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THE ONE
RULEBOOK

NEW DEFINITIVE RULEBOOK FOR THE LORD OF THE RINGS GAME!

he Lord of the Rings strategy
T battle game rules will soon be
compiled together and
released as one definitive volume.
The new The Lord of the Rings
rulebook will have all the rules from
the Return of the King and all of The
Lord of the Rings supplements too,
most notably the siege rules from
Siege of Gondor and the rules for
Mamakil from The Battle of Pelennor
Fields. “The rules are basically
staying the same,” says Mat Ward,
one of the The Lord of the Rings
design team behind the book.
“Though there’ll be some minor
changes.”

Unlike the previous incarnation of
the book, profiles are organised
according to race and region,
divided into Heroes and Warriors
respectively. So, if you want to build
a themed force, all the relevant
models are in the same place. The
book also has some new material,
and a few of the established profiles

A resin version of the new, plastic Cave

Troll you,get in the game.

2 THE NEWS

have been tweaked slightly. “It really
pulls everything together,” Mat says
of the weighty volume, which is
hardbacked and boasts a sizable
hobby section.

The scenarios in the book are
general battle games, and so
consequently those scenarios found
in the old rulebooks tied into the
three separate movies aren’t
included. They will however, make a
welcome appearance elsewhere...

THE FELLOWSHIP

QAUES
WORKSHOP
(

OF THE RING

This book is not to be confused with
the old rulebook of the same name.
First of all, it's completely different
and secondly, it's not a rulebook.
The Fellowship of the Ring is the
first in a series of books that allows
The Lord of the Rings players to
embark on a journey through the
narrative of The Lord of the Rings; in
this case the events that take place

“This book shows you how to do
gverything,” Mat explains. There are
sections on painting, colour
schemes, building scenery and
more. It's very much a hobby
journey, which features around 18
scenarios themed around The
Fellowship of the Ring.

“Eight of the scenarios are new,”

attacking the Fellowship in the
shadow of Caradhras and the
dramatic flight out of Moria.”

The idea is to play through the
scenarios in order, developing your
hobby skills and model collection as
you progress. “By the end of it
you've not just played through the
story, you've got a painted group of

in The Fellowship of the Ring.
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Mat tells us, “such as the Wargs

models and scenery,” says Mat.

ENTER THE MINES OF MORIA

Follow in the footsteps of the Fellowship with a
new boxed game for The Lord of the Rings. The
Mines of Moria is a self-contained version of
the strategy battle game that includes
everything you need to play in one box. It's

o’ packed full of models all gamers will want. A

\

»

new Fellowship (all nine in plastic for the first
time), a Cave Troll, a horde of Moria Goblins

- and Moria-themed scenery — Balin’s tomb,

. stone pillars, a well and more, are all within.
<

There are two hooks in the box, the first of

which is a 112-page rules manual, containing
the same full rules for playing the game as in
the hardback rulebook. Whilst it lacks the big

_ rulebook’s huge profile and hobby section, the

v smaller format full colour rulebook contains all
" the profiles and special rules for the characters

. featured in The Mines of Moria scenarios.

Players will find this manual a practical rules
! reference to keep in their model cases, ideal for
taking to clubs, friend’s houses and

g tournaments.

&

The second book is a 32-page booklet,

containing four scenarios. “These follow the
Fellowship’s journey through Moria and end in
the battle at Balin’s tomb,” says Adam Troke,
part of the team behind the new game.

It's this booklet that makes the game perfect for
those wanting to start the hobby. The 32-page
booklet is an invaluable introduction, covering
all of the basic rules as it takes you step by
step through the The Lord of the Rings strategy
battle game.

“Each new scenario introduces a new aspect of
gameplay. For example, the first one deals with
moving and shooting, then combat is covered
and so on until you're playing the game with
the basic The Lord of the Rings rules,” explains
Adam. “It's the ideal stepping stone to the full
The Lord of the Rings game.”

Fans of The Lord of the Rings new and old
should keep their eyes on White Dwarf and on
the web, as both will be producing loads of new
and exciting material to support the boxed and
book versions of the game.
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“They’re scary Elves,” says Mat
Ward of the Wild Riders, a new
cavalry unit in the forthcoming
Wood Elves army book. “They're
Orion’s equerries who defend the
King's Glade when he dies in
winter,” Mat, co-author of the new
army book along with Anthony
Reynolds, explains.

The Wild Riders are those Wood
Elves who accompany Orion when
he goes on the Wild Hunt, although
they do so in response to a primal
call rather than through any sense
of duty. This experience changes
them and they become almost
otherworldly — Mat describes them
as “not entirely Elves.”

THE NEWS THE NEws‘

THE BOWL GETS NEW BLOOD

Extra, exira! Spike magazine brings you exclusive shois of the latest
signings for the Reikland Reavers!

Last month we brought you the latest Human team for Blood Bowl. Due
to some problems with the player transfer window we were unable to
show you the complete team and the Linemen were omitted. But we've
now managed to get our hands on them and here they are.

You can order these models from the Online Store at:
www.games-workshop.co.uk/store
Also, for a plethora of Blood Bow articles and models, log on to:

www.games-workshop.co.uk/bloodbowl

" Running fiom Juneito Novemberihise =
i yearis theifirsteverall=lreland e
' totirnament for Warhammerand

~ Warhammer 40.000!

* There\will be'six regional heats inithe

| ‘cities listed below. Each heat will take

* (heiform ofia one-day eventwhere
players willihatile itoutfordiplaceiin

 the all-lreland finals, tolbe held early.

| - riextyear. iy

| Limerick: 26t June hosted by The
| Gathering (061/315138).

 Duhlin: 10th July Hosted by/Nimble
_, ‘Fingers (01 2880788). :

' Gork: 7th August hosted by Other
: RGE‘HFHS'»(O?T 4222224),

. Bangor: 14th August hosted by
Replay Games (028/91452210):

‘ ‘Galw'ay: .23rd Octoberhostea’by
. ‘ModelWorld (091 765655).

Waterford: 20th November hosted'by.
| Hobby Shop (051 852227).

This is the biggest.gaming event
Irelandifas ever'seen; with peaple from*
 alliover the country faking part in'over
. 600 games to:decide Who'are the best
Warhammer 40,000/and Wathammer
players on the gaming circuit.

& Tum to page 120 and efieck outthe
| Events Diary:formore lournaments and
* events to test your battlefieldiskills:

FRONTIER: BLOOD
ON'THE PLAINS
Load tpyoUrrifle and git on yer

DEFENDERS OF THE KING

On the tabletop the unit sits in
a kind of middle-ground
between heavy and light
cavalry, in that they are
hard-hitting but don’t
have as good an Armour
save as fully-tooled up
knights, but they are
classed as Fast Cavalry.
So, enemies of the Wood
Elves beware, the horn of
Kurnous echoes in Athel
Loren and the Wild Riders
heed its call.

One of the three rank and file
Wild Riders. There is also a
Champion, Standard Bearer

and Musican for this unit.

£

i horsey! Frontier: Bloogionithe Rlains is
" e brand!new!stipplementifor
‘Warhammer Historicalls awesome
* Legend of the 0ld West game.

- Plavers can now expand theirpesse
\With new rles; optigns; equipment;
' scenarios and'much, much more: This
| roofin, tootm stipplement isipacked
. Wwith'stunning artwork {see the coverart =
be!ow) andiphotos:

WWW. wamammer-histnrlcal co.uk’

www.games-workshop.co.uk/news 3
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N EW GAM I N G c E N T RE - Avast me hearties and shiver me 4
timbers, there be a veritable 3
cache of hidden treasure on the
. Online Store for the dread ]
Zombie Pirates. Yar; to coincide

- with last month’s army list for !

The new Games Workshop Gaming read the follow-up to this on page staged at the Gaming Centre in - these scurvy dogs, the Onling
Centre is now open. Situated a mere  118). Rik on the other hand wasn't future. With so many tables the Store put together a list of j
five minutes walk from Meadowhall,  so lucky. His Blood Raven army was  capacity for gaming is vast and you components for converting yer
the Gaming Centre held a right royal  severely beaten by some brutal can always be sure you'll get a - own band o’ swabs.
opening when White Dwarf’s Paul Khorne Berserkers. game. For anyone who wants to |
Rudge and the web’s Rik Turner chill out, there’s also a large area There be more components than
descended upon it. Whether winning or losing, the with comfortable chairs to relax in you'll find in any dead man’s
gamers packed out the expansive and a painting zone too. | chest I'll wager, or I'll walk the
| As part of Games Workshop’s Gaming Centre, which is adorned | plank. So, log on and for a few
| mammoth 30th anniversary with huge and impressive Space For further details about the Gaming pieces of eight you can wage
| celebrations, Rudgie and Rik took Marine Chapter Banners. Centre, including how to get there war on the living and send them
| their armies and did battle against and some of the forthcoming events f to the watery deep...
| hordes of gamers who had gathered  The grand opening was a mere at the site, turn to page 120 of the g
Il there to meet them. They couldn’t sample of the events that will be Events Diary. For a full list of components that
il have chosen a better venue, as with covers all the units and
20 varied gaming tables, the characters available in a Zombie

dynamic duo were spoilt for choice.  Pirates list, even including such
challenging conversions as
‘Queen Bess, check out the

following link:

So in the heady conditions of the
buzzing Gaming Gentre battle did
commence. A special “Challenge
Rudgie” event was immediatly set-
up, as the Scorpion of Harad
himself took on all-comers with his
The Lord of the Rings army. Could
anyone stop that M{imak? Manager
Rob Bastow even had unique
certificates printed to award to
anyone mighty enough to topple
the indestructable Rudge.

. Www.games-workshop.co.uk/
3 zombiepirates

s,

Rudgie took on many foes with his
Harad horde but despite several
brave efforts, remained undefeated
throughout the day and not a single | MR N

certificate was awarded! (You can Battle commences at the Gaming Centre.

BIZZARE TALLARN
BEASTS SIGHTED

The latest release from the foundries
of Forge World are something a little
different. Striding across the
oppressive, sun-baked dunes of
Imperial desert planets come the
Tallarn Mukaali Rough Riders.

e

.

These hulking Xenos creatures are
well adapted to operating in arid
environments and rules for them
will appear in Imperial Armour
Volume 3, where they will be an
upgrade for Tallarn Rough

Riders.

The models, sculpted by Mark
Bedford and Simon Egan, would
make an unusual and
interesting addition to any
Imperial Guard army.

The Mukaali riders are well equipped to deal
with hazardous conditions, possessing sand-
proof gear afid numerous supply packs.

R E o P e N S

4 THE NEWS




CALLING ALL GAMES
WORKSHOP ARTISTS

For the attention of all Games Workshop artists, past and present. We
are trying to contact a number of you so we can return your work, work
that is currently sat in our archive. Basically, we’d like you to come and
get it! Please consult the list below and if your name appears, contact
Archive Manager Sharon Cooke on sharonc@games-workshop.co.uk
or 0115 916 8320 to discuss how to get your work.

The deadline for replies is:
Friday 29th July

If you do not make contact by this point, we will assume that you do
not want your work back.

Tony Ackland Carlos Ezquerra Bob Naismith

Chris Baker Angus Fieldhouse Russ Nicolson

Nick Bibby Jon Gletoran Kevin 0’Neil

Paul Bonner Paul Green Martin Perrott

Christopher Bristow Des Hanley Dave Pugh

Tim Brunt Gary Harrod John Sibbick

Paul Gampbell Kevin Hopgood Jamie Simms

Gary Chalk Tony Hough Paul Smith

Richard Gobbold Colin Howard Duncan Storr

Nick Coleman Steve Huiton Phil Stouin

Mark Gordory Tony Hynes Steve Tappin : : .

Mark Craven Pete Knifton Bill Thornhill ARE@",;ER 2B TA'.ES OF ADVENTURE
Carl Critchlow Robert Lingwood Kevin Walker ! 3 AN ER (IS \Wa

Simon Croslate Tony Masero Don Wazejewski ' » 3 ﬂ»v \ fhlsg!cvkl LE!;%SKH!EIFEMQ
;'.'I'l' g""v “m I_Vlall\;lmll(er ‘&93%‘{\“9”" This month sees the release of new Necromunda series continues
Brett Ewins R Mohr sourcebook on the Empire for Kal Jerico, the coolest bounty hunter

ONLINE NEWS

TURMOIL GRIPS MIDDLE-
EARTH IN THE WAR OF
THE RING™

In this time of conflict will you sit
idly by while Middle-earth falls to
the Forces of Darkness or is
conquered once and for all by the
Free Peoples? You can make the
difference! Play games of The
Lord of the Rings at home, in our
Hobby Centres or in your clubs
and report your results on the
campaign website.

www.thewarofthering.co.uk

GET MORE NEWS
EVERY WEEK

Every seven days the web team
makes sure you get the latest
news from Games Workshop;
new articles for your chosen
game; a comprehensive
newsletter delivered to your
inbox; events, Hobby Centre,

Independent Stockists, Direct and
community updates; not to
mention Sneak Peeks and the
gver-popular Poll of the Week. To
get all this and more, visit:

www.games-workshop.co.uk
/news

www.games-workshop.co.uk
finquisitornewsletter

WD WALLPAPER NO.3
Reason number three to visit the
White Dwarf section of the Games
Workshop website — more
Grombrindal bad guy bashing
with wallpaper number 3 of 13 for
your computer!

www.games-workshop.co.uk/
whitedwarf

See page 143 for more UK web
team news and links.

T T e D P T N N S R

Warhammer Fantasy Roleplay.

Along with the Old World Armoury
(complete equipment and trappings
guide for Games Masters and
players alike!), the adventure truly
begins with Paths of the Damned
Part One: Ashes of Middenheim.
Set after the cataclysmic Storm of
Chaos campaign, the adventurers
must pick through the wreckage to
uncover a dark plot that will lead
them through the shadows of some
of the biggest cities in the Empire.

www.blackindustries.com

in the underhive, is getting his very
own novel!

Also available: Dan Abnett's aerial
combat classic Double Eagle
divebombs its way into paperback,
Graham McNeill turns his twisted
vision on the Warhammer world
with the collected Ambassador
Chronicles and those loveable
rogues Florin and Lorenzo (The
Burning Shore, Wild Kingdoms) are
back and in a whole world of trouble
in Savage City.

www.blpublishing.com

www.games-workshop.co.uk/news 5
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TEAM

Guy: Wotcha
chaps, been a
busy month
here at the
hold. Plenty
going on, and
that means lots
of GAMING!
Guy Haley I've been told
that my self-deprecatory humour
regarding my numerous defeats
(vou mean whining — Guy. Shut it
you! | fear that may be the Goblin in

i my head) has been doing myself a

disservice, so this month I'm going
to tell you why | am THE KING OF
THE GOBLINS! (Though don't tell
Grombrindal, he’ll cut my head off).

THE GOBLIN KING

(Not David Bowig)

I've been playing Warhammer for 21
years, since the first edition, in fact.
That's a long time. I've dallied with
other armies, but if I'm honest, for
me a large part of the hobby is
painting innumerable tiny creatures
green. I'm on my fourth Orc and

| Goblin army now — Number one was
- all Orcs with metal bases, number
two was Orcs and Common Goblins

DWARF

that lost endlessly to Wood Elves,
Number three a beardy combination
of Night Goblins and Savage Orcs,
and number four, the one I'm
working on now, is Common Goblins
and Orcs with a cavalry twist. None
of these armies are ever finished, by
the way. They just sort of blend into
one another, with some older
models making the new force, some
not. It's a never-ending task, painting
Greenskins. I'm like Sisyphus, only |
get to endlessly push a fat Gobbo up
a hill, paintbrush clamped firmly in
my teeth, rather than a rock. And |
don't care when it rolls back down.

It's always Goblins, not Orcs, that
float my boat. Sure, you've got to
have a few of the big guys, but only
so the little greenies can show them
up. I suppose | like Goblins so much
because | have a lot in common with
them, they’re tiny, querulous, and
mean. Just like me! Heck, | even
look like a Goblin.

So they don’t always win - okay,
they often lose — but the look on
your opponent’s face when his entire
army is wiped out by a bunch of

| Three generations of Goblins from the second, third and fourth incarnations
! i respectively of Guy's army.

THE
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marauding Wolf Riders is the
sweetest of nectars, and it happens
often enough to make me happy.

Just like what happened to Paul

Sawyer’s Kazad Bolg Expeditionary
Force last time | played him, which
brings me on to an announcement.

FAT BLOKE NO MORE

Paul Sawyer has been at the helm of
White Dwarf for many, many years.
So long that he's decided to make a
break for the hills, as toiling at
Grombrindal’s forge can be a pitiless
task, so he’s taken a new job as a
marketing manager. He’s done a lot
for the old longbeard, and all of us
would like to wish him all the best in
his new role.

On a personal note, I'd like to say
thank you to the big fella for easing
me gently into GW and making it as
painless as possible.

That's me done. I'm off to paint
some Goblins.

And yes, | undercoat them brown.

Guy Haley
Editor

Christian: The
end is in sight
for my glorious
Chaos hords.
The Marauder
Horsemen and
the Furies are
half completed
Christian Byrne  and the last
character, a mounted Chaos
Sorcerer, has been finished. Soon |
believe it will be time to strap on my
Warhammer boots and go kick some
Dwarf and Goblin butt. | have had a
few games with Mr Kyme in the
past, but this was with my magic
heavy High EIf army, so most of my
spells bounced off harmlessly. As
for the great Goblin King himself, |
only played against his Empire once,
claiming victory.

| also recently went and visited the
Bromley store with Asger Granerud
(of A Tale of Four Gamers fame) as
part of Games Workshop’s 30th
birthday celebrations. We both had a
good couple of days in the store,
participating in various events that
were being run throughout the day.
So | would like to say thanks to Paul
and the guys from the Bromley store
for putting up with us for two days
whilst running a host of games and
hobby-related events.

That's enough from me then, here is
a picture of my Exalted Champion of
Chaos, lovingly converted from the
Lord of the End times.

Christian’s Chaos Lord is a fearsome sight on the battlefield!




Nick: Recall the
Necromunda
campaign a
couple of
months back?
Well, Foulksey
and | decided to
give it one last
hurrah and play
a final battle between his dreaded
HiveNet gang and my Enforcers, the
Custodians. It was the one chance
for Captain Bastion to avoid his
permanent trip to Stinktown and find
out who would be the monkey boys
in the struggle for the Ironyard.
Armed with his deadly autocannon,
aka ‘The Wheatcutter’, Foulkes
drubbed my two Enforcer squads in
short order, despite me taking down
his leader. Bastion got a one-way
ticket to Stinktown and [ was left to
chow down on some peanuts, my
simian qualities revealed to all.

Nick Kyme

So maybe the Necromundan
Underhive is not for me.
Fortune smiled on the
green grass of the
Warhammer battlefield
though, as | romped home
to another victory in the
Border Princes campaign. |
gave Haley’s Goblins, with
their patented Giant/Wolf
Riders pincer-move combo, a
fat lip as | took to the field with a
Gyrocopter and Anvil of Doom! The
highlight of the game was zapping
his Grobi Shaman as he nipped out
of his unit to spend a penny or
something and | struck him with a
bolt of lightning — yahoo!

To celebrate my current run of good
form with the Dwarfs of Karak Kyme
I've been feverishly painting some
more shooty stuff for my army. So
far I've got an extra Bolt Thrower, a
Cannon, six more Grosshowmen and
an Engineer. My Cannon is shown
opposite, all shiny and new — aww.

Finally, the White Dwarf posse took
to the road recently accompanied by
the likes of the web team and the A
Tale of Four Gamers, err... gamers.

Celebrating Games Workshop’s 30th
birthday (looking good for an old
fella), | together with Messrs Greg
MacGregor and webmeister Owen
Rees ventured to the Cambridge
Games Workshop Gaming Room.
Much fun was had by all — we played
a few games, ran a quiz and
conducted a Q & A section with the
gathered hobbyists. My hat goes off
to the Cambridge gamers — they
were brutal. | received kickings from
both High Elves and Chaos — nasty!

R S A ST TR

Rudgie: As |
write this we
have just
entered April.
An important
time as it's
GW’s 30th
anniversary but
Paul Rudge even more
importantly Alan Shearer has just
announced he’s staying on for
another season at Newcastle!

To help celebrate the 30th
anniversary the web’s Rik Turner
and myself were packed into a small
box and sent to the Sheffield
Gaming and Events Centre (there's
more on this on p118). The
Manager Rob Bastow had a plan for
me, he was going to make me play
games all day! Hard work | know,
but for me the challenge was to take
on all-comers with my 500 points

Every Dwarf army worth its salt should have a cannon or two in its arsenal of
deadly war machines.

Harad army. He even had some A4
certificates made which | was to
sign and present to anyone who
achieved the mammoth (get it?)
task of beating me.

Over the course of the day | played
four games against Vincent
Kirkbright's Elves and Men, Sam
Peterson’s Dol Amroth, James
Hewitt's Ents and Marcijan
Harasymiw’s Gondor. It was great
watching my M{imak squish all who
came near it including a few of my
own Harad. The beast also flattened
Beregond, Prince Imrahil, Boromir,
Faramir and even the ancient
Treebeard. But the highlight of the
day was playing an army consisting
entirely of Ents, rematch James?

So, did | suffer a defeat? Not a | B ave to make.
chance! (See page 118 for more of several versions of a model and be"
Rudgie’s carping — Guy.) - prepared t}qtravél to Nottingham

 [fyotrwishitoihave yourmodels in'th
magazing then we will neg

* pictiresiso weimayasses

 Please make'stire these/are |

o Make sure your work is neatly.
 presented. [fyou pest it itmusth

Greg MacGregor

lots of transports and small units of Fire Warriors to tie up my large
units of Guardians, War Walkers and Seer Council.

Greg: Returning once more to the field of battle, my
Eldar played a quick rematch with Pinyo Gulashart's
Tau recently. (I played Pinyo, who was in our
Necromunda campaign, a couple of months ago.) We
played the Recon mission from the rulebook, and as
Pinyo fancies himself as the next Napoleon (I caught
him reading the Art of War recently) | knew it would
be a tough game. And my wily opponent didn't let me
down. His army was very suited to this scenario with

The first turn was fought at night and this gave my Seer Council and
Black Guardians ample opportunity to get moving across to the other
side of the board. And after some luck with my Saving throws, | had two
units over the other side of the board by Turn 4. Pinyo’s Commander
was dispatched by my tag team of Wraithlord and Avatar, who also

typed. [fiyou e-mail it, please send it
in Microsoft Werd." -

Before sendingranything; make stire:
youiread it throtighiat least once:

Do not send army lists or ideas for
new races. NO'FICTION! Contact th
‘Black Library for t,h'a‘gt.

crushed a Stealth Battlesuit team, while my Seer Council almost wiped
out one of his Devilfish and the accompanying squad. Some shuriken
catapult fire also put paid to another small unit of Fire Warriors who
were camped out in some forested terrain.

Unfortunately | allowed myself to get distracted chasing down his small
units of Fire Warriors in the end. | also had no luck trying to take out his
transports with Witchblades or bright lances. With a random ending
forcing an early finish, the game ended as a draw which was probably a
fair result overall. Despite his army being outnumbered and outgunned
over most of the table, his greater mobility (which is quite something
when you’re playing Eldar) allowed him to reach my deployment zone
much more easily come the final reckoning. Well played, old boy.

| Alternatively you can e-mail Guyat
: guvh@games—wnr_kshop.cu.uk

www.games-workshop.co.uk 7



NEW RELEASES!

THE BEAST AWAKENS

TYRANID CARNIFEX

The Carnifex is a living engine of destruction evolved for use in shock assaults, spaceship boarding actions
and massed battles where it can smash through almost any obstacle, whether it is a defensive line, enemy
tanks or a fortified position. The assault of these creatures is terrifying to behold, a primeval force which
smashes men and vehicles aside like children’s toys.

TTCHRID  coarsLr o Tty C))

at /,
WARHAMMER = ... oo

e S e )

|| This boxed set contains 1 Tyranid Carnifex with multiple construction options. Sculpted by
| Jes Goodwin.
| This model requires assembly.

"TYRANID CARNIFEX....cececrrerssrrsmemsnneni £20.00° Below: Some examples of the many variant
Denmark kr 250.00 Sweden kr 300.00 components you can use to construct your own
Euro € 35.00 Norway  kr 300.00 un/'que Carnifex.

TYRANID BROODLORD

A product of the continual evolution of the Genestealer race, the Broodlord is the
consummate hand-to-hand warrior. Lightning-fast and frighteningly strong, its
diamond-hard claws can rip through adamantium as though it were silk. Swarms
led by Broodlords often precede the main Tyranid advance, infiltrating enemy
positions before launching a devastating assault on the elements of the enemy
most dangerous to the main Tyranid army.

This blister pack contains 1 Tyranid Broodlord, sculpted by Mark Harrison.

These models require assembly.

TYRANID BROODLORD cvocsci s ££9.00
Denmark kr 100.00  Sweden kr 120.00
Euro € 13.00 Norway kr 120.00

SRS BRASS SV s S RS SRV i SO A 2 R NI R 1T

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

Lictors rove ahead of Tyranid ground swarms seeking out pockets of enemy resistance
and native lifeforms to be absorbed. They are intelligent and possess highly developed
sensory organs so they can see, smell, hear and taste their prey long before it becomes
aware of their presence. Stalking Lictors exude a pheromone trail which draws other
Tyranid creatures in their wake. A larger concentration of prey stimulates a stronger
pheromone response and brings a larger group of trailing Tyranids.

This blister pack contains 1 Tyranid Lictor, sculpted by
Mark Harrison.
This model! requires assembly.

TYRANID LICTOR e mnerens 12,000 :
Denmark kr 125.00 Sweden kr 150.00 i
Euro € 17.50 Norway kr 150.00 i

TYRANID ZOANTHROPE

Rare even in the most recent iterations of Tyranid evolution, Zoanthropes are perhaps the
strangest of Tyranid creatures. They are powerful psykers, apparently engineered from
harvested alien life-forms to form living conduits for the focussed power of the Hive Mind. So
extreme is their development that their atrophied bodies and bulbous heads are entirely
energised by psychic force. They can move only by psychically levitating themselves, drifting
across the battlefield to rain bolts of incandescent power on the enemy or relay the synapse
commands of the Hive Mind to lesser beasts.

T e

SR

This blister pack contains 1 Tyranid Zoanthrope, sculpted by Mark Harrison.

This model! requires assembly.

TYRANID ZOANTHROPE ..corvvrsrsesvcrnen£9.00)
Denmark kr 100.00 Sweden kr 120.00
Euro € 13.00 Norway kr120.00

TYRANID RAVENER

Raveners are twisted, snake-like creatures which combine the feared
elements of the Tyranid Warriors’ powerful symbiote weapons with
the unholy speed of Gargoyles and Hormagaunts. Raveners have
evolved the ability to burrow through almost any substance with their
spade-like scything talons. Sensing vibrations, they reappear in a
spray of earth right in front of the enemy position, their thorax-
mounted weapon-symbiotes spitting out death.

This blister pack contains 1 Tyranid Ravener, sculpted by
Mark Harrison.
This model requires assembly.

