty of
advice about this in our rulebooks, Instead
| want to encourage you to have a go at a
campaign, and give you some very broad
supgestions as to how you might best go
about it, and how you can avoid one of the
biggest pitfalls of campaign play.

5o, what do | mean by the word
‘campaign’? What I'm referring to is a
series of games that are linked together in
some way so that they have an ongoing
narrative, and where the result of one
battle usually has an effect on the battles
that follow it. At its simplest level, a
campaign can simply be two or three
hattles fought one after the other, with the
winner of each battle receiving an
achvantage in later battles, such as extra
troops of a bonus magic item. At its mos!
complex, a campaign can have detailed
maps, and complex rules covering things
like supplies, raising troops, spies, or
anything else the players can think of.
Campaigns can last for months or even
vears, and at other times they'll be finished
after a session or two, and they can range
in size from small campaigns with a
handful of players, to big sprawling affairs
that include dozens of players,

As vou can see, there are ots of
different ways to run campaigns, and over
the years |'ve tried just about all of them.
The thing this has taught me is that, above
and beyond anything else, there is no one
right way to run a campaign. All of the
different methods have their own strengths
and weaknesses, and each give a campaign
that has its own unique flavour. No, what
makes the difference between an enjoyable
campaign and a lack-luster one, in my
experience, is that a successful campaign
will have been created specifically for the
eroup that will play it, so that the rules for
the campaign are carefully tailored to suit
the needs of the gaming group, For
example, a campaign intended for a tight-
knit group that meets once or twice a week
is likely to be rather different to a
campaign intended for a large gaming
club, and both of these will be different
again to the ‘campaign weekends’ run over
the course of 2-3 days at places like
Warhammer World,

lrlnn". think it's any secret that | enjoy

Sa, if you decide you wanl to organise
a campaign for your local gaming group
{and 1 hope you do decide ta do just that!),
then the first thing | recammend you do is
ta think about what sort of campaign will
best fit the needs of vour players. | should
explain at this point that I'm not advocating
‘design by commitlee’, Quite the reverse,
in my experience a campaign needs to be
run in a fairly dictatorial manner by one
person. However, this person needs to
keep in mind that the campaign will be
played by the other members of his local
game group, and if he wants it 1o be a
success, he neads to keep their needs and
desiras in mind. It needs to push the
buttons of the person that runs it, of course
— there's no point setting up a campaign
you don’t want to take part in yourself —
but it also needs to be designed to fit the
needs of the group, as otherwise no one
will want to play in it

Once you have a clear idea of what
these needs are, you can go about deciding
what format the campaign will take. You
can find plenty of examples of how to run
a campaign in our rulebooks, our website,
and in White Dwarf, and a quick search
will help you track lots maore on the
Internet, Over the years I've cheerfully
stolen all kinds of ideas from these sources
and many others, which I've then
incorporated into the campaigns 1've run,
However, and this is a really important
point, I've never used the rules exactly as
wrilten, and have always modified them to
suil my own tatstes and those of my fellow
players. The larger and more complex the
campaign, the more work needs to be
done to make it suitable for the group. As
an aside, this is why Mighty Empires and
Planetary Empires are so rules light; |
deliberately designed them this way, to give
you enough to get you started, but with the
aim that you will take things on from there.
These Expansions can, of course, be used
exactly as written, but they will work even
better if you maodify them and add extra
elements to them Lo suit your own group.

An example of how this all works in
practice is the Warhammer campaign I've
been running in the Studio. Although we
used the Mighty Empires tile set, | devised
a completely new set of rules for the
campaign. There were a number of reasons
for this. First of all, | was interested in
running a campaign that had a strang
narrative background; | wanted there to be
a map of the area where the campaign
took place, and for it to include several
‘non-player characters’ who were powerful
rulers in the region, and for there to be
special locations with associated scenarios,
and so on. All in all my aim was to create
an environment that felt ‘real’, and which
could be used as a backdrop for the




wied for War in the Narth
weas painted o represent the Chaos
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\Warhammer battles we were fighting. In
addition to these things, | was aware that
many people in the Studia, inspired by the
telease of Warhammer, were keen to start a
'_91,-,.- army. So | decided to make sure that
the campaign rules allowed players to start
small, and build up the size of their
aver the course of the campaign as
collected and painted more maodels.
i it happened, there were no ‘off the peg’
gampaign systems that were going to do all
ot this for me, =0 instead | made up my

n rules from scratch. The benefit of
doing this was a) it was fun, and b} it was
perfectly suited 1o the type of campaign |
wanted to run. Unfortunately there's not
gpace here 1o go into detail about the rules
| developed, so suffice to say that they
worked well, and hopefully one day I'll be
able to write them up and get them put up
a0 our website. In any case, the important
thing isn't the detail of the rules, but that
they were developed specifically for our
Studio campaign.

By now some of you will be saying ‘but
what if 1 don't want to invent my own
campaign system?’ | quite understand this
point of view, and | know that not
everyone likes writing rules like | do.
However, don't despair, because I'm pretty
certain that in your gaming group there
will be someone whao Joves writing and
tinkering with pame rules — usually the
person who reads the rulebooks and
explains to everyone else how they work,
o on, | know vou know who | mean!
Trust me, a little bit of buttering up and
brainstorming will soon get your resident
rules lawyer dying to have the chance to
devise and run a campaign. After all, vou

€€ 1 love the way that campaigns

bring an extra level of story and
narrative to games. 99

only need one person lo write the rules,
whilst everyone else can concentrate on
having a good time by fighting lots of
campaign battles!

If, on the other hand, you do want to
create your own campaign system, then my
advice is to just go ahead and have a go.
It's not nearly as hard as it seems at first”®
blush. Just have a good long hard think
about what you want the campaign to be
like, talk to your players and find out what
they want, and don't be afraid Lo steal
other peoples greal ideas. Look on our
websile, search for ‘wargames campaigns’
on the Internet, check out issues of White
Dwarf magazine, and note down any goad
ideas vou can find. The trick then is to
match these things up, while adding a few
new ideas of your own. Before you know
it, you will have a campaign that is
perfectly suited for your own gaming
aroup. Trust me, no one else will be able o
do this quite as well as you can.

And with that rallying call | will sign off
for another month. As ever, if you have any
comments on this month's Standard Bearer,
or indeed on the habby in general, then
you can write to me at the address on the
right. | can't always reply to the letters |
receive, but | do read and enjoy them all,
so please don't hesitate to get in touch.
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“The White Dwarf team has'gone Armagedden crazy this month as they kidtﬁﬁﬂfi&if
‘new Studie campaign. Intent on recreating the blood-soaked mayhem of the Third War
for Armagedden the White Dwarfers have been rounding up greenskin and Imperial
generals ready for war. Commissar Yatrick’s number one fan Adam Troke tells all.
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The Third War

Alongside our own

Planetary Empires

campaign we'll be

loading up a plethora of

Armageddon-related comrmo

articles online - expect Matt Hut: ..
background articles our forces in a fu e Plan y Emipir 40 ) ‘ of the most
detailing the forces of campaig 5 € into bwao i hat ught in the
Armageddon, scenarios i \re
recrealing some of the

key events from

Armageddon’s history

and a feature explaining

how we made our

Planetary Empires map.
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Warhammer 40,000 boxed game
who ever bought the nostalgically
remembered ‘second ed” will recall the
small black and white campaign booklet
that came inside it. That was the key to
happy hours of gaming as you fought
against the unstoppable Waaagh! of
Warlord Ghazshkull Thraka,

Fast forward a few years and
Armageddon exploded into the limelight
nnce again as the Third War was the focus
of a tremendous global campaign. Stories
abounded in the pages of White Dwarf and
on the special website set up for the
duration of the campaign. The struggle
hetween Commissar Yarrick and the forces
of the Imperium fighting against the
relentless greenskins was made more real
and vivid than ever before — a chunk of
background we could all get involved in.

AFWONe

And that is why we love ta return to
that doomed battlezone again and again. It
holds the weight of history, a name laden
with gravitas. On Armageddon some af the
palaxy’s best-loved heroes were first
introduced to us and their stories were
expanded. Commissar Yarrick, Chapter
daster Tu'shan, Captain Tycho,
Commander Dante, Grand Marshal
Helbrecht, Ghazghkull Thraka,
Orkimedes. .. the list rolls on and on.

S0, what vou'll find over the next few
pages is everything you need to keep
abreast of our Armageddon campaign or
{more importantly) fight vour own. We've
included the history of Armageddan and
the background to the forces fighting there
and our own house rules for fighting the
the Armageddon war and details of how
our first campaign turn went.

“WARHAMMER #
40,0007

Armageddon -
A Brief History

In its long and bitler
history, the hive world
known as Armageddon has
been subjected to some of
the fiercest and mosl
vicious fighting in the
Imperium’s long history.
Armageddon lies in the
Segmentum Solar, 10,000
light years 1o the galactic
north-east of Holy Terra —
it is a world with a vast
population and even
greater volume of
industrial output.
Armageddon has
known its share of
suffering but the 41st
Millennium has been
especially cruel — three
times Armageddon has
been subject to terrible,
world-allering invasions,
In the mid 415t
Millennium the forces of
Chaos, led by the Daemon
Prince Angron, allacked
the planet with unbridled
ferocity. Only the timely
intervention of the noble
Space Wolves Chapler and
a whole company of the
legendary Grey Knights
turned the tide of death in
the favour of the
Imperium. Angron's
bodyguard of
Bloodthirsters was
defeated and the Daemon
Prince himseli was
banished to the Warp —
although the cost to the
Imperium was almost
unhearable. In time,
Armageddon was
repopulated and its
industry slowly restored.
Hundreds of years
later, in 941.M41 the
second War for
Armageddon took place.
The mighty Ork Warlord,
Ghazghbkull Thraka led his
Waaagh! againsl
Armageddon in a move
that threatened Lo
overwhelm the world,
Only the heroism of
the Imperial Guard, rallied
by the courageous
Commissar Yarrick, and
supported by the might of
the Adeptus Aslartes won
the victory. Again, the cost
was grievous for the
Imperium to bear, but
Armageddon is a precious
world, rich in resource
and mighty in industry,
Onee again the populace
rebuilt, litte knowing that
Ghazghkull would return.
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The Blood Angels

When Armageddon was
first assailed by the Orks
57 years ago, the Blood
Angels were amongst the
Space Marine Chapters
to rush to its aid.
Commander Dante
personally led the strike
force and, by unanimous
assent amongst the Space
Marine Captains and
Chapter Masters, was
nominated as overall
commander of the
Adeptus Astartes on the
planet. During the
fighting the Blood Angels
distinguished themselves
as warrior heroes one
and all, a thin red line
against the rampaging
hordes of Ghazzhkull’s
mighty Waaagh!

: wi:ﬁ}ﬂl’u_alul piibly
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hazghkull Thraka was slain when the
G Elood Angels led their heroic counter

attack duing the Second War for
Armageddon and the war for Armageddon
was won at a stroke,

Perhaps that is how the history bools
would like to show i, bul the truth is darker
and reveals a catalogue of failures that leads
straight to the calamitous Third War. With his
defeat, Ghazghkull withdrew to his
stronghold deep in the Golgotha System
where he continued to plot and scheme,
While most Crle Warlords who taste defeat
are overthrown by their own Boyz,
Ghazghkull instead rose in power,
Greenskins everywhere heard of this
legendary prophet of Gork and Mark. They
were not concernad with failure, rather the
greenskins clamoured o join his burgeoning
Waaagh!

For their part, Gork and Mork told
Ghazghkull that to defeat an enemy you must
know it. His first great Waaagh! had failed,
but now he knew how the Imperium would
react. He had seen the power of the Imperial
war machine brought to bear and almost
defeated it. There could be no doubt that,
better prepared, Ghazghkull would triumph.
In the decades that followed, Ghazghkull and
his trusted Warbosses practiced the lactics
that would defeat the Imperium and grant
him dominion of Armageddon. Small raids
destroyed Imperial outposts. Fortresses were
razed, moonhases demolished - all bearing
the hallmarks of Ghazghkull's distinctive
bristality. By 362541 the attacks were
gaining pace; Buca [, the site of a
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formidable Imperial military base, was
pulverised by an unexpected missile attack,
The garrison of Chigon 17 was defeated in a
swift and decisive guerrilla campaign.
Battlecruisers went missing, lmperial shipping
was disrupted. Ghazghkull even participated
in the assault on Piscina 1%, where the
devious Ork Warlord Nazdreg pioneered the
use of his mysterious ‘tellyporta’. The
Imperium argued that the timely arrival of the
Dark Angels Chapter saved the planet from 1
annihilation, Ghazghkull, on the ather hand,
learned] how the Adeptus Astartes would
counter-attack against a force that had the
advantage of teleporter technology.

For fifty years since his defeat on the
ashwastes of Armageddon, Thraka had honed
his tactics, until he was finally ready to return
and do the job properly.

The Gathering Storm

Upon the world of Armageddan, the
Imperiurmn had not rested easy. The task of
rebuilding and repairing the damage caused
in the Second War for Armageddon had been
energetically pursued and the defences of the
planet enhanced under the watchful eye of
General Kurov, When Ghazghlull returned,
Armageddon was slronger and better
defended than ever. 5till, no degree of
preparation would have been enough to halt
the approaching Orks.

Interstellar shipping to and from
Armageddon was ravaped by Ork pirates,
which quickly grew into open raids against
starports and sector bases. Soon whole
planets in the Armageddon sub-sector were




under attack. In a single day a score of
warlds were assailed. The beast had returned
in incredible force,

The preparations and lortifications of
Cieneral Kurov were soon 1o be tested to the
limit, but he did not wait idly. While
bureaucrats panicked and the administratum
baulked, Kuroy sent out the call to aid, With
the entire sub-sector set to be engulfed by a
garpantuan Ork Waaagh!, his request was
simple: mobilise everything. All Imperial
Guard regiments and Space Marine Chapters
close enough to heed the call should
immediately muster in defence of
Armageddon.

The Beast Returns

As Ghazghkull approached, the Imperial
Mavy fought a relentless series of space
battles against the innumerable Ork attack
ships in the days before the invasion. The
talented Admiral Parol engaged the initial
Ork Fleet, blunting its attack - although he
took grievous casualties in the action. Even a
hallow viclory such as this was short-lived as
long-range auspexes detected three further
Ok fleets entering the system. Paral and the
remnant of his baltle group were forced o
disengage in the face of overwhelming odds.

Twelve space hulks crammed with Orl
warriors and more than wo thousand ather
ships were poised to launch the planetary
invasion,

i the surface of the planet the final
preparations were made. Imperial Guard
regiments disembarked their bulle landers in
their dozens and Adeptus Astartes from more
than twenty Chapters took positions ready to
strike out at the enemy. Even the legendary
Titan Legions stationed on the planet fired up
their ancient plasma reactors in preparation
of the invasion.

Perhaps more important than any of these
things was the arrival of the last Imperial
transport to arrive. A wizened old warrior
clomped down the boarding ramp,
Commissar Yarrick had returned to
Armageddon once again.

Hell Unleashed

[he defence platforms and space stations
positioned around Armageddon were
obliterated over the course of three days, the
skies at night illuminated by the explosions
and devastation of a titanic space battle. The
end of the struggle above the planet’s surface
was heralded by thousands upon thousands
of vapour trails as the Ork invaders made

WARHAMMER #
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Commissar Yarrick
Few living men in the
Imperium have earned
the universal acclaim and
celebrity of Commissar
Yarrick, the Hero of
Hades Hive, the Old Man
of Armageddon. During
the Second War this
lauded hero of the
Imperium thwarted
Ghazghkull’s plans over
and over again. Fifty
seven years later he
returns to save
Armageddon once more.

WAAAGH! GHAZGHKULL

If Commissar Yarrick is the best loved Imperial hero, the Warlord known as Ghazghkull Thraka must be considered
amongst its most hated foes. A Warlord of incalculable cunning and stunning brutality, Ghazghkull has butchered his
way across two score worlds in preparation for the Third War for Armageddon. While his first attempt to conquer the

valuable planet of Armageddon might have been thwarted once, Ghazghkull is an ingenious tactician and is set to
unleash an onslaught against the beleaguered planet that will smash all in its path.
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The Salamanders

The Space Marines of the
Salamanders Chapfer
distinguished themselves
with honour in the
Second War for
Armageddon, heralded as
heroes by millions for
ensuring that supply
convoys reached the
beleaguered hives. In the
Third War they have
returned with a full six
companies, ready to do
their duty once again.

planetiall. The defenders [ooked skyward in
horror at the numbers that opposed them.

At Hive Hades, none could have known
what was to come as the ruined city was
obliterated by an orbital bombardment of
incredible proportions, In the Second War,
Hades Hive had proven a stumbling block
that had thwarted Ghazghkull's best efforts
for too long. This time, he sent an
indesputable message — there would be no
repeats, no failure. Only death awaited the
defenders.

Imperial fighter squadrons fought aerial
battles against Ok Fighta-Bommerz ancd anti-
air defences sprayved ordnance skywards to
destroy Orks by the thousand, but the
greenskins would not be denied. Around
Volcanus and Acheron Hives the Crks
attacked the Imperial defenders.

Suddenly the Orks wha still infested the
allidus dMountaing and Equatorial Jungles
from the Second War swarmed forth,
surprising the defenders, who had believed
the greenskins culled by the numerous
xenocidal purges.

In the skies the air battle between the
Imperial Navy fighter squadrons and the
relentless deluge of invaders raged, but as the

greenskins gained more ground, they became
better able to support their own fighter wings,
Soon the Thunderbolts and Lightnings were
forced into a harrassment role, their home
advantage |ost to the overwhelming numbers
of the Cirks,

If things weren'l already bleak enough,
Acheron Hive fell to the Orks after only five
days of siege. The renegade govenor Herman
von Strab had seized the hive from within
and ifoalishly) threw open the zates,
declaring for the Orks, forever marking
himself a traitor to his race. In one stroke a
bastion of resistance was lost and the
populace enslaved by the brutal Orks, who
cared very little about the promises of fair
treatment the humans had expected.

That same day, Volcanus Hive found itself
all but overrun as jubilant Orks stormed
through bwenty miles of defensive networks,
Tens of thousands of hive militia abandonec
weapons and vehicles in their haste Lo
escape the rampage — the resultant slaughter
left Volcanus woefully undermanned and
utterly encircled.