TYRANID RAVENER...ccr 7,00
Denmark kr 100.00 Sweden kr 120.00
Euro € 13.00 Norway kr 120.00

R AL RS NI R R AR PR

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Gitade! products may be dangerous if used
incorrectly. Prices correct at time of going to press, please contact us for current availability and prices. Prices quoted are for products sold by Games Workshop
through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.
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The Ultramarines have fought the Tyranid swarms since Hive Fleet Behemoth smashed into the realm of Ultramar. To stem the Tyranid tide, Chaplain
Cassius formed an elite cadre of warriors. Known as Tyrannic War Veterans, these new squads are a departure for the Ultramarines, a chapter for whom

such specialisation is almost unheard of. Two factors gave the appropriate weight to the argument for their formation; first, the necessity of having a full
strength Veteran company available, and second, the chapter’s deeply-felt hatred for the Tyranids.

This blister pack contains 2 Tyranid Hunters, sculpted by Felix Paniagua and Seb Perbet.

These models require assembly.

SPACE MARINE TYRANID HUNTERS ..............£6.00
Denmark kr 75.00 Sweden kr 85.00
Euro € 10.00 Norway kr85.00

MODELLING MATERIALS NOW IN TUBS!

The current range of Games Workshop's modelling materials are now available in these handy tubs, and are
ideal for making terrain and basing your miniatures. Simply add a layer of PVA glue over the base and dip it
into the material, tapping it against the side of the tub to reclaim any excess material. The flock and static
grass suit lush green boards while gravel and sand are ideal for desert terrain,

Brand new to the range is Snow Flock, which allows you to create terrain and models that wouldn’t look out of
place in the icy tundra of Kislev or the snowy wastes of Fenris.

Modelling materials now available in tubs (shown below) include Flock, Static Grass, Sand, Gravel and new
Snow Flock.

MODELLING MATERIALS ..o £4.00
Denmark kr 50.00 Sweden kr60.00
Euro € 6.50 Norway kr60.00

Trksarey Cleage

| Mkt gy MODELLING SNOW
Pty NEIGE DE MODELISME

ot MODELLBAUSCHNEE
o, "COUCHES  NIEVE PARA MODELISMO

Sty NEVE SINTETICA
Mgy, N0 STATO A/—-709Y
MINIMUM WEIGHT 18g

— Static Grass

R R T A N N

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used incorrectly. Prices correct
at time of going to press, please contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website,
Ind retailers are responsible for determining their own prices.
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-£1000

kr 150.00
Euro € 17.50 Norway  kr 150.00

FLAT DRYBRUSHES Denmark kr 125,00 Sweden
These Flat Drybrushes are new additions to the Citadel brush range and are ideal for
drybrushing larger miniatures, such as tanks and monsters, and terrain.

7500 Sweden kr85.00
Euro € 10.00 Norway kr85.00

DMV ORI )  CITADEL . 0

T mn o

Large flat drybrush

AN ORUC P ermADEL - ssizesecao RN

Small flat drybrush

SAURUS HERO ON COLD ONE

The Saurus Scar-Veterans are the heroes of the Lizardmen army. They lead the great
cohorts of Saurus Warriors into battle and are tremendously old and powerful fighters.
When sat astride a Cold One, the Scar-Veterans can charge straight into the heart of the
enemy ranks, often accompanying a unit of mounted Saurus Warriors.

This blister pack contains 1 Saurus hero mounted on a Cold One, sculpted by
Aly Morrison.

This model requires assembly.

SAURUS HERO ON COLD ONE .o £9.00

Denmark kr 100.00  Sweden kr 120.00
Euro € 13.00 Norway kr120.00

LIZARDMEN SAURUS ON COLD ONES

One of the spawning types that has become more and more common in the
temple-cities in the last decades is the Saurus Warriors, who come into the
world instinctively knowing how to ride and control the dangerous Cold
Ones. These vicious and dim-witted creatures make powerful mounts for
their riders.

This boxed set contains 8 Lizardmen Saurus on Cold Ones, sculpted by
Aly Morrison and Colin Grayson.
These models require assembly.

N —— =
" [LIZARDMEN SAURUS ON COLD ONES............£18.00/

Denmark kr 225.00 Sweden kr 270.00
Euro € 30.00 Norway kr270.00

i“ > o I;' - ¥
b ‘qlr

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used
incorrectly. Prices correct at time of going to press, please contact us for current availability and prices. Prices quoted are for products sold by Games Workshop www'gumes'wo'kShOP'm'Uk/ store 11
through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.
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i + SPECIAL EDITION MODEL!

MARCO COLUMBO

* Famed explorer Marco Colimbo has travelled far and wide inisearch of strange new lands, glory and

- fortune.. His latestivayage brought him to:the mysterious island of Lustria, where he believed many

- treasures lay undiscovered, waiting ta be plundered. Upon his return to the Old World, rumour of this
strange island and.its bounty spread.to all corners of the land. Ships of all races now sail across the World

Pond, ‘h_np‘in'g"j to reap the gold of treasure of Lustria'tgﬂr themselves. Little do they know of the hidden »

' dangers that lurk there.

e

Dverghe‘S’ﬂmmer, ~diirin§ tlie Conﬂuéﬁ»,uf@lhe NE\_.g,MIu“liid;;‘Emﬁpaign,»you can:get hold of your very own
special. e“ditiun»"Marcofculumbo‘;model“ However, you'll only be able to.get'the model for a limited period,
i : E Ve So don’t dally or his ship will have sailed.

s

i3 Bfister pack contains -1 Marco Golumbo, sculpted by Juan Diaz.

e

" MARCO COLUMEBO........... £6.00

&

ONLY AVAILABLE THROUGH GAMES WORKSHOP HOBBY CENTRES AND
G DIRECT FROM 2ND JULY 7005 UNTIL 31ST AUGUST 2005,

LT S )0 S e N, N f - o S e

ORKS COLLECTORS’ GUIDE

No die-hard Ork player should be without the Orks Collectors’ Guide. This vital book contains the entire current
| range of models and individual components for the Orks. Also included are Classic models like Ork Kommandos,
{1 Direct only miniatures such as the Kult of Speed Deth-Kopta and Collectors’ models like Goff Rockers.

The guide also contains a background section detailing all of the various Ork Clanz and a number of showcases and
player armies to inspire you.

|| [ORKS COLLECTORS’ GUIDE.......ccommmmmnrcssssnsensnni£5.00 GOLLECTORS' gulpE
Denmark kr 70.00 Sweden kr 80.00
Euro € 8.00 Norway kr80.00

| GAMESDRK(

<) 0y

WARHANMER

SPACE MARINE
COLLECTORS' GUIDE

In this, the third version of the Space Marine
Collectors’ Guide, you'll find the full current range of
Space Marines models including Chaplain Cassius and
Captain Lysander. There is also a vast array of
Collectors’ and Classic models.

IENIDE]

| | Games Workshop's premier painting
competition and gaming event is
being held for the first time this
year at the Birmingham National
Exhibition Centre (NEC).

RINES
SO AFErons GunE

In the background section there are details and colour
schemes for many of the Chapters of the Adeptus
Astartes, and a showcase of players’ armies.

The event is on Sunday 25th

WARHAMMER

September and tickets are available SPACE MARINES COLLECTORS’ GUIDE............£5.00
Denmark kr 70.00 Sweden kr 80.00
on general release on 2nd July. You e € B0 Nowey Lregos

can get hold of tickets from your
local Games Workshop Hobby
Centre or by contacting GW Direct.

For more details turn to the Ordering  SSHOMISEIN MATT VARNISH

Direct section on page 126. DEMON Matt Varnish in pots for protecting the paint work on your miniatures is also available this
month (not shown).

| | [GOLDEN DEON TICKET : £1500 | WATTVARNISH S L L
Denmark  kr 20.00 Sweden kr 30.00
Euro € 250 Norway kr30.00 .

|
i

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

Faramir

Sculpted by Michael Perry. genr&lark Er }gg 88
B : weden r

This b!Jster pack contains 1 ; Norway kr 150.00

Faramir on foot and 1" Faramir = Euro € 17.50

on horseback (previously

" = sy These models require assembly. .
available as a single miniature).

|SPECIAL WAR OF THE RING™

CAMPAIGN MINIATURE!

Gimli on dead  ©mu

Uruk-hai
This blister pack contains 1

Gimli on dead Uruk-hai.
Sculpted by Michael Perry.

This model is only available from Games Workshop Hobby
Centres or Independent Retailers participating in The Wrath
_of Umbar Roadshow (for full details of venues and dates see
page 95), and will only be on sale in those stores the day the
roadshow visits. It is also available from GW Direct from 15th
July to 31st August (see page 126 for contact details).

)

Q

Denethor and Armoured Boromir
Sculpted by Alan Perry and Dave Thomas. This blister

pack contains 1 Denethor (previously available as a single
miniature) and 1 Armoured Boromir.

Denmark kr 115.00
Sweden kr 140.00
Norway kr 140.00

15.00

Euro 2 €

Suladan £
Sculpted by Michael genrgark 'lir 125.00
iq bli weden Al r 150.00
Perry.. This bhstef pack Norway Kr 150,00
contains 1 Suladdnon  Euro € 17.50

foot and 1 Suladan on

These models require assembly.
horseback.

ALSO RELEASED IN BLISTERS THIS MbNTH

The miniatures listed above are those released previously in boxed
sets and single minature blisters.
*The Giant Eagle is only available through GW Direct (see page 126)

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

retailers are responsible for determining their own prices.
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A SUMMER OF WAR!

Journeying to your local Hobhy Centre is not like any other trip to the shops, for if you venture into
one, you will find yourself catapulted into one of three fantastical worlds! All our Hobby Centres will
be running amazing events throughout the summer tied into each of our major games systems, as
well'as ongoing campaigns where you can prove your mettle as o strategic mastermind. e
Whether you're a grizzled veteran of a thousand wargames or a fresh recruit with a
newly painted force, there is adventure to be had for all in our GW Hobby (\Ienires!

!
A

THE BATTLE FOR ICHAR IV t .
A strategically important planet

at the centre of a vital nexus.of |

Imperial Worlds,-Ichar1V._has..

been assailed many times, yet

has never fallen. But noi the -

attentions of the Hive Mind have

turned.its way. Can the forces of

the Imperium prevent Icharf IV’s
destruction by the Tyrar}f{ds?

THE WAR OF THE RING ™" &)
Refight the war-against Sauron.
Fight for Good or Evil the length
and breadth of JRR Tolkien’s
Middle-earth, and, post yaur

resulfs.on the iternet to degide /-

its fate. . ix &
www._theWa,;ufthering.com i,

4 \ ¢ . - FAE e A oy

| J/, I o . 3 : : i -
THE CONQUEST B 2 July — Carnifex Construction Day
OF THE NEW/WORLD l(l:ome into stores the day this monstrous beast is released, and get some hot tips on
isid. in the { ow-to make yours the higgest, stahbiest, killer Tyranid ever to plague the stars!
\I}V:)Srlygzn(ra ng \ltllvgggtall;lnerg’?;las (See page 82 for WD’s take on this magnificent monster.)

MREVICE TR RN e 9 July — The Hedge of Reason
. from all corners of the world 0. " [ Terrain is an important part of our hobby. After all, who wants to fight on a hare

2 ; . 8 Dbattlefield? Come down to your local Hobby Centre and learn simple technigues that
strip it of 'tS,tFea%S- Take will liven up your warzone. .

advantage -of ourgaming rooms- A
SRR R 23 July — Rumble in the Jungle
4 'g%/au‘" friends. and use thé uniqu e Join Games Workshop as we attempt to play with‘more points of Warhammer
/ )f qL ¥ AR . Blq madels than has ever been attempted before! Help us make this new record with a
7, :T'ﬂ;}@ﬁﬂlne Campaign tracker — You . - SHTRERY battling through Lustria’s Jungles.

' yplay the games, it.dogs all the-, ‘ ‘ ,‘ e
s ﬁaﬁé:waﬂ(,:, -t S 30 July — The Battle of Pelennor Fields
3 P " PN S % ® i 8 . This pivotal battle in The War of the Ring™ campaign will see hundreds of models in
www.@ﬁm“ésfworkshﬁp.cd NI’ every store struggle for Minas Tirith. Come along and play as a Good or Evil player -
= ':'/coni]u'est PR the fate of the Free Peoples rests on your shoulders!

\

For fu.rthef‘detuils on these and other in-store events, tﬁrn to the Events .
Diary on page 125, or ring your local Hobby Centre to find out more (see
page 130 for contact details)..What-are you waiting:

e -
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Call of the Wild
A quick peek into
the Wood Elves’
arboreal realm.

& _Tactica: Lustria
* The jungle is
dangerous, heed
these wise words!

|
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Warhammer
Chronicles

The handmaids of
the gods:

® A Tale of Four
Gamers:
War rages in Lustria,
our four are there.
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Deep within the ancient
forest of Athel Loren
something is stirring. Dark
forms lie in wait amongst
the undergrowth, guarding
the primeval wood. Mat
Ward goes in search of the
secretive Wood Elves.

C he oldest of all the forests of the
Old World, Athel Loren is a
magical place greatly feared by all
who dwell within its shadow. Elegant
waystones mark the borders of this
primeval wood, beyond which the giant
trees of Athel Loren loom as if straining
thése bindings. Roots twist

ss the fern vered rocks

16 THE CALL OF THE WILD

]l O

Beware the shadow of the trees... for Athel Loren’s

and loam, while low mists coil and
spread throughout the hollows and
glades. Athel Loren is a deeply
unsettling place, filled with movement
glimpsed from the corner of the eye,
strange noises and the feeling of being
watched. Dark forms move through the
twisting branches and dense
undergrowth, and tiny darting shapes
flit between the trees. One gets the
impression that Athel Loren itself is
sentient, watchful and secretive, and
perfectly willing to destroy those who
seek to enter its boundaries.

Only the insanely brave, mad or foolish
dare to cross into Athel Loren, for the
., forest is a haunted
& B8 place, filled with
unquiet, malicious

spirits of the forest, strange and magical
creatures, and the mysterious and
dangerous Wood Elves.

The Wood Elves have dwelt within Athel
Loren for almost 5,000 years. Over this
time they have become intrinsically
linked with their forest home, and their
nature has changed to reflect Athel
Loren. Forsaking their ties to the other
Elven folk, the Wood Elves have become
a deeply secretive and suspicious people
who shun all outsiders. They are the
guardians of the forest, and their fate is
utterly entwined with that of Athel Loren
— if the forest were to die, the Wood
Elves would die with it.

Capricious and unpredictable, the Wood g
ves have been likened to aforce of -
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the wild .

deadly defenders will show you no mercy!

nature — neither truly good nor evil, for embedded in eye sockets, before they
Athel Loren has no need of such are obscured and covered by twisting
notions. In the same way, the Wood roots and undergrowth. The Wood Elves
Elves can appear serene, beautiful and are an elite army, formed around a core
enchanting, or frightening, dangerous of highly skilled EIf archers and

and destructive. They have a deep supported by the mysterious spirit-
understanding of the cycles and balance beings of Athel Loren. They are a

of nature, and strive to maintain this secretive and mercurial folk who seek
balance in all things. For every tree that only to preserve the continued safety of

the forest in which they dwell.
Those who are foolish enough to

set foot within their woodland
realm, or otherwise threaten

the sanctity of Athel Loren,

invite the fury of the

Wood Elves, whether

in open combat or -

falls, another must replace it.

For every intruder that the Woo
Elves guide out of Athel Loren,
another is slain without
question or remorse, and left
where he falls to be claimed by
the forest. Bones and skulls can
often be seen on the outskirts of

| Athel Loren, many with arrows

protruding from.ribs or 2

W
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. & " —¢ GLADE GUARD - R
Glade Guard make ‘up the bulk of most Wood EIf armies. Like all Elves, they
are swift and deadly, possessed of incredible dexterity and skill. Archers
14 almost beyond compare, Glade Guard fight in highly mobile formations,
‘.1 | each unit expected to follow the broad dictates of the general but, at the
same time, encouraged to take the initiative when the opportunity presents
itself. Such a principle often leads to an overlapping line of battle, with
.-individual Glade Guard kinbands advancing and retreating like leaves in a
|, tstorm, all the while pouring a hail of deadly arrows into the foe.

Dryads are able to shape-shift into different forms, often mimicking the

appearance of Elves, appearing as unearthly, lithe and beautiful maidens —
albeit often ones with a greenish hue to their skin and twigs in their long,

cascading hair. With her beguiling beauty and the haunting melodies of
their other-worldly song, a Dryad entices her victim into the shadowy

R /.. depths of the forest: Sloughing off her beauteous form she transforms

X into her war aspect, the hatred and spite within her soul remaking her

i . outer appearance into a thing of horror. Before the victim has even

\\t P registered his predicament, his body is ripped limb from limb with

\ . sudden,savagery. -

When'Athel Loren takes to the field of battle the Dryads assume their
war aspect and hunt upon the flanks of the army, answering to the call of
the Branchwraiths, the oldest and most powerful of their number. Their

A\ lithe and swift mimre allows them to cover great distance at speed, falling

with ease upon a foe'who, until moments before, thought themselves safe
from harm, ; AR



The Wild Riders of Kurnous are the King of the Wood’s

personal guard, as aggressive and imp_ulsivé as Orion

himself. They are fey and dangerous creatures who are no
“longer truly the Elves that they once were, but are now a
' part of the*Wild Hunt. Throughout the winter months, while
. their king’s spirit is dormant, they watch over King’s Glade °
. with:eyes aglow with faerie fire, unspeaking and unmoving
save to challenge those who have come to the most sacred of
groves without purpose. i R

< THE WILD RIDERS OF KURNOUS

. themselves anew to the ever-king with each stage in'the

Whé'n winter rolls into spring and tl_le, ritual of Orion’s . “ @
rebirth begins, his Wild Riders lead the ceremony, binding

ritual. In a night of magic and terror, when ghostly shapé
and eerie cries haunt the glades, the lord of Athel Loren i
roused once again from his death-sleep. In Orion’s ‘wake”
come the Wild Riders, made stronger and more ferocious by
the awakening of their lord and mounted upon the swiftest
of steeds. : ey

- WARDANCERS -
Wardancers are f:xcep‘tij‘o‘_gié.lly.“dgile and
athletic, their almost preternatural
reflexes and speed honed by their
frantic and demanding dances in
celebration of their deity, the trickster
god, Loec. g

In battle, the Wardancers are ferocious

. and deadly warriors, leaping over the
enemy and twisting mid-air to strike
them from behind, darting out of the"
way-of blows and able even to dodge '
incoming arrows. Such is their sublime =
skill and grace that they dance rings =
around their enemies, darting in to
strike fatal blows and pirouetting
elegantly out of harm’s way before their =

. foe can react. G

The heralds of Loec are made even more .
formidable through their war dances,; _‘
the favoured rituals of the trickster god..
No rhythm is called for these dances,
nor are instructions issued. Instead,
each dancer instinctively settles upon "
the correct pattern to strengthen and -
complement the dance of the rest of the
troupe, an effect that creates a web of
movement as graceful and beautiful as it
is deadly. ;




LUSTRIA

Grave perils await the unwary
visitor to Lustria. Few generals
who visit the New World will
live to return to tell the tale.
Fortunately we found two such
lucky fellows in a tavern just
outside Marienberg, men who
came back not only alive but
rich. Heed their words if your
ship is soon to be sailing west..

¢
Ta-ctica
By Kevin Coleman &

Brian Folcarelli

onquering
the Jungle

The Lustrian guide that won't run off

With the release of
Warhammer Realms: Lustria,
we asked veteran players
Brian Folcarelli and Kevin
Coleman to give us the
benefit of their experiences
from the jungle. Here they
explain how Kevin adapted
his Lizardmen and Brian his
Empire army, and what
tactics they use to cope with
the challenges of fighting in
the undergrowth.

Expeditions from
the Old World
rian Folcarelli: Men of the Empire
B feature prominently in tales of
Lustria. The lure of gold-filled

temples has caused many nobles to
finance expeditions in search of fortune
and artefacts of power. With that in
mind, and as the Empire has a broad
selection of troop types in which to
illustrate some of the nuances of jungle
fighting, let’s take a detailed look at how
the army of the Empire best adapts to
games set in Lustria. Though, of course,
there’s no reason why you can’t follow
the general principles outlined here for
any army.

With up to half of your battlefield
covered in jungle terrain and additional
features, such as swamps, ruins, and
rivers, standard battle formations will
quickly find themselves hopelessly
disrupted if they try traditional
manoeuvres. Commanders must also be
ready to confront activel
hostile terrain.

T




Humidity may affect black powder
weapons. Heavily armoured troops mix
poorly with stifling heat and may slow
down your advance as a result. In
addition, the frequent rains in the jungle
have caused many areas of ground to
become unstable and heavily armoured
troops that hit a patch of it will never be
heard from again!

The dense canopies of the jungle often
present a hazard for flying creatures and
as a result the movement of flyers is
slowed. The more nimble Unit Strength
1 flyers are limited to a maximum flying
move of 15" while those with Unit
Strength of 2 or higher are limited to a
flying move of 10".

Finally, the jungle is teeming with plants
and other creatures that are looking for
their next meal, so the commander who
best adapts his battle plans to the terrain
will gain a significant advantage.

Characters

Commanders that are used to fielding
characters mounted on flying monsters
need to think again. With limited flying,
their effectiveness is obviously reduced.
A terror-causing Griffon can still be a
valuable asset in larger expeditions, but
commanders will have to accept that
they will be causing fewer terror checks
and engaging in fewer combats than
usual. Equipping characters with a
warhorse will provide you with the

greatest maximum possible movement
in the jungle, but the character will
generally be restricted to the jungle
paths or the occasional clearing, and will
have limited opportunities to engage the
enemy on his own terms due to the
terrain.

One way to give an Empire character
more versatility in movement, while still
giving him the protection of a unit, is to.
equip him with an unbarded warhorse
and attach him'toa unit of Pistoliers. In
the end though, the most effective
choice for most characters in the jungle
is to simply be fielded on foot in
support of the infantry. ‘

Combat characters may also want to
think twice before gearing themselves
up with their usual 14+ Armour Save.
Seemingly innocuous patches of ground
can in fact be deadly quicksand. When
in quicksand a model sinks to its'death
if it passes its Armour Save. A save of 1+
is therefore highly unwise.

Further, characters cannot claim
protection from units they are attached
to, as-every individual model in the unit
must test against quicksand. While 1+
Armour Saves may still be attractive,
generals are advised to at least consider
equipping their characters with Ward
Saves as an alternative, unless they wish
to see their heroes sinking slowly:to an
unpleasant early end.

< itinthe end.

44

Red Crested Skinks of Sotek launch a
combined attack on the Skaven.

Infantry

Infantry are the backbone of many of the
Empire State armies, so the Imperial
commander has a very good variety of
units from which to select. As the
Empire’s Unit Strength' 1.infantry
benefits from'the Loose Order
formation, and Empire infantry benefit
from the Detachment rule, every Empire

‘force intent on being successful in the

jungle should include a strong
contingent of infantry:

Note that the special detachment'rules |
are still in effect for troops in Loose
Order..On the downside, the

detachments will be unable to negate

the rank bonus of any enemy units while

in Loose Order, and Crossbowmen and
Handgunners will be unable to fire

while in the formation. However, when |
countercharging or lending a supporting
charge to'a parent unit, the detachments.

. will still receive the benefits of striking

first and generate the +1 combat
resolution for a flank charge if they are
Unit Strength 5'or higher at'the end of
the Close Combat phase:

It may take Empire commanders a bit of -
practice 'to'get used to taking full :
advantage of the Detachment rules in

the jungle due tosthe longer battle lines
formed when both friendly'and enemy

wtroops.are aligned in combat as

skirmishers, but the effort is well worth

. Y]
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Empire Swordsmen adopt a loose
formation to move through the jungle.

Many Empire commanders covet
Greatswords as a bodyguard due to
being stubborn, having Weapon Skill 4,
full plate armour and great weapons.
Being stubborn (especially if an army
Battle Standard Bearer is around)
coupled with the Loose Order formation
can be a potent combination, but one
encounter with quicksand and half of
your unit of Greatswords will never be
seen again!

Swordsmen continue to be a solid,
versatile unit in the jungle. Their
Weapon Skill of 4 coupled with their 4+
Armour Save in close combat makes
them effective in combat. They are still
an excellent choice for a parent unit, as
well as a detachment.

Spearmen, already at a disadvantage to
Swordsmen against many foes, lose even
more of their effectiveness as an
acceptable parent unit choice in the
jungle. In scenarios where you are not
strictly defending a set objective
(preferably in your deployment zone),
they may be forced into combat while in
Loose Order formation and lose the

benefit of their spears. When not playing
scenarios where the Empire is
defending, Empire commanders should
consider utilising Swordsmen as a
parent unit instead.

Halberdiers, which make solid
detachments, continue to do so in the
jungle. Their ability to swing at the
enemy at Strength 4 on the charge or
countercharge can be very handy against
higher Toughness and better-armoured
opponents in the jungle (Lizardmen
spring to mind!).

Free Companies gain a significant boost
in effectiveness as detachments (or even
as stand-alone units) in the jungle. They
generally thrive in the Loose Order
formation in close combat against
enemy Skirmishers or other enemy in
Loose Order formation, especially as
they have 2 Attacks each.

Crossbowmen and Handgunners both
suffer in the jungle due to the large
amount of terrain, reduced visibility, and
the need to line up good shots. They
also can’t take advantage of the Loose

Order formation, because infantry in
Loose Order may not shoot. As
Crossbowmen and Handgunners are
both move or fire this obviously isn’t to
their advantage. Empire commanders
are advised to limit the use of these
units when the Empire is defending.
Archers, then, become your primary
missile troops of choice in the jungle.
Their ability to move and fire with their
weapons makes them very versatile in.
Also, with plenty of great places to
deploy Scouts in the jungle, Empire
commanders would be wise to upgrade
a unit of archers to Huntsmen.

Empire commanders who lure
Flagellants to fight for them will find
they provide a significant boost to their
army. They can really pack a punch in
the first round of a close combat due to
the +2 Strength bonus granted by their
flails and their 2 Attacks. Since they are
Unbreakable, the unit can be counted
on to continue fighting even in Loose
Order. Downsides to the Flagellants
include their low Weapon Skill, their
relatively high cost, and the fact that
they use up a valuable Rare slot.




Cavalry

Heavy Cavalry should be used as
support as opposed to the normal role
they play in an Empire army. The ability
to threaten key paths through the jungle
terrain with heavily armoured knights
may be too good to pass up, but due to
the risks involved with encounters, be
cautious of the amount of points
invested in a single unit. Fielding units
of five to six models is the most prudent
course of action.

Pistoliers continue to be an effective
cavalry choice for the Empire due to
their Fast Cavalry status and their special
Fusillade rule. Their ability to quickly
respond to threats and turn on a dime
makes them extremely valuable when
properly shielded from enemy shooting
and Magic Missiles.

War Machines

Fielding Mortars in the jungle isn’t
recommended. The Loose Order rule
allows enemy infantry blocks to spread
out, while the increased amount of
terrain results in instances where the
enemy can infiltrate to within the 12"
minimumrange. Bearing this in mind,
commanders are advised to invest their
points elsewhere.

Empire commanders should still
consider fielding a Great Cannon in
their army. While the increased amount
of terrain will result in reduced arcs of
fire, a Great Cannon can generally still
be deployed so that it has a clear shot
down jungle paths to discourage the
enemy from utilising that route of
advance. In addition, the ability of a
Great Cannon to fire grapeshot at
enemy troops that may appear on the

v et gt P e

fringes of jungle terrain means it still has
a means of defending itself prior to
being attacked. Also, you never know
when you might find yourself
confronted by a Carnosaur or Stegadon!

Many successful expeditions financed by
wealthier Empire nobles include a .,
Helblaster. The ability of this weapon to
score automatic hits on the enemy
regardless of whether they are
skirmishers, in soft cover, etc, means
that it can effectively deal with-any
threat if properly supported::Of course
there is the big downside that'the
Helblaster will'explode and grant'your
opponent some easy Victory Points, but
provided you get a few rounds of
shooting in before it-does, it will'be well
worth it. It’s a gambler’s ‘choice, but
your entire expedition intoe the ]ungle is
already a calculated gamble.

Red Crested Skinks

Kevin Coleman: The Movement phase
in Warhammer is so crucial, because this.
is where you move your troops into
game winning positions: This concept is
doubly important in games set in the
jungles of Lustria.

Of course the spiffy new Loose Order
formation is a great asset to the standard
rank and file unit, and allows an infantry
army to manoeuvre around the jungle-
filled table much easier than if it was
forced to stay in ranks. In fact in many
cases Loose Order can make a typical
ranked unit much more powerful, and
able to manoeuvre much more easily.
Chosen Chaos Warriors, Goblin Squig
Herds and Saurus Warriors, for example,
become very dangerous, being able to
run around the jungle at double pace,

charge with'a 360° charge arc and line
up against the enemy like or.her
Sklrmlshmg units.

However; what.about those units.that
rely on a good rank bonus such as
Goblins, Skaven, Gnoblars or units of
Spearmen? This is where manoeuyvring
becomes extremely important. \Units and
armies that want (or need) to retain
their ranks in-combat should take up
good positions‘instead, rather than
worry about getting the charge.

A good plan.at the beginning of the'
game' is to start any ranked infantry in
Loose Order and'then quickly move
them forward into a sound defensive .
position. If possible, thejrfinal position~
should be an area of opén-ground with

‘terrain protecting their flanks. Use their

Musician; once positioned so, to reform
them into their orderly-ranks, ready to

take the charge from enemy, Skirmishers

orinfantry in‘Loose Order. If your units
need to move again, adopt Loose Order,
get them to where they need to be and
reform back.into ranks. Don’t think you
must remain in either formation for the
duration 'of the game, adopt whichever
one is best for your unit from turn

to turn.

Don’t forget that reforming into Loose
Order must take place before the unit
moves. However; a unit in Loose Order
is not restricted to when they may
reform into normal formation during
the Remaining Moves segment of the
Movement phase. This means that a unit
may reform into Loose Order, move
their full movement, then reform back
into rank and file. Adjusting your
formation is key to moving in Lustria.
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‘The Red Host of Tehenhauin army list
variant for the Lizardmen introduces
. Red Crested Skinks, and they hold some
real advantages for Lizardmen players.
Red Crested Skinks work very differently
to the standard Skink Skirmishers. Note

. the following:

¥ Red Crested Skinks have Weapon Skill
3 rather than 2, and gain +1 Attack on
the turn they charge due to the
Sacred Spawning of Sotek.

¥ Red Crested Skinks are not
Skirmishers; instead they form up in
ranks and so may gain a rank bonus
in close combat.

E Red Crested Skinks are completely
immune to Poisonous Attacks and
only suffer a wound from a Skaven
Plague Censer on a 6+.

¥ Red Crested Skinks may move
through jungle and woods without
penalty.

E Red Crested Skinks carry no missile
weapons.

With such attributes it is apparent that
these more aggressive Skinks are to be

'

. The.Red Host foib'ébé;;béuiﬁ'dﬂacks
E the Bubonic Court of Nurglitch,
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anger of encounters.

used as fighters. This may not seem a
good idea, after all, why employ a
Strength 3, Toughness 2 Skink when you
can buy Strength 4, Toughness 4 Saurus
Warriors to fight your combats? It all
comes back to manoeuvring. For what
Red Crested Skinks lack in Strength and
Toughness they make up for in speed
and manoeuvrability.

Red Crested Skinks have a Movement
value of 6" (12" for marching and
charging) and move through woods and
jungle without penalty, this means they
can pretty much outmanoeuvre
anything. Their high mobility, combined
with a decent rank bonus and standard,

T i NG N e
ENCOUNTERS IN THE JUNGLE
An important aspect of setting games in Lustria is the new Encount
hase where players may play random events inside different pieces of
rrain. While playing a jungle game, it can be easy to forget about the

eneral, terrain is a good place to hide small or single model units such
outs and lone Wizards. Some players may still employ these tactics in
the jungle by way of habit. However, encounters may spell doom for such
funits, as Lashworms and the like spring out from the scenery — many
. Encounter rolls causes D3 Strength 4 hits ! To be safe, keep vulnerable uni
f the scenery or make sure they end their move in open terrain.

e op il

makes them excellent combat troops,
especially with a +1 Attack bonus during
a charge. Considering these strengths,
Red Crested Skinks become powerful
combat infantry when used well.

The key to using units of Red Crested
Skinks properly is to take advantage of
their high Movement value and ability to
move through jungles and woods. This
allows them to get into positions where
they can launch a combined charge
against the enemy. Red Crests and Skink
Skirmishers are ideal units that work
well with each other, but don’t forget
that Skink Skirmishers must have the
Sacred Spawning of Sotek in a Red Host




army (giving them two Attacks on a
charge). A combined charge of a unit of
Red Crests and a unit of Skink
Skirmishers give you well over 20
Attacks, plus a large combat bonus for
ranks, standard and possibly
outnumbering the enemy and having a
flank or rear bonus. This should be
enough to make all but the toughest
opponents break — even Chaos Warriors
will fall prey to 20+ attacks!

While Saurus Warriors are great for
straight-up, head-to-head fights. Red
Crested Skinks need to take up a
position and strike at the enemy on
their own terms. Use woods and jungle
as anchors for your attacks (as well as
protection from enemy missile fire and
spells) and coordinate your attacks with
Skink Skirmishers and/or multiple units
of Red Crests. After a few games with
Red Crests, you'll be leaving your Saurus
Warriors on the shelf (well, maybe)!

Hopefully, these tips will help to set you
on the right path to your own successful
jungle expeditions. The jungle rules are
a great change of pace for Warhammer
battles, just remember to keep your eyes
open, your boots dry, and most
importantly, have fun!

rs of Magic
izardmen players are used to
using the Lore of Heavens with their

\ Skink Priests, however in a Red Host
army, Skink Priests must choose their
spells from the Lore of Beasts. No
oubt some players will see this as an
‘immediate turn-off. As a player begins
recognise the use of Beast spells in

player more time to coordinate his
own tactics.

The Bear’s Anger: Your Skink Priests

become combat monsters (for Skinks
anyway) with four Strength 5 Attacks
Attacks on the charge!) more than j
enough to sway a combat. When used

onjunction with the Red Host, they on Tehenhauin, the Prophet of Sotek
will find that ultimately the Lore of will strike with six Attacks at Strength
Beasts caters better to the Red Host 6!
:my than the Lore of Heavens does.

The Crow’s Feast: Though only o, 1
Strength 3, the spell causes 2DG6 hits; a :
nice, well-rounded magic missile to
deal with fragile enemy units of Fast
Cavalry, light Chariots and Skirmishers2 %

he Oxen Stands: This spell

matically rallies a fleeing friendly
A Red Host army will typically
tain multiple units of Leadership 5
s, which are vulnerable to

ology, even with the Cold-

oded special rule. So being able to
rally such a unit becomes very

1, especially when a flee charge

n is a key tactic in baiting enemy
its for your Red Crests.

The Beast Cowers: Another spell to
help out against Monsters, Cavalry andi#
Chariots. The spell forces such units to
roll 6s to Hit in close combat. Just whai
your Toughness 2 Skinks need when i
combat with such potent units. b

The Wolf Hunts: Movement spells are @
always good, and this spell will allow
your Saurus Cavalry, Engine of the
Gods and Tehenhauin (along

e Eagle’s Cry: Monsters and Cavalry
be quite a problem for Toughness
wartiors and this spell can

e i
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If you’re going to be fighting
in Lustria, you’ll want to
make sure this is reflected
on the battlefield. Adi Wood
looks at how to undertake
building undergrowth.

jungle is much different from a

conventional Warhammer battle,
with the additional terrain features on
the board making all the difference.
Opposite is a board set up for a Pitched
Battle and one set up for jungle fighting,
specifically for The Rise of Clan Pestilens
scenario. While it’s possible to adapt
existing terrain for fighting jungle games
it is even better to create different
types of jungle with which to bring your
games to life. Using the new Lustria
rules, the type of terrain and how much
of it you use on your gaming board will
have a great impact upon your games.

f ighting games of Warhammer in a

JUNGLE FIGHTING

The Jungle Fighting section in the
Lustria book redefines the rules for
cover and movement for common
terrain types and adds a number of
subcategories. There are four
different types of plant life in a
jungle — Undergrowth, Light Jungle,
Dense Jungle and Impenetrable
Jungle — each with its own game
effects. For example, only
skirmishers can move through dense
jungle. Rivers and ruins are two
other features common to jungles
that will be more familiar to you,
which also have specific rules
applied to them.

s v~ e s
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CONVENTIONAL WARHAMMER TABLE

Warhammer is a tabletop battle game in which both strategy and manoeuvre win the day. In a Pitched Battle
scenario the scene of the confrontation is characterised by a large open area on which the opposing forces draw
up their battle lines, with a few hills and other pieces of terrain thrown in around the edges. These pieces of
scenery, such as fences, houses and trees, only really act as a backdrop to the battle, giving a sense of atmosphere.

Using a token building belps to locate the
confrontation in a specific part of the Old
World. Remember, you need not use human
houses always.

Normally all the action takes place in the open,
although sparse terrain occasionally acts as a
slight bindrance to line of sight and movement.

A cannon bas a commanding view of the whole
battlefield if set up on a bill — a much used tactic
because of the open visibility of battlefield targets.
Using the same battlefield leads to the same tactics

'~ JUNGLE TERRAIN BOARD

i A board set up to fight a battle in a dense, impenetrable jungle such as Lustria or some other heavily wooded area
j of the Warhammer world has a huge impact on a game. Rather than an open battlefield with a backdrop of

‘ terrain, patches of jungle trees dominate the scene, blocking line of sight and dramatically impeding movement.
Throw in the Jungle Events and suddenly the game plays a whole lot differently.

Line of sight can be drastically It is rare to see war machines or
reduced, but missile troops can still cavalry in a jungle setting where they

concentrate their fire on specific areas. find it difficult to manoeuvre or can
easily be channelled into ambusbes.

Loose Order may need to be used.
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INTO THE JUNGLE 5
Of course, rather than simply reusing your existing terrain, making some
specific pieces of jungle can make all the difference to your games. The
four different areas of jungle — undergrowth, light, dense and impenetrable
. - can be made using the same basic materials: clump foliage, plastic jungle
{ plants and jungle trees. It’s the density of these materials on the base that

. differentiates each type of scenery.

A base of Undergrowth can be made from little more than clump foliage,
leaving enough space for troops to move over it, utilising a 25mm base as

a guide. Adding more foliage will help build denser areas of jungle.

Undergrowth
Top Tip: Bases measuring roughly 6" - = P B
8" across are the most flexible size for ) k&
jungle Undergrowth terrain. nght ]ungle
*Clump foliage Top Tip: Leave pathways on the base
so that a couple of miniatures can

* Prairie grass
* Fake fur, sprayed green move through the plants. !
*Jungle trees |

*Small pieces of Citadel Hedges
*Bristles cut from a sweeping *Plastic jungle plants
brush * Clump foliage

R
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The Lustria book has excellent
jungle building tips. You can also
call in to your local Hobby Centre
for tutorials with the staff. See
page 14 for the Hedge of Reason
terrain-making event on 9th July.




Dense Jungle
Top Tip: Bamboo trees are ideal for
dense jungle terrain. Their trunks are
made from bamboo skewers, which
are narrow enough to allow them to
be set up close to each other with
enough room for single models to
move between them. Instructions for
making bamboo trees can be found in
Warhammer Realms: Lustria.
*Bamboo trees
¢ Plastic jungle plants
Impenetrable Jungle
Top tip: Pack in as much of the
undergrowth into the base as
you can so there are no gaps.
*Jungle trees
e Plastic jungle plants
* Clump foliage
*Swamp trees (follow the
instructions in Warhammer
Realms: Lustria)




UNDERGROWTH
A base of undergrowth adds a strong visual element to
a board, representing clearings in the trees full of thick
grasses and shrubs. Apart from slowing the advance of
units, it bas little significant effect on the battle and
should form a relatively small proportion of terrain on
_ the board, one or two pieces at most.

LIGHT JUNGLE
Patches of trees that can be carefully crossed by most of
the units in an army are considered light Jungle. In

contrast to both undergrowth and impenetrable Jungle,
it should be the one of the most numerous terrain
Dieces on the.board.

USING AN EXISTING TERRAIN SET

If you've got an existing set of Warhammer terrain here’s some tips on how to get the
most out of it. For a start, place all those woods and hills that normally occupy the
edges of your gaming board right in the middle of the killing ground. Suddenly that
wide-open plain becomes a mass of roots and branches, cutting off lines of sight and

blocking movement. If you have barricades such as hedges, you can use these to
create channels for regiments.

In the example below we’ve taken the original board and moved all the terrain pieces
into the middle of the battleground, creating a dense forest in the Old World, a
perfect board for using the new Jungle Fighting rules.
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THE ANATOMY OF A JUNGLE GAMING BOARD

The aim is to get a good coverage of terrain on the board — between a third
and a half of the board should be about right.

IMPENETRABLE JUNGLE
To completely block the movement of all units in the
army, you only need one or two pieces of impenetrable
Jjungle. Compared to models of dense jungle, which are
a made with narrow gaps that can be traced through
them, this kind of jungle should form a solid wall of
trees and undergrowth.

A significant proportion of your jungle terrain should
be dense jungle, roughly one third is a good figure.
Only skirmishers can move on the narrow paths
between the thick undergrowth and trees so it forms a
real barrier to cavalry and war machines.

lew World
at it takes to
md out by

foe, learn how to
own jungle or find
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. WHAT'IS |
WARHAMMER CHRONICLES?

Warhammer Chronicles takes a
look at the Warhammer game
and its rules, introducing new
scenarios, rules and army list
entries of all types, frequently
stolen from army books iin
progress here at the:Studio, as
well as providing occasional
Question and Answer forums. It
also acts as|a forum for
dedicated players of Warhammer
who have produced inspired,
well thought out and just plain

brilliant additions'to the game. '

If you've got something good for
Warhammer. Chronicles then
write tous at the address
given here.

Note: Please don't include rules
queries with your|letters, as the
volume of mail ‘'means! that in
most cases we wor't be able to
send individual replies.

Warhammer Chronitles
Games Workshop
Willow Road, Lenton
Nottingham
NG7 2WS, UK

Deep within the Lustrian
jungle, death comes in many
forms. No surer way exists
than to incur the wrath of the
elusive tribeswomen that
dwell within its darkest
heart. Andy Hoare describes
these mysterious savages,
including rules for using one
in your army.

C hough the continent-spanning
empire of the Lizardmen
encompasses all the jungles of Lustria,
these reptiles are not the only intelligent
beings that dwell there. Those few
explorers gifted, or lucky, enough to
return from the interior tell all manner
of tales. Many are dismissed as the
ravings of men who have spent too long
in the sun, such as those of diminutive,
copper-skinned tribesmen akin to the
Halflings of the Moot, or jungle spirits
reminiscent of the Dryads of Elven lore.
But, of all the accounts of the denizens
of Lustria, it is stories of the warrior
women known as the Amazons that have
proved the most enduring.

There are many versions of the tales of
first contact with the Amazons, dating
back to when the Norse made their first
landings upon the shores of the New
World. The Norse, led by the infamous
Losteriksson, quickly realised the extent
of the riches to be found there, and set
to plundering it with all the abandon for
which their kind are known. Whilst

andmaids

Mysterious Amazons sighted in the

Losteriksson sought to establish the
settlement that eventually grew into the
colony known as Skeggi, other chieftains
led their men south, following the
Cactus Coast, past the islands of Yukka
and Quetzl, and into the mouth of the
river Amaxon. Amidst the strangling
mangroves, stifling humidity and coiling
vapours, they spied an island in the
midst of the river. Upon its shores
reared the indistinct form of a mighty
statue. Though they could not
determine its exact shape, it appeared
human and female. The invaders
explored no further, for their longship
was assailed by a storm of arrows and
other, more arcane projectiles. As men
fell, those not killed by their wounds
soon fell victim to the terrible effects of
the bizarre weapons.

The chieftains reluctantly ordered their
men back to the sea. As they retreated, it
is said that the ships’ crews saw behind
them a mass of warrior women, stood
defiantly upon the shores of their island,
intense hatred burning in their eyes.
According to the sagas of the Norse,
many battles have since been fought
between the proud northmen and the
fierce Amazons. Many descriptions of
their appearance and society exist, but
as ever, most accounts are contradictory.

The earliest mentions of the Amazons
are to be found in the Saga of
Rothnikson, a bold explorer who was
first to pierce the jungles south of Axlotl.
Rothnikson describes their society as
exclusively matriarchal, claiming never
to have encountered a single male in
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'HIGH AGE ARTEFACTS

The sacred places of the Lustrian jungles hide many strange and valuable artefacts.
Jovaders seck such items because they are made from gold or gemstones, others

| because they hold power that mages may draw upon. Some are covered in mysterious
text said to be the script of the gods themselves, and scholars covet these above all
~others. Of the utmost rarity are weapons of the so—called High Age. These can be

staffs, rods, blades and various other shapes, and many are more deadly than any other
- weapon known to the world. Some High Age weapons project shimmering bolts of
light, others propel small missiles many hundreds of metres that bury themselves 7
- within the flesh of their target, only to explode, ripping it apart in a shower of gore. |
- Such items arc highly valued, morc than the most potent of magical artefacts, and are |
"t;;thc subject of legend amongst scholars. Entire armics have been raised at the mere hint
| that such a weapon may be found, and any cost will be paid just for the chance of
acquiring one. To date, only the Amazons have been witnessed bearing such weapons,

it can only be hoped that no invader gains the power of a High Age artefact. :
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hot and humid jungles of Lustria!

over a dozen instances of contact with
them. He states that the Amazons are
ruled over by a priesthood of warrior-
mystics, known as the Sisterhood, and
every warrior is a devout follower. Many
are said to be crazed zealots, berserker-
women permanently in the grip of a
jungle-brewed narcotic. Whilst under
the influence of this highly poisonous
substance, these women are the fiercest
of warriors, said to equal the much-
feared Norse berserkers.

Other details of the Amazons’ world
remain vague. Rothnikson describes
their habitat as flimsy wooden dwellings
built upon stilts amongst the ruins of
Lizardmen temples. But although he
mentions a number of such cities, he
fails to provide any clue as to where
such settlements might be located.
Furthermore, Rothnikson goes on to
offer tantalising glimpses of further
mysteries — the Temple of Karra in
Genaina, the Great Shrine of Rigg upon
the shores of Lake Lokka and the untold
riches of the otherworldly Royal Palace
of the Sisterhood.

Amazon mythology

Central to the tales of the Amazons of
Lustria is the mass of often-contradictory
mythology surrounding them. There are
at least two explanations for the
existence of the Amazons, and a mess of
historical and mythological strands that
appear to connect them to the
Lizardmen, the Elves and the Norse.

One source is to be found in the
somewhat curious writings of one
‘Drivot the Diatribist’. This bizarre
character, thought to have been an
erstwhile White Wizard of the College of
Light, wrote extensively about the
creation-myths of the Lizardmen, the
Elves and of other races. Though there
is no clear evidence that he actually
travelled to any of the places of which
he wrote, nor met any of the beings he
professed to know so intimately.

The diatribes of Drivot

Not for nothing is Drivot known as the
‘diatribist’, for his writings are full of
ranting meanderings that frequently lead
the reader along paths of reasoning only
a madman could hope to navigate. With
wild abandon, Drivot relates his tale of
an (previously unheard of) Elven god of

the sea, wealth and happiness, and

his union with the Amazon goddess he
calls Rigg. The result of this marriage
was the ‘Mother of all Amazons’, Kalith.

The children of Kalith were given a
special role in the creation of the world,
Drivot claims. Alongside their godly
creators, they became the special,
favoured servants, the viziers of the
masters of creation — the handmaidens
of the gods. The Amazons shared in an
age where the forces of boundless
creation were worked upon the surface
of the world, and other beings raised up
by the servants of the Old Ones.
Through this acon of creation, the
Amazons stood at the right hand of the
creators. They were possessed of
tremendous wisdom; each was clean of
limb and never grew old. They were
exclusively female, for as long as they
stood at the side of the creators, they
were nigh immortal, and had no need of
conventional reproduction. They also
wielded the power of the creators, going
out in the world and transforming it
according to the Old Ones’ plans.
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ce dufing this stretch of ou
ourney we come into contact with th
warrior women known as Amazons,
and on both occasions I dont mind
admitting they scared the living snot
out of me. The first time, it was a
drug—fuelled berserker, lithe and fast,
yet gripped by the desire to shed
blood. Purple and bluc feathers hung

from intricate plaits in her hair. Her
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of the Gods ( ).

Most readers of Drivot’s writings would
slam the book shut at such preposterous
nonsense, but he goes on to make even
more astonishing ‘revelations’.

The OId Gods fell, claims Drivot, and i
with them fell the Amazons. Chaos was
unleashed upon the world, and while
the Old Ones fled or perished, their
servants fought a desperate war against a
veritable tidal wave of daemons. The
Amazons, severed from their creators,
found their powers much diminished,
and retreated to the depths of the
jungle. Here they established secret
havens they would defend against all
others, until the very end of the world.

The heart of darkness

The Norse maintain another tale of
Amazon roots, linking them to the
female warriors known as the Valkyries
and the writings of the brilliant, if
unhinged, scholar Stilmensch. They
believe the warrior women dwelling in

. body was spattered with the blood of
three of my men who blundered into

her upon the path. My men retreated

" before her fury - a score of bold lads ",

' sent scurrying by a maid. The second
" time, it was one of their leaders, a
. woman of screnc countemance who

% bore magical artefacts. She cut down a

dozen foes in a single actinic blast.
That time, the woman made common
' cause with us against Lizardmen
ambushers, though I have no doubt
she would have wielded her weapons
against us had we given her reason.”
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the jungle are Norse outcasts — the
remnants of a group of women who
took to war whilst their menfolk were
off plundering. Though plausible, this
theory fails to address that tales of the
Amazons go back as far as when the
Norse first arrived in Lustria, suggesting
very strongly that their presence there
predates that of the invaders.

In search of the truth
Though there have been Old Worlders
in Lustria for centuries, their interest in
the continent has remained largely
financial. Though individual academics
have set out on journeys of exploration,
few officially sanctioned efforts have
been mounted. This is perhaps due to
the nature of the subject — Lustria is a
savage land of mystery and enigma, and
the world is full of more relevant and
pressing challenges. Scholars have not
studied the true nature of the denizens
of Lustria — both reptilian and human —
for fear of academic ridicule too. As a
result the truth as to the actual roots of
the Amazons, aside from these tales, is
likely to remain hidden indefinitely.

Many stories suggest the Amazons were,
at some point since the arrival of the
Old Worlders in Lustria, in danger of
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The Amazons have an uneasy alliance with the Lizardmen, although their allegiances can change.

dying out for lack of numbers. Since
then, the frequency of contact with them
has noticeably increased, and it has been
postulated that their numbers were
artificially swelled. Perhaps this explains
the Valkyries’ disappearance — were they
lured off into the jungle, to replenish
the depleted numbers of the Amazons?
In so doing, were they granted the
secrets of eternal youth and vitality that
legend states, however unlikely it may
sound, are enjoyed by the Amazons?
Whatever the case, it is surely only a
matter of time before outsiders go in
search of the secrets of the Amazonian
Sisterhood, and it is certain that when
they do so, blood will flow.

Amazons and the

outside world

Every account of the Amazons makes it
clear that they are an overtly warlike
people, but there are tales of them
finding common cause with others. They
appear to have a complex and ritualistic
approach to their interactions with
outsiders, and none can be sure
whether they will remain on even
remotely friendly terms for long.

This is particularly evident when it
comes to relations with the Lizardmen.

3

34 HANDMAIDS OF THE GODS

“The morc I learned of the gods of the lizard people, the more incredulous I became.
P Cheir pantheon was at that point nigh indecipherable to me, and appeared to include :
‘one whose place is to exist outside said order, and to be worshipped by no ‘True i |
* Children of the Gods”. Yet it is written that this outsider shall be tended to unto the !
‘end of time by her ‘Faithful Half-kin. Was this being one of the Old Gods, or a ‘
‘mortal chosen to bear their seed? The answer came after many long months of patient §
. research, and even then, I would question everything I had come to believe...”

by the noted mage of the Jade C
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Prelude to Chapter 3, ‘In the Garden of the Go
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It would appear that the Amazons
occupy at least one, and possibly more,
sites that outsiders would take for being
sacred to the Lizardmen. The ruins of
temples within which unknown
Lizardmen gods were once worshipped
now form the foundations of Amazon
settlements. The High Priestesses of the
Amazonian Sisterhood bear items of
undoubtedly Lizardmen origin, yet the
Lizardmen make no obvious move to
retrieve these. Rather, it appears as if the
Amazons are accepted by the Mage-
Priests as part of the natural order of
things. This is not to suggest, however,
that the two parties never come to
blows, for it is known that they do. It
has even been reported that an
Amazonian Priestess was encountered by
a merchant of the Empire adorned with
the hide of a white-skinned Skink Priest,
indication, if any were needed, that
conflict exists between the two races.

Relations with other races are much
simpler. The Norse, upon their first
contact with the Amazons, attempted to
plunder their treasures, beginning an
age of conflict between the two that has
lasted many centuries. Contact with
other races is of a similar nature, and
there have been some distinctly
unpleasant instances of the warrior
women themselves being the targets of
raids sponsored by Imperial nobles
seeking to abduct them and ship them
back to the Old World as curiosities for
the Imperial Court.

But not all contact with other races has
been made upon the basis of conflict.
On occasion, one or more Amazons
have appeared to guide, advise or even
aid an army fighting within Lustria. In
most instances, this has taken the form
of a Priestess lending council and
magical aid to an army, forming a
temporary peace until the battle is
resolved. Exactly why they choose to
help some armies and not others is an
utter mystery, though some believe the
Amazons follow some arcane prophecy
that leads them to offer assistance in the
defeat of certain foes, or the defence of
certain sacred sites.

Furthermore, there are several instances
of Priestesses of the Amazonian
Sisterhood aiding opposing armies.
Though the Priestesses have not been
observed to directly attack one another,
they have aided their respective allies in
the defeat of their foes. It is possible the
Priestesses regard such battles as ritual
combat, but with the blood of others
shed in place of their own. Perhaps they
seek the ruination both warring armies,
guiding each towards inevitable, and
mutual destruction.
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Using amazons in your
games of Warhammer

The nature of the Amazonian Sisterhood
is largely unknown to outsiders, but it
has been observed that particularly
warlike devotees are referred to as
‘Serpent Priestesses’. These warrior-
mystics are potent magic wielders, and
wise in the ways of the jungle. Any army
that can count one as an ally to their
cause is fortunate indeed.

A Serpent Priestess may be taken as a Dogs of War unit. They may be ‘hired’ by
Lizardmen, High Elves, Wood Elves, Dwarfs, Empire, Dogs of War and Ogre
Kingdoms armies.