WARLORD MORFANG'S GARGANT BIG MOB

The power and notoriety of Warlord Ghazghkull and his all-consuming Waaagh! has drawn to it scores of Ork
Warlords from light years in every direction. In the fifty-seven years since the Second Armageddon War, he has
gathered together warbands, tribes and entire clans to do his bidding. Ghazghkull chose only the best, most vicious
and loyal Warlords to fight alongside his own War Horde, such as the villainous Warlord Morfang and his powerful
Gargant Big Mob, a force that hoasts more than 3000 Ork Boyz, seven Gargants and at least a dozen Stompas.
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The vast majority of the Imperial warriors
fighting to protect Armageddon were the
and died against the greenskin menace.

fierce fighting against G
their stalwart service. Found here is a

collection of some of those better-known
regiments.

were invalved in the fighting on Armagedoon, their
Brute strerigth a boon against the greamsking.

brave soldiers of the Imperial Guard. Scores
of regiments from dozens of worlds fought

Many cemented their rcﬁutntinns during the

azghkull, earning a
place in the honour rolls of the Imperium for

Krowrk Ogeen Awxiliz, A number of Ogryn regiments

1 IMPERIAL GUARD REGIMENTS OF THE THIRD WAR FOR ARMAGEDDON

Armapedlon Steel Legion,
25 full regiments of Steed

Legion fought in the war. proved invaluatile

14 regiments of Elvsian
Orop Troops conducted
daring raios upon the Orks,

The jungle-fghting skill of
three Calachan regiments

The gom and unfargiving
Dathy Kiarps o Krieg
proviced F regiments,

The tordian feon Grrard -
& regiment with a procd
hilstary of stafe dizcipline.

Cadian Shock Troopers
1% regiments of Shock
Troaps were present,

Total War
\With his beachhead secure Ghazghkull began
i bring down his Roks, the next stage in his
wster plan, Vast asteroid fortresses, these
Boks were lowered to the planet's surface by
avilic motors to form rally points and ready-
mace fortresses, Each teemed with Orks and
stled with heavy ordnance, Worse still,
py contained the teleporter technology
azghkull had been experimenting with —
rawgh them a steady flow of Ork
inforcements could effect landfall,
While Yarrick and the Imperial Guard,
Istered by Astartes warriors and the Titan
s, hattled to clestroy the Rok fortresses,
new lerror emerged. Crk landfalls in the
inbabited Fire Wastes and Dead Lands had
ne uncontested, the value of those regions
nsidered negligible. Now the true cunning
Ghazghkull was revealed as Ork-made
ibmersibles of preposterous size crossed the
diuous seas o disgorge warbands into
ightly defended dockyards of Helsreach
and Tempestora Hive,
" s the fighting raged over the passing
, weeks and months, the casualties on
sides were catastrophic. Amidst the
ge, acts of incredible bravery and
ing. heroism and cruelty were played
Commissar Yarrick was a bulwark against
tide, fighting in the trenches of

Infernus beside the Steel Legion, crossing
Phlegethon Bridge with the Mordians. Where
he strode hearts were lifted and the [mperium
fought harder, The Astartes for their part
staunched the worst of the Ork offensive, but
even they were not immune to losses — roble
Captain Tycho was slain in the breach of Hive
Tempestora, leading the forlorn hope of the
Blond Angels Death Company.

For every tale of glory, such as the Cadian
Shock Troopers storming the Roks, supported
by the Titan Legions, there is one of infamy,
such as the Ok Speed Freeks butchering the
Chem Dogs column during the breakout from
Infernus Hive,

The glories and defeats of Armageddon
are unlimited — even now it is a contested
world, a lodestone for the greensking who yet
flock to make war upon its surface, No matter
the losses, the Imperium cannot surrender the
planet. The High Lords have long feared the
uniting of the Ork clans, and to allow victory
on Armageddon would enable the Orks to
threaten holy Terra. The ¥War on Armageddon
now continues — more regiments and
Chapters from around the Imperium are
constantly diverted to fight there.,

The Black Templars

The fiery and headstirong |
Black Templars answered
the call to fight on
Armageddon with a full
three Crusades of Battle-
Brothers — a massive
deployment made even
muore significant by the
presence of their Chapter
Master, High Marshal
Helbrecht. While his
warriors fought on the
surface, Helbrecht led
operations against the
Ork space hulks in the
Armageddon syslem.
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Going on Campaign
Planetary Empires and
Mighty Empires are the
campaign building tools
for Warhamimer and
Warhammer 40,000,
Designed to help gamers
get more from their
games of Warhammer
40,000 by connecting
hattles together, both
sels are fantastic starting
points for map-hased
campaigns. Both sets also
contain a wealth of snap-
fit map liles and a set of
campaign rules. When he
buill our campaign map,
Matt combined tiles from
both map-making sets to
recreate the map of
Armageddon as faithiully
as possible.

T

comes complete with a set of rules to
enable gaming groups to get their

own map-based campaigns up and running
straight away, but even the book
recommends experimenting with your own
house rules. Here in the White Dwarf team
we've all played in at least one campaign
each using the Planetary Empires rules, so
we're quite accustomed to whal they
entail. Our plans this lime around are to
‘tweak’ them a little to enable us to
recreate the exciternent of the Third War for
Armageddon.

In the history of the Third War, there are
a couple of distinct phases to the events
that take place. Firstly, the Orks launched
their massive orbital assault, commenced
by the ‘tellyporta’ beaming entire warbands
onto the surface of the planet and
culminating in Ghazphkull’s masterplan
where all the massive Roks come crashing
down. Secondly there is the period of
counter-attack as the Adeptus Astartes

The Planetary Empires Expansion

OF ENGAGEMENT

brought hope to the beleaguered Imperial
defenders. Then, there is the long,
punishing war for control of the planet - a
hitter meatgrinder offensive that will surely
be the crucible of war in which the victor
of the campai}-;n is determined.

Owwr plan for the campaign is simple, a
madified version of the rules in the
Planetary Empires booklet, Here are the
basics that we all agreed on:

= The campaign will last for five turns.
Each player should try to fight in
two games each turn. The team with
the most victory points at the end of
Turn 5 wins.

* |ndividual players don't control
territories. Instead there are two
teams (Imperium and Orks). At the
start of the campaign the Imperium
controls all tiles, except for those
noted on the page opposite,

Cwr map of
Armageddlon
Secundus, based
faithfully an the
board that came
in the arginal
Battte o
Arrmagediion
board game
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= ‘fou may only attempt o conguer
tiles that are adjacent to tiles your
force controls at the start of the
Campaign turn. The exception Lo
this is that each team can attermnpt o
congquer one non-adjacent tile for
every spaceport that they control,
Imperial Hive tiles can be subject to
two conguest attermnpts — other tiles
may only be subject to one
conquest attempt each turn. Teams
take it in turn to roll for conguests,
starting with the team that has won
the most games.

» At the start of each turn each team
must place their character markers
on tiles that they control. You may
only place a single character marker
on any tile. Each character provides
a special rule (see overleaf). Should
that tile be lost, there is a chance
the hero is dead. Roll a D6 for that
hero. On a 5 or 6 the hero escapes,
otherwise he is lost in action and
may not return for the rest of the
Campaign.

* Because you are part of a keam, the
cumulative madifier for capturing
multiple tiles is waived.

THE CAMPAIGN TURNS

Turn 1: The Invasion. At the start of this
turn the invasion begins. The Ork players
place their flags in the assigned territories,
Additionally they may ‘drop’ two Roks. Do
this by dropping two pieces of paper above
the map. Wherever they land, place a Rok
marker, and an Ork banner on every
adjacent tile except for hive cities.

Turn 2: The Counter-Attack. The Adeptus
Astartes launch a blistering counter
offensive to seize lost ground. In this
round, Imperial players receive +1 to their
conquest rolls if they have won a
Planetstrike game this turn,

Turns 3-4: The Battle Rages, The bitter
fighting for the future of Armageddon rages
throughout the hives and ash wastes.
Games won using the Cities of Death or
Spearhead Expansions receive +1 on their
conguest ralls throughout these turns.

Turn 5: The Great Struggle. Both Orks and
Imperial forces muster for a final push. This
turn all players are involved in an extra
Apocalypse pame — the winners may
conguer a single tile of their choice after
all other conquests have been made,

WARHAMMER
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Death in the Streets

Cities of Death is the
Warhammer 40,000
Expansion that enahles
you to take your battles
right info the corpse-
strewn streets of the 41st
Millennium and contains
rules for cityfighting,
including scenarios and
an impressive selection
of tactics, upgrades and
items of wargear. Many
of the great battles of the
third Armageddon war
are fought within its
sprawling Hive cilies.
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“CITIES OF DEATH

BRI B THD S1ST MELCAWEN

RUINS OF HADES

(3 wictory point)
Ghazghkull has smashed
Hive Hades, the fabled
point of Imperial resistance
in the Second War. This
ruined hive now offers little
resistance and the ruins lie
under the control of the
Orks. Games played here
will be fought using the
Cilies of Death Expansion.

SPACEPORTS

(1 victory point)
Controlling the spaceports
is essenfial for the flow of
reinforcements onto the
surface. The spaceports all
begin the campaign under
Imperial control. Each side
can declare one Planetstrike
game against any non-hive
lacation for each spaceport
they control.

MOUNTAINS

(i vickory points)

The Diablo and Pallidus
mounlains are infested with
a large concentration of
Ork warbands who have
cunningly remained on
Armageddon since the
Second War, At the start of
the campaign these
locations are all controlled
by the Ork players.

IMPERIAL HIVES

& victory point)

The hivies of Infernus,
Helsreach and Tartarus are
all currently under Imperial
control, although with Orks
constantly besieging them
for how long they will
remain, nobody can say.
Games played here will be
fought using the Cities of
Death Expansion.

CERBERA BASE

(1 victory point}

The training site of the
legendary Amageddon Ork
Hunters, Cerbera Base is a
bastion of resistance amidst
the greenskin-infested
equatorial jungles. While
Cerbera Base remains in
Imperial Control Imperial
players can imvade any file

that has jungle foliage on it.

ORK ROKS

{1 victory point)

Dropped from orbit to give
the Orks ready-made bases
of operations, these Roks
contain huge stores of
weapons and munilions as
well as powerful long-range
cannons and Leleportas,
While they remain in Ork
hands they are a constant
and deadly threat.
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Death from Above!

Ghazghlull’s major
strategy during the Battle
for Armageddon was to
utilise massive Roks,
which were dropped
from orbit direcily into
the heart of the Imperial
defences, The Space
Marines responded with
Drop Pod assaults.
Planetstrike is an
Expansion that enables
you to use orhital
assaults in your games,
something we plan to do
plenty of!
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PLANETSTRIKE
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HEROES & VILLAINS OF
ARMAGEDDON

Commissar Yarrick

The Old Man of Armageddon is a symbaol
of resistance and defiance, and unwavering
bulwark against the Crkish tide. Any
atternpt to capture the tile with Yarrick
placed upon it suffers a -5 modifier.
Howewver, the Orks may attempt to capture
the tile containing Yarrick as many times in
a single turn as they wish.

Chapter Master Tu'Shan

The Salamanders used their expertise to
launch deep strike attacks into the heart of
the enemy with devastating effect, Such is
his skill that if Tu"Shan is placed on a
spaceport tile, the first conguest atternpt
each turn may be re-rolled.

Captain Tycho

The heroic Blood Angels Captain Tycho led
his 3rd Company into the fires of
Armageddaon, but ultimately succumbed to
the Black Rage. When Tycho is present an
a tile that is conquered by the Orks, rall a
D6: on a 4+ immediately roll to conguer
an adjacent Ork tile.
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Ghazghkull Thraka

The ‘Orkestrator’ of the entire invasion,
Ghazghlkull is a peerless greenskin
strategist. When attempting to conquer a
tile adjacent to Ghazghkull, roll 306 and
choose the two highest dice,

Boss Snikrot

Arguably the finest Ork Kommanda of all
time, Snikrot has mastered stealth tactics
and can infiltrate any stronghold. Tiles
adjacent to Boss Snikrot do not receive
defensive bonuses for shield generators,

Orkimedes

The technical genius known only as
Orkimedes has masterminded much of the
technology utilised by Ghazghkull. Each
turn place the Red Orktober on a sea tile —
this counts as an Ork-held tile and can he
attacked from.
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ROUND 1: FIGHT! .

Tl'm battle for Armageddon began one

lunchtime as ten players gathered

around the ‘meeting’ table in the
White Dwarf bunker to see how the
campaign would begin. Matt Hutson was
very particular about who could take part -
only armies that were present in the
background could play.

Matt Holland and Alex Bovd eagerly
took up ‘Rok duty’, dropping small pieces
of paper onto the map. One Rok fell just
east of Helsreach Hive while the other
actually bounced on Hades before rolling
to a stop slightly to the south. Alex looked
very pleased with Ork pin-point accuracy.

The next order of business was for each
team to decide where their heroes would
be fighting and place the counters, before
embarking on a couple of frenzied weeks
of gaming,

The first game of the campaign turned
out to be a close-fought contest as Alex
Bovd and Andrew Kenrick fought for
dominance of the manufactoria
surrounding Hive Helsreach. What had
looked like a one-sided bloodbath quickly
turned into a grinding fight to the finish as
Andrew's Salamanders Space Marines
fought back with flamers and heavy flamers L
to claw their way into the contest. In the el
end, it was the Space Marines that proved il
victorious. At close fought battle that left
the greenskins licking their wounds,

Keen to press the advantage over the
Orks, 1 wheeled out my freshly painted
Imperial Guard Steel Legion force for their
firstk ever game, Jim Sowter put up stifi

nks of fre slowly
Aittle oenan Hhe
Ok hordes, At the
climax af the hattle
Cheistian s Ok
Warhoss (5 the fast
ikin standing,
I the massed I

FAATNES

M Oonvn

CAFTHIEEN

resistance, but then Kil Counter, my Leman
Russ Vanguisher punched a hole through |
Mekbrekla's prized Battlewagon |
Manmasher and forced the disgruntled
Warlord and his ever-loval Mobz to take
cover, Critics have pointed out that my
victory was tainted by outrageous luck and
the fact Jim really wasn't very well that day.
Apparently there are calls for a rematch —
something Commissar Yarrick is more than
happy to grant.

Even as | write Matt Hutson and
Matt Holland are locked in mortal struggle
as Matt Holland's heavily converted Speed
Freeks clash with Matt Hutson's Black |
Templar Crusade. Both of these players are
reputed to be the best generals on their
respective sides — this is definitely the
battle to watch!

Still yet to be blooded in the campaign
are Phil Kelly {Orks) and Wade Pryce
(Blood Angels). Phil is eager to utilise
Orkimedes’ special ability to spring an
attack on a coastal tile and is plotting to

+ Hels) A, = : % Y
ol A Fipa seize Hive Helsreach in a recreation of the

|
|
|
histary... Only time will tell, |
|
1
|
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FORCES OF ARMAGEDDON

With the campaign under way, our players have been gathering their forces ready
for battle. Here we look at a few of the armies that have been brought to do battle
once again upon the warzone of Armageddon.

Task Force Amalrich

Marshal
Helbrecht used the Black
Templars battlefleet o
harry the Ork space
hulks in the Armageddon
system, three Crusades of
warriors deployed to the
planet, d between
EXPEeric Black
Templars officers into
smaller task forces, the
Black Templars were
always at the foreiront of

on, their

righ zeal and
unrelenting hate of the
xenos invaders spurring
them ever onward.

Malt Hulson used
Black Templars in the
global campaign fen
years ago. Mow, with a
newer army, he takes up
the fizht once again, His
force is lailored for close
combat firefights,
intended to eradicate the
Orks with weight of fire.

Battlegroup Bale

Thousands of Imperial
Guard regiments have
been rushed to th
Armageddon sub-sector
to bolster the defenders
there, The martial world
of Cadia, known as the
gatehouse of the
Imperium, has proferred
no less than 15 regiments
of Shock Troops — elite
infantry whose
reput fior dedication
and skill at arms has
spread across the galaxy.
This is Mick Bayton's
own Imperial Guard
army: Battlegroup Bale.
Most of the force is
equipped to fight the foe
at arm’s length with a
mix of small arms and
heavy weapons, while
the Chimera’s two heavy
flamers enable it fo bum
greenskins out of cover
as the squad within rush
lo seize ohjectives,
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Zoomgob's Big Red
Speed Freeks

The vast ash wastes of
Armageddon are the
battleground for the
velocity obsessed Ork
Speed Freeks, Having
taken the belief that ‘red
wunz go fasta’ 1o a
clearly insane degree, the
Speed Freeks prefer to
wage war from the back
of back of buggies, bikes,
Trukks, and super-
charged Battlewagons.
Christian Byrne has
been working on his new
Ork army for some time
now, going so far as to

minute he o3
al at his desk before
work :md in h:a lunch.

objectives with the Trukk
Boyz while the Burna
Boyz and Mobz in the
Battlewagons slaughter
the enemy.

Nekbrekka's Goffs

Ghazghkull Thraka is a
l"‘ulf‘.-\ur[md the
t that ever lived.
2 gan his
agh' Orks flocked to

many of which were also
Gioffs, and thus admired
his hrul!ality'. This army
helongs to Fil Dunn
(readers may recall it
from our Warhammer
40,000 Tale of Four
Gamers series a couple
of years back), but he has
lent it to Jim Sowter for
the duration of the
campaign. MNek
horde is massive a
features the kustom-built
Stompa you can see here,
as well as an Ork Fighta
and a Gargantuan
Squiggoth. Jims hoping
|'IP :.,E-tr. to pl:—l\- a -.,arnt-. of

Next month

The -:ampmg
concludes. Find out if
Ghazghkull finally
conguers Armageddon!

www,garrms—wur]c.lihup. CiHm
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CHRISTIAN BYRNE’S #

EMPIRE ARMY:

mu [

This month we turn inwards to the White Dwarf team and collar another of the
Four Gamers from our web series. Christian Byrne spills the beans about his newly
completed and beautifully painted Empire army of Ostermark.

WUniforms & Heraldry
of the Empire
Christian drew heavily on
this book for the colours
of his Empire army and
copied the banners of
Ostermark and the
Reiksguard from it. This
handy book was
Christian's guide from
start to finish.

R
LHIPORME & HERALDEY,

THE EMPIRE

8% WHITE DWARF

eralding from the province of

Ostermark in the north of the

Empire {or Christian's painting
station, at any rate), this army is a labour of
love. Completed in six months as part of
our A Tale of Four Gamers web series, jt
now numbers nearly 130 models, each one
painted to the same exacting standard as
the next, We decided it was time to pin
Christian down and find out what inspired
his latest hobby adyssey

“When presented with the prospect of
joining the Tale of Four Gamers series, |
knew that it was time to do something Ive
wanted to for a long time: collect an
Empire army,” Christian savs. ‘The Empire
army has some beautiful madels and they
are primarily plastic, so azssembly and kit-
bashing proved to be nice and easy, All |
had to do then was pick a province and
work out a way ta paint them.’
S0, why choose Ostermark, we asked.

‘| was gaing through a yellow phase! Mot
really; | chose them because | liked the
colour scheme, heraldry and history,

AREMY MASTERS

s A s et e o

‘Ostermark is the location of some
infamous battles such as Hel Fen, its the
province that was home to Mordheim, it
lies close to the border of the haunted
lands of Sylvania and is south of Kislev. So
while they may dress loudly, their bloody
histary has left them battle hardened.”