A Serpent Priestess costs 235 points, and uses up both a Hero and a Rare choice.

Under exceptional circumstances, a Serpent Priestess may aid dark-hearted
creatures, in an effort to lead them to their doom. If a player of a Dark Elves,
Skaven, Chaos, Vampire Counts, Tomb Kings, Orcs and Goblins or Chaos Dwarfs
army wishes to ‘hire’ a Serpent Priestess, then they may do so, but they provide
one for their opponent to use too, with neither side paying the points cost for the
model (each still takes up a Rare and a Hero choice).

If you want to include an Amazon as an
ally for your army, it couldn’t be simpler.
You can use these rules to add an
additional layer of interest to your
games. It is intended that they are used
for games set in Lustria, being
particularly appropriate to campaign
games set there. Treat these rules in the
same way as a Special Character — they
are balanced, but it’s not fair to spring
them on unprepared opponents, so get
their agreement before the game begins.

M WS BS S T W 1 A ILd
Serpent Priestess 4 4 3 45B) 43429

Weapons: Claw of the Old Ones
Armour: None

Spells: Serpent Priestesses are Level 3 Wizards. They always use spells from the
Lore of the Serpent list.

SPECIAL RULES

Native: The Serpent Priestess is a native of the darkest depths of Lustria, and the
jungles hold no peril for her. When using the Jungle Fighting rules presented in
Warhammer Realms: Lustria, she is immune to the same encounters as Lizardmen.

Claw of the Old Ones: This mighty High Age weapon is deadly in the hands of
those with the knowledge to call forth its power. The blade grants the Priestess +1
Strength (noted in her profile) and its attacks ignore Armour Saves.

Amulet of the Moons: This ancient symbol of the power of the Amazonian
Sisterhood casts a silvery shimmer around the wearer, protecting her from harm.
The Priestess has a 4+ Ward Save.

will suffer a -1 to hit penalty. Once cast, this spell remains in pl:

THE LORE

Casting value

~ Spell

Singing Wind 5+ until it is dispelled, or until the Priestess chooses to end it (which ' {:
Serpent’s Strength 6+ she can do at any time), attempts to cast another spell, or is slai |
Wendala’s Maelstrom 7+ e
Shield of Thorns 8+ SHIELD OF THORNS %
The Living Jungle 8+ (REMAINS IN PLAY) CAST ON 8+
Siren’s Dream 9+ Calling upon the very plants of the jungle to protect bet; the
Priestess is surrounded by a wall of writhing undergrowth.
VGING WIND CAST ON 5+ Any model that charges into base contact with the Priestess will be 5

\ The Priestess calls to ber the spirit of the divine wind, whipping
the jungle into a frenzy and lashing ber foes without mercy.

" This spell enables the user to unleash a Strength 4 Breath

W ‘eapon attack.

RPENT’S STRENGTH CAST ON 6+
Calling wildly to the ancients, the Priestess calls forth the
strength of the jungle, its essence filling ber with primal fury.

' The Priestess and all friendly units within 6" gain +1 Strength
mil the end of the player’s turn.

NDALA'S MAELSTROM
CAST ON 7+
jéstess is surrounded by a swirling tropical storm, the
winds protecting her from enemy shooting.

fire aimed at the Priestess and any unit she is with

i TR e S
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struck by a single Strength 4 attack before striking, so long as hi
charge reaction is to Hold. Once cast, this spell remains in play
until it is dispelled, or until the Priestess chooses to end it (which
she can do at any time), attempts to cast another spell, or is slain.

THE LIVING JUNGLE CAST ON 8+
In a whirl of graceful motion, the Priestess calls forth the 3
denizens of the jungle, binding them to aid ber against ber foes.
This spell is 2 magic missile that inflicts 4D6 Strength 2 hits, wi
a range of 12". :

SIREN’S DREAM
The Priestess sings hauntingly, mesmerising all who hear ber.
All enemy within 12", with the exception of models that are
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BLOOD ROYAL
by Will McDermott
& Gordon Rennie

Underhive bounty hunter Kal Jerico
is finally unleashed in his own series
of storming novels! Joined by his
odious sidekick Scabbs and psycho
warrior woman Yolanda, Kal is up to
his neck in trouble again. There's a
killer on the loose and it could be a
member of Kal’s estranged family!

Novel » £5.99

DOUBLE EAGLE
by Dan Abnett

In the skies above the Sabbat
Worlds Crusade, the Phantine XX

fighter pilots are the last hope for |

victory! Available for the first time in
paperback, Dan Abnett presents a
new tale from the world of

Gaunt’s Ghosts!

Novel » £6.99

WWW.BLACKLIBRARY.COM

!

‘Grim battles from
a dark future.”
Starlog Magazine

MIREEAE

High-speed air combat in the war-torn
Sahbbat Worlds!




| THE AMBASSADOR CHRONICLES SR
by Graham McNeill ———VJAP\HANEMER_*_

| Retired general Kaspar Von Valten S [: t

thinks he’s seen the last of the
’NN

| battlefield when he becomes
Ambassador to frozen Kislev. But

a full-scale Chaos attack and a
murderer stalking the streets means
that Kaspar must again take up his @ . i
sword. This great value omnibus SR % P
contains the awesome novels

The Ambassador and Ursun’s Teeth.

Novel » £7.99

SAVAGE CITY
by Robert Earl

Florin and Lorenzo return! The
unlikely stars of The Burning Shore
and Wild Kingdoms are back on
their home turf and in all kinds of
trouble! And, if that wasn’t bad
enough, they’ve also got the wild
girl Katerina running rampant in
the city on a quest for vengeance.

Dark fantasy adventure from the author of
The Burning Shore and Wild Kingdoms

ROBERT EARL

{Stiperior funmsyframt e.penofG a McNezll’ hj‘.x Novel s £5.99

THE BLACK LIBRARY
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Tale of
Four Gamers

The Four Gamers battle on in The Conquest of the New World, hacking deeper into the jungles of
Lustria in search of gold, fortune, and exotic monkeys they can sell in the market back home
(monkeys are not common in the Old World, and command a high price). Asger has taken an early
lead, drubbing all-comers with his stinking horde of Nurgley nasties. However, two turns remain, and

the game is not up yet.

CAMPAIGN TURN 2

Each turn the players can advance on any of the territories on the map provided it is adjacent to their own
territories. A roll is required to move through the jungle, and if this is failed the army stays put. Dave advances
on the unclaimed Jungles of Despair, Asger attacks Dave’s Blood Pyramid and Stephen’s Temple of
Coustellations, while Stephen and Paul tussle over the Pirate Encampment, held, until now, by Paul’s Empire
army. All the players made their rolls for moving through the jungle.

&5) Death at the Temple

—

Asger: There’s not
much news on the
painting front. I've
been fleshing out my
army, with more rot.
Though some of the
pet Nurglings (the
ones attached to the
Plaguebearers), are
being painted in new
colours. Small variations that you
probably won’t notice, unless you know
already, but these are the things that
make your army a bit special. All the
little details that Guy won’t let me...
(Silence! — Guy).

Asger Granerud

In the first of my two battles, Stephen
and I set up our army centrally on the
board. I had one flank covered by a
Plaguebearer unit, which faced the Tomb
Prince in Chariot. The other flank was
occupied by a Nurgling swarm, facing
down a unit of Carrion. Stephen
deployed his units ordinarily, and mine I
once again decided to put into Loose
Formation. The expensive stuff (the
daemon general and Chariot), hid from
Stephen’s catapult behind buildings.

Stephen won the roll for first turn and
decided that an extra turn of shooting at
my Plagueriders was worth it before
bones started flying left, right and
centre. With my mediocre magic
defence, I accepted the inevitable, and
let Stephen have the extra shot in the

Asger attacks the bony minions of Stephen

Magic phase. A bit of luck on the
scatter, combined with my Ward saves
meant that only a couple of
Plaguebearers and a base of Nurglings
copped it in the first two turns.

In the third turn I began to get some
charges off. Due to the Lustria rules,
my daemon general was restricted to
a 10" flight move, up until this turn
he had therefore footed it, getting 2"
extra every turn. But in Turn 3 1
decided to charge him into the three
Tomb Swarms. Aided by a Herald, the
remaining Nurgling base and the
Plaguebearer unit, they managed to
inflict enough wounds to destroy the
swarm. As the general flew in his charge,
he got a 3D6 overrun move, which
safely brought him into contact with the
Tomb King archer unit.

A couple of other combats were also
going on. On Stephen’s left flank we had
a struggle between the Carrion and two
Nurgling bases next to the swarm
combat. The Plagueriders were fighting
skeletons with spears, and on the right
flank, the Plaguebearer unit was staring
down the Tomb Prince in Chariot as they
hid safely in a wood.

Stephen’s next turn saw my
Plaguebearers with Herald being
charged by Skeletons and Ushabti. I had
some really good rolls, and even though
I lost most of the rounds, I didn’t die
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Asger’s daemons surge forward, crushing 9

the Tomb King's host and'winning the
Dane another victory. = =

40 A TALE OF FOUR GAMERS

until the very last turn. The Plagueriders
had a small fright when the Tomb
Scorpion joined in. I had this irrational
fear of its Killing Blow, but in hindsight
this isn’t much of a threat against the
riders. Statistically , it would have taken
more than 13 combat rounds before
he’d get a Killing Blow. Sure enough, it
didn’t happen.

My Exalted Demon general went into
the archers, swinging his flail through
the front rank. Hitting on 3’s, with re-
rolls, saw a nice three hits. He then
promptly rolled three 1’s. I then lost the
combat, if I had rolled a 10+, he would
have popped due to instability, which
would have cost me the game. Luckily, I
proceeded to roll a 5 and a 1. Dice are
fickle, though thankfully not that fickle.

The rest of the game saw me winning all
the protracted combats apart from one,
the daemons being well-suited to wars
of attrition. The Tomb Prince got
frustrated and moved forward, trying to
engage, but the Plaguebearers swarmed
out of the wood, and crumbled him in
two turns. Stephen did get his revenge
though, taking a shot with his catapult at
my Chariot as soon as it moved out from
behind the building. A direct hit ensured
that it never got to do anything.

oF 3
s
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All in all it was a really good game
against another nice opponent. All the
small things went my way, which ended
up showing a result heavily in my
favour, though a few unlucky dice rolls
could have given Stephen the chance of
a come back, so it was not a one-sided
contest at all.

One of the many undead warriors who are
now properly dead, thanks to Asger.




&5) The struggle for the Pirate Encampment (5

Stephen takes to the field again, this time against the forces of Paul

Steve: Our game at
the Pirate
Encampment kicked
off with some bad
news for my Tomb
Prince’s army. Paul
had spent some

- Plunder points and
Stephen Green hired himself a
Maneater and some
Duellists. This was a bit worrying, as the
Tomb Prince had left his Chariot back at
the camp and was footslogging with his
spearmen guards. It also meant that Paul
had plenty of Skirmishers, allowing him
to leave his big scary units in regular
formation, meaning they could do far
more damage.

We were playing the Break Through
scenario and I was to choose whether to
attack or defend. I thought I was being
clever when I opted for Paul to be the
attacker. I even got the first turn

The opening turn was marked by plants
eating Paul’s Huntsmen, but my luck
turned almost immediately when the
Screaming Skull Catapult misfired and
fell apart. Add to this Paul taking down
one of my Ushabti and a Chariot with
blasty fire magic, and things weren’t
looking rosy for the legions of the dead.

This feeling was reinforced when I saw
my Tomb Scorpion die horribly
underground, failing to even clear the
surface. At least the plants were still on

my side, eating more of those pesky
skirmishers.

Disaster struck when my Hierophant,
who foolishly left the shelter of the
jungle, was attacked by a swarm
summoned in the Encounters Phase and
lost a wound. Add to this a Maneater
charging my Tomb Prince and then
smashing him into dust with three
quality swipes. The Skeletons broke and
killed the hulking mercenary, but the
damage had been done.

One of my Chariots was destroyed by
the Militia on my right, but Paul’s Wizard
fled from my Tomb Swarms in the
centre. However, this wasn’t so good as
it left them open to a charge from the
Militia in Paul’s turn. Paul’s Knights and
Halberdiers chewed through my two
Skeleton units, leaving me on the back
foot with three turns to play. Another
encounter saw Paul’s main unit of
swordsmen stumbling through Madcap
mushrooms which killed two of them
but left the rest immune to psychology
for the rest of the game. More bad news
for my army.

1 had two Liche Priests and 11 Skeleton
archers left on the table. I threw the
bowmen into the Swordsmen, in an
attempt to tie them up for a turn, and
started blasting away with the Priests,
but it was all in vain. Paul took the
laurels of victory by crushing my bony
bowmen in short order.

Paul: The
Stirland Militia
are fully
embroiled in
their overseas
war, and more
mercenaries are
in order to
ensure their
victory,

f and he complements my pirate
 duellists with his gold chests.

STE-RA THE MIGHTY
HEROES
{ Tomb Prince (100) ......cceeeveeiiernnnnnns 112pts
Enchanted Shield (10), light armour (2)
Liche Priest (115) ...ccoeeerecreccnncranens 140pts
Hieratic Jar (25)
Liche Priest (115) coccceevveeeininerennsnens 160pts
| Staff of Ravening (45)
! CORE
| 16 Skeleton Warrior (128) .............. 153pts
| Full Command (25)
15 Skeleton Warriors (120) ............ 175pts

Light armour (15), Spears (15)
Full Command (25)

12 Skeleton Warriors (906) .............. 116pts
Standard Bearer (10), Champion (10)
. 2 Tomb Swarm bases (45) ....c..cccuee. 90pts
: SPECIAL
| 3 Ushabti 195pts
3 Chariots (120) ....ccceeevverenrcnenrnnnens 148pts
Standard Bearer (14), Champion (14)
Tomb Scorpion (85) ....cccceveuerreeeieninnns 85pts
| RARE
Screaming Skull Catapult (90)..........90pts
TOTAL 1,496pts

PAUL'S PEASANTS

HEROES

Captain ‘The Bull’ (50)
Sword of Sigismund (50), shield (2)
plate armour (8)

Battle Wizard ‘Mad Jeni’ (60).......... 145pts
Level 2 upgrade (35), Two Dispel Scrolls (25)
Doom Fire Ring (35)

Battle Wizard ‘Albert Grunger’ (60) 154pts

. Level 2 upgrade (35), Ring of Volans (30)
Wizard’s Staff (15), Barded horse (14)

CORE

i
| 19 Swordsmen (133) ..ueeeeesmsneeeeees 158pts
{ Full Command (25)
20 Halberdiers (120) ....cccccvrvvueernenes 145pts
z Full Command (25)
15 Free Company (75) ..ccceernnnnereeennns 85pts
j Sergeant (10)
. 10 Free Company (50) .....ccccecvrerunrneens GOpts
| Sergeant (10)
10 Free Company (50) .....ccceeeuerenennens GOpts
, Sergeant (10)
{ 10 Free Company (50) -weueuremseesseusees 60pts
Sergeant (10)
2 10 Archers (80).....ccccoeneeucsueauesercsaeans 85pts
| Marksman (5)
10 Huntsmen (100) ......cccceeeeuvrennnee 106pts
Marksman (6)
5 Knights of Morr (125) .....ccccueeeneee 230pts

Inner circle (15), Full Command (40)
Morr’s Banner (50) (as Banner of Ulric)
RARE

11 Pirates (Duellists) (55) .....cceeuueen 109pts
' Pistols (44), Champion (10)
Ogre Maneater (80) .....ccccceeeirieecnnneee 90pts

Heavy armour (4), great weapon (6)

TOTAL 1,482pts
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$3) Battle at the Blood Pyramid

Asger bends his daemonic will to conquering Dave’s Orcs

Dave: As Asger had
attacked, I got to
choose the scenario

defend. I've found
Flank Attack quite
challenging as an
attacker, as they
assign a third of their
points value as a
flanking force which arrives later on in
the game. I thought that Asger would
suffer from this, as his army is small and
lacks missile troops. But Asger did that
annoying business of reading the actual
rules, which state that the attacker may
assign up to a third of their army as
flankers. In the spirit of the game,
however, he stuck a unit of
Plaguebearers and his Plagueriders in
reserve. He’s not such a beard after all.

Dave Allen

After I set up my forces (taking greater
advantage of the Loose Order Drill rules
this time round) Asger used a
“Hopelessly Lost” event to move

' PURCHASED
1 Ogre Maneater ............cceeeuvenns £10

ASGER GRANERUD
£12 to spend (+£2 left over)

PURCHASED COST
g 6 Plaguebearers..............c.cuo.ee....... £12
RLEFATE St e e £12

STEPHEN GREEN
£12.50 to spend (+£2.50 left over)

. PURCHASED COST
HENecron Lord ...l it £7
1 Tomb King Shield....................... 51

£14.50 to spend (+£4.50 left over) :
PURCHASED

1 Mordheim Equipment Sprue......£4
1 Ogre Maneater ..........coecveennennnns

TOTAL ............................................. £8
PAUL SCOTT
é

42 A TALE OF FOUR GAMERS

and whether or not to

Borgut’s Unit back towards my table
edge. His army advanced towards mine
and in his Encounters Phase a swarm of
jungle creatures attacked Ruglud’s
Armoured Orcs, but caused no damage.

The Trolls showcased my ability to fail
Leadership 9 Stupidity tests once again
and stumbled about a bit (they don’t
take too well to foreign travel). The rest
of the army advanced. A Lashworm
damaged Asger’s Chariot, and Ruglud’s
Orcs shot down a Plaguebearer.

Asger’s army continued forward in his
next turn and his Encounters Phase saw
a member of my Black Orc unit and a
member of Ruglud’s Armoured Orcs
stumble into the maws of Carnivorous
plants. The Exalted Daemon sauntered
up to a small unit of Orcs and threw up
over them - killing two.

Angered at the loss of their comrades
and the soiling of their leather jerkins,
the remaining Orcs, led by Taugrek the
Throttler, charged the Exalted Daemon.
Some of their comrades also charged
into the unit led by the Herald of
Nurgle. Their banner held the *Ere we
Go spell (thanks to the blessing from the
Effigy of Gork) and this saw the end of
two Plaguebearers before the start of the
combat. The Rock Lobber misfired,
killing one of the Goblin crewmen.

Such luck continued into my Combat
Phase, as Asger’s rock-hard Exalted
Daemon chopped Taugrek down,
though the Orc unit, obviously still
furious about their laundry bill, held.
Three more Plauguebearers died in

Taugrek the Throttler gets throttled.

combat with the Orcs but their
comrades, with the aid of the Herald of
Nurgle, slew six Orc Boyz in return. This
was too much for the remnants of the
unit, who broke and were chased down
by the shuffling pusbags. Worse, the
Herald and Plaguebearers ran right into
Ruglud’s Orcs. Panic spread to the
nearby Black Orcs, who were chased
down by a gang of poxy Nurglings!

The Orcs in combat with the Exalted
Daemon managed to wound it, Asger
rolled high for the Instability test and
the monster vanished in a rain of
effluvia, which got the Orcs even
messier. Ruglud’s boys acquitted

e e



Plunder Campaign Points

TURN 2 SUMMARY

Army actions this Turn

Final Plunder

Stephen 50 3

Moves to Pirate Encampment (fights Paul) 20

ghts Stephen) 130
GghsDave)

gt

Paul 50 2

themselves well, and after the first
round of combat only the Herald and a
drumming Nurgling were left fighting
them. Borgut and his Big 'Uns charged
into the Nurglings and stomped the
little bleeders into a foul smelling paste.
The remaining Black Orc unit charged in
to aid Ruglud in his combat. The
Nurgling drummer was slain, and the
Herald of Nurgle reduced to a Wound.

It is at this juncture that Asger’s
reinforcements arrived, well placed to
take advantage of the carnage on my
left. The Chariot charged into Borgut’s
Big 'Uns, who fled because I was
squeamish about them being charged in
the flank, and the remaining unit of
Nurglings charged the Trolls in their flank.

The plants made a return and gobbled
down two Black Orcs and two of
Ruglud’s boyz.

The Nurglings pulled a Troll down and,
though he regenerated, the resulting
combat resolution saw the Trolls have to
make a break test on their own

Moves to Pirate Encampment (fights Stephen) 40

Spend 10 Plunder on Ogre Maneater

Rebuilds Army

A

Leadership. They were chased down.
Ruglud did better against the Herald,
who vanished with an instability test.

Borgut rallied in my text turn and his
pet Shaman blasted three Plaguebearers
to smelly smithereens. A carnivorous
plant also munched on a Plaguebearer.

Asger charged his remaining Nurglings
into the flank of Borgut’s Big 'Uns and
his Plagueriders charged into the
remaining small Orc unit. With their
multiple attacks the Plagueriders made
short work of the Orcs, but Borgut and
his boyz beat back the Nurglings, who
lost half their number due to instability.

The Chariot of Nurgle came under a rain
of fire from Ruglud’s Orcs and lost a
wound, but that didn’t stop it slamming
into Borgut’s unit and inflicting a
mortifying amount of damage. They
broke and were chased down. It was all
over. Asger and I had inflicted a
comparable amount of damage, but his
possession of a table quarter garnered
him a Solid Victory.

Dave’s Orcs take another pounding from

the Danish daemons. Another game like
this and Asger will win the campaign!

P )’\
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ALLEN’S 'ARD BOYZ

HEROES

Borgut Facebeater, 19 Big "Uns ...... 336pts
Choppa, 'Ardlad’s Axe o’ Doom,
Drogs Dead 'Ard Armour,

Orc Shaman (65)
Level 2 upgrade (35)

Black Orc Big Boss (80) .................. 109pts
Battle Standard Bearer (25), heavy
armour (4)

CORE

10 Black Orcs (100) ...coccoueeerennennnnnee 153pts
Great axes (20), Full Command (33)

10 Black Orcs (100) ....ccceereennecnneen. 153pts

! 10 Orc BOYZ (50) .oicersessnsesonisonssanons 98pts
Additional hand weapons (20),
Full Command (28)

10/01c BoyZ (50) crvarisissnmvssseisivssonsess 83pts
Additional hand weapons (20), Boss (13)

! SPECIAL

i Rock Lobber (70) .v..cosueressmissvsssussssses 75pts

{ Bully (5)

+ 3 Trolls (150) .coeeeeeacnenninincnnnnene 150pts

| RARE

| 10 Ruglud’s Armoured Orcs (190)..190pts
Effigy of Gork (40) ..ccceueveecnceneincnnnane 40pts
TOTAL ..... 1,499pts

ASGER’S DIRTY DAEMONS

HEROES

Mark of Nurgle (40), Sorcerer Level 1 (40),
Spell Breaker (25), Soul Hunger (25)
| Daemonic Herald (120) ....185pts
Mark of Nurgle (40), Spellbreaker (25)
CORE
12 Plaguebearers (192) .........ccceu.ee 199pts
Musician (7)
10 Plaguebearers (160)
{  Musician (7)
2 Nurgling bases (80)..
2 Nurgling bases (80)

|
|
l Exalted Daemon (230) ......c..eeuevennees. 360pts
|
]
i
i

SPECIAL i
3 Plagueriders (240)...cccccoceeerecueennne 240pts
RARE

i Chariot of Nurgle (150) ........cccceunee. 180pts

!
'.
s Extra Beast of Nurgle (30)
i
|
!

Two hand weapons (20), Full Command (33) !

NEXT MONTH
' to an end. We’ll be showing you
~ achieve with their monthly

of the campaign. Join us for the

i

" releasing the poor, exhausted

. they will be free of the tyranny of
i rombrindal’s deadlines.
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Despite the Dwarfs’ inherent
dislike of water, those of
Barak Varr in the Border
Princes are renowned as
much for their famous
steamboats as they are for
Dwarfen doughtiness.

arak Varr, or ‘the Gate to the Sea’,
B is unique amongst the Dwarf

strongholds. Approaching from
the land there is no indication at all of
the busy port that lies ahead. In fact,
even standing on the cliff edge it seems
to the unsuspecting eye that the ships
are destined to smash themselves into
the cliff face. But, the powerful tides of
the Black Gulf have carved out a deep
cave system into the tall white rock, and
here in these vast sea caverns the Dwarfs
harbour their trading fleet. The Hold of
Barak Varr is small in comparison to the
strongholds that tunnel deep into the

Worlds Edge Mountains, but the Dwarfs
of the Hold enjoy a relatively
cosmopolitan lifestyle, and are less dour
and introverted than other Dwarfs. Not
only is it one of the few strongholds that
has remained open to traders from
other nations, but the Dwarfs of Barak
Varr are renowned for their hospitality. It
is said that a Dwarf breakfast is a feast
large enough to fill the belly of even the
plumpest Halfling.

Dwarfs have a strong dislike of water
and the Dwarfs at Barak Varr are
unusual in that many of them become
sailors. Even so, they still do not relish
setting foot on the flimsy wooden
ships used by Men and Elves. Instead
they put their faith in huge iron vessels
driven by paddles and powered by
steam boilers located deep within
heavily armoured hulls, the arcane
secrets of which are kept by the Sea
Engineers Guild.




When traders of every realm, from Araby
to Lustria, gather together at Barak Varr,
they know that they can expect the
legendary hospitality of the Dwarfs to
refresh them on their arrival. Within the
Hold there are many highly regarded
establishments providing fare as diverse
and impressive as any city in the Old
World. It is a major trading centre,
where bargains are made between
merchants from many lands. This is
reflected in the market area of the Hold
where a visitor can buy anything, from
fine Araby silks to exotic Lustrian
statues, and from Halfling-mixed spices
to fertility charms from the Southlands.

Tunnelled into the cliffs, the stronghold
is almost impervious to attack by land.
More than one nation has tried to
assault Barak Varr by sea in the past, but
the immense firepower of the Dwarf
fleet has always driven away enemy
armadas. Combined with the many
cannons whose barrels bristle from
revetments along the cliff face, an enemy
fleet has to be very brave to approach
the stronghold. Only a fool fights a fort.

Although it is strictly located in the lands
of the Border Princes, this is
diplomatically ignored by the Dukes and
Barons who hold sway over the area, as
the Hold protects them from invasion.
This generosity they favour the Dwarfs
with also extends to the Dwarfs’ free
passage along the many trade routes

e S8 iy it o A
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that lead through the Border Princes. If
truth be known, the Dwarfs inhabited
the Border Princes long before any other
race laid claim to the land and probably
constructed the roads themselves. It is
in fact the Dwarfs who put up with the
presence of Men in their ancestral realm
purely because there is very little
mineral wealth to be mined there.

The current King of Barak Varr is
Byrrnoth Grundadrakk. He is known for
maintaining traditional Dwarf values in
the face of an ever-changing world and

"' b\ oY latd) VI _P
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during his reign he has done his best to
maintain strong links with the Holds in
the Worlds Edge Mountains.

THE SAGA OF THE
VOYAGER KING

Byrrnoth Grundadrakk was born into
the ruling clan of Barak Varr some three
centuries ago, the younger of two
brothers. In Barak Varr Dwarfs tend to
be more outward looking than in other
holds and Byrrnoth was no exception.
He had many friends among the
merchants and navigators who regularly
did business there and even spent time
with the Sea Engineers, learning the
trade of building iron ships as well as
navigating them. He might have spent
his life thus were it not for the Elves.

Tragedy struck Byrrnoth’s father and
brother while they were at sea, hunting
down a fleet of Naggaroth Corsairs. The
Barak Varr vessel was attacked and all
hands consumed by an ancient sea
dragon named Mauldekorr, an ally of the
Dark Elves that was possessed of an
unending hatred of the Dwarfs. 1

When news reached him, Byrrnoth put
aside his old life. At the shrine of

Grimnir he swore an oath to avenge his
kin even as the great mourning bell

tolled. From the keeping of the Priests |
he claimed his birthright, the axe
Rhymakangaz, and took to the sea to
hunt the wyrm down.