Starting with a battalion, Christian built
the army up over the months, each time
displaying it alongside his fellow Four
Ciamers. ‘The colour scheme was tricky at
first as | couldnt do what | normally do
when painting, which is to keep things
dark and dirty. Empire soldiers are boldly
and brightly attired. Once | had settled on
the scheme, | needed to maintain that
standard throughout the army. In addition
to the high standard of painting | had set
myseli, | also wanted coherency, so the
state colours are repeated across Lhe force,
I usually spread my painting out, paint two
armies simultancously over a couple of
vears, 50 six months was intense for me,
but | lock at therm on the table and know
the result was worth every minute.’




Adding Character

Christian named all of the
characters as well as

‘The models in the
Empire range have a lot
of characler, so why not
name them? The only
thing left to do then was
to research Ostermark
and find the names of the
various towns and cities
that would become the
namesakes for the variouws
units, I found many of the
individual names by using
a German name
generator (5o apologies to
our German readers if
the names seem daft to
them). Doing this evokes
a sense of character for
the army. When one of
mv Heroes is slain 1 can
loudly proclaim that my
opponent has killed
Lamprecht Bartholomaus
of the Light Order!
Instead of “my Level 2
Light Wizard.” Sounds
much belter to me.’

f characters of all le
ipmund Hahn (Christi

The Sworn profectors of Ostermark,
Lovds and Heroos of e Enipire.

- B ﬂ'f#jﬁ'ﬁ}gjq.;;-f-ri‘“'

?,}ﬂ.:. ¥

Armin van Hatser Lamprecht Bartholomaws Helfried Fkkard| Marshal Sigmumnd Hahre
Celestial Wizard Light Wizard Warrtor Priestof Sigmar General of the Empire
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S$TATE TROOPS
The backbone of any Empire armies are its regiments of
State Troops, Christian's army boasts no less than seventy
state tfroops across various regiments, ‘The core of the army
is the Swordsman horde, the Swords of Bechafen.” Christian
says. ‘Swordsmen are the elite among the State Troops,
being slightly more skilled and faster than Halberdiers and
Spearmen (Weapon 5kill and Initiative 4 as opposed to 33,

this unit as proven itself in battle every time when backed
up by my characters! In its debut pame they overran no less

than three Orc & Goblin units.”

The other 30 models are two units of Handgunners
both equipped with Hochland longrifles (brilliant for
sniping unit champions) and a detachment of Archers to

accompany the Greatswiords.

| Swordsmen

The Swords of Bechafen, the bulwark of the
Ostermark army, commanded by the
grizzled veleran Sergeant Hildebrand
Lehmann. A signature of this unit is the
variety of freehand designs on the shields.

Handgunners and
Archers

Ranged troops are
invaluable to most Empire
battle plans, so Christian
chose two units of
Handgunners and a unit of
Archers for his force, Each
Handgunner unit is
identical in game terms,
with both Marksmen being
armed with the deadly
Hachland longrifle.

Bechalen'’s Sharpshooters,
Handgunners in the service of
Ostermark and the Empire
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The SronfEhne Riffes, Bechalon s
Sharpshooters and the Gryphon
Wood Wardens expertly whittle

down the enemies of Ostermark.




Free Company

The Swords of Bechafen are
ompanied
buttle Irrepul

r-'ll CET hdl
[ the [m[.urv.-_'
been appl ied across rl‘H [, including Kurt Helborg, making them
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Banners of Ostermark

Christian spent time
painstakingly copying the
banners from the
Ostermark and
Reiksguard sections of the
Uniforms & Heraldry
book. It was a weighty
undertaking but the
results are worth it.

The Swords af Heolalien

92 WHITE DWARF  ARMY MASTERS

ELITE STATE TROOPS

Wolfram’s Guard, a unit of twenty Greatswords is the heavy hitter amongst the infantry, To
make them stand apart from the Swords of Bechhafen they use the vellow purple colours
rather than vellow and white. Likewise Bissendorfs Best, a rowdy unit of young, noble
Pistoliers, also uses this variation. Both units fulfil necessary roles in the army; Greatswords
are stubborn fighters who are unlikely to flee from the enemy, while Pistoliers can unleash
a withering volley of fire before cantering to safety in preparation for another attack.

Christian describes the finely crafted Greatswaords as
‘a patinber’s e Each ane iz eflabarately detailed
and character et the wnil remaing coliesive,

Chidstian used (e Fafling Horees anticle

fram the Cames irkation wehsite when
tacritng his Pistoliers” stears,




WAR MACHINES

The Empire h

primarily 1

machin
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ial to field ple

The mighty Steam Tamk is peimarilys
adormed with bronze fittings, but it fs
s irlard with gobd, which was
washed with verdigris,

See more online

You can follow the exploits of the Four
Gamers on the Games Workshop website,
which includes, among other things, an
Ostermark painting guide as well as the
painting horses article mentioned above,

games-workshop.com
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{ The Culprits

| These two reprobates are
| members of the Studio’s
| hobby team; they're easy
| lospol as they always

| have a painthrush tucked
| behind their ear and

| paint-covered hands,

s

This month Nick Bayton and Duncan Rhodes grabbed pots of
red and black paint to show us two different ways of
assembling and painting a Blood Angels Battleforce.

wo Blood Angels Battleforces, two
I Space Marine Captains and two

enthusiastic painters — wet your
brushes, get set, go! That's the basis for this
Army Workshop. Our two volunteers,
Duncan Rhodes and Mick Bayton, were
tasked to paint up the contents of a Blood
Angels Battleforce and a Space Marine
Captain, to give us two complete Blood
Angels forces. Other than that the brief was
open, we wanted them to be creative and
hopefully come up with two quite different
forces of Blood Angels.

And that's exactly what they've done,
On first impressions the differences may
not be immediately obvious, as they are
both lovingly painted Blood Angels armies.
But if you look a little deeper — as we will
be doing over the coming pages — you can
see the different approaches our hobhy
experts have taken. Mot only have they
painted their armies in two different ways,
but they have assembled their Blood
Angels in different ways too, to have a very
dynamic impact on how the forces look,
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The fact that our hobbyists have created
two different armies using the same
components is testament to the versatility
and variety of parts available to Space
Marine players and, in this case, Blood
Angels commanders in particular,
Everything from shoulder pads, backpacks,
helmets, heads and icons are all
interchangeable, helping vou to personalise
your army — and that's before you've added
paint to your models,

While we confined our two hobbyists
to just the contents of the Battleforce and a
Space Marine Captain for the purposes of
this Army Warkshop, you of course will
have no restrictions and so the whole
pamut of the Space Marine range will be
available, One of the great features of the
Space Marine kit design and something we
continue to build on is the
interchangability of all Space Marine
components, giving vou countless
opportunities for modelling,

But back to the Blood Angels, Let's start
by taking a look at Duncan’s force.,




Duncan: I've never been one for using the
same spot colour throughout my army; |
like the variety of adding different contrasts
to squads within the same force, | also
wanted to highlight that Chapters do not
always deploy in whole companies but
will often make up a Strike Force holstered
with squads drawn from different parts of
the Chapter. In my force, | have a Tactical
Squad from the 2nd Company joined by
the Captain of the 8th Company and one
of his Assault Squads.

The Reserve Companies such as the 8th
are there to fill gaps in the Battle
Companies lost from attrition so | liked the
idea of painting the models in a very clean
style to suggest they've only just arrived on
scene. This force has yet to see action in
their current campaign as they're en route
to their first engagement. To represent this |
went for a bright, sharp red with gleaming
armaour, trim, icons and equipment. The
Baltle-Brothers look their best, but don't
mistake this for inexperience; they know
how ta fight and are hungry for batile!

| wanted the Assaull Squad and
Captain to have jump packs, so I've
assembled the Death Company with
backpacks. | plan on deploying them in the
Rhing, so have painted it black to denote
its role. | can imagine speeding the Death
Company to the target whilst the Captain
and Assault Squad Deep Strike onto
anather part of the battlefield. The Tactical
Squad will be fielded in a supporting role,
laying down fire or holding objectives
once the Death Company have wiped out
any enemy defenders, and I've posed the
rmodels as such.

The positioring of Duncan’s
Blood Angels flls (vl fwa
broad catepories, There are
the Move aggressna Doses
emphasised by Gilting the
tovsa forward. The second
fs a more a noble ook, with
legs plagled in the ground
and belters rased.
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TACTICAL SQUAD

Duncan's Tactical Squad
has used a few Death
Company parts but on
the whole Tooks and

b works like a normal unit

| of its type. In contrast to
the fast-moving Assault
Squad and Death
Company, he wanted the
squad to look as if it is
holding ground or
defending an objective,
Weapons are raised, held

. in both hands as if ready

PainTING Broop ANGELS TACTICAL MARINES — DUNCAN'S METHOD

When painting his Blood Angels, Duncan’s prime aim was to get them ready for the battlefield as quickly as he could. To
that end he has used a fast but effective method for the red power armour with a single shade and highlight. It works
well and gets your force ready in no time at all.

Liging the Spray G, apply a Weiash dhe power armour using Mest, apply a thin edge highlight of Finally, use ©Mithril Silver in

Basec pal of Mechrite Red and then Dhevian Mued, thinned down with a Blazing Orange to the rrised edges b 1 the foints and o paint any
Blood Red lithle water, af e armour. expased hosing,

ASSAULT SQUAD

The 8th Company Assault
Squad are positioned in
extremely aggressive
poses. Duncan wanted to
get across that these were
Blood Angels from the
& dedicated Assault
. Company doing what
L they do best. Pistols and
* chainswords are held up,
and to get the exact
angles he cut the models
at the wrist, allowing him
to reposition the hands
for the desired hold.
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DEATH COMPANY RHINO

Duncan decided early on that his Death Company should be transported in the
Rhino, rather than letting his warriors tear aboul the battlefield unguided. Other than
painting the model black, the most striking elements are the freehand crosses. He
painted these by sticking a strip of masking tape corner-to-corner across the door. He
then placed a second piece of masking tape alongside this to create one half of the
line. Next, he moved the original strip slightly away from the second piece of tape to
widen the band. Once the tape was in place, he painted the unmasked area red.

dOHSMJdOM AWYY

and then
hafans
aclding a Blood Angels symbol.

mix of
Binod Red,

; 8% | The Captain
DEATH COMPANY To represent the Captain
The Death Company squad is made up of parts from the Death Company frame, of the fith Company,
with a few exceptions, most notably the legs. For example, the Battle-Brother Duncan gave his

commander a jump pack
from the Death Company
frame. He poscd the

wielding the thunder hammer has a pair of Assault Marine legs. As with the
Assault Squad, Duncan has tilted the torsos to give the models momentum, as if

piling out of the Rhino and barrelling into the enemy. Captain in a very nohle

and refined pose as
though issuing an order.
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Nick: | wanted to paint a campaigning
army, one that hasn't been back to Baal for
many years. That's why | choose to
represent troops from the 3rd Company,
‘the: Iranhelms’; they are an active force,
always in some theatre of war.

To represent this, I've painted them
with an extremely weathered ook, There is
heavy chipping on the armour, the colours
are muted and any icons are seriously
scuffed. I've added some extreme battle
damage and paint effects to the Rhino, so
you can't mistake that this vehicle has
participated in numerous heavy assaults. |
like that it's still running and very much
part of the force. It keeps on going no
matter what has been thrown at it, showing
that its machine spirit is particularly strong.

The Captain and Assault Squad ride in
the Rhino, as | like the idea of the Lucifer-
pattern engines of the company’s ald
warhorse tearing alr.un;__ the hattlefield, to
deploy this squad in prime position for an
assault. This also meant that | could give
the Death Company jump packs.

For the actual assembly of the models,
1 was inspired by Jes” advice for posing
Dark Eldar from November's White Dwarf.
I built my Blood Angels in three sub-
assemblies — the legs, torso with arms and
weapons, and the head. Placing the torso
on the |egs at an angle, and then the head
Eives you a dynamic pose.

I've created scenic bases using parts
from the Basing Kit. Because | wanted to
basecoat the models using the Spray Gun,
but didn't want to paint the bases red, |
decided to keep the model| separate from
the base until I'd painted both,

kS

Mtk Bt the rarso st and
then temporarily stuck the
legs on to a base,

2
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2/

B fOrse waks sheck an the

|'r_gs and angled o reflect
the moverment at the waist

In this case, the head was
positioned 1o follow the
farrel of the Broller

As well a5 the posing, the use of spare parts from the Death
Company frame really helped to distinguizh the ook and feel of

Mick's Blood Angels Battieforce,




SR BLOOD ANGELS

P

Here are a few mare |=-'|:.:|r,-;r-|.'.---. waf Wick's Blorsd Argeds hefore frairrhing. The Deatl Company model an the far deft i ar r|,|.'.l|'.l':.-' his favourite, as it fooks ke the
figure is about o pench an unfvcky foa i the head!

dOHSYIOM ANV

PAINTING BLOOD ANGELS TACTICAL MARINES — NICK’S METHOD

Nick wanted to create a very specific look for his force with lots of battle damage ingrained on the armour. This gives the
army an instant narrative. To paint lots of models at once, Nick employed the use of the Citadel Spray Gun. Over a Chaos
Black undercoat he sprayed the whole model Mechrite Red, followed by a coat of Blood Red once dry.

'YL

e sprayed red, pick out the Then apply a 17 mix of Dark Flesh Once the shade has died, apply a The armowr = then ready to have
non-armacred parts of the mode! andd Srab Red fato the rocesses af fighlight of pire Blazing Orange the chip effects appliod, and glued
with Chaos Black. the armiour ante e raied areas. 10 & decortlive base

APPLYING BATTLE DAMAGE

Ty start with, paft the armour and other areas of Then paint oo patches of Blazing Crange, Finail, apply a 11 mix of Codox Grey apd
the model as above. Hunking carefilly about where such chips and Chaos Black, within the Blazing Ovange patches, .|
noticeatile wear and tear will appear. keeping the arange outline visible, |

BLOOD DROP MARKING

Using Dherel Stone, carefully A bl drage enitline is traced The Mand drop is then illed in To weather the spmbol, Nghtly

paint a simple cross with a fow arcund the cross, wsing is ponts as with Dhenets Stone. MNeater Hhe stippde flood Red over the edge of
harzontal line. & puide. edge with lood Rad the foan

(4
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TACTICAL SQUAD

¢ A great feature of Mick’s
force are the bases. He
built and painted his
bases separately, using
parts from the
Warhammer 40,000
Basing Kit and Razor
Wire pack. He then
¢ transplanted his models
from the temporary base
he had painted the model ©
on, gluing them to the
new ones.

ASSAULT SQUAD

The Assault Squad is on
foot as this gives Nick the
option of purchasing the
Rhino for a 35-point
discount when using it as
their dedicated transport.
On the painting side, in
keeping with the rest of
the force, the colours of
 the Assault Squad are
 very muted. The yellow
% helmets in particular,

- which are usually painted
* in a very vibrant tone,
. are much more dulled as
~ this works well with the
rest of Nick's force.

T N T AR G T M A L

DeATH COMPANY

In contrast to Duncan's
more cautious approach
to using his Death
Company, Mick has
embraced their

&% unpredictability and
given them jump packs
L so they can roam at will,
. causing untold mayhem
== and destroying whatever
ioes they encounter. For
such an aggressive role
the posing was key with
i lots of running positions
and really leaning the
maodels forward.
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RHINO

It's on the Rhino where Nick really went to town with his battle damage and
weathering techniques. There are bullet holes, soot stains and scratches galore, and
the bottom half of the vehicle is covered in a thick layer of mud. As well as the
chipping techniques already described, he also painted on Chainmail to show where
raw metal has been exposed. The Hobby Drill was used to create the line of bullet
holes, and for areas of soot and dried-on mud Nick used Forge World's range of
Woeathering Powders (see forgeworld.co.uk for more information on these),

This bload drop symbal ks
actually a fransfer off the Space
Mar Afvezl, (e
applied, Nick fas weathered i
in keeping with the vehicle,

This Large Blooed drops icov on
the hatch doors wses the sane
aol a5 explaimed earl
the article but scaled up to it
the larger araa.

Eﬂmou ANGELS CAPTAIN

Nick's Captain rides with the Assault Squad in the Rhino. It's not the
only thing he shares with that squad, as Nick swapped a pair of legs
with one member so the Captain is now in full sprint. The shoulder
pad, head and thunder hammer all come from the Death Company
frame and help make a unique leader for Nick's force.

More Online

Head to the Games Workshop website for
more Blood Angels army building and
painting advice, There are sample army lists
to give you ideas on what to collect and
even a comprehensive painting guide for
Blood Angels vehicles.,

games-workshop.com
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Heres the Captain before e was paimted

and placed an the decorated base. You
cam see clearly what parts the model has
Bean assermiled with
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Imperium. Ten thousand years later,
the Sons of Sanguinius still battle to
¢ protect Mankind.

4 On this page you can see a

| selection of the multi-part plastic
kits available from the Blood Angels
and Space Marines ranges.

Head online to see the entire
selection of Blood Angels
miniatures and plastic

Games Workshop w

games-workshop.com
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Choose from a selection of possible
designs® including:

* Rolling green fields
= Sweeping deserts

= Barren ash wastes
* Frozen snowscapes
= Alien red planets

* Rocky plateaus

* Please note, scenery and miniabires sold separaliely:

aaturday 2nd April 2011, Warhammer World, Nottingham

Come and spend a day with one of our experts constructing your own Citadel Realm of
Battle Gamehoard. Over the course of the day, you will get to paint and take away your very
own gaming table to fight a thousand thrilling batties in the comfort of your own home.

WHAT DOES THE TICKET COVER?

* Entry into the workshop. * Lunch in the lependany Bugman's Bar.

= A Citade| Realm of Battle Gameboard, » Access o all Warhammer World's facifities including

* Your choice of design and finish for your gameboard. our exclusive range of merchandise, the Citadel

» All the paints and materials you will need to paint your Miniatures & Exhibitions Flall and the Gaming Arena.
pameboard. = Tickets cost £200 per person.

Tickets on sale 5th January,
available from www.games-workshop.com

Places on this workshop are extremely limited, so please book early to avoid disappointment.

WARHAMMER A (@:IsT 4PN ES

/40,000, =i STRATEGY BATTLE GAME =)




DIRECTORY

GAMES WORKSHIOP
" DIREGTORY

— A directory of everything you need to get involved in the
Games Workshop hobby community, from events and
activities in your local gaming club to what's going on at

! Warhammer World and in your GW Hobby Centre.

Events and Community 106-111

©® Club Profile
This year the S5chool League sees some exciting changes, so we visit a local school
gaming club to see how they are preparing for the new season.

@ Club Information
Find regular opponents, play campaigns, and get invalved in a host of other hoblby
activities with like-minded gamers at vour local club.