Byrrnoth’s quest occupies one hundred
and seventeen stanzas of the Barak Varr |
Book of Deeds. The noble King did not

set foot on land for over 20 years, ever
searching for Mauldekorr. Byrrnoth

almost passed into myth — seafarers

would talk of the doom-laden Dwarf and
his ship of iron, ever-prepared to follow

www.games-workshop.co.uk/dwarfs 45



e Tl e -‘*\“""}gw—w"—' =

Ba-ra'@fla )‘/""“

*««. M o

~-225 pts

The army of Ba.rak Varr can be built using the Dwarf army book. To add a
bit of character, however, the following is a suggestion on how to represent
t King Byrrnoth on the battlefield. Byrrnoth counts as a Lord choice and can
| be used in any Dwarf army of Barak Varr of at least 2,000 points.

M WS BS S T W 1 A 1Ld
Byrrnoth bl ey TEVAL VN S SR i e | )

Equipment: Rhymakangaz — rune axe with Rune of Might and Grudge Rune.

Armour: Gromril armour, shield with Rune of Stone and two Runes of Iron.

Special Rules

Ancestral Grudge, Resolute, Relentless. See page 6 of the Dwarf army book for
details of these special rules.

’ I wanted to convert a suitably regal model
for King Byrrnoth. I also wanted to reflect
hls dragon hunting escapades. So I
~ decided to base my model on King Alrik

3 as he really fits this profile. To distinguish
him from the mighty Alrik I gave him a

’.‘ different helmet, axe, some equipment

b and fighting stance.

A3

Thorgrim Grudgebearer’s helmet was the
perfect choice for King Byrrnoth. I simply
sawed off the top of Alrik’s helmet and
replaced it with that which I sawed off
Thorgrim. I used a file to tidy up the
edges of the pieces.

I used the axe from the Dwarf Lord model
in lieu of Alrik’s axe. I also replaced the
axe head with that of Ungrim Ironfist as it
bore a dragon motif. This I positioned in
the existing hand holes on the model and
filled in any gaps with Green Stuff.

8§

o
4

I added extra details to finish the model
off - a cloak from a Mordheim Skaven
sprue and King Kazador’s Thunderhorn
(cutting off the arm first). The Book of
Grudges at the model’s waist is from King
Alrik. The shield with the Barak Varr rune
I added last.

£4.00 Dwarf Lord axe 9947020507801  £2
50;60 King Kazador horn 99470205005% &
. £6.00 : Nightrunnets sprue 9938110600

46 THE REALM OF THE SEA DWARFS

the slightest clue, however tenuous, to
the drake’s whereabouts, a paragon of
patience tainted by barely-contained
wrath. He searched along the Vampire
Coast, past the Citadel of Dusk to the
Boiling Sea. He dared the Churning Gulf
and the Bitter Sea, finally coming to the
Sea of Dread where Mauldekorr turned
in a bay off the Dragon Isles.

The clan name Grundadrakk means
‘hammer of the dragons’ and Byrrnoth
earned the right to it that day. As the
dragon wrapped itself around his ship
and crushed it in its coils, Byrrnoth leapt
upon the beast. Mauldekorr plucked
Byrrnoth up by his leg and hurled him
into the air, opening its fanged mouth to
swallow him whole. The Kings’ rage
engulfed him and, roaring his battle-cry,
he plunged willingly into the gaping
maw and set to cutting the beast apart
from inside. Mauldekorr thrashed in
pain and dived below the surface,
writhing and twisting but could not
dislodge the vengeful Dwarf. Had
Byrrnoth been plunged into the
Dragon’s gut he would have been killed
for sure by its venomous bile but he
held fast in the creatures throat. Blow by
blow Byrrnoth hacked his way out,
severing thigh-thick arteries and hewing
steel scale skin as he went. The crew of
Byrrnoth’s vessel watched the sea froth
crimson and boil with the dragon’s
death throes, fearful for their liege, their
dismay turned to joy as Byrrnoth broke
the surface, gasping for breath, his axe
held high in triumph.

Upon his return to Barak Varr Byrrnoth
was acclaimed by the populace. Few had
believed he would be able to fulfil his
oath and it was a source of pride to one
and all that he was their King.

His quest had changed him though. Not
least because his leg wound never
healed, forcing him to hobble for the
rest of his days. Byrrnoth felt closer to
his ancestors than ever before and for
the first time he truly mourned his lost
kin. He also looked differently on his
Hold than he had before and saw that
Barak Varr was allowing traditions born
in the Worlds Edge Mountains to be
diluted by contact with outsiders.
Byrrnoth took action and immediately
revived the tradition of sending
Beardlings to complete their schooling
in Karak Kadrin and elevated many of
his Hammerers and Longbeards into
positions of greater influence. Visitors
wonder if Barak Varr will continue to be
so open to business with Byrrnoth as
King but such is the respect he has
earned amongst his people that their
support for his rule is absolute and
without questiofi:
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THE VOYAGERS OF
BARAK VARR

Labouring bard with a shovel in the
darkness, stoking a massive boiler and
bathing in the beat. Life on board an
Ironclad, eb? Just like being at bome.

‘One-eye’ Morgim - Sea Engineer
aboard the Legend of Grimnir

Barak Varr is home to a part of the
Engineers Guild known as the Sea
Engineers. This organisation specialises
in building the great ironclad ships for
which Barak Varr is famous. There is
something about such vast machines
that fascinates the more megalomanical
engineers and there is nowhere else in
the Dwarf realm where such engineering
feats are possible or required.

Dwarfs are not generally fond of the sea;
it is, after all, a very different
environment to their mountain holds.
Many regard it as being the domain of
the Elves and as such no place for
proper, right-thinking Dwarfs. There is
certainly no record of Dwarfs taking to
sea in vessels powered by oar and sail as
they have no natural talent as mariners.

The creation of steam engines large
enough to power iron vessels changed
all that however. By making iron float
and by directing their vessels without
dependence on tide or wind the Dwarfs
feel they have conquered the sea and
proven the dominance of earth over
water. Moreover they have, to their own
satisfaction, proven that anything the
Elves can do, they can do better.

There are relatively few Ironclad vessels
in existence and those that there are can
be divided into broad categories. The
typical Ironclad is the equivalent of
other races’ galleys and ships of the line
in size. It is a broad category, however,
and every ship is a unique creation that
is testament to the skill of the engineer
that built it. Monitors are smaller than
Ironclads and are well-suited to
patrolling rivers and inland lakes as well
as oceans. They carry less fuel than
Ironclads so cannot steam so far without
refuelling. Monitors are rarely seen
outside the Black Gulf and the Tilean
Sea, whereas Ironclads can reach Lustria
when fully provisioned. Dreadnoughts
are even larger than Ironclads and each
is a veritable floating fortress, complete
with massive turreted cannon, far larger
than anything seen on land.

There have been very few engineers
skilled enough to build a Dreadnought
and the sheer cost precludes them being
built in numbers. The greatest Kings of
Barak Varr have marked their reigns by

commissioning a Dreadnought and each
one is a mechanical marvel unparalleled
in the world. The credit for designing
the first Dreadnought belongs to the
legendary Engineer Hengist Cragbrow
and every one built since has owed
something to his vision. Equally rare is
the Nautilus. This is a ship actually
capable of travelling beneath the waves.
The first Nautilus was built by
Cragbrow’s one-time apprentice,
Mungrun Steelhammer. Steelhammer
was determined to make a name for
himself and, unable to match the scale
of his Master’s creations, built
something completely different instead.
Other Nautiluses-have since been built
but in many ways it was an invention
that was ahead of its time then and is
still ahead of its time now.

Steam-powered vessels opened the
world’s oceans to Dwarf trade and
ensured that wherever you go in the Old
World and beyond there is a.good
chance you will find Dwarfs, curious to
hear news from the Worlds Edge
Mountains and eager to taste thick,
Dwarfish ale again.

Ironically the Dwarfs’ ability to traverse
the world’s oceans owes much to the
Elves. No Dwarf would admit this, but
without accurate charts it does not
matter how powerful one’s ship is.
Within Barak Varr the Dwarfs maintain
their Book of Charts. Whilst it might
originally have been a single tome it is

. Steelhammer’s wake.

now more of a library. Many of the
charts therein have been bought from
Tilean merchants quite properly but the
earliest maps, the ones that made
seafaring possible, are believed to have
been looted from the Elves during the
War of Vengeance. These charts have
spared Dwarfs the irksome task of
exploring; instead they have always
known where they are going.

An example of this is the afore-
mentioned Mungrun Steelhammer. His
last ill-fated voyage was made in concert
with Estalian privateers. Mungrun

accompanied one of their expeditiohs to

Lustria in his Nautilus. Together they
hoped to explore and loot the fabled
sunken city of Chupayotl. The Estalians
had searched for the city for generations
without success, but found it with
Mungrun’s help. Clearly Mungrun had
access to charts that showed the course
to the city. The tragedy of Steelhammer’s
last voyage is that only one of his crew
ever returned to Barak Varr.

30 years after the expedition departed a
Dwarf was freed from the oars of an
Araby galley, his mind long gone. He was
recognised by a kinsman as being one of
Mungrun’s mariners. All'he would talk
about was great, black eyes and webbed
claws. Dwarfs will dare much for gold- :

however, and despite this salutary tale,it :

is only a matter of time before anothér

great Dwarf mariner follows u;\z, by, 5
i} 7 "?‘
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The Throng of Barak Varr

Although the Dwarfs of Barak Varr are noted for their steam-powered ships they also
maintain a standing army. Below are some ideas to theme your Dwarfs around Barak Varr.

will first be confronted by the

armies of the Border Princes.
These warlike lords are fiercely
protective of their domains and can be
expected to mount strong resistance.
Even if they are overcome then there is
no way into Barak Varr that can easily be
assaulted as the approaches run through
tunnels well set with thick gates,
cunning traps and solid defences.
Approaching from seaward is even more
hazardous, one must face both the
Dwarf fleet and the most formidably
gunned defences in the Old World.

H ny enemy approaching Barak Varr

Because of this, Throng Barak Varr is
rarely mustered to fight invaders, as
there is, after all, little for them to
defend that is near at hand. Barak Varr’s
primary interests are the sea lanes, along
which trade is conducted, and the
nations that engage in trade. The army
of Barak Varr is therefore most likely to
be seen well away from its own lands,
protecting the wider interests of

the Hold.

bolds a grudge as only a Dwarf can.

M WS BS S
Torston 3 4 3 3
Sea Axes 3 4 3 3

Throng Barak Varr has fought in Tilea
and Estalia, bringing those merchants
who dare to deal dishonestly to justice.
Their banners have flown in Araby when
rogue Pashas have attempted to fill their
treasuries through piracy and in Khemri
where the Dwarfs reason the dead have
no use for the gold that lies in tombs
beneath the sands. When distant
outposts like Skeggi in Lustria have been
threatened the only help they can expect
is from Barak Varr, as a friendly port in
those waters is almost as valuable as
gold (almost!). In all these cases the
army is transported by the fleet, a feat
made easier as the Dwarfs that make up
the Throng are in the main the same
Dwarfs that crew the fleet.

Lords and Heroes

Barak Varr armies contain all the usual
Lord and Hero choices available to
normal Dwarf armies. There are some
differences in the frequency that they
appear however. Dwarf slayers are
normally drawn to the Troll Country, as
few see the benefit of having to travel by

Torston and bis lads are debt collectors by trade and make a living pursuing
merchants who renege on deals. They will also serve as mercenaries when
circumstances demand. Torston’s clan was originally from Karak Norn but was
exiled following an incident in Atbel Loren. Although be will not speak of it, be

Torston and 9 Sea Axes (the minimum unit that can be hired) including a standard
bearer and a musician cost 145 points. Additional Sea Axes can be added at a cost
of 12 points per model. They are a Special choice in a Dogs of War army and a
Rare Choice in any other. The Sea Axes will never work for any type of EIf army.

T W I A 1D
4 1 2 2 9
4 1 2 1 9

Equipment: Great weapon, hand weapon, throwing axe.

Armour: Light armour.

Special Rules

Ancestral Grudge. Unlike the usual ancestral grudge, that held by the Sea Axes
applies to all types of Elves as well, which means they will hate them. :

Resolute. Dwarfs fight with grim determination and are slow to abandon their
position. Dwarfs flee and pursue 2D6-1" instead of the normal 2DG".

Relentless. A Dwarf on the march is as implacable as the turning of the yearé, and
impossible to halt. Dwarf units may maith even if there are enemy within 8".
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sea to find a Troll when there are so
many close at hand!

Consequently, Daemonslayers and
Dragonslayers are much rarer in the
armies of Barak Varr. The Hold has
always been home to that branch of the
Guild of Engineers who specialise in
building sea vessels, the Sea Engineers.
Indeed, many of the great clans of Barak
Varr owe their prestige to an ironclad
vessel, designed and built by an
ancestor, which they continue to
proudly operate. Also the Hold makes
tremendous use of cannons both at sea,
and in its own defences, so Engineers
are a common sight in its armies, eager
to test their creations in action.

All Dwarf Holds have ancient Anvils of
Doom, but that of Barak Varr is rarely
taken to battle as it is kept in a great
forge overlooking the harbour from
where its runes can be used to repel
invaders.

Core Units

The main Core units of Dwarfs,
Warriors, Crossbowmen and Thunderers
are all present in Barak Varr armies.
Frequent fighting from ships makes
missile weapons very popular. Though
there is a slight preference for handguns
over crossbows, crossbows are not only
cheaper but more reliable in wet
weather, making it unlikely that
crossbows will ever be completely
supplanted on ship.

Barak Varr’s location makes Rangers and
Miners a rare sight in its armies, this is
not to say they don’t ever occur, just
that any such regiments will normally be




Rt

passing through from elsewhere for a
particular reason. A regular sight in the
livelier taverns of the Hold are the
Skrataz, a loose group of prospectors
who eagerly follow up any rumours of
gold and silver in distant lands, often
without consulting the masters of those
lands; “If they wanted it, they would
have already dug it up themselves” is
used as the justification. The Skrataz will
sometimes find themselves in the
Throng of Barak Varr, normally when it
is in their interest or when they are
given no choice.

The sea gate symbol of Barak Varr is
used on shields and banners but not
exclusively. Within the Hold different
clans trace their lineage to the great
Ancestor Gods Grimnir,
Grungni, Valaya or to other,
lesser, Ancestors and will
use their symbols instead.
Additionally there are many

Trades Guilds that member

are entrusted to deal with any
disturbances in his name. The
appearance of a Hammerer will
normally quieten down any Dwarfs in a
dispute and they have many ways of
calming unruly visitors. They are so tied
to the security of Barak Varr that they
only take part in expeditions led by the
King himself.

Wherever there are Dwarfs there are
Longbeards and the Longbeards of
Barak Varr are amongst the most
enthusiastic followers of the King,
recognising in him the qualities of a true
Dwarf. They are, if anything, more
ostentatious than the rest of the Throng
as visitors to the Hold are not always
aware of the respect rightly owed to
their beards but understand
wealth. Barak Varr
Longbeards often have
richly inlaid armour,
helmets and weapons as a

clans take great pride in

consequence.

being part of and display
the symbols of accordingly.

Because Barak Varr is a
thriving port there is a
wider range of dyes and
textiles available than anywhere else in
the Dwarf realm. As a result there are no
dominant colours in the Throng. Rare
and exotic fabrics like silk are far more
attainable and are excellent for
demonstrating a warrior’s prestige. The
Dwarfs of Barak Varr are rightly proud of
their wealth and are loath for it to be
out of their sight. Rich clothing and
jewellery enables them to keep their
hoard close to hand where they can
enjoy it and provides them with the
resources to do their own trading when
the opportunity permits. A common
sight on Barak Varr Dwarfs are arm rings
of silver that can be used as currency
virtually anywhere by the simple
expedient of cutting chunks off one of
them with an axe.

Special Units

Just as Daemon Slayers and Dragon
Slayers are a rare sight in the Throng, so
are units of Giant Slayers and Troll
Slayers. Occasionally a band of such’
individuals may pass through while
seeking a particular legendary monster
to confront, but such sightings are
uncommon and normally have a story
attached to them.

King Byrrnoth, like all Dwarf Kings, -
maintains a guard of Hammerers. The
commander of this regiment is
responsible for the sea gates and bears
the ceremonial keys of the Hold. They
are the eyes and the ears of the King and

The Dwarf rune for Barak Varr

Unknown to many there
are Undgrin routes from
Barak Varr to the holds in
the Worlds Edge
Mountains. These are vital
to the Hold but are so long
that they cannot easily be kept in the
best condition. A former Sea Engineer
by the name of Knut Krakkerson
operates a steam-powered caravan that
plies the tunnels and helps keep trade
moving. Ultimately, however, it is the
work of the Ironbreakers that ensures
that Barak Varr remains the Dwarfs’ gate
to the world. They diligently patrol the
Undgrin and aggressively hunt down any
Grobi, Skaven or other creatures that
they catch sight of. The Ironbreakers
include many of Barak Varr’s finest
warriors and no major expedition would
be complete without a regiment of
them. In many ways the presence of the
Ironbreakers determines whether a
Throng represents the King himself or is
merely a private venture.

When it comes to artillery, Barak Varr is
exceptionally well-supplied. In particular
they favour cannons and some of the
largest pieces in the Old World can be
found in their coastal batteries. The
needs of the fleet mean there is no
shortage of Dwarf gunners and there is a
keen rivalry between different clans over
who possesses the most accurate
cannon. Grungni’s Hammer is the best
known. It is at least nine centuries old
and is the pride of the Halfarnason clan.
It is said that one shot from this great
gun sent a Dark EIf Ark to the bottom of
the sea from a range of a mile and a half,
a feat no one has bettered. Stone
Throwers and Bolt Throwers are still

frh vl = Y o o b

evident but are regarded as being a little |

old-fashioned. Above all else, Dwarfs are
practical and the ability of Stone
Throwers to drop their iron-bound
rocks through the decks of enemy
vessels is greatly appreciated, as is the
way that Bolt Throwers can bring down
high-flying creatures with greater
accuracy than cannon.

Rare Units

When fighting foes equipped with
wooden vessels, Flame Cannon are
extremely useful and any engineer who
has built one is always welcome in Barak
Varr. By comparison Organ Guns lack
the power to penetrate the hulls of
enemy ships and are a little rarer. Whilst
Barak Varr has many possible uses for
Gyrocopters there are no engineers
currently resident who have mastered
the technique of building them. In all
probability this is because Barak Varr is
best known for engineers who want to
make huge engines to power the largest
ironclad vessels, not those who are
interested in small, lightweight engines.
That said, there are Gyrocopters, but
these are easily lost in any mishap over
water and are thus a rare resource.

One area in which Barak Varr differs
significantly from other Dwarf holds is in
its use of Dogs of War. It is a major port
and sellswords regularly pass through.
Long Drong and his Slayer pirates are
frequent visitors to stock up on rum and
powder whilst Vespero’s Vendetta
sometimes accompany Tilean merchants
as bodyguards. As many of the conflicts
that Barak Varr gets embroiled in are
related to trade it has become
acceptable for the richer merchant clans
to finance their own armies. As evidence
of this, the Throng that stormed the lair
of the Estalian pirate, Alphonso
Garracha, included ‘more mercenaries
than Dwarfs, including the renowned
Daddallo and his Birdmen of Catrazza.

It is not unheard for there to be Dwarf
mercenaries in the service of foreign
princes. Many of these mercenary bands
come from Barak Varr itself, the best
known of them being the Company of
Torston Treehaka.

Pete Haines ;
Pete has a penchant
Jfor Dwarfs, and '
owns an army of
over 8,500 points,
encompassing

virtually everything.
The last unit be
\ painted was an
Anuvil of Doom.
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Each year thousands of hopeful hobbyists enter Golden Demon, Young Bloods and the Open, Games
Workshop's premier painting competitions. 36 happy painters will leave with gold, silver or bronze trophies
to add to their mantelpieces, but only one carries off the Slayer Sword, a uniquely forged blade that only the
very best can hope to win. If you feel you are up to the challenge of claiming one of these prestigious

awards, then here’s how to go about it...

Day and Golden Demon! The world’s

best gaming event has moved to the
National Exhibition Centre, a bigger venue that
will enable even more hobby fun!

A new year, and a new venue for Games

Golden Demon itself has also undergone
some changes from last year, so please read
the details below even if you are an
experienced Golden Demon competitor (in
fact, especially if you are an experienced
competitor!). In all cases, the judges will be
looking for models that are, above all, well
painted and well presented. In addition, we
will pay attention to how well the model or
models fit in with the published concept of
our game backgrounds. That isn't to say that
we won't reward innovation and creativity, but
this must be demonstrated within the
atmosphere and spirit of the worlds we
present in our games.

Remember that all entries must be Citadel
miniatures or Forge World models.
Conversions are welcome! Warhammer
40,000 categories include Necromunda, Epic
40,000 and Battlefleet Gothic. Warhammer
includes Mordheim, Warhammer Quest,
Warmaster and Blood Bowl.

CATEGORIES

This year at Golden Demon there are ten
main and two additional categories: the Open
Category and Young Bloods.

Please note that there is no Large Model
category this year. Inquisitor models should
be entered into the Open category.

THE LORD OF THE RINGS MODELS

The Lord of the Rings Models may be entered
into the The Lord of the Rings Single
Miniature, the Duel, Diorama and Open
categories. Please note that you may not mix
models or model components from our The
Lord of the Rings ranges with models from
our other ranges in any of the categories. You
must use models or components from the
Games Workshop The Lord of the Rings
range only, you may not include models or
components from our Warhammer or
Warhammer 40,000 ranges. Similarly you
may not mix The Lord of the Rings models
or components into any category entries
based on the Warhammer or Warhammer
40,000 backgrounds.

Entries which mix models or model
components in this way will be disqualified.
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BASES

Bases have proved contentious before in the
competition, so last year we chose to use the
phrase “appropriate sized gaming base” in
several descriptions. This still stands.
However, the intention here is to allow a little
flexibility to entrants whilst keeping to the
spirit of the competition. So, if you want to
mount your Imperial Guard Commander on a
40mm base because it “looks nicer”, you can
still enter it in the Warhammer 40,000 Single
Model category. Similarly, if you decide to
base your fantasy model on a round base
instead of a square one you will not be
penalised by the judges.

Please note the judges reserve the right to
move models that are not on appropriate
bases into a category they deem more
fitting. If in doubt, use the base provided
with the model.

SCENIC DISPLAY BASES

Many people like to mount their models upon
large scenic display bases or plinths. This is
permitted provided the individual model can
be removed and stand upon an appropriate
sized gaming base. If the scenic base is
integral to the model your entry will only be
eligible for the Diorama category. Although
display bases can add to the impact of a unit,
our judges do not take such bases into
consideration when making their decisions.

Models on display bases are usually
removed from the base when being judged.

ARTEFACTS

Golden Demon is all about painting Citadel
miniatures. As decided last year, we no longer
permit the inclusion of artefacts based on our
games in the competition.

JUDGES’ DECISIONS

The judges’ decisions are final. All our
judges are experienced employees and
know exactly what they are looking for. The
judges reserve the right to move models
into a different category if it is entered
inappropriately or disqualify a model if they
feel it breaches the rules of the Golden
Demon competition. Games Workshop will
not enter into discussion about the

judges’ decisions.

JaCqUEs~
Alexander i
Gillois, Slayer
Sword winner-

| 2004, holds——
aloftthis prize.

COMPETITORS’ GUIDELINES

The rules for Golden Demon are simple and easy to follow.

You can only enter once in each category,

* and all entries to Golden Demon, Young

Bloods and the Open competition must he
painted Citadel miniatures, or Forge World
models.

| We welcome conversions based upon our
| Warhammer and Warhammer 40,000 game

worlds in all categories, but these should
be consistent with the atmosphetre of the
game worlds and spirit of the miniatures

. ranges that we produce. At this time, due to

the nature of our license, we cannot accept
scratch-built models hased upon The Lord
of the Rings intellectual property.
Conversions made entirely from our The
Lord of the Rings range are acceptable.

Overall, the judges will be looking for well-
painted models that adhere to the imagery
and ethos of the worlds represented in our
fictional worlds of Warhammer and
Warhammer 40,000. All single miniatures
must be mounted on the appropriate gaming
bases. Read the category descriptions
carefully. It is your responsibility to enter a
miniature in the correct category. When
models are being hooked in, it is
impassible for us to check that every single
entry has been entered correctly. Whilst
judging, we may spot such anomalies but
we simply won’t have time to correct these
and models will be marked down or
excluded accordingly as we see fit. We
reserve the right to refuse entry.

i All entries must be personally handed in

| and registered at the National Exhibition

| Centre, Birmingham, on 25/09/05. All

| entries must be collected from the show

| stands at specified times by the entrant in
| person. These times will be published in

| the Games Day Programme and'will be

announced over the PA system on the day.

All competitors will be fully responsible for
the transport of their ownientries to and

. from the competition, and for storing their

own transport and packing materials on the
day. Please don’t ask us to look after
carrying cases and giant cardboard boxes.
We simply will not have the room behind
the stands to store these nor the staff to
look after them. We will all he busy looking
after the entries themselves (rather more
precious, you'll agree!).

Once entries are booked in we will, of
course, undertake to look after them as
carefully as we can. However, we can
accept no responsibility for loss or damage
to individual entries. Models are entered at
the competitor’s own risk.

Entry to any of the competitions gives

Games Waorkshop the right to photograph

and publish details of models entered as we
see fit. Finally, remember that the point.of
the painting tournaments is to showcase the
efforts of all those who paint miniatures in |
our hobby and to have some fun. You may

not agree with the final outcome, but please
bear.in mind that the judges’ decisions are
final and we will not enter into any
correspondence regarding them.

CATEGORY 1
Warhammer 40,000 Single Miniature

CATEGORY 2
Warhammer 40,000 Squad

CATEGORY 3
Warhammer 40,000 Vehicle

CATEGORY 4
Warhammer 40,000 Monster

CATEGORY 5
Warhammer Single Miniature

CATEGORY 6
Warhammer Regiment

CATEGORY 7
Warhammer Monster

CATEGORY 8
Duel!

CATEGORY 9
Diorama

CATEGORY 10
The Lord of the Rings
Single Miniature

YOUNG BLOODS
Maodels by painters
aged 14 and under.

OPEN COMPETITION
Let your imagination
run wild!
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CATEGORY 2: WARHAMMER 40,000 SQUAD

CATEGORY 1: WARHAMMER This category is for Warhammer 40,000 squads or squadrons of five or more models. This is
40,000 SINGLE MINIATURE also the category for Epic 40,000 detachments and includes gangs and mobs from Necromunda.
Any single human sized Warhammer All squads must be ‘legal’ in game terms. Judges will be looking for units that best exemplify the
40,000 miniature mounted on an qualities and character of the army they represent.

appropriately sized gaming base. This )

category includes Terminators but other This category DOES include squadrons of bike-mounted models provided they are organised
models supplied with 40mm and larger into a unit of five or more models. Larger vehicle models should be entered into Category 3. All
bases should be entered in the models should be mounted on an appropriately sized gaming base.

Warhammer 40,000 monster category.
Models on larger bases should be
entered into another category. Note that
bike-mounted character models must
be entered in the Vehicle category.