@ Events Calendar
Find out what's happening when and where in the Games Workshop hobly
community with this comprehensive list of unmissable dates; tournaments,
campaigns and more,

Store Information 112-111

© Games Workshop Hobby Centres

Get everything vou need to build your forces, and then take them into battle! GV
Hobby Centres are the place to learn and practice the intricacies of the hobby.

© Store Listings
All the Games Workshop stockists in your territony listed, so wherever you are, you
can always find a Games Workshop and Citadel Miniatures retailer.

Available to Order 118-119

© Games Workshop Direct
The full range of Games Workshop products are available from GW Direct, our
premigr on-line and telephone ordering service.

@ Available to Order
The Blood Angels have a long and illustrious history and many heroes have followed
in the footsteps of Sanguinius himself — champions such as Captain Tycho, Brother
Corbulo and the mysterious Sanguinor, all of whom are Available to Order,




School Club Profile: Chilwell School

CHILWELL SCHOOL
GAMING CLUB

Confact:
Fhil Harris

Befow. WWhile bwo pamers weigh up
their strategic options mid-game,
athers refer to the School League
rules pack, brying fo decide which
army they would fike to feld at this
yaar's Regianal Heats,

This year the School League sees some exciting changes, so
we decided to visit a local school gaming club in Chilwell to
see how they are preparing for the new season.

Phil Harris is a teacher at Chilwell School
in Mottinghamshire where, for the past six
years he has also run the school's hugely
successful Games Workshop gaming club.

The members of the Chilwell gaming
club are no strangers to the School League,
as Phil {or Mr Harris to his students) has
taken the schoal club to compete in each
of the last four seasons where they have
consistently performed and improved,
Indeed, 2010 was their most successful
year to date, narrowly missing out on
becoming the overall Warhammer
Champions by the merest of margins. Both
Phil and his club members all hope that
2011 will be the vear that they can finally
claim victory for themselves and their
schoal,

The club has a brilliant atmosphere,
meeting each week in one of the schoal’s
classrooms where twenty or more members
from across all year groups come to paint
their miniatures, write their army lists and
play games against one another,

Although Phil is himself a hobbyist and
collects armies for the Empire and Eldar, he
always encourages his students to learn the
rules for themselves. Indeed, in their own
time many members have attended the free
Beginners’ Courses available at their local
Games Workshop Hobby Centre,

Of course, the level of skill and ability
varies greatly across the different age
groups of the club, from those just
beginning new armies ta old hands with
many years under their belt. However, Phil
always tries to ensure that each student
gets the most from their hobby and pushes
themself to be even better, learning a new
rule or taking that paint scheme further
with one mare highlight.

In fact, 1o show what the club can do
and to impress prospective parents, the
students often put on big games which are
frequently commented upon by visitors as
being a high point of the school tour — for
many new students the prospect of a great
club to attend is a reason to look forward
ta starting their new school.

What the students think

We spoke to some of the members to hear
what they had to say about the club,

Andy Sully: I've been a member of the club
for five years. | love the challenge of the
School League because it gives me the
chance to play against ather people in
different parts of the UK. I really enjoyed
the tournaments and I'm working on
getting my Dark Elves ready to take part in
the Regional Heat later this month.

DIRECTORY
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Benjamin Orgill: I've been with the school
club for three years and I've competed in
the last two School Leagues. The club is
fantastic because | can easily game with
my friends or spend some evenings doing
some painting and adding bits to my army.
I collect Imperial Cuard and I'm hoping I'll
be able to lead them to many victories in
the Regional Heat this year.

James Goode-Hamy: I've been a club
member for two years and | have played in
twio School Leagues with my Warhammer
and Warhammer 40,000 Chaaos armies. The
club is great because | get to meet up with
my friends and enjoy the hobby without
having to rely on being taken to friends’

Phil’s Top Tips

When not averseeing the afternoon’s games and hobby activities, we asked
Fhil what advice he would give for getting a school gaming club up and

running. It's easier than you might think.

1. Get both colleagues and leadership teams in the school to buy into

what you are doing.

Encourage them to come along to a session and see what the students
get out of it. It is an activity that allows the students to meet with
different groups and engage in an educational activity {although,
because they're having so much fun they don't see the educational

aspects!)

2. Don't worry aboul knowing the rules — you don't need to!
It is possible to run a fantastic club without knowing how to play, Your
students can attend their local Games Worksop store’s free Beginners'
pragramme and learn all they need to know. If you encourage the
students to always bring their rulebooks and Army books/Codexes then
you can help them look up anything they are unsure of.

houses after school. | love playing in the
School League as well because | get to play
against loads of different opponents and
really hone my skills.

Finally, we asked Phil what he thought
the secret behind the success of the
Chilwell schoal gaming club has been over
the vears,

“A greal sense of humour,” he smiles,
“Engaging with your students is vital in
anything yvou do and being able to connect
through the Games Workshop hobby really
gives me the opportunity to see the
students interact with one another in a
different environment, which is immensely
gratifying.”
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You can read more articles about the School League at
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WHAT WILL YOU NEED TO ATTEND?

* Two fully painted and based 1,000 point
armies that combine to create a 2,000
point army, following the Allied Armies
section of the Warhammer rulebook.

* Players of 12 years and older are welcome
to take part. Players between the ages of
12 and 15 years must be accompanied by
a responsible adult.

* You can download the event pack from
www.games-workshop.com

"|

WHAT DOES THE TICKET COVER?

* Five games over the weekend.

¢ Lunch on Saturday and Sunday, as well as
an evening meal on the Saturday.

e Access to all Warhammer World facilities,
including the Miniatures & Exhibition Hall.

e Farly registration and open gaming tables
on the Friday night before the event.

* Organised activities on the Saturday
evening.

* Tickets cost £87 per two player team.

TIGKETS AVAILABLE FROM 16™ FEBRUARY - 0113 91 40000

wimpwiez  WWW.games-workshop.com

GAMES
WORKSHOP
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February 5th & 6th

MASTERCRAFTED: TANKS

Diate: Sth & Gth Febreary, 2011

Venue: Warhammeer World, Nottingham, England

Age Limit: 16+

Detaiks Come and spend a day at Warhammer World swith Galden

Demon winners Mark Bedfced and Phil Stutchinskas, and learn a variety

of techniques as used by these artizans to paint the extraosdinary tanks

and vehicles found in your codes, White Dwarf and on the wehsite.

Tickets: Available from www.games-workshop.com, tickets cost £110

each and include the following:

* Entry into a single workshop of your choice.
Waorkshop Cine: urday Sth February
Workshop Two: Sunday Sth February

+ Mark and Phil will teach you seven different technigues they use for
paintirg tanks. You can find more details on the Games Waorkshop
wibsite.

= A fully built and undencoated Hellhound tank will be provided for you
t practice the technigues on.

= You will be provided with all the paints and hobby materials reguired
for the sessions.

# Lunch in the legendary Bugman's Bar.

= Access to all of Warhammes Warld's facilities including our exclushve
rarge af merchandise, the Citadel SMintatures Hall and the Gaming
Arena

| Contact: Customer Services — 0115 91 200040
Wehsite: wwow.games-warkshop.com
B I
e SR N = J

February 12th

THE LORD OF THE RINGS:
HEROES OF MIDDLE-EARTH

Date: 12th-13th February, 2011

Venue: Warhammer World, Mattingham, England
Age Limit: 12+ |
Dretails: Gather vour forces ane die battle at Warhamaer Wrld, Can you |
n ||_||'| 5|,|prl_|lll_ RTINS llll’ H] ||I:," I"\r \\-|I'§.II,“| |_||r||'|'l

Compete in eight games acrass the many battlefields of Middle-earth to
hecome this years The Lord of The Rings Champion. You will nesd teo
fully painted 700 point amies; one Good and one Eil, following the
rubespack and the Legions of Middle-earth supplement.

Tickets: Tickets cost £55 per player and include lunch on both days, an
evening meal on Satueday amd access to all the Warkammer Wiorld
facalities incled ng our exclusive range of merchandize, the Citadel
biriatures Hall and the Gamir M ATENA

Conbacl: Custamer Servces — 07115 971 40000
Wishsile: xl.-'.'\.'l.-.r.j;drrm“:-u-u-lc-_:f":_lf;-_n:'ur||

Evert information covrect al time of going o press, Games Wik

EVENTS DIARY

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

shop ¢ nod respansible fr evenns nod ran by Sar

RS o

Thc Art of Black Libr
17th fanuary-6ith March 2011
Expalore 12 vears of oniginal arwark, cover arl and never before seen
cancept art from the vaults of Black Libriry. loin us as we chart the
eyolution and develooment of our arwork, and take a look at bow our

artists interpret and add atmosphere 1o the Warhammer and
Warhammer 40,000 universes.

R
WARHAMMER 40,000 DOUBLES TOURNAMENT
Date: Saturday 19th-20th Febroary, 2011
Venue: Warkammer World, Nottingham, England
Ape Limit: 12+
Details: |1 }tm hm ¥ teaming u|‘:- with a r iemd th take part in a fun

4T
= uc‘-l: |LI‘IL‘|‘| on both

Tuding our exclusive r'u"u.p al merc I1'|"|rl e, the
p 7 1] MII'II'I|IIr1‘\ Hall and the Gaming Arena.
Contacl: Custamer Servioes — 0115 971 40000

Websiles www,games-warkshap,com

Find all of these as well as our many in-store events at:

www.games-workshop.com

faes Winrksihon,

www.games-workshop.com 109
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30th April-1st May 2011, Warhammer World, Nottingham

Come and spend two days with our Warhammer World scenery team expert,
building and painting a fantastic centrepiece to take home for your gaming table.

WHAT DOES THE TICKET COVER?

# Entry into the Fortified Manor Workshop, Chﬂ?sﬂ‘ fl'l}l'l‘-l a S?IECtlﬂp of
« A Warhammer Fortified Manor boxed set together with all the paints and pﬂSSIhIE dESIgI’IS IHCII.IdII'lg:
materials you will need to paint vour scenery piece.
[over £'Iﬂl1frlru'nrurth af rEbuurE&s] ¥ ilh * Wizard's Tower
* Your choice of designs and finishes for your Fortified Manor (see right). * Undead Mausoleum
* Lunch in the legendary Bugman’s Bar. = Orc Stronghold
= Access to all the Warhammer World facilities including our exclusive * Empire Grand Manor (above)

range of merchandise, the Citadel Miniatures & Exhibition Hall and the

Gaming Arena. A gallery af all faur destpns can be faund a1
+ Tickets cost £150 per person. WO S e i R O

Tickets on sale now, available from www.games-workshop.com

Places on this workshop are extremely limited, so please book early to avoid disappointment,
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OPENING TIMES

Games Workshop stores
can be found up and
down the land, in cities
and towns, on high
streets and in shopping
centres. Consequently,
the opening hours of
individual stores may

vary greatly.

We therefore
recommend you
contact the relevant
store for individual
opening times before
visiting.

You can find your local

store's details online
with our Store Finder:

www.games-workshop.com

DIRECTORY

Hobby Centres are Games Workshop's own retail outlets. Each
store provides gaming and painting facilities and is staffed by

expert hobbyists!

Full range of products

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

In-store order point
All our stores have a webstore order point
through which you can choose from our
entire range of Citade| miniatures,
including the Specialist Games and
Collectors ranges and the ever-expanding
range of Bitz Packs which allow you ta
customise your armies.

What's mare, if you have your order
sent to the store, we'll send it POST FREE!

Free painting & modelling advice
Mo matter what your level of painting or
maodelling skill, if you spend 30 minutes
with one of our members of staff you will
see those skills improved and might find
oul 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:
All you need to do is come along!

Gaming Rooms

Like regular Hobby Centres, all Gaming
Rooms provide the full range of Games
Workshop services. However they are
larger than a normal Hobby Centre and
have many tables, which makes them
perfect for meeting fellow hobbyists.
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Tek ap43z 424 195

STROMITY, Alan Tyndall Lid:

Feft 01431 743920

HAMPSHIRE

GW Milh‘l’ﬂl}l‘.l_

3 Pomers Wbk, BG20 60

Ted: 0125 Rl w0

W FORTEMOHUITH;

58 Arekd Mreet. FOT TNL

Tek wm THT B0

GW BOUTHAMPTORMN:

i Bl Syl S0018 THG

Tek 0218 11 1901

& OV WINCHESTER;

16 by Sanied, 0T LY

Tel Q186 286 4195

@q-lﬂﬁ!m'l The Game Shop:
|: 11152 T11 443

ALTORN, Allon Model Cendre:

Telt 01428 247 244

ANDOYVER, Hopposaurus Toymasier:

Tkt (112840 952 247

H-iTlEIGH usllmh'l'l‘argl.mnt
el BT 084 17
f-"‘NHUFU{.‘[lH. Dark Star:
Tek: #1252 4509
GABPORT, NT Bosks and Wangae
Tek 42192 SMRGT i3 4
HAVANT, HoblsCram:
Tk 0845 451 6554

NILFJRDENEB\ Nibend Mok h and Hobbies
Tal: 018 &dJ £13

MEW MILTOM, Tetys o Mo lilloe:
Tal: 01425 41T A1
MUORTHEMID, Fun Tesd and Games Workshag;
Tal: BEWIE GAATIH

FETERSHIELDY, Folly Mol

Tel: §1700 17 ik

RARLWRHD, Tops of I:

Teb H42S 470 44 | g
ROWSEY, Roundaboul:

Tk AE7W 51E 14§

SCRUTHAMPTORN, HobbyCrafl;

Tek a5 451 §531

SUUTHSIA. Solent Warpames;

Telt ATTAT 11470

WL-’THSI'L Southses Muodels;

Tabs (143 711 228
'I.'I.ATEi‘.lDt'Mlll‘,.l'ml‘: Habby Shop:

Tl 1708 29 |

F!Zrli?l Wenhley Bnokshop
N

ISTER, Martis Models & Crafls
Tk BUARE K13 752

ROES Qb WYE, Rrvolutions

Teh (FAR% K62 617

* GW HEMEL HEHPETEM":I
b Aridge 51
T4 X
* G 'iT -'I.IHA‘%:

18 Hestage Chine, ALTALE

Tel: U172 T 1143

& WY STEVEMAGE;

 Cearwar. SG1 B

Tel- #i3a p3anaa

ARBOTS LANGLEY, The Batlle Shop:
Tek #7063 400 15%

HERKHAMSTEAD, Hamlim:

Rk 01 64T Bl £

RISHOFS STORTFORDY, Boardssir:
Tel: B127 134 OB

BISHOMS STORTIORD, Pearsens Lid:
Tk 91279 B33 131

CHESHUNT, Creative Thinking:

Tel: ATINIRITITY

HITCHIM, .\umlr Modeds:

Tek dpaey

I.FI'meH'l-hhHh-l'.R'T Zowk oy gt
Tek 01342 438 TH7

ETEVEMAGF, Hobbyl rall:

Tek (ma (5T At
STEVEMAGE, K5 Moddels;

Teh i) £ o B

'I.'\'ATFDID Hulilig Crafl:
T B B 1 500

DOAUIGLAS, Te i
Tk ARE34 £33 154

ISLE OF WIGHT
MIWPORT, Cheap Thrills:

Tek Q101 538 57
REWPORT, Toy & Modehe

vek oo 20 240

RYDE, The Sports & Madel Shop:
B vt £

GW BLUEWATER;

L0 2, e Pl Wk, Bharrier, (148 BT

Teli #112 247 70811

W L'Ah'FEHB-I.III'f
[ 11 21

W \'l.l'HIJFI'ClNE

Ta Padding Lwys, W14 184

Tok A1L3 267 7415

LW TUNBRIDGE WELLS:

16 Greaeser Erod, TA 34P

sk 01 52 570
HROADSTAIRS, Tarie & Spacos
Bel: (1341 Akk B85

ASHNHID, GF Computers Lid

Taf: M3 RAFFIG

hl:.kmn.w leﬂumhml'lu-n:

[t

BFII-F'F 'HEM'H. Kt Krazy:
i BIBE 248 TE7T

Teli #14 AB0 811

H.ﬂlbi'ﬂh! Peiikeadt:

Tek 0150 TR

GRAVESENDY, Stewes Colirtible i bledeke
Tkt 01474 56k s

GRAVISEMIY, The Stamg Cemstne:

Tel: 01474 534 16 2
HM’TIM'.-S. Iiullnns- Hodshiim:

Tek: F1424

HITHE, Apple Jax
Tek #1001 242 402

MAIDSTORE, HobieLrait
Tek a1aa? w21 758

MAID‘H'W md:d Warld

5 WS,
Tal: D171 454 #5%

= CAY BLACKPOOL
E Birkey Siree m 101
Tek 4125
oW HL’:-IICIN

Urst 15 (st fooe), Crampaon e, RE1 10
ek 4120 234 136

GW ELIRY:

Tk Croreplen Sienot, B19 QAT

Bk 0161 797 581

GW PRESTON;

V3 Al 'n-.m TRE 2

I T
ASHTOM UNDER LY, Rmalahout
Ted 1641417 148 e, b
ELACKBLIRN, Babcavr;
Tk #9254 467 208
BLACKBLEM, Mlereves Tows;
Tok REZRA GARAEI
BLACKPOROL, ille taldes:
Tak AIZT1 SHTE
DLACKPOOL, Tuyi-J Save:
Tek Q17
ROILTEIR, htq-l'.'lm:
Fek 11708 375 303
RUBHILEY, Compendius:
Fef: 0120 45T D61
CHORLLY, Toymasion
Tek: 01237 2030
CUITHERCH, Cownills of Clithense Lid:
Tiks 1200 423 387
LARCASTER, Gatham City Games
Ted: #1924 45811

www.games-workshop.com
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114 WHITE DWARF

PADHHAM, Forge Games:
el FT3S it Nim

PRESTORM, Husbiliy Crait:

Tl (HTT ki1 D88

RAMEBOTTOM, Bridge Streel Mows:
T 16 442 136

GV LBCESTER:
tiit
Tl 11
* GW lUL\EHmUFH
7] a“..ﬂ...-., [FTURTITS

umun =1

lﬂllﬂHmllGH.. Wargames lma;
Ted: D1 F35T0S
LUTTERWAEETH, Ace Conneclions
Tads 0114055 SRA15

MELTOMN MOWRRAY, Cobrarhs;

Tel: (7118 TORI 04

ASHEY-DLLA ZOUCH, Sheer's Madels
Tel: 01530 14 BZ7

= GW BOARTON;
#5 Vi Barpale, PE2T&5H
Tel: 12 TRTAE
= G GRIMSEY:
W West 51 Mary's Gabe, DL 100
Tek: F4T 134 1757
= G LINCOLN;
Lt S Sallnrgate,
iptdslds af Watcrdie Cenirel, LT TAF
Tel: FI5T 154 EIOT
BTN, Models sed Computers;
Tek #120 365 102
GRAMTHAM, Acvess Models:
Tk #1475 552 001
LRLUITH, Castaline;

Tek AI5ET EET 145
. Belas Toymasten

MABLETHOSPE,
Tok MISET 473 136

snm.-‘dess, r‘hﬂmdel thop:

Tek 5754 TE3 415

SKLGNESS, Warlords of the Coast:
Tek 5754 THIEEE

mtmm:..,. anhmde‘h

Tet Q07

Flrdl'bdrhadmﬂ:m'

mwm
Tk AITBETEINE

* GW ANGEL

¥ T7 Wtysdivcc Skoowt, Aol Iulagian, CTE 104
Tal 037 TENAIS

W HREMT CROSS;

it 1, Lot M, Brvar o Wiy Cratss, WA T,
Tok 400 30 47

LW BROMLET)

Ui 24, The Atall, Brorbey, BE1 175

Tol: (200 464 D4TE

GW COVENT GARDIMN;

UEH 33, Tha Markel. VI BEF

Tol: (317 240 56

W CHOY DO

el -s. Creirabs Shapping Tonts, Kieioy o, CR 111

GV KLNSINGTOMN!
S, Lot S, oo, Chcarh G, W 450

Tl BGIT 637 TOLE
G KINGETON O THAMES:
1 e Bmsal, WT1 A5F
Tel: DG1M ) BE2A

CW OFORD 5T
et B0, The: Fliza §
Tl BT 0 rrE

B Deplir, W

& CW MLUSWELL HILL:

117 Abewandra Fark @ead, W10 T0F
Tel: W1 ATt

GV ROMFORD:

1% Cwadvanl Arcade, RM1 5501
Tel: #FE 14k 1200

= CWY STAIMES:

DWW SUITTON:

Lindt 36, Tisrwe Sigaas Shopping Cenare, 5341 18F
Ted BHA T70 Si5E

GW UKBRIDNGE:

1 10, g b, T Pl g T, U0 1114
Tel #1E% 415 TR

W WATFORD:

Ui 5, 14 st Soveed, Hatlecpin Coave, WTH 2TE
Tek 47971 248300

W WO REERE:

U1, Pl el Wil G, High St M3
Tek a2ee gpvIT

BARNET, Torps Toys Torps:

Tk G258 A1 PTG

BLACKHEATH, Tl bmgeissinnc

Tk (288 252 4100

CLAPHAM, Russ:

Tek a7 220811%

THIWICH, The Arl Slatiomserc

Tek 0288 471 3915

AMCHLEY, Leisre Gamec

Bk 2N 2127

FLILHAM, Palrick’s Ty

Tk (TM7 SA53FI

GREESFCHED, HoblyCraft:

Felh (T2 747 TA00

HAMPSTEAD, Hagey Rurturrs:

LCIEHN, 40 Mudelshop:
ol 0201 7044 1248
FLITREY, Torpatnps:
Tel: (OAMY TS US55

]
HL-ISUP'. Inhn Sanders:
Tal: MBS 434 031

VICTORLA PARK,
Tel B30 511 2078
T

= Ly ALTRENCHAM:

Uil I, 19 Girabian Siress, WAR EIL

Tk 4461 429 GG

W MAMCHESTER:

T K1, Wi Py Sk, s, W LT
Tek 461 414 sarn

ALTRINCHAM, The Gaming Crypt:
Tek 9181 121 P

MARCHESTLE, Fanbay ;

Tek AE411 70 512

W LIVERROOL:

T Crtral S D, Reeiih Srvees, 11 10F
Tk 9833 T (M

= W SOLTHRORT:

Linki 2, The Bifge, 7 Haghien 51, 130 652
Tek 017 20 1255

BRIMSTALE, me Slore:
Tk 01581 20 230 ¢ L0060 BT
ST HELENWS, DT Caming:

Tk (1744 759 Exd

WALLASEY, Wirral Muodel Shep:
Brl 0155 TN RS

EAST SHEER, Fandemaniuee
Tl (2080 780 P

EMFIELLY, Pearsons:

Tkt (218 73 42001
HARROW, By Galasy:
A T

= GW KIRGE IYMN;

1 Mariak Sireel, FEIE LAY

Tal: 01551 777 N0

GV MOEWILH:

1274 Furiongs Sreel, WD 1AT

Telt 0 16 PR4E

CROMER, Cromer Fumilure;

Tel: D103 113153

EAST [HRLHAR, Starlings Toymaster;
Tal: 01346 14T 708

EAST DEREMAM, Toungsters YWarld:
Tol: F13GT £ 150

GREAT YARMDMUTH, Koorvisoms:

Tely oy ek RS 181 AIEAR | ARRE1S

HOLT, Searkings Taymaster:

Tek: 1T 713 30

HUMSTANTON, Pavilion Teymasien
Tal: B4 533 108

KIS M, Youngsters Workd

Tel: BIRSH 7180

MORWICH, Laig)

Tel: Bl 631558 e
MOEWICH, Kerrisans:

Tek: F1EIT AHE08E

MOEWICH, 5 I Madels;
Tek: #1853 BETETR
MOEWICH, SEareyan Cames!

Tel #1600 118D

SHERIMGHAM, Sdarlings Tayminter:
Tek 21161433 360

HORTHAMPTONSHIRE

= GV KETTERIMG:

4 Lawer Sreel, W18 HOH

Tek QIS ARIIT4

= Gy RORTHAMIFTOMN;

-1 Alirgina Sopusre, AN ARL

Tek A6 &35 &7

DAVENTEY, Thi Gasies Wauli

fek AE127 31540

FRCHETHAMPTOM, HoblpCradl;

Trk QRS STF 000

RLSHULN, Ushome Sports & Teys
Tek FA11 31T 415
WELLINGEOROUGH, Saltwiee Seller:
Bk 0110 589 A1

-\SH GIOM, Blur Rox Maodels:
Eriro)

HLﬂlL Llarkes Convenience Slore;
Talt (AT 250 163

CORBRIDAGE, The: Willy y
e R
HEXHAR, Riahbs:

ks 111833 B 151

MCGRPETH, TG Al

Tk: 01874 515 138

HOTTINGHAMSHIRE
G MOTTINGHAM (Crsdrall;
M Friw Lase, NG GG

Teli 015 S8 B651

WY WA RHLAMMER WOELD:
‘ikrw i, Levken, REGT T

Tel: F11% HT0 B4

L

(.'I.ISTDNE WILLAGE, T Padntingg Stidies:
Tel: B1REE 615 116

MAMSFIELD, The Camies Esgoriusc
Tel: IVRES B 833

MAMNSFIELD, Maslstrom Games;

Tek: BIRTS 238518

MEVEARE, Aroess Models;

Tek: B1636 K71 116

MEWTHORPE, Caliver Books:

Tek: #1155 183111

MOTTINGHAM, Galiling L

Tl 84150 TANS

MOTTIMNGHAM, Foundry Miniahere
Tk 8411 470000

POTTIRNGHAM, HabbyCrafi;

Tok B845 458 4240

RETIORDY, Bsakworm

Tok 48777 BA124

SUTTON BN ASHRELD, Aosdel Vorld
Teh 45611 311861

WEST BRIDGFORD, Inspiratiooe

Tk an13 202 130

WORKSOH, Madvd Rase:

Tk AENES AT T2

DIRECTORY

CW OFOED:

14, Barh Vs, e foe Hll Srees, GO E0H
Teh (1AK% 242 1T

BAMBUEY, Trindor Bro:

Tell 011 05 D Gl

BICESTER, HobdwCrall:

Tl (0843 (61 R557

CARTERTOM, Giles Spebris:

Tl 0115001 Rkt i

ONFORD, Boswells Toyminaer:
Telt (11 s T T

OO, Kew's Toyshi

T e T
WITHEY, Denfons

bt 111 560 T W)

HAVERFORIMWEST, Fmirp's;

Tek: 001 £F 70 Bl

TMKHAM, Rulland Coumtty Museum:
Ted: W1 20

SHROPSHIRE
W SHREWSBLEY:
& Barke! Sloct, 51 10E
Ted: 174 136 2067
(RTELFORD, Quesing Kright Gare;
ks NI VT TET
JACKFIELLY, Babert Hazrap Designs L1
Tel: 19937 BEE
DSWESTRY, Tatally Games:
Tel: F1E21 ERE 354

RY, Talally | HlH
et i
TELRHED, Sanda Games:
Tel: B1932 70 722

SOMERSET

GW RATH:

15 54 Jarwes Fassmle, BAT 1LE

Tek 9322 511 3944
@YEU\'RJ ‘Witch Lngine

Tel: F1%3% 417007

FROMAL, The Ellenbray Pres:
Tek AE171 462 139
FROML, Frome Model Centre:
Tek ALI7] 46525
GLASTONBURY, Pedalers Tovmasber:
Tek ALASE A4 562
MBDSOMER NORTORM, Signak:
Tak ATTAT BI4M
SURAERTOMY, Soreriom: Madeks:
Tak A5 TTIIRE
ET, Insne Games:
Tek QL451 S11441

Tak Q1A 272 277
WESTOM SUFER MARE, The Gares Banker:
Tk O1H REZIAE

WESTON SLPER MARE, Lloyds Tays:
Tk O1CH ETFST 3
YECMIL, Yeovil Collecions Cenbres
Tk 010G 03 739

= W ELIRTOM L'N TREMT

.tl.i.l.cEl...'l.‘rs.q,uTm anil Modelc

BIJ['I'DN. BI'I.IE G Ristinng:

Tl i3 B30

HEDMESORLY, Besl Bargain Models
T BSOEANIEARE

LEEK, Ohl-5-Kosl:

Tk B3 1 b bl 11N

STAFFORD, Mini Wargaming UK:
T

STAFFORD, SLIF Madels:

Tk 04705 358 213

STAFFORD, Staflerd G

Tel: B TER INGEXY
STAFFORD, T Fal Gabline:

el 81765 24 413

STORE-ON 'I'Iih‘{. Turplinwam:

Tl 94 2K 758 54

STORE-O) 'I'Iih-':. Slaifs Gaming
Tek a78e 3004203
T

W IPSWICHE

B3 Westgaie Sheodd, 11°1 30X
Tek ARI7Y 200 @11
BECCLES, Toy B

Tk Q1542 TI2 TAS

[ — Jenction:

Tk OF284 757 &4

LY ST, EMLIMGS, Stafings Tomesten
Tek OF284 741 O34

PELIXSTOWE, Wizards Workshop:

Tk 013 377 0

IFEWICH, Tay Allic:

Tek 01471 72 535

LOWYLSTOR, Annatan

Tak 01502 5134877

KEWMARKLT, fboans Tayland:

Tl 14738 & 147

STOWMARKET, [ | Collectables:

Tl (11440 771 D15

STOWMARKET, Simpsen & Som:

Tal: D1 880 612 W14

SUDBUEY, Tineoty's Toys

Tal: 01707 370

WOODBRIDGE, Toylows:
Tek 710 16T 1700

SURREY

W GUILDRORID:

Lisl 1, 9012 Tomgele. CAIE 3000

Tek A4 145 1793

W WORING:

Uink 1 unum 18 Chach Honrd s, G221 8401
Tek

177 183
BERLEY, Marning Sk
1T LT
CATERHAS, Modeller's Laft:
Tak EREL 141 BAE

COBHAM, Funtasia!

Tek AEKIE RETITH

CRAMLEIGH, David Mann:

ek aEdRd 271
DRI G, Drorking Models:
Tek QEI6E BT 747

TARMHAM, Enchanied YW
Tak Q1251 71T
MWLM, The Toy Box;
Tak FAE] 4117

LIEH'IM:-'LTEI. Lightwaler Homecare:
Telt 01276 ATETS
REDHILL, Caers Guikd:

Belh 00TAT 2AN 021

REIGATE, Thi Tory Shege

Bel: 0ETA7 248 200

WO MG, HobbyCralt:
Tal: 05 057 4558

SESSEN AREA

CWY BRIGHTUN;

Ulsit 7, Mile Paniaar, BNT 1INV

Tl 011 27 329 36001

= GW CRAWLEY:

1t Rrnadras, RIITE DX

94 35 =T

* CW EASTROURNE!

o4 Cpriielel R, ARG ADHE

Tl 2 el 1

= W WORTHENG:

2 Bath Mace, Wik, 8111 504

Tol: D113 2173 s

B ROK REGHS, Trai Models and Holtbins:
Tel: 11243 bed TI7

BRIGHTOMN, Wargames Henwm:
Tel: B I73 TS0

CHICHESTER, Chichesser Toys

Tedi #1340 TR 065

CRAWLEY, HobbyCraft:

Ted: BdS 51 55T

EAST GRINSTEAT, Martells of Sutlon
Tek Bxsd B #d

EAST GRINSTEAD, Riadhy Te Hus Mecleli
Tek #1314 Mo %17

LASTROLENE, Eainho Foyr:

Tek #1113 7y

FASTINGS, Haslings Hubbies:

Tek #1414 200071

HAYWARD'S HEATH, Clarkes:

Tek @444 457551

HAHESH Babflequest Games:

Tek 48400 1410008

HOVE, Kids Dveams

Tel Ak :.-.l A0 REL

HURSTPIERPOINT, Helter Skelter:
Teh AeIYE B3R

ST IETNARTS 0 SEA, Shveskll Madkhs and oy
ek omdad 4ty 111

STEYMING, The Dllhause Shig:
ek orses l'"«-“':f

T'I'IEIII’H.IHHEI

W NEWCASTLE (Cemirall;

Ueli f, Sangais Shappkag Crair, h21 3P
312 80

G‘l'l. METRCD iMedrg Cendrel

Uiwd1 &, Ry Floos, The Arcade

v the ekl mevanen VaLigel, MET1 WYL
Telt A8 3kE 0A5E

& GW SLINDERLAMD:

280K High St Wietl, Sesierland, GE1 3061
Eel: ALY TRE 434

GATESHEAD, The Gasters Dulpgasl:
T

GATESHEAD: HabbyCra

val: 01 42 7AW

SEVWCASTLE LIFCHN TYSE, Fantmtic Teye
Tal: OFATZ 519861

NOETH SHILLD, SR Gladsdon & Som:
Tol: DIBIE 570 X015

SLSDERLAND, Toy aad Computer Son

Tedi 97 a5 G4

CGW COVENTRY:

Riait 18, Algper Liwel, Cabedeal Lased
Shopysieg endre, CVE 114

Tel: BTET T T

+ W LEAMINGTON 5P

T2 Bepend Srect, CVi FG

Tek: #1907

= GW NLNEATEIN:

3 Brerlge Siroel, CVIT 8002

Tok: BI4TH 35754

= W STRATFORLE

Ukl 8, 17 Warehsar Strosl, CVIF GNL

Tek: #1716 17 IGE
BEDAYOKTH, Rabvay & Modellers Jencisn
Tek 83470 His 1

COVEMTRY, Hi rail:

Tel 83470 rui.gwﬂ

KERILWOETH, Abacrall Asis & Pactares
Tek 81500 §11 3%

WUNEATOR, Hearl of England Co-ogc
Tek 92476 10T 311

HUIGEY, joto Railways & Modek:

Tek 41788 562 17T

STRATTCIRIURON-NPON, Wlach afe abaat b
Tok #1785 195 B5D

WARWICK, Castle Trains:
Tk 41815 457 VS

W SALISBLURY:

1B Wi besies Sevesd, B R

Tel 8071 211 4950

W SN

1H Bl Plara, 541 81F

Vel 7Y 40 4006

CHIFPERHAM, Thern o Tepmastion:
Tek T3 361700

HEVIZES, Hopposaurus Topmaster:
Tok AL38F 721 341

MHMUG-“,. Dhucklimgs Toys:
Tok 41472 5
MELESHAM, '“1!' Toyshep
Tk 41225 740 405
SWINDMIR, HoblbyCraft:
Tek a4

TR E, The Tery Shap:

Tek 41725 TRA 416

WESTELIRY, The Gas Cephoanl:

Tek QLTS XS A

Wtsﬂlll-‘l'.'l_'lriplv Hoix Wargames:

Tek 25000 2415

GW WORCISTER;

23 Lychpati o, Cashoriral Plar, WK1 2005
Bk 0190 501 G707

[HRDHTYWYILH, IIuhb‘rD’lﬁ

Tk (WG 5] G

DECITWICH, LDIL-IW: Lid TeA Tl
Bk (905 772 401

E'\.'E.HA.M, EII'I: Hurse

F, Bereasions Gamusc
Tk 1358 37350

YORKSHIRE

= GV BRADRCRED;

4 Fcradily, Eradiord, B3 30W
Tol: D117 473 S0

= (W DIONCASTIR:

Tl (ridd
G HILILL:

23 Parapas Soreed, LT AMTE

i JRE AT

Tek: 0113 247 8824

= G SHEFFIELDY {Centrall:

16 Fitrifisrs Gale, 51 41H

Tek: 114 275 4114

W SHEFFILLD idseadmwkall Contrel;

Kl AEB, High Sienct, Upper Mal

el i aviesnor sar Beali, 59 11H

Tel: B114 256 9816

W WAKEFIELD:

wh Kikgate, The Bilings Craire, WIT TR

ek 8943 416 94T

W YORE:

12 [evalal, ¥E11 RAR

Vel g508 452 3030

@SHEFFIELD. Wierparie Esipariuin
d: BT 70 B

EARMSLEY, Jance Tops:

Tek AL e

BIVERLEY, Gaman Invader:

Tk B1402 $02901

BRICHRGTON, Ioy Tea Lid;

Tek ALKZE 11 453

BRIGHIHLISE, Hrn_ll Liames;

Tok AL4M TISEEE

ERORCAS TER, Zone Chil!

Tek 4173 AFI1EE

COROLE, Halls Midkic:

Tek 1805 Thdisi

G BCOLIGH, Siokedds Toy Conlee:

tek 9127 i

HALIFAY, Conways Teymaster:

Tk d1422 %50 T

HALITAX, IIHH::HG Mudellers Winrdd:

Tek A1622 341 15

HUIJIJIHSIFIELU, Palrist Games

Trk Q&M 51T

HUDDERSFIELLY, Something Wicked:

Tak 1 6H 559 T26

HULL, Archeeroa Gamis Workshope

Tek 01z FEI9E1

KEIGHLEY, Casreays Toymasier

Fely 11 535 ROE045

LEFDS, Hulilryerall:
Bl 1% 1

LEEDS, Kiates Compulers:
Tl 01713 6T

HOETH HUMOLRSDE, Game Irader;
Tek: (7141 FE1 94T

HNOETHALLERTOM, T & Fv Goover Lic:
Tely (160 773 134

PICKERING, Fulfiers of Fickering:

Telt (11751 4T3 TRE

PORCKLIM GO, Chylds Play:

Tk 11758 11w 1sb1

FORSTEFRACT, Gackdards Meoxdehs & Toys:

Ted: 1377 1'\':\rl==

:
SCARBORTNIGH, Spunce, byth and Magie:
Tel: BE43E 441 11F

SELDY, A1 :-rmrls and Toys

Tal: B173T 705 1

SHEFFILLLY, FMNH‘LHII".