Bronze: Cadian Military Police by Paul Capon

Bronze: Battle Sister by Werner Klocke

CATEGORY 3: WARHAMMER 40,000 VEHICLE CATEGORY 4: WARHAMMER
This category is open to single Warhammer 40,000 40,000 MONSTER

vehicles, Dreadnoughts and walker models. This This category is for any single large

" Warhammer 40,000 model mounted on an
appropriately sized gaming base. This covers
models like the Avatar, Ogryns, large
Tyranids, Ork Warbosses, etc.

category includes single bike-mounted
characters if this is appropriate to the
army in question (eg, a Space
Marine Captain on a bike).
Battlefleet Gothic
spaceships can be 70,
entered into this Q
category as well. X
Although most of these ( )
models tend not to be
supplied with a base, it is
quite acceptable for you
to mount the vehicle on
a modest base (no

more than 20mm

larger than the vehicle
itself). Forge World's
Imperial Armour

models may be entered
in this category.

] \ ! 4 .ﬁ;ﬂ?

Gold: Grey Knights Dreadnought acy>
Gold: Imperial Ogryn by Mark Tait

by Fernando Carbonell
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CATEGORY 5: WARHAMMER
SINGLE MINIATURE

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

Silver: Bretonnian Mercenary
by Joe Hill

CATEGORY 7:
WARHAMMER
MONSTER

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

Silver: Bretonnian Lord
by Richard Henderson

CATEGORY 6: WARHAMMER
REGIMENT

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

CATEGORY 8: DUEL

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

Silver: Salamander vs Hormagaunt by Adrian Bay
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CATEGORY 9: DIORAMA
Entries for this category consist of a
diorama based on the worlds of
Warhammer, Warhammer
40,000 or The Lord of the
Rings. The display must not

be larger than 30 x 30cm

and the maximum permitted
height is 30cm. The

diorama should be

appropriate to the

background of Warhammer,
Warhammer 40,000 or The

Lord of the Rings, but
otherwise there are no
restrictions on the battle scene’s
theme or content.

Bronze: River Trolls vs Empire Soldiers
by Mario Kkounnous

CATEGORY 10: THE LORD OF THE  THE YOUNG BLOODS

RINGS SINGLE MINIATURE COMPETITION 2005

This is open to any single miniature from The Young Bloods painting

the Lord of the Rings range of models. All competition is open to any

models must be presented on their competitors aged 14 years or
standard gaming base. under. Your entry should consist of

any single Citadel miniature, either
Warhammer, Warhammer 40,000, Mordheim,
Necromunda, Blood Bow! or The Lord of the
Rings, mounted on an appropriately sized
gaming base.

Models must be single foot figures — no
mounted models or group. The judges will be
looking for well-painted and well-presented
models. Paint schemes should demonstrate
originality, imagination and consistency with
the spirit of the game worlds.

Silver: Warrior of the the Dead Silver: Plague Marine
by Joseph Tomaszewski by Josef Gotherskjould

THE OPEN COMPETITION 2005

As always, the Open competition is your opportunity to let your imagination run riot.
Anything goes! Your entry could be a single model, a sweeping diorama or whatever takes
your fancy. Please note that we will not accept artefacts into this category. Golden Demon
is a miniature painting competition and we would like your entries to reflect that.

Entries should be no larger than 60cm by 60cm.

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

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

T W

s
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LEADING

So, you feel the omnipresent call of the Hive Mind, and are compelled to
serve the Great Devourer? Playing Tyranids is a very rewarding experience,
but it is very different from the armies of the Imperium and their common
enemies, Marshall Jansen reveals some key strategies.

hard characters, heavy weapons teams, assault specialists, transport vehicles, tanks, and

a basic trooper that defines the army. While the details differ, races in the Imperium have
arguably similar structures. Tyranids, on the other hand, are an alien force. They have no
vehicles, they don't follow the basic rules for leadership, even their weapons have different
effects, depending on the stat-line of the creature bearing it.

@he average Warhammer 40,000 army, regardless of race, is based on similar choices:

With the wide variety of broods and swarm themes available, you need to have a general idea of

how Tyranids work on the table before you can begin playing them well. While it's certainly

possible to field a bunch of close combat gribblies and hurl them headlong across the table into

the enemy, a more subtle understanding of the force will improve your performance dramatically. i

LR L A A R R L LI

O T T lils” - o o B

TYRANIDS

Tdacfica<is our. reqular. series

ornfiow fo geffhe besfiotf of

your army, wriffen by fthe

fiest gamers arourd.

If youlre a. skilled general

and havedricks you’d-like fo
« share, “wiy—nof: submif o

~_AdcficafeWhite Dwarf? Wrife
~fosus afifiie addressiaf fhe
 fronf of freimagazine.

Factpca

By. Mar’sﬁﬁ‘d” Jonsen

»

To-get the most out of the Tyranids you need to keep in mind some core concepts: general

theory, strategy, swarm archetypes, and battlefield tactics, all of which play a critical part in

fielding a truly successful swarm. 2

There are four basic concepts I follow when
heginning to build a Tyranid swarm. These
are: .numbers, focus, cloning, and synapse.
These should all be balanced with each

other when you build your own swarm, or

you'll find that your force may'fail to have

the survivability and effectiveness you nee

in order to win. ;

~ Numbers: Quantity over i]bulify :

Tyranids are spoilt for choice in the types of
broods they can take, as well as the options

. - .available to each brood. More than any other

army in the Warhammer 40,000 universe,
Tyranids ‘can be adapted and manipulated to
your heart’s content. This mutability is a two-
edged sword for the budding Tyranid general.
Certain upgrades can give you a big

_ advantage in certain battles, but the points

spent on them add up, which can cause the
size of your swarm to shrink.

Tyranids have strength in numbers, both in
numbers of models on the board, and
number of force slots taken (it is possible to
fill all six troop slots for a meagre 240 -
points). With lots of bodies, you gain many

" advantages over a less numerous foe. You

clog fire lanes, making it difficult to shoot..
You have a large number of scoring broods,
making it easier to claim objectives. The more
broods you have, the mare chances your
opponent has of making a mistake and
shooting the wrong one. Most importantly,”
seeing a large number of models on the
board has a great psychological impact on
your opponent — if they look across the table
and think “there’s no way | can kil all of

- that!”, you are already on the path to victory.

GENOTYPING THE SWARM: TYRANID THEORY AND STRATEGY

Quantity-over quality is a concept that goes
hand in hand-with having large numbers of
troops. This is where all of those biomorphs
and bio-weapons can begin to hurt you. An
extra point here and there across an entire
swarm and suddenly you've spent 150-200.
points on upgrades, which could have bought
an extra brood or two!

When you think about purchasing a biomorph
for one of your broods, analyse exactly what

" it is that you are giving-up. Consider the

basic Genestealer: for 192 points, you can = .=
field 12 of them with a 5+ Save. However, you o]
may see that Extended Carapace upgrade and” « -

think “I'd get.a save against bolters! That has” .. :

to be worth it! And scything talons are only 4
points — that's an extra attack!” But now, your
Genestealers are 24 points each — for the
same 192 points, you can-now only get 8. I ey L
Genestealers. While you've got a savé against "
bolters, you've cost yourself 4. models, / *. -

making the brood easier to drop below half = %!

strength. While your Genestealers will be
much more survivable against the bolters of
the Marines, their plasma guns, heavy
bolters, and other weapons ignore that
expensive upgrade. Buying biomorphs across
the board for your broods- can. easily cut the -
size of your swarm by a third! A good rule of
thumb is to get your numbers up first, and
only then should you begin adding upgrades.

In addition to models, Tyranids should also .
try to maximise the number of Forcé
Organisation slots used. With more broods,
you have more tactical flexibility, and by

taking more choices than your opponent, you™

have better deployrent options.



'_ Consider the following options: One swarm
takes two broods of 32 Hormagaunts each,

while another swarm takes six broods of 10
Hormagaunts each. Both armies fulfill the
Troops requirement. However, the first choice
only has two scoring broods, which limits the
number of Victory Points they can claim.

“Also, with only two targets to shoot at, the .

opponent can rest assured that all his shots
will count. The second option provides six
scoring broods, maximising victory point -
potential. The smaller brood sizes enable you
to make better use of cover. Six broods give

you more Fleet of Claw/Difficult Terrain rolls, .

allowing you to get at least.some- of your

force across the board qurckly Not only that, -

but you can charge two ot these squads

A Hive Tyrant is a perfect example. Sure, you
can purchase all of the toys: enhanced
senses, adrenal glands, toxin sacs, implant
attack, bio-plasma, a venom cannon,-seything

talons, and more.:But you end up. with:a 250- -

300 point modelthat will be Wastrng someyof
its potential every turn. If yourspend 60
points gn makmg your Tyrant a’long- ranged
death-dealer, you "don’t'want him: stuck in
close combat. Conversely, if you buy wings
and close combat biomorphs; your Ballistic
Skill and ranged weapon-symbiote do you no
good once you are stuck in.

Carnifexes and Tyrants should prok one thing
to be good at, and spend their points-
judrcrously to fit that role. Two 300-point

If .thcy look across the table and thmk
“there’s mo way I can kill all of that!”,
you are alrcady on the path to- v1ctory

_agamst -the same target to get-the same

amount of punch as a larger brood

Fo;us- Smgle-mmded klllmg muchmes
Focus is a simple concept: almost no brood .
in your swarm should try to maximise its
ability in both assault and shooting. While it
is quite easy to make many of your broods

able to dish it out-in-both close.combat and
:at long range, you should avoid this at all
-, costs, as by doing $o you will tend to waste

" points'that could be far better spent /
“elsewhere in the swarm..

2 monstrous creatures look scary on the table

but are-less effective than four-150-point [
monsters with defined roles and objectives.

There is one exception to thig rule, and that is-

a Tyranid Warrior that is equipped for a’

“shooting role. Because Warriors don’t benefit

from taking two guns, | Would_suggest that

+ all Warriors with guns take & set of rending

claws. While scything talons-might seem like
a better choice (being srgnltrcantry cheaper),
rending claws make the Watriors a real

-threat,- should they find themselves in.close”

“dual-rolé unit, without having to pay for
- expensive close combat upgrades.

- if it wouldn’t be better to take multrples

takrng two, three, or more broods, youforce.
“your opponent to split their fire or ignore

- Thinking about taking a Zoanthrope wrth warp

combat Wlth power-armoured foes Because i

_rending claws don't rely on WeapomSlpII or

Strength to do their damage, you getd-niee » 4 a

Cloning Brood5°

Too much is just enough. P
Tyranids thrive on consistency;: bnd the best B
way to make sure your swarm: performs ;
consistently is to have several of certain
types of broad-built into your swarm design. -

When you decide to take a specialised brood, -

consider why you are making that choice, and- = & 05

Consider Hormagaunts and Raveners; rtyou
take these broods, it is generally because you "
want a Turn 1 or Turfi 2 assault, to harass the -
opponent and tie up lines otflre with-an eatly
close combat, By takrng one brood, you ‘rest-
your hopes on one Fleet of Claw roll. A
determined opponent can easily wrpe out a.
braad’in one turn of shdoting. However, by

certdin breods.: You give yourself multiple
chances for a high Fleet of Claw roll. You
open up your deployment options $o-that at*
least one of these broods is directly across
the board from your chosen target. - ‘n.‘?‘:_.‘

blast as your anti-tank weapon? One can

easily fail a Psychic test, or miss. With two or
three, you increase the chances of.one of ¢
them succeeding in your goal of destroying -

the tank betore it runs over your broods.
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. The Horde

. 1-The'hordeis the ‘classic’ Tyranid swarm. The

/~majority of the swarm is made of Termagants

" and Hormagaunts. A Genestealer brood or
maybe a Ripper Swarm round out your

..broods. A Hive Tyrant and some Warriors
provide synapse, and a Carnifex might stalk
around the backfield.

When making a horde, it's important to
realise that your strength is in numbers. You
want to be at least double the size of your

- opponent’s army, and ideally outnumber him
three to one. The key to playing a horde
swarm is to realise you're going to take a lot
of casualties, and therefore you want to keep

- the model cost low. If your opponent has 30
models and you have 100, you may lose 40
on the way in, but when you get to him, you
still outnumber him two to one! With that
kind of numerical advantage, you should be
able to hold him up long enough for the
assault specialists to get in and do enough
damage to win.

58 LEADING THE SWARM

TYPES OF TYRANID ARMIES

Fast Assault

This swarm should charge in as quickly as
possible, allowing your opponent few shots.
A winged Hive Tyrant for HQ, leaping
Warriors in Elites, Hormagaunts for Troops,
and Raveners, winged Warriors, or even
Gargoyles in Fast Attack. If you have points
left for Heavy Support, buy some anti-vehicle
ranged units in the form of Zoanthropes or
heavy weapon-toting Carnifexes.

When building this swarm, make sure you
have enough bodies (usually Hormagaunts)
to support an all-assault swarm, and have _
enough synapse to keep them in line. Four to
six moderate broods of Hormagaunts along
with a winged Tyrant and two small broods of
leaping or winged Tyranid Warriors should be
the core of your army. From there, you can
add more aspects depending on points.

Have your broods support each other. Don't
try to take out fast moving vehicles in close
combat, unless they are the only thlngs you
can reach.

Elite Stealer/Warrior Swarms

In contrast to the horde, you can also field an
‘elite’ Tyranid swarm. Rather than relying on
hordes of Gaunts, your core is broods of
Genestealers and Warriors. The goal of this
force is to put broods on the table that are
able to operate independently. Throw synapse
out the window, none of your broods rely on
it. After you've got the core of your force, you
can add Carnifexes, and for an interesting
change of pace, consider leaping or winged
Ripper Swarms. They can give you much
needed speed for a relatively small number of
points, and you don't need synapse creatures
to babysit them.

One thing to realise with this swarm is that
every casualty means a significant loss of
combat effectiveness. You'll want to get
across the board as quickly as possible,
because your opponent’s shots count when
your cheapest model is 16 points. You may .
want to consider using a refused flank set iip
with your swarm, rather than spreading out.
If you can deploy your entire swarm in a
small area, it will make it easier to still have
an effective force after being shot up.

The caveat to-this is that a refused flank tactic
will allow your opponent to deploy the body
of his troops farther away if you aren't
careful. As with any elite ‘army, deployment .
can often be the difference between victory.
and defeat. .

Even though elite swarms can see some

. success, Tyranids are not as suited to this

type of role as other armies are. Many

“. armies are much better at fielding elite

compositions. However, this is.a nice change
of pace, ‘and does speed the game up
considerably.




.

Stompy Death _

The ‘Big Beast' swarm is new to the latest
codex. With the ability to take up to eight
Tyranid Monstrous Creatures, you can now _
" take Tyranid swarms full of giant monsters.
While this seems like a great opportunity to
take unkillable beasts with all the toys, you
should restrain yourself-and make them as .
cheap as possible. \ .

“This army gives up many of the Tyranid -
strengths. By using Elites and Heavy Support
to take six Carnifexes, there is almost no
synapse on the board. With eight TMCs likely
taking up at least 1,000 points, you don’t
have much room for numbers, especially
since your cheap Gaunts rely on lots of -
synapse. Also, with such a small-number of
targets on the board, your opponent-won'’t
have any trouble deciding what to go. after.

This army tends to'be very slow so'you have

to be careful with your Troops and Fast Attack

choices. Troops should really be Ripper

..Swarms if you're low on points, or

Genestealers if you've got points to spare -
55 they aren't too bothered about synapse.

_In Fast Attack, you can continue the monster s

theme. by taking Raveners or winged

Wartiors. Possibly the most attractive choice

for this-force is Spore Clusters, as they allow
you-fo do damage to units that try to hide
from-you, while being extremely cheap *
points-wise.

While this army seems powerful, it has
:problems with certain missions, especially .

-~ Omega level.missions with Escalation rules.
. Though.it's fun to play, this army is small in
‘number and surrenders big chunks of Vlctory_»._..

Pornts gasily. So be careful!

It cannot be stressed too.highly
that the key to success is strength
in numbers.

~there’s quitea bit of.
-overlap available. If

Shooty Bugs ‘From Hell

While not known for their ranged weaponry,
Tyranids can put an impressive amount of
firepower on the board. Two cheap Tyrants
with venom cannons, broods of deathspitter-
armed Warriors, Termagants with fleshborers
and devourers, Biovores, Zoanthropes, and a

Carnifex with a barbed:strangler. can, th[ow a.-
large amount of flre down the: table R

e o

While Tyranld firepower is shon ranged it is
quite powerful, Tyranids are not bad shots'if
you buy them the right upgrades and most
of their guns have multiple shots, ‘or can re-
roll misses or failed wound-rolls (ora ‘-
combination of these effects). Many Tyranid
weapons have high Strength as well. The

- power of the fleshborer, for instance, should

not be ignored. A S4 gun that re-rolls wounds
in‘the hands of a 6- -point model easily takes.-

. out light troops and even light vehicles.

With just a few points spent here‘and there,
the swarm can have a bit ofpunch in close
combat as well. | wouldn’ recommend this
type of army to a new player as Tyranid guns
don’t have the range or stopping power of
Eldar dr Marine weaponry. However, thisis a -

“fun varrant to-try out for a change of pace.” :

When buildirig a swarm you might want to:*
clone broods with the same roIe but that |
doesn't mean that if you need three fire
support broods, it all has to-be in the form of

“Warriors with deathspitters-and a venom

cannon, It's perfectly fine to-take a brood of
Warnors a Carnifex with barbed strangler
and-enhanced senses, and.a-broed of three
Zoanthropes with:Warp Blast Also note that

you rieed synapse
and frre support,
Zoanthropes
and Warriors

are perfect. /£

Zoanthropes =

1 Warriors-
"Raveners [,

“$hock | Assault

| Carnifexes
Tyrants . °
| Warriors.
" .| Biovores

BATTI.EFIELD STRATEGY

Playmg Tyramds is a comhination of
theme, composition, deployment, and-
target selection. Possibly more than any
other army, the Tyranid player must
balance these aspects when building .
and playing the swarm. After.youlve -
decided the theme of your Tyranid army

g |t s time to. move on to swarm selection.

SWARM,SEI.ECTION

Armed with a theme for your army you
now need to determine what components
the force needs. Below are the” :
common building blocks ‘
of a Tyranid swarm.

Fast Synap.se
Winged Tyrants
Winged Warriors

Synapse
Tyrants
Warriors

Fast Aésault :
Winged Tyrants -
Leaping/Winged

Warriors
Tyrants
Carnifexes
Genestealers *
Broodlords

Fire Support
Zoanthropes

‘Fast Harassment
Hormagaunts
Winged/Leaping Rippers
Gargoyles -

Horde/Bulk
Termagants .
Rippers
Spinegaunts

Psychological
Lictors
Spore Clusters
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; Synupse Keeping your
IDEAL SYNAPSE WEB . Hive Tyrant | broods under control
—~ In general, you need enough synapse on
- the board to hold your swarm together.
If you are relatively new to playing
Tyranids;.you should do a ‘test run’
when it comes to synapse. Design your .
swarm, then deploy it on your.game -
“table. Does your synapse net cover all
your broods? Ideally, every brood of
Gaunts on the table will be covered by
two different synapse nodes (see figure:,
@ @ O @( @ @ @ o 1), and every other model will. be
(6)(c)(c) @ (G) @/  covered by one-synapse:node. By doing |
@ (E) (G) @ \ @ @ @ * this, youigive your Gaunts the: cntlcal
protection'they:need- early on.. INERS
> entire flank of your swarm cen collapse, :
: N if you.rely on a'single:Synpase creature‘jL ;
g Other umts novered “by.one — : to.bring them to the fight, and it IS :

----- 3

s synapse creature : destroyed before yOUrﬂrst turn S "

X, CD ED D

00000 Hormagaunts can find it veryeasy to -
000 09 (R - assault but can%a soendupoutof ¢/
synapie;ge‘ach lich can make“your ’
Outside’synapse - early ass Ltftatt (see figure 2). It is
range : * better to hold the unit back, and attack
with fewer models than'to getaali of -
them into assault only fo break ofj ;

Gaunts covered by two
synapse creatures

Another i tssue that is commonly*rmsged; &
~.- when/dealing thh»syﬁapse |s~that some“”f
of your fastest unjts fend 4

b

&, There are two ways you: can. prevent tms 43
from happening:The first is to take fast
as-glvmg wmqs B0

t‘er of od (

- assault, itensures Ahatyol won't fail
ENEMY ENEMY ENEMY Marale test. (Remember that-when

(R) assaulting, all models must pﬁove in !

00 assault |fp“sslble so ifiyau'wish to use

you ’wm need 1o make,r

Stragglers

ur deployment to makefJJp for tha <
fact. Place models thatdon’t 1 requnre--e
: synapse together o one flank, while:
grouping your Warrrorsand Tyrant + '
together with.yoir Gatirits on the otfier:~ & * -
“This deployrpent will allow’ you toRgey ,,] %
“ blanket ypur Gaunts with synapse wh' ;
glvmg yoqr opponent two dlstlnct

Abaove: Anexample of how the synapse web can. easily.be broken. Flgure 2 shows how the Gaunts and. Ravenefs i
have strayed outside the zone of /nfluence whl/e F/gure 3 shaws fow' thls canbe prevented

¥ Vi e
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"HEADING INTO BATTLE

"WARHANMMER

40 000‘

Deployment ] :
Tyranids almost always outnumber their foes,
s0 having the right components of your army
in the right spot can often spell victory or

" “defeat. This is why it's so critical to take as
many choices as possible. The more you .
have, the easier it is to to create beneficial
match-ups across the board. Assume that .-
you.have a varied Tyranid swarm, with two
Hive Tyrants, two broods of Warriors, a -
-brood of Genestealers, three broods of :
Hormagaunts, two broods of Termagants, a
brood: of Gargoyles, a brood of Raveners, a
Spore Cluster, a Carnifex, a Zoanthrope
brood, and a Biovore.

Your Carnifex needs to be as close tp the:
enemy as possible, while the Biovore and
Zoanthrope are more flexible. As these are -
the first pieces to hit thetable, you should,
probably deploy the Biovore first, because it -
has the longest range. Then deploy your
Zoanthropes.(if they have synapse, spread
them out across your deployment zone). Now
. you have gdf two choices when deploying
- your Carnlfex You can either place him
~across from'a juicy target, or deploy him
centrally if thére isn't anything to go after.
_Unfortunately y your- opponent can then refuse.
o do deploy anywhere near it.: '

If you are Iucky you’ll be frmshrng up placmg
your-troops choices when your opponent is - .
completely: done. If so, then you have a huge
advantage, getting to cherry-pick the
placement of your Warriors, Raveners, and
Tyrants to maximise.their effectiveness. |

cannot stress héw important it can be to have

thrs advantage over’ your opponent.

A note on Infiltrate and Deep Strike:

: Gargoyles, Raveners, and Broodlord-led
Genestealers get to choose if they want to

deploy'via these methods ir some missions. .
In many cases it is better to deploy norma!ly
with these'broods!

If you Deep Strike, the best case scenario has
them appear on Turn 2, shoot, and if they
survive the next turn, assault on Turn 3. With
bad rolls, they may not appear untrl Jatg in the
game, and a poor Scatter roll can loge the ~
entire-brood. On the other hand; if they- v'
deploy with the main force, they get to move
normally from Turn-1, may get first turn
shots, and will aimest certainly have a Turn 2
assault. In some cases it may: be beﬂer to
hold the unit back, but having them onthe
board from the start will be better fpr you. -

On the other hand, it's almost always a good
idea toinfiltrate with your Broodlord-led
Genestealers. Should you drop a Broodlord .

" ‘anda big brood of Genestealers 15" from the

enemy, they will do everything in their power
to kill them by Turn 2. No one wafts that unit
hitting their army without beirig weakened
first. Sometimes, this is exactly what you
want — a sacrificial unit in cover to draw
enemy frre

-~In games where there aren’t any good places

toiinfiltrate, deploying nofmally. might give . .
you a changeto hit the enemy with your fast
assault units on Turn 2. This'allows your. ' -
Broodlord-to stroll across the board
untouched, becoming a game-winning -unit

‘on Turn 4..Lastly, before drepping that .

expensive-Deep Striking unit infront of the
enemy’s guns, make sure yot can afford to
lose the brood before they move

\
Board Control I

. .Now that you've got your swarm-on the tab!e

there’s one final issue: contro{mg ‘the board.
For: vrctory you will you need tox‘control frre

‘When planning these assaults, j‘udgerthe
-relative strength- of the unit.you're assaulting

- A brood that assaults and wipes out an

~ Another aspect of board control is to utlhse h e
-~ +‘pincer’ movements as you advance. If you 1 . -

lanes, assault options, and other Teatures. A
general tactic is to send your fast broods to
immediately assault the enemy, preventing
them from shooting and hopefully cuttlng oﬁ?
fire Ianes of other units behind them

and the brood you're assaulting with. You

want to apply just enough force to-cripple the
unit, so that-you-cannot be shot.in the ‘
opponent’s turn and can finish thiém off in the -
second round of‘combat. ldeally, you'll hit

hard but not quite break the unit,-and-then in
their turn you'll wipe'ttiem out and 7
consolidate, ready to charge the next target.

enemy unit generally has hung itself out: to
dry. The opposing force will vaporise jtor- g
countercharge it: A brood that gets locked 1 Binerse.
combat keeps itself safe, bloeks fire lanes,

and forces the opponent to throw the umt

away, or brmg in mare troops: m the Assault
phase to-help out. Eitheér way, lts a wrnnrng
snuatlon foryou. © = v : A

brlng a Carmfex and-a Genestealer brood in
together; the enemy. will simply move away

from them. Instead, come at the target unit

from two sides, so that if they retreat, they

have to move straight back to the board edge.
This prevents them from supporting the rest -

. of their army, and makes breaking them off ]

the board a strong possibility. =~ P

Used properly, the Tyranids. offer a.number of
strategies.and can be very effective. By
following some of these tips you'll be able to
get the best out of the army: Now, go follow

_the imperatives of the hive!,
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Many Tyrcmid enfhusiusis will have no doubt read through the Kill-team
section of the latest Warhammer 40,000 rulebook, lamenting the lack of

~ opportunity to have a heavily converted squad of alien desperadoes

romping behind enemy lines fulfilling secret missions. Maybe more intrepid
gamers have cut their way through several squads of Brutes using a brood
of tooled-up Gaunts or stealthy Genestealers. But how can a taloned
monstrosity close down a shield generator, or rescue a hostage? Surely
Tyranids are just mindless killing machines, and don’t make sense in g
commando raid situation? Not so, dear reader, not so.

ake no mistake, Tyranids are not
individuals, but their Kill-teams are
often heavily bioengineered for

specific purposes. This leads to the
occasional appearance of a Tyranid brood
with unusual component parts. Alternatively,
a Tyranid Kill-team could just be the last
surviving aliens of a particularly bloody battle
which the Tyranids lost.

This article gives you all the rules and
background you need for using Tyranid Kill-
teams, for even the Hive Mind uses the knife
instead of the sledgehammer from time to
time. Genestealer broods, for instance, often
operate behind enemy lines for months,
covertly gathering information on their prey
and spreading the cancer of Tyranid
infestation in preparation for the main
invasion. The Lictor, another vanguard ;
organism, is specifically bioengineered to
excel at lone-wolf information gathering and -
assassination (admittedly, a Lictor will gather
information by pushing its feeder tendrils
deep into the brains of its prey and sucking

out the juicy bits instead of summoning data -

from a cogitator bank or kidnapping a Servo-
skull). Gargoyles spread fear and confusion
ahead of the main Tyranid swarms, herding
the prey-organisms into the path of the
oncoming swarm. Though its individual cells
are often little more intelligent than dogs, the
Hive Mind itself is a vast and cunning
sentience that can adapt and evolve its scions
for almost any situation up to and including
the vacuum of deep space. And that includes
the occasional commando raid!

MUTABLE GENUS VS MUTABLE LAW
The Tyranids are the most adaptable race in
the entire galaxy, evolving at a frightening
rate. Even the hasest Gaunt is a versatile
building block for genetic adaptation, and
Tyranid Kill-teams make full use of this
genetic adaptability.

@ Tyranid Kill-teams can break one
‘mutable law’ free.of charge. This
transgression does not award any
bonuses to the antagonist. Further
transgressions are treated as normal.
For instance, a Tyranid Kill-team could
consist of both Gaunts and
Genestealers, and although it breaks the
first mutable law (Kill-teams must be
chosen from the same unit entry in the
relevant codex), the Kill-team would not
award a bonus Brute squad or bonus
points to spend on specialist kit. If that
Kill-team consisted of Gaunts,
Genestealers and Hormagaunts, hence
breaking the first law twice over, they
would count as breaking only one
mutable law and hence award the Brute
squad player one extra Brute squad and
a bonus 10 points to spend on Boss
Brutes and specialist kit.

Designer’s Notes: This rule is to allow ;
Tyranid Kill-teams to have more variety and: '
personality than your average faceless brood
of alien clones, allowing 'Nid players to have
fun with conversions and narrative play. After
all, that is what Kill-team is all about — why
should humanoids have all the fin?
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~ “LICTORS'IN KILL-TEAM
et -The Tyranids-use Lictors in much'the
't same way anther race would use a
; crack squad of commandas. To many,
* these-chameleonic terrors are the
%= consummate Kill-team specialists. To
374 represent the fact that Lictors’are
« amongst:the mest common:Tyranid
! Kill-teams, a pair of Lictors may he
j fielded as a Kill-team in its own right,
; costing 160 points. This.does not
' count as breaking any mutable or
immutable laws. They may not-use
their Secret Deployment rule,
¢ however, and deploy in the same
* manner as.a normal Kill-team.

MISSIONS AND STORYLINES

Being hestial aliens, it doesn’t make much
sense for Tyranids to try and sabotage a
central objective or perform a thorough

~ reconnoitre. As a result, Tyranid Kill-teams
should never play the Sahotage or
Reconnoitre missions. On the other hand,
the Tyranids have their own unguessable
agendas besides slaughtering everything in
their path. Here are a few alternative
mission suggestions for using Tyranids in
your games of Kill-team.

Steal the genes. :
The Tyranid Kill-team must hit an enemy

" - position and drain live samples of the

~"enemy’s genetic material into special
reservoirs hidden in their exoskeletons.

There is no central objective in this mission.
Nominate one model in the Kill-team. This
model automatically has the Feeder Tendrils

upgrade at no extra cost (if it does not have it

already). Every time the nominated model
kills a Brute, roll a D6. If the rall is a 6, a
genetic sample of sufficient quality has been
procured. If the model with the genetic

sample subsequently reaches a board edge,

the Kill-team wins. If the nominated model
dies, the Kill-team loses.

Hunt the leader-beast

The prey’s defences are being held together
by a cunning leader-beast that seems to.
secure victory wherever it appears, never
directly placing itself in harm’s way. A
mycetic spore soon lands behind enemy

lines, disgorging a Tyranid Kill-team with the

- imperative to kill anything-with a certain
-pheremonal signature — that of the enemy

commander.

There is no central objective in this mission.
The abjective of the mission is to kill the
enemy’s Boss Brute. If the Boss Brute is alive
and all of the Tyranid Kill-team models have
been removed as casualties, the Brute squad

- player wins. If the Kill-team kills the Boss .

Brute by any means, the KiI»I-tea‘m wins.

Cdpture and dissect

What fate is worse than being captured alive ’
by the enemy? Why, being captured,
subjected to a weird alien vivisection and
finally broken down into your constituent
parts to form-more-of the foe, of course!

Tyranids are not known for their subtlety, but
nonetheless they sometimes need to capture

live-specimens to take back to the hivé fleets
for dissection and gene-splicing processes

‘that are better left unspecified. There is no

central objective in this mission. The )
objective of the mission is for the Kill-team to” -
capture a number of Brutes and drag them
back to their alien lairs for who knows what
hideous fate. The Kill-team must take out
D6+1 Brute models with stranglewebs (see
Specialist Kit, below) — roll before the game
begins. Every time a Brute is ‘captured’ by a

- - strangleweb lay it on its side next to a Tyranid

Kill-team model. That model may not shoot
when it has a model lying next to it — it is
carrying the body. When a Tyranid carrying a
captured Brute moves, the Brute model
moves with.it. If it is engaged in combat, it
may fight as normal — the captive is put to

- . one side for the duration of the combat. If the

Kill-team player manages to get the

-predetermined number of Brutes off any

board edge then he wins the game.

“To think of these creatures ‘as beasts is a grave mistake. We have observed
their vanguard organisms herd prey like cattle into the path of the main

/| SWarms. %Vc have seen them expend tides of lesser beasts so that their enemies
-have no ammunition left when their leaders attack, and armoured columns

B channelled into narrow defiles where but one of their assault beasts can tear

' throu?h an entire tank company. Only yesterday we received a Fict-capturc of

several platoons falling-back into the keep of

nex Bastion, on

y to be trapped

and slaughtered by burrowing organisms that burst from the ground. These
! creatures have shown evidence of a tactical acumen that speaks of a far worse
threat than that posed by a mere beast.”

Lexmechanic Utsis, Belis Corona
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A WORD ON INSTINCTIVE BEHAVIOUR
B Tyranid vanguard organisms are able to operate outside the iron grip-of the Hive Mind.

Specifically bred to operate under their own initiative-and‘make’informed decisions rather

' than slavishly following the mental imperatives of the Hive Mind, Tyranid Kill-teams operate
@ undera brood telepathy, able to exchange information with psychic impulses as well as

pheremonal messages. As a result, they do not revert to instinct when their leader-beasts are

" not‘at hand to exercise direct control.

'j Tyranid Brute squads do not take tests for Instinctive Behaviour as they are invariably

. controlled by a nearby Hive Mind node.

TYRANID KILL-TEAM SPECIALIST KIT
Tyranid Kill-teams do not have ‘kit’ in the
same way as other races, and so may not
benefit from the following items of Kill-
team specialist kit: Cunning Disguises,
Distraction, Redshirt, Scrambler, Silencers,
Smoke or Blind Grenades, Spanner in‘the
Works, Stummers, Wire Cutters. Instead,
they may choose from the Tyranid-specific
specialised kit detailed below.

Acid Blood 20 points
The Kill-team has been specially modified to

~ dissolve into a toxic slime should its

component parts be killed, preventing later
analysis by prey organisms should they fend
off the attack. Blood spatter from these
mutants has predictably fatal effects.

Whenever any model in the Kill-team is -
removed as a casualty, all Brutes in contact
with that model take an immediate S3 hit.

Strangleweb rd “10 points
The strangleweb is a weird, spider-like,

- composite weapon symbiete that fires a mass
of sticky mucus-like strands which wrap do

themselves trgh’rly around the target and
|mmob1hse it o S "

SR
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- Range X S s_tt"" : AP
4718 v Varies AN

Range Str AP Type Notes
Template  As —  Assault1 Causes
user +1 Pinning

The pinning effect of this weapon represents
its ability to entangle the target, but standard
Pinning rules still apply. At least one casualty
must be inflicted for the test to be taken and
if the unit affected is engaged in close
combat, they are freed of the pinning effects
immediately.

Spike rifle 5 points per model
The spike rifle is a Tyranid weapon used
almost exclusively by the Gaunt genus. It is
made up of a muscle-lined bony tube that
contains a row of forward-pointing spikes
growing from the rear of it. The spikes
resemble harpoons more than anything else,

" as they are barbed and have a razor-sharp -

edge to them. Inside they are criss-crossed

" by acidic veins and toxin sacs.

Spike rifles may be taken by any Gaurit in a
Tyranid Kill-team, replacing its usual
armament They have the following profrle

Type

,Brood Synnpse Conlro|~ S
_ The Brutes are connected by a synapse web

Assault1 ¢ that unrtes them wrth a cemmon purpose

Spike rifles always wound on 4+ due to their
incapacitating toxins, and count as having a
Strength of 4 when targeting vehicles.

Horror in the Dark 15 points per model
One of the Tyranid Kill-team exudes a
palpable aura of alien hostility which disturbs
and disrupts the enemy, grating at the edge
of their brains like a blunt razor blade being
scraped across glass. It takes a supreme
effort of will even to approach such an
apparition as it stalks from the shadows.
Brutes may only assault a Kill-team including
a model with the Horror in the Dark if they
first pass a successful Leadership test.

BRUTE SQUAD SPECIALISED KIT

If you are planning to use Tyranids or
Tyranid-controlled bad guys as Brutes (as
well you might - they make excellent
antagonists) then you will notice that some
of the Brute squad specialised kit doesn’t
make much sense. Tyranid Brute squads
may not have the following Brute squad
specialised kit: Las-traps, All Points
Bulletin, Doomsday Device. However, they
may choose from the Tyranid-specific Brute -
squad specialised kit listed below.

Jones is Acting Strangely 5 points
If the Kill-team includes any Redshirts (here
representing-a friendly model the Kill-team
has found wandering in the area) roll.a D6 at
the end of each Kill-team player turn for.each
Redshirt = on a 6, that model comes under
the control of the Brute squad’ player for the
rest of the game, aceruing Klaxon- counters as:
if it were a Brute squad

ID points

A

K




Any Brute squads within 12" of the Boss
Brute use a nominal Leadership of 10 for any
Morale tests they must make. However, if the
Brute Boss is killed, the Brute player must
discard D3 Klaxon counters.

Brood Telepathy 5 points
When the Kill-team has been discovered, a
‘psychic beacon alerts the rest of the Brutes
o the'preserice of the intruders. In minutes

‘.

They must be around here somewhere. ..

they will be swamped by a mass of hungry,
alien monsters.

As long as two or more Klaxon counters are
in play, the Brute player may roll 2D6 and
pick the higher of the two for determining the
number of Brute squads that become

‘activated. Brood Telepathy will also negate

the effects of.a Spanner in the Works onaD6
roll of 4+. -

WARHAMMER '

Genestealers on the Prowl 50 points
The Iocatron guarded by the Brutes;r of

Genestealers has been assigned toéguard‘»rt
Kill- teams bewarel ‘ J

three Genestealers without upgrades,,ytaken

from Codex: Tyranids. These are deployed with
the other Brute squads at the start of‘i the eame




~_Kill-teams are elite forces that
engage in dangerous special
operations deep behind enemy
lines. Marco Schulze and Katja
Schimmel have turned their
modelling skills to converting one
- such group, a brood of heavily-
engineered Tyranids.

Marco: Tyranids have always held a special
place in my heart and | would convert all my
models, even the humble Gaunts, if | could. A
brood of single-minded hunters, separated
from their hive fleet and fighting for survival
in a hostile universe, fits the Kill-team idea
really well. At the time | started the Brood,
the Battle for Macragge boxed set had just

- become available which included Termagants
and the new Genestealers. These models
would act as the basis for the team, with a

- few extra:parts added of my own...~

At first, obeying the rules of Kill-team to the

= - letter wasn’t-too important: first and foremost

.OF TENEBRA PRIME

ground for the
gt of a Kill-team
are individuals, whic] against the grain
as far as Tyranids a)x‘g cerned. They are
‘mass-produced’ so t@§peak — brood
creatures that appear identical to one another.
Nonetheless, with the ever-changing nature of
Tyranid genetics, it was easy to come up with
a rationale for both their individual armament
and overall look. These creatures would be
mutants, separated from their hive fleet.

The team is composed of ten Tyranid models:
a Sniper Gaunt, a huge Gaunt mutant with
rending claws, a strangleweb Gaunt and a
Hive Node:Genestealer who counts as the

. Brood’s leader. Three Gaunts with spine

fists and three Genestealers, all individually
posed, back'up these monsters.

. COMMON FEATURES

All the-models have common modelllng
features. To start with, -I cut them all into
separate sections: separate arms, legs, even.

{

the segments of the bodies. That way | could
swap parts around to get the poses just how
| wanted. To get extra movement into the
Gaunt’s tails | applied a little heat and bent
them into more interesting shapes. Rather
than sculpting additional parts from Green

Stuff, I only used modelling putty to fill holes
in the conversions.

The other additional materials | used that
were common to all the models were
cardboard and seashell. The cardboard | used
to make armour plates, -soaking them in PVA
glue for strength, whilst seashell | used on
the bases to make alien rock formations.

To finish them off, Katja and | painted them
the same colour scheme as we have the rest

of our Tyranids - if it's not broken, why.fix it?: »

All in all Katja and I are very pleased with the
final results of our efforts on the Kill- team.
Having read through the new Codex: Tyranids
| can't wait to-add more converted units to
my army.




A battle-weary unlt of Imper/al Guard pause to treat the Waunded unaware that the/r stalkers -are c/osmg in.

:MUTANT GENESTEALER
Although | 'count this model as a Genestealer
. for the sake of the rules, he is also a synapse
creature with all the hallmarks of a psychic
creature:too. This is algo my:way of
+hidding a fond farewell.to the classic
- Genestealer model. | used the ﬂoatlng
body of-a classic Zoanthrope i to
underllne the psychlc nature of ™
-the, beast The armsjand tHe head:
“ of the classic Genestealer
arms are‘uséd, the cranium

‘WHAT ISRI].I.-TEAM" '—-

Imagme flghtmggsmal»l-scale oblemlve hased games in: the universe nf the
41st millennium and you have Kill-team. On'one side is the Kill- team
itself; fully converted models with untisual: equipment and an
mdmdual appearance against small’ units of Brutes, normal
" troopets who vastly outnumher them. Games can be fought in a
lunch hour an'a four-foot square board using,a special set of rules
~ ‘taken from the main rulebbuk (see page 214 of the rules).

As well as guvermng huw the game is fought, these rules limit

enlarged with Green Stuff and feeder the size and’ cumposmon of the Kili-team. A Kill-team player
. Ientacles made from wire glued into y‘uhnose to ‘break’ these rules in order to add characters or
~ pre-drilled foles. And yes, that was /- ieqmpment normally considered too powerful for a small-scale
. really fiddly. To finish.off, | added . b fgame. Hnwever this carries certain consequences, /such as the 1
« < the.seything talons from the, classic: Brutes getting even more Iruups tofight with. ~ ¢ ’
metal Hormagaunt. The unlucky officer is e
Itaken from the new Tank sprue. The mstqry of the Warhammer 40 000 game the ongmal Kill-
i, ~fleshy sinews, which hold him:fast, ; ere. Gnlone{ Schaeffer’s Last Chancers, an elite team of
b »,arem_ade from.string soaked.i in-PVA". lal Guardsmen who were straight out of the Penal Legion. .
@ ue: | originally added somaglue 1 x 1 ea has now been extended to allow gamers to collect
~. 10 represent spdﬂe flowing from the G ; 4 team from any race: Ork Kommandos, Kroot Mercenaries or ’

fOffIGeTS mouth, biit this !ooked SO . RN E TR s ace M 'e.:Snou1$ furexample
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This was the: perfect oppurtumty fur meto
.model:and paint the new Genestealers. In -
l‘ “the_ same ‘way as.I'd modelled'the Gaunts,.|
g Ined to give the 'Stealers classic i movie
T * _poses that told a story. After all, these
. ~aren’t faceless killers; there is a malign

f? GENESTEAI.ERS

i

~intelligence at work. | particularly
~.__enjoyed modelling a victim
. onto the base of one.

STRANGLEWEB GAUNT
" The extra-beefy strangleweb
Gaunt conversion was the
perfect opportunity for me to
Update a classic bio-weapon,
' as the classic models armed
with stranglewebs are really cool.

~ The launcher is a combination of a
devourer and a barbed strangler. A
Spore Mine forms the web tank, an

_ amimunition gland is the

. strangleweb, the connecting tube is

- from a classic Spawn of Chaos model. .

; lne of-the classic Rippers gives the creature’s head a umque

appearance (with the kind of face only a mother can Iove) And

it looks pretty scary ;

- MUTANT WITH

- make a huge Gaunt. The

RENDING CLAWS
| wanted to use the
rending-claws from
the Genestealer sprue to

beast has a toxin sac on its
back full of poison-which is
pumped along tubes under its
arms into its claws and mandibles.

The big poison sac is made from
two barbed strangler sacs and
some Green Stuff. The tubes are
made from wire; and the creature’s
mandibles are also taken from a
barbed strangier ‘




“WARHAMMER

40,000,

\SPINEGAUNTS ,' CA )

These three Spinegaunts are actually taken from one of my ex15t|ng Broods: Their fluid poses have KlII-team wntten all over them. All the
poses of the models are inspired by ‘my love of Hong Kong action films: The victim's body is made from a Zombie with a head from the
Mordheim sprue. The parasite clmgmg to his face is an adrenal sac with legs made from the spikes from a devourer.

The lonnr ‘ar sman, mmg at’ unsuspecting
: om: a’\'rantage pnmt ina

wist I am pamcular;%v proud-ofil ., o » - R ; SRR X
elhe hlo-targeter on s head and bat:lg. o ) S Poiner oy oo s Marco and Katja have demonstrated
2 ; : 5 el ‘gwnh this.superbly converted Kill-team, =, -
e.gun is a deathspnter th harrel heated and i s { : modellers can give their Tyranid
Hetcheﬂ out hetpre heing gll{ed to-the: ﬂeshborer e k! 9 "' S mmlatures a huge amount of personality and
e Spikes-in the'end/of the barrel are flesh hogks. - ¥(¥ : J . character. All that's needed is a littié ~
e targetmg arrav consnstsof an adrenaj gland R o \ &I imagination and a determination to think of
ith el Tyranid creatures as individual warriors-in the
same way as oné might model Imperial
* Guardsmen, with distinct personalities
amongst the mass of troops. We hope that

this showcase inspires you to do the same.




..The Tyranid invaders of Tenebra
Prime have been whittled down to
a single brood by the Ork
defenders, but it’s a bad idea to
corner a dangerous animal. Phil
Kelly’s Tyranid Kill-team poses a
formidable threat to Adam Troke’s
Ork Brute squads.

This Kill-team Battle Report showcases
something a little different. We're used-to
seeing Tyranids operating in vast swarms, but

this time there’s only ten of them, and they
are outnumbered three to one by angry Orks.

THE STORY SO FAR
The defence against Hive Fleet Leviathan saw
many Imperial industrial worlds abandoned in

THIS BATTLE REPORT USES THE KILL-TEAM RULES FROM PAGE

and Tempestus er for an almighty
counter-attack. T a great sacrifice, but
the Imperium consiStg®of a million worlds,
and the Inquisition knows full well that the

hive fleet must be stopped at any cost.

However, the nearby Orks of the Octarius
sector, who have been looking for a claim
upon Imperial space for decades, swarmed
onto the abandoned worlds with great speed.
When the bio-ships of the hive fleet finally
came upon the Ork-settled Imperial worlds,
they were in for a nasty surprise.. The new

Ork defenders of these-worlds were incredibly

tenacious and skilled combatants. On a few

s 2

worlds, such as Tenebra Prime, the Ork :
defenders were so successful that the Tyranid
invasions were repelled and the survivors
hunted to extinction.

This Battle Report focuses on one such
instance. There are only a handful of Tyranid
survivors left on Tenebra Prime, but these
aliens never give up.

In the red corner, we have Games
Development’s Phil Kelly, author of both the
Kill-team rules and Codex: Tyranids. In the
green corner, we have his colleague Adam
Troke, itching to administer a kicking to the
vaunted Tyranid menace. How many
Greenskins can the hive fleet’s finest chew
through before they are exterminated once
and for all? \ » t
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l ugrak Twoteef stomped up the fire
1 escape: on- iron-shod boots, his

crude. choppa dripping alien ichor
onto the stairs 'and“down into the
industrialised plaza-below. His blood sang
with the joy of the kill, and his tongue

§ lolled like a Grox's - he'd bxttcn it twice
already in his haste to rcach Sk:r}sgui* and
tell him abopt- the latest successful-
engagement against the mvadmg Tyranids.
He vaulted, over. the makeskift barricades

| and through an eage-crested alcovey

' pausing only to blast the statuary apart.

! with a burst from his slugga. It was
going to take ages to Ork1fy the humié's
planet, but it was proving to be a hell of

a lot of . fun.

. “We -got ‘em ‘all boss!" hollered Lugrak as
he barrelled into the Ork Nob's infamous
. Interrogritin’ Room. What he saw as he
entered” would have stopped a more” aware
observer in’ his tracks, Instead, Lugrak
ploughed.into a rack of mean-looking
| metalworking tools, scattering them
cvcrywhcr: with a noise like a fighta-
%' bomma ramraldmg a 1unkyard

' Facing away from,Lugrak was a
" massively-built hulk of hissing, creaking

The Kill-team is comprlsed of the Iusi few Tyrumds
planetside. All their brethren have been wiped out in a
coordinated attack, and there remains nothmg Iefi but

to go out flghtmgl

Incfa] that could only just be described as

humanoid. Held in, its great crushmg
pincer was Forgit, an Ork sentry who had
allowed a small group of Tyramds to slip

“through the Ork cordon. Forgit's feet had

been nailed to the floor with great iron
spikes, and he had been’ stretched
vertically by the hydraulic pistons of the
power claw until his bones and joints had
snapped and given way. Suddenly, the
pincer opened with a hiss, and Forgit
folded up like a blood-soaked rag.

Skabgut the Skar-lord, his mutilated face
illuminated by the glow of his tool-
heating brazier, slowly turned to face
Lugrak. The messenger gulped.

“Er... sorry for disturbin’ yer work but we

got em all boss!” blurted Lugrak.

“All of 'em?” growled the Skar-lord, his
voice " like the rumbling machinery that
covered the planet’s surface.

“Yes! Well, er...

no, well, near as dammit.

Killed the last few myself, T did”

"said the Skar-lord,

“Near... is... not.; all... :
spitting out each word. He took a step

{*RIPPER

j MISSION OBJECTIVES.
There is no central objective.in this mission. Instead the K|I| -team
- must kill as. many Brutes as.it can before it is taken down' ‘Refer
to the following table to measure your-success. If you'are playing
against:Brute squads with 3+ Armour Saves, such as Space
".Marines, use the vallie in parentheses for determining, your Kill-
fheis team’s rank; they are a Iotfharder to put-down!

STEALER

WARR!OR

f

5 (3) Bites Killed

A

. l (6) Brutes Kllled
GAUNT ./

15/(9) Brutes Killed
20 (12) Brutes Killed

"25 (15) Brutes kiide
CARNIFEX -

forward the sonorous clang of his mcga—
armoured boot shaking the room and
dislodging: metallic dust from the ceiling.

Lugrak was sweating heavily,-and he knew
it wasn't just because of the torture
braziers. “Er, well, of course, there wos
those "ones ‘Forgit -here let through. But
there was-only ‘some of ‘em,” whined -
Lugrak, backing off until his back was.
against. the wall as the hulking figure {
stomped towards him. d

Skabgut reached out with his pincer and
neatly snipped off Lugrak's head. Arterial -
blood sprayed across the Skar-lord's
rusted armour as he stomped out cnto' the
roof, his clanging footsteps automancally
drawing the attention of his squads in th*:
cluttered plazas below. Skabgut flung
Lugrak's severed head at a cluster. of Boyz
down below, nailing a fabbering sentry ‘in
the face. l
“CALL YOURSELF ORKSES?" he
bellowed, his voice amplified by his
mega—armour and resounding through the
industrial valleys. “FIND THE LAST
ONES AND KILL 'EM. KILL 'EM
ALL.. OR I'LL KILL YOU!"

FINA!. KILL COUNT

Pah! Is that thé best you can do'? You are

nothing'but a mindless Ripper; wrlgglmg on
your belly into-the:midst of. the enemy before. ,
being'crushed underfoot. Must try harder. :

‘The best you could asplre to.is cannon .

.-fodder, hlve fleet alone knows what your

‘genstic matenal is domg in‘a Kill-team.. You
need to get out more’often.

You can-be rehed upon to.take down a géod
“few of the enemy. before being assimilated

* 7into the dlgSStIOH pools. Mission

accompllshed

Now we're talkmg you are a credit o the |
Hive Mind: Perhaps your biomass would
serve better in‘the form of a leader-beast,

. Well done indeed.

Your Kill-team was a well-oiled‘engine of
destruction. How the Tyranids can lose with

* such’lethal-entities in their ranks.is a

mystery. Getin there'

The:galaxy is evidently‘doomed. None can
stand before the might of the hive fleets, an

' you have secured yourself a place at their
forefrent Congratulations!
”Aﬁf‘l
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THE CRIMSON STALKERS OF TENEBRA PRIME

NEW "NIDS ON THE BLOCK

Phil: Well, OK, not that new — you can see
them in our showcase on page 66. We
thought it'd be a wasted opportunity not to

.27 'show what they can do in a Battle Report. My

iy

N,

N,
/\ psychology and | fall for it every time.
g

P

1

mission was to kill as many Orks as possible,

“but, being fond of 'Nids and having an incy-

wincy competitive streak, | secretly wanted to
nobble the lot of 'em. Besides, Adam has this
habit of talking-up how. he’s going to
humiliate you in any game you play against

. *him, and that just gets me all fired up. That's

~ the-point, | guess — he likes a bit of

Preventing me from getting too game-centric
were three m‘djor factors. Firstly, the Tyranid
Kill-team was assembled from an aesthetic

- point of view, and broke a lot of mutable laws

5 . ‘(see page 66 for more on them and their

%

‘creators). But many of the Tyranids seem to
have been put together with specific roles in

«%. - ~mifd. That was a good thing, as it allowed
-",./

me to try out the new Tyranid-specific!Kill-
team specialist kit (see-Chapter Approyed on
page 62). Secondly, the board we had’set up
was a sprawling industrial complex worthy of
a film set. We were aiming for something
along the lines of a first-person-shooter
computer game. Thirdly, Kill-team was
designed to be a narrative game rather than a
competitive one, so | felt sure | could play
nice and get a great story out of it before my
‘Nids went to the big hive fleet in the sky.

Now let’s talk about killing stuff. First stop
was to get a good solid whack of rending
claws into the Kill-team — there really is
nothing like them in a small-scale game.
Handy that the team had four Genestealers,
one of which acted as the leader. This
puppet-master model looked so foul | bought
him the Horror in the Dark upgrade.

72 KILL COUNT

No Kill-team'is complete without guns; and |
needed some numbers; so the three
Spinegaunts would prove very useful.
Stranglewebs, or indeed any flamer template
weapon, are very pokey‘indeed in games of
Kill-team, so the little crimson fellow with the
big gun would be invaluable. The spike rifle:
sniper-Gaunt wasn't such a big deal - its
main selling point'is its AP, and as Orks have
such abysmal Armour Saves anyway. he
would be one of the first to go. Finally | had
the combat Gaunt; though he looked fantastic
he might have to catch a bullet too as the
Genestealers are basically better — especially
when three of them have scything talons..
Some extended carapaces to give me saves

-against the Ork sluggas and | was ready.