Tel: G5 851 4518

SHEFFIELLY, Imp Pliniariures

Tel: 67771 419300

SKIFTON, Craveedn Maadcdl Ciemvire:

ek #1756 PATHTE

WWHITEY, Julin Antersen - Topmasies:
Tek: #1947 482 211

YEAD, Gusek Gamuns

Tek: $1112 ERISE

avitl Horne Ast;

VO
Tek #9757 4975150




04 e Cotrs, BT1 100 Tomwarcds e bach
1 Pe CeaieeTal: O T2TIREL
ARFAGH, Kidoone Toymaster:

Tiels -3 O

ARMAGH, Roesndcks Model Tune:

Tel: Bt HOCKISSS

BALLYMERA, Camerors:

Tal: (0T-ESHBE21

HANBRDGE, Toymasier Eanbradge:
Tl (Z3-SIEI1TS

HAMCOHE, Replay Games:

Tek G2IAH431210

BELFAST, The Basemicai:

Tak AT2A1 W34 0284
BELFAST, Sere
Tek 028 W24 AATE
CARRICKFERCGLES, The Basement:

Teb B2E-3335 T

EMAEKILLFH, Hansas Trpaock Tapmaien
Tel: BI-BEXTIIET

ERMISKILLEN, Modcliers Cormer:
Tel: BIB-BATEL1BT

LISBLEN, Frontline Models:

Tek: D8 e A3

HEWRY, Merphy's Weeld of Wendir:

. o -.r. 1 -ul.u.h.-u

MuJ.lh"th of Werdir:
-r u:u feim

hi'."."I'CWINA.IFE'[. The Easemumi:
ek 2
LAIINE.Th‘:l.nd'lmI:
Tel @18 2037 H_Iul

Gaiiees!

CHLAGH,
Ted #30-0ITERE2T

SCOTLAND

GW ABERDELR:
Wi i, IJ\-HUGM' Birhgale, ARI0 0L

r-u o1F: A A
W DUNDEE

Ted i1 331 16720

= W LIVENCETOMN;

4 Alwradials Cratre, FHI4 EA8
Teli 1506 #1256

& GW STIRLING:

45 Harwien Siroot, FES 1HF
s [

B EER, L

Tek I.IIHImI =1

ABERFELLY, Crssfire Hoblry:
et 5N I"'i ny
ARBROATH, Hap:

Tek #1241 BTT1NS

ARGYLL, Alha

Tek #1037 365634

: p1702 TR
BARCHOEY, Top and Gift Shop:
Tel: D150 WA Bk
BRECHIN, Gandiners:
Tk 11556 23 245
DHRGAYEALL, Purls and Mool Sk
T 111440 AED
[HUIMFERMILINE, Wby Sodela
ok 181 711 £16
I'.NJMF!MINE Waller's Chprliciai:
Tek 98181 &
FLIM E.W'fbulﬂ-
Tek 39157 JATEH
EDIMBURGH, Mariomille Models:
Tel #4313 177 BIO
EDBMBLURGH, Minisiry of Gaming:
Teli BI¥1 136 1452
EMHNBLIRCA, Torys Gallore=
Teli 151 447 1004
ELGIM, Junmer's Bopmas e
Tel: 01341 532 12
FORT WILLIAM, The Granite Houses
Tok: 01197 743 837
r_iJ-.|. LS, Bossks st
[ET
mﬂ.ﬁfm HuhbryCrafl
trk andd 451 4555
CALASCONY, Static Cimes;
Tek 9141 SATATIG
GREEWOCK, Arts, Crafts & Hobbses
Tek 81435 I 10
DINL'.'I'DN Ay Models:
Ted: B
HAMILTON, lﬂk Spaok:
e
INVERCLYDE, Arls Cradls & Hislhics:
Tel: 1675 TG 284
INVERKESS, Junners Toymasdern:
T (11461 211 21
INVERURIE, Muodles Linlimiled:
Fell 01467

1GH

KIEKCALLYY, Hope: Chaest:

Tok AESHL 260 116

KIRKCALDH, Kimgdom of Adventure:
Tek $15¥T 1IB1Z)
KIRKCLADRRIGHT, Salway Beaks:
Tek 41357 1A

LARGS, Bus Sluanr Shop Lidk:
Tok: F14TS pra

CHEKNEY, Cyele Ovkeey:

Tek: i TR T

PAISLEY, Pnlilq,- Soel Shoge

Tz at A KI30

illars Models:
6 1415
PSHH AND KINROSE, Crossfiee Holtliy:

ek NERED K1 R1E

PETERHEAD, George Donald Lid:
Nek AETIRATE 71T

PETERHEAD, Peterbead Fulfers:

Tel 4778 41102

SHETLAMNI, Marrys Dhepl Siore:

Teds 159 L5 A7

STOREMAVE N, Topmasier Toyland:
Tal: BB TRRIES

STHANEAEE, Distover:

Tal: 01774 T

THURSCY, Durrm:

Taf: 01847 313 10

WRLES
= G CAMARTHEN:
1% Eridge Sliees, SAM 1
ek ariEs 11336%

W CARDIFF:

1 High stieet, TFID IPLE
Tel: K% bl

s, -\.'\v-'r\lvrﬂn. iwenl, MRS 1RT

Tl 01141 2% 6395
W SWWANSEA;
1 Kigwaay, SA1 5HI
Telh 17 246 1000
ABERYSTWYTH, Albalrass:
ek GETTE RIT M6
BANGOR, Acme Gamis:
Tek AEME THTAE
BRECO™, | Clark Tips & Gilfle
Tek 43874 12 883 3
CAERPHILLY, it Modek and Hobbies:
Tok: B0 BRI
CARDF, Firestorm Games:

{HFPS!'EIW A.rllils Coamir
]

COAYYYS BAY, Clay Coanen

Tek apaa} sdkaak

COAWYN BAY, Hippe Toys:

Tek AE4AT A1 1Y

COMWYN BA'I:. Ipes’s Adlic:

Tek AndaT 514 748

DENRIGIHIRE, The Games Lichange Lid:
Tel 03045 Mkidd

IMCHLGELLALY, Walerdon;

Tedi 111 423407

LLASDEIDOD WELLS, Lbsndridad Mol Shap:
el 1507 ROSHN

LLARTWIT MARME, Rainhirm Plaza:
Toli 011 445 706 116

NEATH, Fish N Things:

Talt 01712 A2 100

NEWPOET, HubivCraft:

Tk 0345 291 B

PLMEBRCIKE, Dragon Allep
Teb A7545 BT A5
PONTYFRIDD, Sugas and Spice

Tek 8782% 131 1%

FORTHCAWL,
Tek: B1GSR FET161
FORTHMADNOG, Porlhnﬂhg Metezadds:

EHYL, Canees Exchange:
Tl 01 75 Jhiaiedd

Tl 011745

SWANS!-\ Lnrrn Shopps

T 01792 &2 8T
EISH‘PDOI..-MnUImEm

EREAFUIE SH2SE

WREXHAM, Brilv ldvas anmmr

Tek G876 243 24

W ANTWERFEN:

Vierieksksl 19, Aakveg, Aalwerpea2iog
Tk (RITY S8 BT

W GENT:
& Pibluisar
fek 012 12

@EEIJGEE. Falr Py

o 1 |I |II

IET‘J it I|I15I

@“E{HE{EN. [ Spedlans
Tol: D15 M 5507

AALST, Hemeljn:

Tel: B53 41 48 4k

AALST, K

Tk DHIE T

AARSUIO, gl

Tal: +12 14 56 12 13

AMTWERPEN, Cellic Cross:

Falt 1 3953 I1 45

HEVERLM, EF-Fun

Tk 1 298 35 K

HELISSE Aru (h.ul-nn Magigee!
Tek 87

Ta'19, Gead B

BELISSFL, Inlwlﬁ'r\mﬂldﬁ.
Tk 23 2183 TR

ERLISSEL, |nmm,: 1uelles:

Tk 823 11T

l'!IFNI'.IERMBNIDI, Utepia Games:
Tkt OE 228 90

I'.IHJHM TI‘-ELImHIDm

HALLE, sishra’s thrn.und
ek 421 41 55 33

HALLE, Top 1 Toys:

Tek 421 5403 12

FOEVS -0 THER-BERG, RC Vidliure:
Trk +37 47181 54 &3
WORAIIDE, Delta Toys:
Tek: 55 51 39 18

KORTICH, Janncke: Masn
Tol: 00 44521 34

KORTRIK, ARlsga:

Tl (2 5 A1 97

I,ELI'I.'EN,. Mtral:unr Lewven:
Pz 77

LELFVEN, Spﬂh.nul Leuven:
ek Ak A4 30 00

MERKSEM, Thi: Mowle Zone
Tek 81291 56 2

MEERPE Spellenhub:

Tek: 611 7499 74

CWTRIISE, Inlerteys Overijses
Tul: 1w b7 42 51

Tel: (81

RI.'!IHELA.II Rlack Borter:

Tlr (7 300 K5 58

RIDNSF Mbdi‘lmul Deleyser;

SIN'I NIHL&AS. Heel Speelpeedanker:
Tk 1 Tik 0. 00

TURNHOUT, 1 Bazarke:

Tek 434 31 19 15

VILWRORD, Bosthoenber VAL

Tek 437 1821 241 20 (6

WESTKERKE, 'What Ever:
Tel: +32 (473 77 B &1

WESTOLTLE, Dinmima:

Tal: 167 445100

BRAZIL
HRASILIA, Hoblrpart:

Tl 14 34408 BRIY

CAMPIMAS, Legends di Easil:

Tk 19 2004 38N

CURITIBA, Hilan Comics Shep:

Tl A8 3202 54T

|UIZ D FURA, Magazine Taberns o Dragiat
Teb 13 32M 5757

PIRACICARA, Mobel Livrria:

Ted #1181 37T

PORTD ALEGRE, Jambic

Ted 51 131k 428

S OISE THTS AP, Hulaby Dl
Tek: 1% IHJ t114]

SAM PALILD, Lududeria Bar Caliz
Tad: 11 1353 452

AN PALILD:, Maanshadows:
Tk 11 Fivaa 1516

SAN PALILO, Taverra o Ohgess Encamlad:
Welt 11 bl HE

SRR PALLDY, Termamedia
Teh 11 T137 07

SARTO AMDRE, Hobiby Dhygst:

Tek ve 4410 58801

VIMHERD, Hobly Depol:
1]

Teb 1% 3036 0

S0 el
o FI""‘-‘:-‘:I“:I‘?IFISI 3
SO, Black Cikadel;
Tely 435 BEEEHTT
SOFLA, el

(g T

GECIRGE TOWR, GameShack:
ek T R N AT

BEIFING, Mo 14 Arserak
Tek SERE 08 AT T4
BENING, TunE Y Card Gamus
Tel: Bof: 11801
ey Clul

T o Porbameer
EBEING, Warhammer [lite Clab:
T (080 10 51671 ¥
EEIIMC, Warhammer Carses Shop [Nidan:
Tk NEW 15111 202672
EEl In Waszgh! Gamizg Clule
T Iﬁnﬁaﬂﬂun g
SHANGHAL Tark
Tk 2a8k 15 WTRN S
SHAMGHAL Thanchul Share:
Tnk BaBE 1 GoMEARE
SHANTIH, Missalure Kingdom;
Tek 8734 BER1E¥1 6

LA, Sonmectle Wae tommer Chibe
Tuk: BUEE: 1147 BOST 1)
WLIHAN, Zhi-Li Model:
Ted: DOEE 37 8201661

EROATIA ]
DEIPEE, Land of Magic:

Tal: TT% ¥ 45T 00

leu ndl e Magic:
s‘-.umm Land of \Il.gh:l
SPLIT, Land nrhhgr_

Tek 303 21 X2 349 A
WARATINM, Land of Magic:
Tk 183 J1280 61

ZADAR, Land of Magic:

Tal: JB& 217 e

rl uf Migge:
Land uf Magic:

Tpl::lll'.- I 3y

NICOSLA, Bsengard Fantasy Shap:
Tk (h 15 711G

KATO PAPHOS, Cypras Crusade:
el #1587 7E4MT2

BRHO, Cermy Rytic

Tel: s4CE1 2130

CESKE HUDMICVICE, Chantie:

Ted: 440 T240T15E

HARADEE KRALOYE, Knibhagsscti Valialla
Ted: +EXHASS 12008
KOFRINMICE, Magic:
Tod: +4204755 22007

KOS TELLC, Certu Pekaloy Katlik:
Tk 44 2BR DS TR 440

LIBEREC, Eattle Cormes-Dibchided Favl ban:
Tl + 2T TTII0NNE

CSTRAVA, Malrix fnibkupectiil:
ek 420074 404 £24

PRAHA, Owgri Doupe:

Tek -JINE!H

PRAHM, Cermy Rylin

Ted: +HHEZITIN2AET

FRAHA, Rylie
Tedi +4BATI22IT2401

Ted: 1PC 1 "

VEETIM, Atlanlis
Fol: +EB157141 107

NENMARK ——

CW KEIBEMHAVN:
Femberibsburpgade 761, FI6E
Tek (0AS 00 12322017
BORG, Drapons Lair:
Bl +4% W 12 1858
@qm S ©, Diragans Lair-

ol 4405 14 10 4401

ROEKILDE, Fanalic Beskilde:
Telt +45 45 1035 &1
AALEDERG, Aalbom Hoblby Servee
Weh 4 1F 10 15
AKRS, Tifg, o sagen
Tek 9 1 48 K
ARHLE, Gamzone!
Tek 35 12 4 &5
AAMCES, Bog & Ide Asnoes
Tek 79 &% 03 14
BORNHOLM, Durlhes Hobbystue:
Tek 5% 4 5 a4
ESEIFRG, Arnold Busck:
Tak: 73 T2 WA 7Y
LAPERGFRDE, Asnedd Biscks
Tek: 45 11 78 46
HULSNGE, Arnold Busck Helsinge:
Telz 4B 79 A0 B
HELSINGESR, Hobiby og Fritid;
Taf: 4 3] 4% 43
HERKING, Farges Kalden
ek 3% 1018 & H
LR, th'b_f E Fritid;
Tak &3 24 24 1
HISERIMNG, A.muld Busck:
Tek 3872 31 3
HHERD, Chterakoy Eflerskole:
Teb 43 430401
HOEER, Hack ‘v Slash:
Tek: 1 Bb 29 ¥1

KOLDIMG, Groedyaines:

Tek 75 51

LYMCEY, Amal] Ruscls

Tek 45 BT 84 4%

MARIDC, Gasldborgsersd Holiby:
Tel: 54 B0 17 5B

HAESTVEL, Guns and n‘hm'ﬁe
Fel: 51108773

DDDEK, Legekaden Dilder:

Tk il 34 41 70

RANDERS, Hymee Senersen Hobly
ek B 43 50 14

RAKIDIRS, Randers Hobly Import:
Tek i &1 ¥ T3

REIWEL, Amuh Busck:

Tok e AN 04 33
ROSENGARDSCENTRET, Asnodd Busck:
Tek &k 55 5928

e Mk
T M InAeTE i
e

SLACELSE, 'I.||I‘.|Itl|l‘.!l1.

ek S 3 0 25

ST HEDDINGE, IIth!II“ﬂ:
ek feh 5l 3 1D

STEMLOSE, HH Hobly:
R

SVENDBORG, Fanve & Hohby Hieerel:
Tek 53 28 38 4F

TAAS]
Tedi 71 6° 05
VEILE, Arnohd Busck:
Tl 76 Y 85 44
VIEDQRG, & e
Tl Foi G 08

TALLIMM, .-'\'-ullu Kristiine:

Felt 3 s (00

TALLIMK,
ek w1 84 A7

STAMLEY, Falkland Collectibles;
Tek MRS

FINLAND s

W HELSINEL

Sl

Tek: £ 71 15 45 25

@EM Espronlabien Fuolerkiun Pefil:
fek 99 SARlin

@Fsm'np-ulm Paalenkuus Felil:

Tk a% - 412 Sl

@HFL&WHL Fanlasapelit Hebinkc
el 1% 458 AT

@HFIEIN{L Hclsingin Puslerkisan Peliz
Ted: % GO

EDENSULI Fantasiape |imesuu:
Tl 1101 5 304 104

@] YVASKYLA, Rmbimiapelil |kl
T
KOLVOLA, Boinolan Puslenbuen Pl
ek Q0 1TE 5T BE

@u‘ u!m bk
e 3

LA ANTA, Fandage Bl Lappeennnta:
Tek @) Gal 1375

PORVDD, Pereaon Pusleskuan Pl
ek 011550 4T
@TAMPEI.‘E. Fanlasiapelit Tampere:
Yek Qi TET 51 8
@TL.IILI_. Fasdaslapelit Terke:
S ek e 113 64 1 i
AHTAR, Hoskasdemen Kirjakauppa:
Trk ab S8 DUET
ALARDY, Dallen AR
Tek AIEASTE
EKFAAS, Kusgabekhandein AE:
Tk B8R
HAMEENLINKA, Lehshopps
Tel: BIRETI0
HONOLA, Takssmuo ja lebe
Ted: b 773 1985
HVINERA, Rinyal Tyst
Tal: 01 435075
IMATEEA, Kirja-Labja Alcs Kyl
Faf: (221 195
PR E R, Adoriduteekalike Tatavile;
Tk 9 ZTE 61
KARIS, IS Lidan KO-
Tk AP T 8
KERAVA, Anlikvariaanii Kersa:
Tek #5150 32 8 T77A
KOTKA, Eagle Canl O
Tek: BEIE 5 21108
BELHLVOILA, M cpas KYS
Tel: 53117905
LAPFLESRANTA, Anlikvanaatsl Sumea;
Tal: 05 4717781
MIEKELL, Lastentarvike Muppela:
Tals OIESR14TT
DRI\'ESI. Silver Send:
ThE

WAAME, Hashen Astitelu ja Paperi:
Tek ANI214A23
Savoninmas Aniboarbas:

SANDINLIN
Tel 445 ST

SERMARM], Famtasialinna:
el Bli SATEIE
SHMANMKL, Pelikeidas:

Ted: BRSE & ATTTREI
TAMPERE, Prfmaa (-

Teli 60 5550315

TAMPERE, Kirja Karkkainen:
Tali 11k 115 105D

LIELISAL, Kumpio:

Vel 0% 17 A 146 B8

WAASA, Pelimies OY;

¥ek 04 125111

INRALTAR, KM Hebiby Centres
Tl 155 2HRT0T

GREECE 1=
ATHENS, Avalon Games
Ted: Bk 280 BE1EOHT
ATHEMS, Fanlasy Shop;
Ty D0 11 B30T
ATHENS, Fankasy Shop; Ad. Parckeviz
Ty D00 X100 BEAGST2
ME, Fankisy Shop: Exarcheial
0 110 MEsATT
ﬁ.TH.!NS,. Fantasy Shops Kallithea:
Bk I T10 55 T
ATHENS, Fantasy Shoge Fagrali:
Teb #43 214 THITER
ATHENS, Hobby Plaset;
Tek #4320 ¥HINIE
ATHENS, Kabsa Amarmsio:
Tedi BE1E T AETETS
ATHENS, Kaissa Glyiads:
Ted| OO 245 VT 057
ATHEMS, Kalss Halandru:
Tods D00 110 GRS
ATHEMS, Halss Kallidmminu:
Tz (UG 0 Tl
ATHEMS, Kaissa Monokems;
T (K01 10 WA
ATHEMS, Kaissa Meas Filadelfas
Bk 1 1 310 T
ATHEMNE, Kaissa Meas Smimis;
Tek 82 71 10 FEI T
ATHENS, Kansd Hoir
ETTET

]
Yel: i 13 1098TRIG
CHETE, Famiasy Shop Hesaklrinn:
Toel: (0EH Fi10 A1
HALERDA, CIF Conmer:
Tk (X080 311 (GALS
KEEKYRA, Diﬁ"ﬂ Fankasy;
Tk IEPATAIRETD
LARESA, Baisa Larisas
Tk B0 419 RHRER
LOMMMENA, Kaissa Loannina:
Tok 41 51 551 AR
LARISA, Kaisia Lasisas:
Tok #4008 2408 518555
i uucihnp

Tel: 863 T
MEA SRR, r-n Valt:
Tel: BB 211 HITTE
FALLINIS, Hoblry Plass:i:
Tel: 210 BT E1E

PATHAS, Kaiva Pnn-l.i'

Tk DI 201 M2 46

TH:s\s.A.I._Mlkl. Kaisa Thessalonikis:

Tek 48 30 TX0 THF #07
Tllb&*lﬂ‘lll(l. Underwarkh:
Tel B30 2150 JE1 ¥

VOO, Fanlasy Shop:

Tel: BETE 24210 367HE

MONG BORNG, Fun Alcien
Tl (321 20E-48TT

=

BLDAPEST, KH“]'\-
Bmt.'l'l?!l!:l-

www.games-workshop.com 115




Ok 2 24 TR

BUDAP LT, Demgean:
I8 T XITEI

X3 3
aum?é‘T M:Iﬂ:mn‘c
G 2 250 16

Tel: poozs == e

JAEARTA BARAT, Cornics M Games:
Tek a1 Absi-1eaa

JAKARTA SELATAM, Fanbiy M Canses:
Tek @10 BRLADEST

SURABAYA, Fantasy M Cames:

Teb @14 kb 0EE

SLIRA A, Fasfasy M Cames:
Tel @34 Fdprirs

IRELAND |
W DUBLIN:

Ligt A, Lawyey LiTey Sirmat.
Tel #4 473 5991
RE, Odber Realms:
Tol: BE] 4ET08E

LFELIM, Gamers Workd:

oz (OI2HIRT
ATHLORE, Valhala CGames;
Tek 387-521009

BALINA, World of Veinndar Aalina;
Tek: 838 7R

CAVAN, Agex Gamsirc

Tek By 11204004

CAVAN, Clarkes Fopmasion:

Tek #8158 40 4EFF TEE

CORH, Tirytaven Tovmasicn:

Tek 837 4E14 55

CORK, Merphy Taymister:

ek BUEVE 0412 TR

COIRK, Turylowen Toymacter:

Tel 837 4B14 16T

IMFLIGLAS, Art and Hobiby:

Tel 831 415 1560

DROGHEDA, Art and Hobby:

Tek: 841 487 1370

DFUBLIM, Axt and Hshby |ends Centre:
Tel: #18 745 112

DFUBLIN, Joe Mannions Newsigenis
Tok: 1 4TI

DUBLIM, Tovmaster Banha Dublin:
Tak: #1 871 7160

FLIBL IR, The Top Store;

Tek: 11 77440

THIM LAHEARE, Topruier Eanba [hen Laoghuine-
Tek: 417 B4 111

DM LACRGHAIRE, Art amd Hislhily:
Tel- o Fiarma?

DILINGARYAN, Topmaster Murghys:
Tk B3R 41278

EMPIS, Tir ria Mog Toviader:

Tea 40051 65 s 20

ENNIS, Wasld of Wender Ennke

Tel: B65 Gl BEAT

CALWAY, Mode World:

Tel: 81 TGRS

KEREY, Cahal’s Toywrasien

Tel: BB15 6 TIEIT

KILLKEMNY, The War Ferpe:

Tel: +3501 117 61212

WHITE DWARF

LACHIS, Cradsari Topmasier:
Tek 057 843 1

Tek ar s sHE

LIMERICK, Arl arid Halshy:
Tek ONT HETAF
LIMERICE, The Cathering:
Aek WET AEATAD

LEHITH, Kideone Topmaster:
Tek 911) 42 SEsIER

LCHITH, The

Tek 153 B A3R25%
MACROM, Teymastir Mary:
Tek a2k arr

MAYHOOTH, Eason Bookslore:

Yek 09191 1 6 STRS

SULIRGAR, Star & Boses Hoblie and Crafbiz
Tk 934 113511

MLILLINGAR, Stary pod Crafis:
Tek 39 253 EPRSTH

WEWDRIDGE, Art amed Hobhy:

Tak 945 451208
MEWRY, Murphy's Toys:

Tek 418 H2HATE

CIFFALY, Kellv's Toymaster:

Tek $8151 57 THSASEE

SARTEY, Art and Hobbey:

Tek 41 842 £5H

STILLCHRGAN, Taymaster Nimble Fingers:
Tekan 2

WILTOIN, Art and Hobby Wilken:
wllaa, Tef 21 474 7207

HABREA, Kitaron

Tek SE47T 40503132

HIERTLIA, Freak

Tek #4TT HSENOT

RAMAT HASHARDN, Tapuah:
Tel #E47T 14T 1R

TEL AVIY, Freak:

Tel BATT JRRE1TRDS

TEL AVIY, Kitam:

Tel S04TE 1RISS0I0

[®]

13-4 11, Taliru- e, Tekyo

W IKEBLIELIRC:
Pk lbikids
Tel: 81 K184 Tadh

W JIMEDCHO:

Jomdwachn 4,7 £F, Chipada-Ss Kanda, Tokps,
Tel: B3 1345 2711

CW KASHRWA:

Kby Tod- £ 1F, Baibias-Shi, Dl

Tel: i 7167 2025

W KICHIFHL
Kokt 1-11- 1, Muushisa Shl, Talve
Ted TE 37 3500

149 1F, Markide-5hi, Tekpa

W NAKANO:
Evoiaboy ok, S11, Pinkacn B W B 1, Rk

Tedy 10 5188 AR 1
W DAY

Mg 2115, Sain B O
'r.,u RTINS

faaro

—|
WL. ol
Emm fo

VILIMILUS, D MNeconae
Tedt 01 190 5 20A1368

e ﬂ
MACALL, Gasie Fan Table Games

Tl 42051 Ghaid17

MADBIRA, Sétika I:Ilmmsl.ne
Tel: K51 11 318 344

MALAYSIA ﬁ
[BANDAE TAMMNG TOKONEG, Gamckime:

Teky (M sdararad J 0484151

KOTA KIMARALLL Salub, |isl Wargase
[EAC TERE TLE A

KLALA LLAWPLIR, Comsics Marl:

Tl (08 . 20PN

ELIALA LLIMPUE, MySciFiFan Culpeet:
Toed: (B4 @76 - FET 1506

PERANMAG, Comics Mart:

Ted: (38 - 124 T80

PETALING |ATA, Wall's Game Shage
Tz 11122 Ty

PEDALING JAYA Selager, The Gasis Giche
Pl & Ll - 257 (P

SHAH ALAM, SELARCIOR, [abka Daika Camie:
AU R PR LEL)

SAALTA, Farhidden Peoweer:
Pl (NI356 T1 TINRR

l! Huhhu-u La:

SUKCOC, Cruesd Habhies & Cames
T IZ 278

HALICALPAM, Guest Habliies & Games:

EmWmnT
MOLOOVA Bl
=

CHISIMAL, Adept:
Pl 573 64091

PODGORICA, Mrutran Padgeriva:
el (00 ) B BEA GRS

THE NETHERLANDS [
GW AMETERDAM:

Eokin 34, B0l &Y,

Tl 1020 AT 1R

GW DEN HAAG:

Scheafsiraal 118, 1511 4K,

Tk T 39T TERG

W BINDHOVER:

Elire Berg 50, 5400 ¥,

Tl D0 232 148

DIRECTORY

s st e o A Bl e SR S e i e e

LW ROTTERDWUM:
o kipiaak 452, ME2 AP,
16b

ARMHEM, Speliuartion
Talk (34 1771 100
@D!N BOSCH, De Dobholsteen;
Telt 073 6214 5530
@NCHWL l'i|pl'lne=
B 058 430 37T
HAARLEM, Snd'mhulr
ek (173 55 13 128
LEFLIWARDEN, Spulekijn:
ek 0 T1E 11T
LEIDER, Viiigirsbap
Wek (71 1% 170
MAASTREICHT, Vlieg-se-uil:
@’ld A3 BT 165
MIDDELBUEG, D Bundhi:
ek 011 w0
@ MEGE, Mosgnen & Mariken:
ek 12 X8 6119
TILELIRG, D Dioddscbtg o
ek 01 Gad X
LTRECHT, Selroslturs:
ek i £ 1133
WOLLE, Canves-n-Lis:
Tek (1 41 fat
Bookers & St |
Takk (72 512 1113 iy
ALMERE HIAYEN, Fardasia:
Talk (% 531 61T
ALPHEN AARN DEN BN, Hoge Ogen:
Talk 0172347111
AMERSIOORT, Spelierminckel:
Tak 0 4700 BITT
AMSTEVEEN, Het Canrenbord:
Tek (20 651 1552
AMSTERDAM, The Game Keogar:
Tk 20 60 1570
ASRSEN, Fluk:
Pek 029 I31 3100
RARENDRECHT, Peler's PosBirein:
Tek 0180 B195TA

BERGEM 0P II’.'ADM.. [Eqg Bas Toys
Fel 161 33 a8

BEVERWI|E, Barwih Cames:

TehoRiEATE i

DHELFT, Src'llmr]u:
Tk 205 210 4514

DHEYERTER, Knibde| Comics:
Tek Q57 041 G171

EH o 1 s et

NWIIEHI Hobiry Madeboumw Dyt
Tek ara &35 T711

EOIE, Tinnen Soldaak:

Tek AIEN A% XM

EIRCIHOW s, Gomardrre Bndhireen:
Tekas e

ESMER, Spirithoes

Tek 391 449787

CEMERT, Top 1 Toys Van e Goar:
Tel 9492 346 ot 0

CERIDT, Berossn Gindl:

Teh @481 438 717

NS, Illl: HI:NIQ{N.IIE

Tek af
O CHEM,. 18 Model o
Tl 4301 645 34

GORUDA, Gameplayer:

Tok 451 24 86 HOE

GRONIMGES, Wirsar:

Tel- 458 154 8424

GROMIMGEN, Parperen Dimak:

Tok 84 Fek 1972 & =
Irinetieed: || (™

3 i ey
HIEEMAREREK, Bab His:
Tk +F1 H237) 20 19 95
Hrlitb|LIGI'_rl'M.'|ﬁD\. Heider bimdelivizen:
Tek 472314157
HEERLEN, D Houtes Sleutel;

Tek: +XT 111 5 0 410

HEMRGELD, Die Dondvrsieen:

Tek: 74 289560

HIVERSUM, Hivervemss Beebhandelk
Tk 018 82 21131

HOOFDFORF, Madelsport:

Ted: 4 %1 (B30 561 G4 4%

HOOFNORE, Speflermeinke] Wahalla:
Ted: #31 RETREST

HOOEN, D
Tel: 431 (E11%
HUISSEN, Ewrnmais Hulssen:
Tol: 815 125 1138

LEIEN, Tolldemainkek:

Tel: 171 541 2114

Hing
871 51
LELYS ALY, BE Bind (r\emmn:

Tel: +31 (302481

MAAETRMHT, Hourjel;

Tel: 143 161 4770

MES AMELAND, Top 1 Taps Van den Erink:
Tel: 6515 54 20 21

MLENEN, khlkﬂsﬁmw

Tel: 431 40
OI,I'.IF\INIJ'M.I., Tn4|1 1 Toowns
Tud: B4R

Faae
EI|PSBURG, Tops T Flay:
Tt B 4135 24
RISWIIE, Top 1 Toys In de Bogaand:
ik R e
BOERMOMIL Bleemboetick Hermien:
Teli 47 §14 4034
]

BOSMALE 1 Tays Jowl:

Tol: 431 71 ]
ROCISEMDAAL Fog T Toys Jadim
Tal: BIEE 55 79

ROTTEROAM, Elemal War:

Tol: B1101 0057

BOTTERDAM, Metal Dragon Shop;
Tel: BRI

BOTTERDAM, Bopue Trader:

Tul: B10 2709133

SCHIEDHM, ETS;

Ted: B100 473 8735

AITTARD, Alomik;

Tiek: Bt 43190078

LIRER, Goblim

Tk 04F 27 Q66T

UTRECHT, l.vbg‘!lnlh.

Tek TH 201

UTRICHT, 'lfv[r Pever Lared [Pinder & Kugea:
Tek T3 211 7291

UTRECHT,

Tek O30 238 3121

WENLLY, Maodelbiou Luthart:

Tek 177 244 Juak

WASSEMAAR, Tap 1 Torps Koswenboven:
Yek (174 Arn 11

WINTERSWIPE, Tap 1 Tays Wisterswik:
Teh 1184 264 2037

WORMERYEER, Mini-Wonders:

Tek A75 &b 1617

ZEVEMEERCEN, Top 1 Tays

Teh (868 1155

TOETERMEER, RC-Filslop

Tek A7 86 A5EE

IWOLLE, Boekenhalbe:

Tek 18471 5477

G O5LO:
hafrrgats 7, 0179,

Tek #47 1211 1¢'M

MLESUIND, firia Ksemmerhimet Mo vl
Tok =47 TO1£5TM

Tek <47 11043

DRAMMEN, Drammen Spilliorenisg:
Tek 44T yEa1a7AT

FREDRIKSTAD, Morstar Lebetorvet:
Tek 47 Facs1 400

KOMGEEERG, Roll Lianc:

Tel wr wEr1 A58

ERISTIAMSARD, Outland:

Tel: 147 sRrrALE

Wb | RA imgn Lekeh|nrmet Mac
Teb 47 #51

FRDSEIEEN, Hnl.lh'ruﬂb!r\lt
Tek +47 TR0

Teb 447 ﬂ?ﬁ'ﬁ

MARVIE, rﬁu Bareas Verden;
ol T:m-u.
SAMIES, Dsvlind Hobby:

Tak: +47 SIRALSEY

SIEVEGAR, Culpost;

Tek: +47 PETAI245

SFIEh Sokrafe Halbly Gindir
Tel: 447 FEATH

ATAVASNGER, Ohullarsd:

Tel: 457 S1TINRER

STORKFE, Hubiby Hirgen:

Tel: 487 THTIAINE

TSR, Tromiss Brubibokisandel:
Ted: a7 THARGRTd

TROR CHAERM, Teomker i

TAKSHERG, Gledeshuset:
Teli +47 A22547E7

PPN [
LAHLMG CITY, Meutead G
Tel: (39140 PHIEOST
AAKATAD CITY, Mewtral Groundse
Tol: (L3 B19580
AURTINLLIPS, Meutral Grounds:
Tel: (B3T3 BRIRUES
AHUEROR CITY, Meulral Greunds:
Tel: (L3I0 BIHPED
5!.‘1 IALIR, M atrad i resariads:

CHIS

BEELSKO-BLALA, Gnom:
ek 298 11 A2141
KATOWICE, Band:

ek o@di 11 2 |"'\-l 7

'@m asih 1 u..m.
N, Bard:

1.-|. addk 61 4510277

WWARS W, Faber i Faler:

Tok BB 12 3471265

WWROCLAW, [ard;

Tek BHE 71 HITATE
HIALYSTON, Departmen| Gier;
Eek: (138 457441368
BIALYSTON, Komnata Gier:

Eek: (133 S4EIETELE

Y DMGOSECT, Wirpsthe Gra:

Tok: (K138 408441508

CTESTOCHOMWWA, SEELF STRATEGDS:
Tel: 1031 SELIRHIEY

GIsARSE, Game(as

Tk (02354 334 1721

GIMRSE, ke

Pl (38 28 ApAEANY

GDARSKE, Bebel Conbrum Cher:

ey ()28 %8 3aR0084

GIDANSE, Spider Game

Eels (K048 5 aqpll;’fu

GOMNEK, Usmiech Naszegn Delecka
Teli (KHA 30 TG

COVMIA, Fatus!

Felt 0 FANSEIDN,

JAWOREND, M|
Talt I SH11ITTT
KATOIWICE, Smak:
Falt T2 15 7 53
KIELCE, Warpamer;
Taf: 4N SITATHE

Bk 0048 12
KRAKCWY, brgerium Gaer:
Sk AR S461 1b8511
KRAKCHY, Sklig Smok:
Bek (4R 12 2118110
KRAKCAW, Valkiria-shelp:
ek O B ARERLR
BRAKC, Wainales inn:

Ted ML S IER

LEGMICA, Skilp Feniks:
ek A3z i

LOHOT, Dia-1a
Tek 3334 &3 GEETHED

LOHOT, Strategia Ceurum Cier:

Tek 9920 TEANEIN

LLIBLIM, Krry
Tek 4453 HI LTHTRY
LLIRLIN, Majsterkbpha:
Tek @843 01 T2I7EHE
CIPCALE, HAME Compers 11:
Tek 3838 77 £23741)
CETRON WIRKOPLEL Ceatrum Gier Areaic
Tk #940 #82077ETT
PILCHOWYICE, Imperatar FF:
Tok #40 SK22501
POZNAN, Bard:
Tek B48 &} BEIN153
POZNAN, Bitewninki;
Tek i &1 BVITI15
POENAN, Clvwarkshon;
Tek: BE48 SOHITYIRS
PUINAN, Wilreks
Tek $841 ST1E3 16T
PRICIYMA, Red Soorpisn:
Tak: §E12 TAIEIZG
AL, Wargamer:
Tel: B8 SA15EITN

, WAW Sefp Modelandd Hobley:
Tel: §17 45 24 101
SIEMIANOWICL, Jaga 1L
Tol: 41 12 3
SWIDHIE, Manalith boome
Tel: B4R SAVSITT
SWIEBLHOZIM, Crempinmic
Tol: BT SHE11ET
STCTECIN, Femix;
Tel: BB EAH14TIS
SECTECIM, ¥esi:
Tel: BB 12 S111TET
STCTECIN, Warlord:
Tel: BB U1 ABETIDE
TORUM, Sklep Papiemicey

Ted: DB Sk &5 S.E-

mas:.-.w.-. (.hul Wue City;

Tol: B8 11 TH17RIT

WARSZAWA, Gamal CF Skorosae;

Tel: G4 12 101755

WARSZAWA, Graal Galeria Mokotre:
Tel: BB 22 5413310

WARSIAWA, B

Tel: il 12 R1A00T

WARSZAWA, Komlkslandix

Tehi DGR 13 &541050

ARSI, Ml Do | Cheratn
Teki 0008 11 NEA%17 ¢ D04 314413710
WARSTAWA, Marion:

Tt D4 13 434 100

WARSTAWA, Panda Zahawkii

Teli 00 11 B3EsG1

WARETLN mrIMuwt
Ty DN T
WARETZAWA, 5%

Tl (40 13 B3RN0

WARSZAWA, Sklep Superserie;

Tolt (640 B B0 TEE

WARSTAW, Shladnica Hascesrsha SKAITE
Telt a4 32 41301 15

WARSTAWA, Tralfic Clab:

Teli M 1T GREITIT

WARSZAWA, Wargamer Cemiraly
Felt N THETAET

WARSZAWA, Wargames UH Hemaren:
Tilt A THESTRTA]

WARSTAWA, Wargamicr CH Targowek:
Tiely (3R TRERTA AT

TRARS LAY, Wasizanilie Condram Moteankie

Tl (NMEE T3 RS AT

WROCLAMY,
Fek A T Lisand
WROCLAW, Enblama Wiockiwska:
[ A

WROCLAW, Gamies B L
e T

WROCLAMY,

Pt

WROCLAW, Pracowiiia Fanlastycona!
Tk 6 T 15404

WROCLAMY, Smiok:

B 1hk 16 15

ZRELOMA GORA, Level

Tel (M BOEELR G

TYWIEC, Maodel-Fase

el 1AL ERANOTERIR

ALCARIDECHE, CascaPres:
Wk + 358 310 400 500
EAR'C.'NEL 5. Iu.ih. Drecta
Tek +150 24 XA 247
ERICEIRA, Tahacarin O
Frk +358 THE 361 5T
LARAMIEIRCY, Discorurapic:
ek +350 202 508 380

LIS, Frac:

ek +358 2P0 304 P

LSO, Homwm Arak

Tek £ 380 201 &28 30

Tek <357 20107 250

LISEOA, Fures ¢ Compahie:

Tk £330 207 TA8 T

LISAOA, Revha & Vascancelis - Deifaik
ek +080 2ENADLINT

LISEOA, Sede li:- Tabacarias:

ek £ 280 207 222
MIRAFLORES,
ek 151 254 B4 S

PAIVAS, Brinca Brincanide
Trk 151 252 254 341

PALMELA, Devir Livraria, Lda:
Tek +151 202 118 48

POIRTE, Lofas Arenac

Tk #1391 222 991 J0E

Riscos ¢ Rabicok




SIKES, Galrria AT:
Tek +151 365 £17 411
TELHEIRAS, Tabal:
ek +151 397 16450
TOMERES VEDIRAS, Papelaria Unido:

Tl #7150 344 04 diE

BUCHAREST, Habby Games:
Td: 001 40 31 1331 431

RUSSIA —
KRASROHIAR, Alepris-fop (South];

Ted: TrERAZAIINT

MIREE, Valabaninich enl:
Ted: DO G021
FAINSE, Valakanoeich enl;
Tek SEROT hrsy
MOSOOMW, Alepris:
Tel «Fdmmtic war
MOSOOW, Alkepris:
Tel + XU ET Gad
MOSCOW, Alepris:
Tel 04 W GG
MOSCOW, Club Th:
TRk + TR0 ]

MOSCOW, Deeiskiy Mir:
= 1391 1331

T3
'-'IUSI.UW Dretskiy Mir:
Tel: 4THASITET 8511
MOS0, Drelskiy Mir
Tel: 471228 BEAT
MOARCOW, Delskiy Mir
Tel: +7PAISFIIE 2653

AOSOOA, Delskiy Mir

Tel: +THRISISSE A7

RSN, Lht'lshr Mir:

Ted: ATALAI4DT 42

PACERCONY, HuHrr and Tableing Games:
2

Tel: +piean
e lh Ceening

Tl FraSErmE 2147

i % Hol,

Tel, +TiASeAY B e

MOS0OMW, Urhin Juice;

Tel +TTdtRTAE ol

PDS00NW, Wenidiral Werld:

Tk <TTABGITGR Lat] +103

PAMELISK, Ma Styke Mirey:

Tek G4BEH GRARETR

POYOSIBIRSE, loehiiser:

Tk HHE TR iuided

SARATOY, Dty Mir:

Brk &4 SAH

ST PETERSHURG, Art-Minlatuncs:

Fet: 471121600 1295

TARBON, Hobby and tgrushic

Pl 0075 2720611

RELGRAIN, ANET Hobbysiorer
Tl 01 3091 11 3612 32%

BFll'I‘.'lBi EXIT Hobdsy ston;
Tl DNGEAT 11 B2 70 57
EELGRADE, White Dirigan:
Tell B ) BRI

MOV SAD, Dia

Ted: B0 181 11 635 J40a

PHOA ] SATT Valhala;
Tel- 88 301 T1A0810E

TREMIAMIN, Takeda:

Tel B8 101 Ta8a47)

SINWDRE, Cormics Mart

Tek il

FINCA.PDRE. Conics Mart FTE Lid:
ek GRTE W

SINGAPORE, Comics Marl FTE Lid
Tk 45 LT 1751

HNCAPORE, Forpewnrks Huobbies:
Tk &5 I'MI'E'JF

SINGAPORE, Paradizm Infinitum P Lid
Tk 65 BALLTT

Sl.l'll[ll E
RRI-'I'PSIA\'* H-l:ldmmm

Tel: 471 2 524 27 07
o SR

BWAARN,
Tel: 44TOR548Y
EOSICE, Deaco;
Til: 4 T IMAST] TN TG
SPISSKA HOAA VIS, War Gamieg:
Tel: sadiarEaEanag

I.Elirﬂ: ERp
uLluuh.-. fxlu]uh“r

Tel #8165 91130

B i iom
SDUTH AFRICA

BELYILLE, The Baps asd M Hably
Tk OMI27 2 W14 RS

BLOEMFONTEIN, The Garres Dungeon:
Tol: (N7 7% BG1 8400

CAPETOMWN, Pastises Retail:

Tal: ONEET Z0 421 3981

CAPETDMATY, Wizank Baoks and Game
Tol: OOCT X1 6B3 #1600

CRAMGHALL, CefberWorkd Games:
Tal: 011 310 780

OOKINGKLOOK, Batile Panet

'DLIRMN 'l'he Huhl:rf Specialists

Ved: BT 11 ShE M
0, Slavters Toy Magic:

Ted) B2T B3 2 II
CAUTENG, The IJIultrp;rmn:k
Tel 437 11 745 Hde
HJH-'I.NNEBL'HG Esswin Rulaik
Tek 8817

IL!H: l:hhr Limi b fobuerailaig:
Lo

OMANSESELAG, Duser Linits Freais:
Tek $927 §2 362 4l

FEIHANPESHURG, Wizasds Book ap Curresc
ek 427 1] A0 9250

JEVHLAPANESIILIRE, Wasfair:

ek 27 @2 &3] 1353

| ANMESBLIBG SO0LTH, Dragars: Den:
Bk U7 11 43T 19

MEMLYH, Top CI:

Pk 0027 1% 351 111

PIETERMARITZELRG, Cames Direct;
Tk +17 11 342 W0

RUSTEMBLRG, Wartry:

Tal: (N02T TX W10 kb

LIMLAMIA, The Huhi sl
Tat: um‘:lﬁ'mun.u sin i

SOUTH NBRER ol
PR, Oirclown) T
Tek: B2 AET 5548

SWEDEN

OW GOTERCHEG:
firstiwiogganen 12, 411 87,
Tel: B 131898

AT T2
Li.Tﬁ..I'!I_,:ipd & Fantasi:

PR E

T 6

@:.lm Frisfpndel:
el R e 07

ARVIKA, Bakia:
Tk 578 EHEd
AVESTA, ¥rga Yidii
Tl (260170
ESKILSTL™A, Lagses Leksaker:
Tak 014 |I-\.|l11.-.r
FALKEMBERT, Lekoenter:
T D000 )
JEIT!L.‘\ H'lllll.llnbhr
ol L0710

h-tl'Lh Ilubhdnpm'

Tal: DIE-16 £ 1

GETERELG, Tows Leksaker & Hobby:

Tel: 111438401
GOTERDRG, Wirsrd Games
Tel: 43131 43 51
HALMSTAD, Likienier;

Teb #1515 40 7
HUDDIMGE, Mlﬂ Lek & Hohbey:
Tel SL-480 2kt

Lek & Hobibry:
Tek 4488-34717
KARLSKROMA, Leksakabiisen:
Tok 43534881
M'IHINEH:I.“ Camie Maniacs:
Tot
H.lRUNﬁ Lekhuut Lekia:

Tok FIN-125 4
KLSGSRACKA, Lek & Hohlry:
Frk 03021411
LAHOLAM, Lekiz:

Tk 023010051
mkﬁplhﬂ, Game Manjacs

IrUNf..l’!' Lekman;

Tk G- By

LLLEA, Barriisn Han:

Telt oL FITRER

LULEA, locus:

Tol: (SG0-FR94

LUND, Sl Chmmistongis
i

Ted: febin ] -ITHIG

LLIMD, Unispel;

Tek B4I-283 §112

MALAIS, Hiirean i Limbamm

Tek 041167320

MALM, Spel pd Djsknegatan:

Tek B4B.170410

hl'ltﬁkr.lf"lhfv Hubbyhiirsan;

Tek nR11631m0

KOPIRG, Likhuset:
i

K NG, Laka TW-gpel:
Faft 015 TR0

HYMASHAMMN, A Leksalcr
Tol: 01530 11315

DEMIMGE, H [c=3

Tol: (-7 1525 b

PITEA, Bamere His:

Tal: 001-1 16

SALA, Hons Leksaken

Tel: B4 "lu

SKELLEFTEA, |egomd:

Tel: £91-01 35 02

SKEWVIME, Partag

Tel: B510-724 7

STOCKHELM, Arcane pid Hagagalas:
Tek BE-1 23 22

STOCKEEM, lirin Hiigraleee
Tek 48745 1148

STCCKHOLM, Dragoms Lais
Tek 98-E84 KD 3E

STOCKHOLM, Happics Harmarky Sintad:
Tek A8-A21445m

STOCKHORM, Inspere M

Tek ALABE %4

STROWASTAD, Kjells Lek & Hohlry:
Teh 0524100

SUNDEVALL, Orien Spel:

Tl 040,655 947

TROLLHATTAM, Hobbyhiirnan:
Tah 032851161

TUMEA, Lebksakikungen:

Telt (50 A0 0

UMEX, Incrade:

Tal: (FR0. 13k S

LIEMOEVALLA, Clkes Lebsakior:
Tel: (2 ARSI

LIFPLARIDS W'.’Sﬂ'l’ arnens ik
Tel: D2 090

LIPPSALA, ﬁnmlx

Tid: B1H-1091 58

VARRFEG, Fyndmapasinet:

Tel: BELLETAISE

VILAMEERY, Erin Vimmerlny;
Tel G810

VISBY, Lekslugan:

Tel HSRLT] S0 4D

VISBY, 5k i

Tek g TR

VALLINGEY, Inspire M

Tel AB.185 hi

VASTERAS, Feiberhusdi:

Tek 43140 4141

VASTERVIEK, Leksboganc

Tek G161

whad, 11;4%:: Hila:

Trk Q4701

YETALY, Ty Spelshadrman:

Trk 311-ELEED

AMGELHOLM, Lekmksmagazinet:
frk 031512150

ORE HD Bilﬁ Famzball:
Tl

(4} S-IJND.. Huobbybadee
Tel: B15-01110

EARSH Tiwys Cat:
Tk <BEE T 42D
EACHESPLING, IJWurPs Crldmibne:
Tek <8B4 7 Z3MMLT

TARFEL, Akmigams

Tek 006

TAIFEL, Car

Tk s485 5 Hbati

J—
THAILAND
HANG CHAK, Eatshefindd Eanphol:

ek f 747 %67
BAMGEOK, Fanlada (T8 Torpsl;
L

Tk bl 877101

UKBAINE -

DNEFROFETROVEE, Gollisc
Tl (AR
DNEFROFETROVEE, Modlist:
Toli (81MEGTISiE 5
DOMNETSE, Showy:
Tal: BIMPEH T 5300
AREIY, Aladdin:
Tel: HIBESTITIE 7700
KIEY, Budinok Igmhnh
Tal: B 34 57 WIS
F.1L1.' I.Iudlmﬂ Igrashek:

LE:

13
l“l'l' |'lln‘|-d= Igmuh:k
Tek 99 311 2 106 130
KIEY, Budimsk Iprashek:
Tek 90 11 4 407 671
KBEY, Glamar Hall;
Tek BIEINaA;

KEEY, Miode|
Tk AT 4842
KIEY, Mtioxdurl
fk N 2442

KIEY, Tiry ¢
Tl NI
KIEY, Tory Slory:
Telt (NOIATSEAAT TA05
KIEY, Tiry Slory:
Telt UMM S0
KIEY, Ty Slory:
Tal: COTBIN 4417 2a42
KIEY, oyland:
Tel: DRTR4I5T 50t
{E‘fn‘ Hohby Warld:
Tel: DETBIBELITES 1091
LEVIN, Toy Story:
tek: BTRIB 131 Fa
X waril;
Tek: HIDBANIES 3377
SEVASTONOIL, Arcamum Store & Cheby
Tel: HIRANIS S376

DROEHYE, Warkastines TF:
Ted #ANRETI PR I|l|||

UNITED ARAB EMIRATES [y

DFLIBAL Biskips Tradisg:

Tek AT LSS RECATE

hobby need.

Games Workshop Independent Stockists
are official sellers of Games Workshop
games and hobby products.
IN YOUR LOCAL AREA

With ower 2,000 locations worldwide there is never a stockist
very far away, making them perfect for that quick resupply or

MOST POPLULAR STOCK LINES
Independent Stockists stock our most popular products, so vou're
more |ikely to find exactly what vou're looking for!

IM THIS DIRECTORY

Games Workshop products are sold by a large number of
shops in many different countries across the world.

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

AROUND THE WORLD
If you're unsure where your nearest stockist is located, anywhere
in the world, call Customer Services on: +44

() 115 97 40000

Games Workshop Premium Stores are a select group
of independent retailers located across the UK and
Europe that offer a ‘complete hobby experience’,
more akin to a GW Hobby Centre than a traditional
independent stockist.

* Premium Stores offer a wide range of GW products.

= They also offer a Mail Order service giving you
access to the entire Games Workshop range.

= The knowledgeable staff of these stares offer
painting and modelling lessons and can help devise
killer tactics for your armies.

= Premium Stores also have a number of gaming
tables to hold in-store tournaments, bespoke mega
hattles or general open-play gaming

Check out the list below to find your local stockist!

PREMIUM STORES

If your are an independeat retailer and you think you could be our nexd Premium Store, then why not give us a call?

FOR MORE INFORMATION, CALL: 08700 134411

www.games-workshop.com 117



Every product in our ever-expanding range is available to order,
and ordering them directly from Games Workshop ensures that
you get exactly what you want, when you need it.

ou can order ANY current Games
Waorkshop product, including our
Collectors Range, Bitz Packs, Specialist

place an order for the latest Bitz Pack or
simply pre-order the latest miniatures,
ordering directly from Games Workshop is

Wherever you see fhis
symbal, that prodect is aoly
available to order. This pape
has detalls on how to get

quick and convenient. There are three main
ways to get your hands on the latest products,

Faelol 18

¥ Games range and models that are exclusively
Vg ‘available to order’. Whether you want to

Our online store offers a fast and convenient service that allows you to order
anything from our entire range, and have it delivered straight to your door. Games
Workshop online ensures that your order is just a click away, 24-7!

* Register for the Games Workshop website to gain personal recommendations, store
products in your personal Gift List, save your favourite articles, access to the White
Dwarf archive, receive your free monthly newsletter, and mare.

= We aim to despatch all orders within 24 hours, straight to your door, or FREE to
the Hobby Centre of your choice.

www.games-workshop.com

) HOBBY CENTRES

All of our Hobby Cenlres carry a large range of products, but there simply isn't
enough space Lo stock the entire GW range — which is why we now offer web order
points in all of our stores,

» The benefit of ordering in-store is that our expert store staff are on hand to advise
you on your purchases,

» Don't forget — whether you order your miniatures'from the in-store order point, or
directly from our website, you can still choose to have them delivered to your
local Hobby Centre free of charge!

See page 113 for the Store Directory

Games Workshop has a vast number of independent stockists across the globe who
carry our most popular ranges. Some of these are Premium Stores, who offer a
greater range of services and can place orders for you from our catalogue.

» To find a Premium Store near you that carries the entire GW range, just call our
Customer Services team on +44 (0115 91 40000, or log onto
www.games-workshop.com

See page 113 for the Directory
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The Blood Angels and their Successor
Chapters are revered across the
Imperium. Their long and illustrious
history has given rise to many heroes who
have followed in the footsteps of
Sanguinius himself — champions such as
Captain Tycho, Brother Corbulo and the
mysterious Sanguinor. On this page you'll
find these legends as well as a few of the
Chapter's unsung heroes — all are
exclusively available to order from the
Games Workshop website,

The Sanguinor, Exemplar of the Host

B0ROTOT453
,  ERRFO, EIF 0 1 RSk Mikrnks Gilef

Brother-Captain Tycho Blood Angels Vanguard Brother Corbulo Blood Rngels
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< Champions of Chaos On Sale February 19th

Sculpted by Jes Goodwin back in the mists of time, these Use them to lead your regiments as Chaos Champions or
venerable and iconic metal miniatures make great even as more important members of your force, such as
characterful additions to your Warriors of Chaos army. an Exalted Hero or even a mighty Chaos Lord,
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DIREGT DEBIT
SUBSGRIPTIONS

Get your first 3 issues for only £9!

A saving of more than 60% off the cover price. Hereafter your subscription will be Just £9 every 3 months

* This means you get a FREE issue every
three months

* It is the cheapest way to get White Dwarf

* Get access to the exclusive subscriber
model every year. Check out this year's
‘Ancestor One’ below!

* Receive exclusive subscriber offers, like
seminars and early tickets for Games Day

» Most importantly, it guarantees you never
miss another issue!
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“Ancestor One’ is the 2017 exclusive
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[ § would like to pay by Direct Debit I would ke 1o subscribe to White Dwarf beginning with issue: WD ][]
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NEXT MONTH:

ON SALE FEBRUARY 26TH
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Confirmed kills (potconfinmed]:

Blood Angels Stormraven desigrited
Wingrs of Fury a5 seen during the war
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