My strategy was pretty simple, learned from
years of slogging away on video games: keep
moving and kill the bad guys off piecemeal.
In isolation, Brute squads are easy kills. In

- greater numbers, they're lethal. The only

hitch | could see was shooting or assaulting a
Brute squad, awarding the enemy a Klaxon
counter. This would mean Adam’s Brutes
acting more intelligently and moving faster.
Racking up the kills therefore, would actually
help Adam hunt me down.

Phil Kelly

“ usually play an Eldar
Kill-team of Storm
Guardians with Striking
Scorpions and a

Whraithguard. They
recently managed not
+only'to blow up Andy
Hoare's munitions
truck but éscape the
»- board afterwards.”

4 Genestealers with extended carapace
b (two with scything talons, :
one with Horror in the Dark) 103 points
1. mutable law broken = too marny component
broods
1 piece of specialist kit taken — Horror in the Dark
| 1 mutable law broken - differing weapon fits in
single brood

 1'Gaunt with spike rifle, extended
-carapace, adrenal sac (WS) 11 points.

1'piece of specialist kit taken — spike rifle. -

1 Gaunt with strangleweb, extended
carapace 16 points

1 piece of specialist kit taken — strangleweb

3 Gaunts with spinefists

15 pbints :

1 Hormagaunf with toxin sacs,
extended carapace, adrenal-glands (1), '
adrenal glands (WS) 15 points

1 mutable law broken —top many component
broods

TOTAL: 160 POINTS

Mutable laws broken: 3

3 bonus Brute squads

+ 30 points to spend on Boss Brute
Points spent on specialist kit: 30

Total poinis to spend on Ork Boss
Brute: 80 (yikes!)




't

" SKABGUT'S HORDE -

ORKS ORKS ORKS... ' There’s something very cool about the 3 My plan for taklng on the Cnmson Stalkers

Adam: So, the Tyranids have been brought to narrative style of play that Kill-team - - was simple. The Boyz will start to spread out

heel on Tenebra Prime and the last remaining engenders that | really love - it's half carefully.-I'd try and get a couple of 1

_brood is causing trouble on Skabgut's turf? - wargaming and half telling a story. I'Vé- played disposable Brute squads as closeto the - "‘; |
Lo;?ks like it's time for-him and his Boyz to do * ahost of narrative-style games in the past, - Stalkers as possible in an effort e build up 3

samething about that.” and | always get a kick out of them. As such .my Klaxon counters, and when | have ™. * * a

my intention is to try and put myself in the- -enough, I'd fall back to Skabgut's position ]
shoes of the Orks‘a little, and try to: create an * and.make a stand..
excltlng and cmema‘nc battle

'

Because of the assault prowess of the
Orks get elght Brute squads when defendmg Crimson Stalkers even my. Boyz would be cut
in-Kill-team, WhIGh isa pretty mtlmldatmg apart, so 1’ planned onholding fﬁem at arm’s.
prospect for. anyoné to have to.fight against. length with my sluggas and only committing
Phil’'s choice of Kill-team meant that,not only to an assault once I'had absolute numerical | . +
did | get an extra two Brute squads but | had 80 ~ superiority. Unfil then, | would just whittle his
points to spend on upgrades to the Ork force. . numbers down whenever possible and hope
Upgrading the Boss Goon to a Noﬁ'and to preserve my ‘strength in numbers ready for S R
glvmg him big horns, mega armour, makmg *. the main attack.
his: weapon shootier and giving it more dakka
, spent most of those, leaving just enough for
an extra Brute squad. This gave me a total of 2 Ma‘m T
33 Orks with which to defend mX:base! : AT
My Boss Brute, Skabgut, wolild be able to : B e
QR TIGIGIIERAERI GO, hold his own because of his mega armour Q| s g hiore
[ more dakka, shootier 54 points and the power claw. His customised shoota oW QR ceizving than Jepid.
ol ; _ &% should mean that if he gets the-chance to | SR /"0 2t a large brood
+ Extra'Brute squad rZE LILI £hoot. itll be more effective than niormal, | -~ S R v best Tyranid-Hilling
‘ was a little worried about the rending claws . S Hpe i appsar adon,
TOTAL: 78 POINTS L of the-Genestealers, though, so Pdtry ta =~ e B eouErTYEIY
pften the Kill-team up with a-few rounds df 7 Tactlug, 50 Hgep oy
Slooting before launching rUQ/"assault. T - £y6s “"f"/e for i,

8+3 Brute squads Free |

.

e ¢ AR HEm www.games-workshop.co.uk/tyranids 73
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ime to test out that plan. Adam
had deployed in such a way as to cover the

"”'““w -board fairly evenly, but as | wanted to take his

Orks out piecemeal | chose a short board
edge with only two Brute squads defending it.
My plan was tobide my time for the first turn
at least and hope to win a couple of control
rolls to dlsperse his-force.

4 -'l _tiptq'ed the Stalkers forward from the

-,shadows, making sure to leave them at least
8" away from the nearest Orks (Brute squads
. spot you if they come within their Initiative
range of yob plus the number of Klaxon
colinters accrued, in inches — even with
:“Adam rolling a 6 for control | should be,

The Kill-team makes a move..

", safe... for now): It was time to trust o the
appalling Initiative of the Orks and.misdirect

some Brute squads.

Adam: | started my turn by rollmg to see how
many Brute squads I'could activate and
deactivate. | scored a 2, which wasn't too
bad, since'| was generally happy-to leave
most of my Brute squads where they were
until | could. guess Phil’s plan. So, winning

both the rolls to see who could mave them, |
~ sent squads one and two directly towards the * -

Crimsqn Stalkers. :

'BRUTES KILLED:
KLAXON COUNTERS:
KILL-TEAM CASUALTIES: -

Phil: Gah;-that wasn’t what | had in’mind.
Adam was going-for the oldest Brute trick in
the book - sacrifice a squad or two to get
some early Klaxon counters. It was round
about this point that my gribbling instincts -
kicked in and | felt the need to kill some Orks.
So, moving forward, | dutifully obliged,
opening fire at Brute Squad 2. The
strangleweb and-its lovely flamer template
killed but one Ork, viscous strands of mucus

. crushing him in a lethal embrace. The




spinefists sfiot down another due to befng "

twin-linked, but the spike rifle missed — somg-
sniper Gatint he turned-out to be. The-
surviving Brute passed both his Pinning and
Morale tests. | decided not to assault him, as
I'd already awarded Adam one Klaxon counter
by shooting and didn’t want to hand over
anofher with a raucous assault. [ still had a
good chance of winning those control rolls in
Adam’s turn. .

Adam: Well, it might have cost me two Orks,
but | was now a Klaxon counter richer. |'was
“able to activate several more squads this -
turn. Phil won a few of the control rolls, and
" gleefully disrupted my plans with some
awkward moves, but overall things looked all
right. Most importantly Brute squads 2 and 3

: did:iﬁst what | wanted, with the lone survivor
i.0f Squad 2 moving into spotting distance

(and not only becoming aware but gaining a
Klaxon counter) and Squad 3 getting into a
prime position on the walkway. The remaining
Ork in Squad 2 fired his slugga before
lowering his head and charging. Despite his
courage in the face of the ‘Horror in the Dark’
Genestealer, his end was sticky and none-too-
pleasant as the Genestealers ripped him ‘apart

before he had a.chance.to land a blaw-of his -~

‘own. Still, I had accrued two Klaxon counters
now, §0°my plan was working: _

BRUTES KILLED:...
KLAXON COUNTERS:

KILL-TEAM CASUALTIES:
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i TURN THREE
" Phil: Three Orks down, two Klaxon counters
handed over. That's a very bad start indeed,
' as | -had planned to kill around three Brutes
{ per.counter. With a +2 to his Control rolls,
from now on Adam’s Orks would most often
be moving quickly and sensibly — they would
~‘home in on my position like flies around Grox
dung. So | decided to go both onwards and
upwards. A bit of elevation is a good thing in
a game of Kill-team as it gives the bad guys
further to fall.

Up onto the gantry the Stalkers went,

* smashing into Brute Squad 3 with the
Genestealers to the fore. A few rending claw
attacks later and the disembowelled Brutes
toppled from the gantry, their screams
drawing yet more attention to my (ahem)
‘Stalkers’. Hey, what did | care, | was up high
and no Brutes were nearby. Yet.

Adam: Curses! | had planned on using Brute
Squad 3 to slow down the Stalkers for a turn
or so, but instead Phil had gone through
them like fungus beer through a Grot. Still, |
was on three Klaxon counters now. Seeing
that Phil intended to send his 'Nids alorig the
<. . gantry (whlch looked superbly cool with all
‘those red beasties on it) | decided on a

simple plan. I'd get as many Boyz as possible
*..into position to fire up at the 'Nids as they

* ‘moved along the gantry, and use Brute
Squads 4 and 5 to slow_him down.

" TURN FOUR _

Phil: As all the Brutes in the vicinity had been

-dealt with, this turn | contented myself with

moving carefully along the gantry, with
Stalkers looking like they were doing the
conga (with that many legs it must be a
doddle). Besides, | was planning to lure the
Brutes further down the board so they had to
come back on themselves when | raced
around to the other end. Trust me, in the
Movement phase, Tyranids can make Orks
look like snails.

Adam: The Crimson Stalkers were taking
their time on that walkway, and | wasn't about
to let the opportunity pass. | deactivated
Squad 4 up on the manufactorum, as they
were blocking the 'Nids advance nicely and |
didn’t want to risk them wandering off. |
moved Squad 11 along the outside edge of
the board, hoping to cut off a line of advance
if the Stalkers made it through my lines, and
sent Squad 8 towards the centre of the board
to support Squads 9 and 10.

Squads 1, 6-and 7 all closed in on the ‘Nids,
hoping to get some shots off. Sadly anly
Squad 6 was in range, becoming aware and
awarding me not only another Klaxon counter
but also a chance to shoot: b managed to hit
and wound with a single-shot, and in an
explogion of chitin and gore a Termagant
tumbled from-the Walkway, his spike.rifle
dangling from his lifeless clawg

‘| .BRUTES KILLED: . ®

"BRUTES KILLED:
KLAXON COUNTERS:
KILL-TEAM CASUALTIES:

Brute Squad 4 succumbs to
the Crimson Stalkers.

Phil: With six kills, | was out of Ripper
territory on the Kill Count table, but | had my
sights set on the Monstrous Creature levels
of success. I'd lured Brute Squads 1, 6 and 7
to the gantry, and with a 6* move and a 5
Fleet of Claw roll, the Stalkers bounded up
onto the manufactorum roof in a blur of
crimson, pouncing upon the hapless Brutes
on the roof. The 'Stealers took Squad 4 apart
in a flurry of blood-red claws, and with a nice
fat consolidation move the Stalkers managed
to pour down the other side of the building
into the.next contenders for the meat grinder,
Squad 5. Now that's how Tyranids are
supposed to move. Take that, you Brutes!

Adam: Ouch! That was nasty, his Kill-team
had torn my Brute squad up so fast they’d
not even had a chance to respond, and then
consolidated into another squad.

Looking at the placing of my Brute squads, |
hoped that Phil would come through the gap-
between the two buildings; right into the jaws

of a trap. With that in mind I rushed the 2

squads into position to cover the alleyway,
ready for a counter-attack. Skabgut
clambered down the ladder, his hope to join
the fray dependent on whether Phil waltzed
into my ambush. Just in case he didn’t go for
it, Squad 11 lurked about 18" or so away
from them, meaning that even with Fleet of
Claw they'd struggle to reach me. True to . -
form the Crimson Stalkers tore my Brute. -
squad to pieces, losing a lowly Spinegaunt:in
return due to the fact | was hugging cover. |
was on five Klaxon markers now, but unless |

« - could bring my numbers to bear, things were
- going to go very, very wrong. Oh, and they

consohdated a full BEE:

S W

BRUTES KILLED:
KLAXON COUNTERS:
KILL-TEAM CASUALTIES:




Strangers in the moonlight... Brute
Squad 5's prospects are grim.
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Phil: Things were pretty much going to plan.
. . Brute-Squad 5 was dripping down the walls
| .7 0f'the manufactorum, and though I'd never
' Sl ‘win another control roll all game my new
s strategy of just outrunning the blighters
.- seemed to be paying off. Despite a rubbish
Difficult Terrain roll of 3" my Fleet of Claw
made up for it,-and | hammered into the
squad lurking in the shadow of Skabgut’s
. “headquarters, slicing them apart in short.
- -order with no loss. Sure, the extra Klaxon
! counter meant that Skabgut and his cronies
'/\* on the roof had a spotting range of 8", but
v A fhey were up there and | was-down here. As
B . far as the Kilt Count was concerned I'd
already reached Genestealer status, and if |
. cguld continue to take the Brute squads on
: -/0ne at a time like this, I'd walk all over Adam
B " ‘without breaking a talon.

fedas

_~-Adam: Tyranlds are fast! That consolidation
L~~~ - move and a great Fleet of Claw roll had
' allowed them to overrun ‘Squad 11 in short

o order. Despite making Skabgut and hi§ Goons
aware, there was a serious risk that my plan
would fall apart. Skabgut, weighing up
whether he’d be able to get all the way down
to the Crimson Stalkers, settled for
clambering back up the ladder and aiming his
shoota at the 'Nids down below him. Surely
it's better to make a world of noise and
shower the Tyranids in hot lead than risk’
doing nothing, right? The rest of my
squads scrambled towards better places,
taking cover in difficult terrain and

behind the tank traps.

Skabgut and his

The introductions didn’t take long to get out of the way. ..

Boyz opened fire at'the Stalkers, and while
the Nob missed completely, the two Boyz
*. managed to score a kill, sending 2
Genestealer to an early grave

BHUTES KILLED: .
KLAXON COUNTERS: 6
KILL-TEAM CASUALTIES: . = - 3

Phil: Another casualty taken, and there was no

easy way to get to the Boss Brute up on the
roof, but overall things were looking pretty

good. My initial tactic of luring Adam’s Brutes to

my deployment area over, by the gantry was
paying off - the straggling Brute squads at the
far end were retracing their steps practically in
single file. | considered staying put and letting
the old camo gear (see the box opposite) strip
away some of Adam’s Klaxon counters, but after
| did the maths, whilst | waited for them
to fade away, | realised his squads
would have moved 18" toward me,
all the while his Boss blazing away
with his shoota. So | did what
Tyranids do best and raced
towards the enemy lines instead.

Adam: The ability of Brute squads to ignore *
difficult terrain was starting to prove really
useful as they clambered their way over
scattered wreckage., The result of this game
was going-to come down to whether | could
hit Phil with enough Orks at once. Already he
had ranked up 15 kills, and | really couldn't
have him making it to more'than 20. By
keeping my Boyz in cover | would be able to-
inflict kills on them as they assaulted me,
and, if they decided to play a shooting game,
sheer weight of firepower would surely be on
my side. Skabgut and his lads blasted away

-in the Shooting phase, and despite scoring
. two hits, failed-to kill any of the Tyranids.

BRUTES KILLED: 7
KLAXON COUNTERS: 6
KILL-TEAM CASUALTIES: =~ 3
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LUNCH BREAKS AND i Bl e o
'GENTLEMEN'S AGREEMENTS -  ~ . °
At this point Adam and Phil broke forlunch, -+

and talked overthe game'so'far. It had been™

a lot of fun, but none of the real bells’and - e
whistles of the Kill-team game’had-come-~— &
iritoplay. - especlally seeing as Skabgut .. *

s was/stuck up.on-the roof: There had beena =
lot of-good honest Brute-slaughtering but™ T , . = 1
the players wanted to try-out some more: of - i T ] y
‘the exciting specialist kit available. o . §

[

"
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[ttook all of three seconds for Adam and - ol e "Il - B 2 -
Phil to'agree upon 30 points to-spend on v 7 ‘ '
specialist kit, effective from turn seven
onwards. The Kill-team rules encourage;
1this sort of improvisational behaviour, as
long as Gpponents agree,.you can, , . .~ s - FEE T
.customise Tules in,\any»;gamg as'you-please. = inflictia S3 hit on every enemy‘in base.. - ..
P e ;_,,/ AN e W ettt ey contgclgnd maybe even bag me another . ' _eyed monster walking away from that. .
“Phil: With my'bonus*points, | fookthe .~ _killor two: Of course, every little helps... . ' e Bt <
- upgrade camo gear. (chamelednic skin.in" * A ; - ..o .= . Theonlything cooler than-a.villain that >
 the Tyranids’ case), @ |.reasoned;Adam =". " Adam: Every evil villain needs a-Doomsday - plans to-destroy the world is‘a-villain who: .
- had:a'lot of Klaxon gounters, and [wanted, Device and Skabgut is no. differefit. Looking, * won’t die.So, next on my list Was Still not
the optiofi'te reducethem a bit (for every ©  at the promethium tanks on the'board | -~ .. Dead. Therewas-every.chance that'Phil’s
-“turn my Kill-team did‘not move or shodt, |- knew it hadto involve them®Simply put, if . Kill-team would rip. Skabgu buti
: laxon couniter): More: ~ . the 'Nids looked like they-mightwin,” "+ -~ ~“could getTip afterward, |
is dble to afford the Acid” - Skabgut would activate a:mar ~.. that'be? I-couldalmost
B 1 : i @, the exo-armour:di

-, thing

n.as }h.e' “Tyranids run-rings arburr'qu'l(ékg’utl‘

e

Adam looks onin frustrat]

- blowing the board sky high! Ain't o bugssof /= 1

ro—




* Phil:Time to go for it. The Brute squads were
" getting dangerously close, and | could bide
' my time no longer. Unfortunately almost all

. -[ the Brutes were behind cover and, as each

Slugga Boy has three Attacks that they would
get to make from their concealed position, |

~chose to soften them up wuth a bit of

shooting flrst

Big mistake. Th_e.strangleweb’s template was
just out of range, and the spinefists failed to
wound. Now | was stuck out in the open,
surrounded by trigger-happy Orks. And it was

“ all going so well...

Adam: Ha hah! Phil's puny Tyranid weapons
were out of range! Now | could seize the
advantage. A few of my squads shuffled into
new positions, getting their weapons into
range and positioning themselves for a better
shot. The Boyz opened fire, leaving cover and
blazing away at the lurking beasties. |
managed to score a fairly impressive five hits,

_ although only two of them wounded and only

one measly Genestealer died due to their 4+
extended carapace Armour Save.

.. . My efforts,were starting to take a toll on the
. Crimson Stalkers, but-| had the sinking

'~feelmg that | was achieving too little too late.
~..Perhaps, if he-'committed to an assault I'd be

* able to mob him.. . providing the Horror i in’

the Dark didn’t get his way and keep my
Brutes at bay with sheer alien gribbliness.

" BRUTES KILLED: 15
KLAXON COUNTERS: 8
KILL-TEAM CASUALTIES: 4

Phil: That was a close one. Now some of the
Brutes had broken cover | decided it was time
for my glorious last stand. | quickly
advanced, strangleweb to the front, and the
template weapon took down two Orks from
Squad 8 and one from Squad 7, pinning the
Brutes from Squad 7 in thick strands of alien
mucous. One less thing to worry about.

The spinefists failed to make their mark, but |
was well in range for an assault. Brute
Squads 8 and 10 managed to take down one
of my last two Spinegaunts and my plucky
stranglewebber from their positions behind

the barricades, but in return the Genestealers
*_ took out both squads with their scything

talons and rending claws. Heavy losses, but |
had worked my way up-to Warrior status on

. the Kill-Count table-now. Time to go for the

big time and see if | could get myself into
Monstrous Creature territory —all | needed to
roll was a 2+ on-my Consolidation move to
slam into the next Brute squad-and escape -

_the Ork shooting..Go on; guess what.| rolled.

Skabgut and his Boyz give=the Tyranids a taste of dakka.

80 KILL COUNT

Adam: Argh! First they use that strangleweb
to frag three of my Boyz, and then in they go
and finish off Squads 8 and 10. Sure, my
Boyz managed to bring a Spinegaunt and that
damned stranglewebber down with him, but
even so... gah! | suppose | shouldn’t
complain too loudly however, Phil only
managed to roll a 1 for his Consolidation
move, meaning | could shoot him... a lot.

So, Skabgut and his ladz moved up to get a
better shot at the "Nids, and all the other Boyz
simply closed their eyes and fired. Between
them the Boyz managed a staggering four
hits (only an Ork could be proud of such a
meagre achievement). Still, three of the
Tyranids were brought down, blown apart by
the lethal rounds the Orks blasted their way.

Huzzah, one lousy 'Nid left and my biggest
gun yet to shoot! Skabgut, with typical Orky
enthusiasm, let rip with his own shooeta and
hit twice. All | needed was to roll a 3+,
however Lady Luck played her hand once
again and neither of his shots wounded.
Regardless, my mood was buoyant now; onIy
the Horror in the Dark was still alive, and |
seriously doubt he was going to push Phil's
Kill Count up to 30.

BRUTES KILLED:
KLAXON COUNTERS:
KILL-TEAM CASUALTIES: 9

Phil: | really thought Adam had it all wrapped
up there. My poor Kill-team, shot to pieces

1 withouta single splash of acid blood to make
. up for it. At least | had the Horror still alive,

and | was gambling that he could take on a
Brute squad and live. All | wanted was to £
push my Kill Count up to 25 or above before | vt
went under. So in charged the Horror in the i)
Dark, slashing about himself with his claws, "
hitting with all four and killing all of Brute

Squad 1 on his own. Twenty-five kills on the
nail, have some of that! Even if the Horror. « 3
died for no loss, Id have made itupto. /- -
Carnifex status.- ,

Adam: Oh no you don’t Mr Kelly. That blasted =
Horror in the Dark had slaughtered one squad
and managed to consolidate into another,
leaving me in'a seriously dicey situation. |
couldn’t shoot at him and he was too far
away for Skabgut to help, so the mighty Ork
bellowed at his Boyz to get in there and sort
the last Nid on the planet out once and for all. .

Squad 6 failed their Morale check to assault
and stood gaping, beady red eyes blinking in -
fear. Fortunately Squad 9 had no such
reservations and barrelled into combat. The
Horror in the Dark lashed out with a
preternatural display of agility and caused 2
wounds on my charging Orks. | passed one
Armour Save, but the other Ork was cut




down, his enlralls spllllng out from the rent ’
left by the Genestealers slashmg claws.

In return | made a mass of attacks, inflicting
9 hits and 4 wounds. Despite the armour.
. plates of the Tyranid.absorhing the impact of
_two of the blows, the beast was finally

- brought down by two crushing wounds o its - -

bloated cranium. Even'in death it sought to -
kill however, splashing the Orks in acidic
blood and felling another of their number, his
face sloughing off from the bone. -

‘And that was. it. Skabgut and a handful of his
Boyz had won the day... and Phil didn’t get
" to be a Hive Tyrant after all.

BRUTES KILLED: 27
KLAXON COUNTERS: [
KILL-TEAM CASUALTIES: ... 10

4-—-—‘—\.‘

AND YOU SHAI.L KNOW

~.THEM BY THE TRAIL OF DEAD

* Phil: Three:Orks away from Hive Tyrant.
statusl L playedthat game like a Kill-team
veteran right up till the last two turns,
.whéretipon for: variety's sake 1 begun‘playing®

.. it like'a baboon instead. | really sheuld have

thought-long and hard about when and where
to fake my last stand. Although | had been
leading the Orks around by the nose all game.-
and-taking them on in dribs and drabs, the
shooting from Skabgut and his lads gave me
the fear.a little and, my instincts as.a Tyranid

- player kicking in, I-took on a concentration of
five Brute squads at once — a schoolboy-error
for any K|ll-team player

/

paused to shoot with an out-of-range
*_strangleweb instead of keeping my

. =~ momentum-and forcing the Orks to come out

£

* of cover 1'will never know. It was a real
shame |"didn’t manage to slaughter my way

up: to, Skabgut's‘stronghold, so we could. see
s .+the:Doomsday Device’and Still not Dead

“= upgrades in action; ithat. wouldhave made for
_ a climactic end to” ‘an already exciting..
_* narrative. Splashmglthe Orks thatkilled offs <
" the Horror in acid blood was fun though, so it
was  worth: our gentleman s agreement in the
m|ddle of the game. Next time I'll take the
#.*5caling ladders and grapnels spemallst kit (or
flesh hooks in’ 'my. case) 50l can clamber up
and get to that Boss Brute no matter what
Stlll I dld manage to goxput ina blaze of
lory, klllmg 12 bad guys'in the space of the .
#last two turns With that in mlnd and.with,,
| the fact.that | got the Second:ighest store.
~allowed! by the:mission, | reckon that-comes
under the heading:of awin. After all, I'd”
"~ rather be a‘Garnifex than a Hive Tyrant - too

~

The Horror in the Dark takes them all on.

<uiiis>

ET TU, BRUTES? &y

Adam: By Gork, that was a’ close run thlng A
couple more Orks and.Phil would have won
some serious bragging rights. Bragging”
rights.that | wanted, thank you very.much

" "Hive' Fleet Leviathan. So, with the'game going

right fothe wire, frankly | think we can both;
be rather pleased with our performances lvly

Orks did a splendld job of puniping the 'Nids .
- full of slugs, and even mobbed the last
_Genestealer when push cameé to shove: Not
“bad. On the reverse side of thmgs Phil’s :

tricksy | little Kill-team was the business. Ultra-
hard combat potential provrd’ed by a wedge of
Genestealers and-some decent firepower in
the form of the Gaunts. All i inalla lethally

,effectlve combmatlon
What on Tenebra ane |-was thinking when f3=n

The game.ltself was great fun\,\_lt deﬁnitely felt

like-we were telling a story as well as playing

a wargame. Several times both of us (but
particularly Phil) made choices that weren't
the uitimate in military tactics, but'did a great

a—
“#aihe gantry pressing towards the heart Of MYy

“force. Awesome.stuﬁ Rl 2

* While it was fun to have him lording it over

deal to create.a cooler scene. Take Phil's Kill-

team slinking along the walkway for instance; «
although they were exposed up there it 7 A."
looked great as the red menace darted along-’ R.2

Had | reallsed how deadly the Crimson

" Stalkers were going to be I'd have been.sure’

to bring Skabgut down sooner, who instead ;
spent the whole game bellowing orders-at his %,
minions and blazing away with his shoota.

his minions from his precipice, it would have
been handy having the Strength 8 power claw
to help out in the Assault phase. = &

That’s all ifs and buts(really, The Great

- Devourer has been thwacked mightily on
-Tenebra Prime, the Orks are-now free to

look for something else to bash up and
destroy, and | was able to prevent Phil from
attaining the glorious rank of Hive Tyrant.

b

CABINET 5

R .. The gliys shaok hands_ before climbing back into cabinets 7 and 8=~

]
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Guy Haley plays Norn Queen and tackles the fantastic new Carnifex model, assembling it
for maximum spikiness, ultimate stabbyness, and unfettered gribbliosity.

. | love monsters. They’re great.
Loads of fun to put together and
even more to paint, as their lack of
equipment means that you don‘t
usually have a lot of colours to

" cope with. And they’re big, big

i enough to accommodate my
tarbrush without making them look

% rubbish! Hooray. Right, where’s my

¢ brown paint?

he Carnifex is one of the best
models we've ever done, in my
opinion. In'fact, | got so excited

| about it that | pulled rank on the rest of the
. Dwarfers just to get hold of a couple, and |
don't evenhave'a Tyranid army! I'm not

going to go through how to assemble it, as
it's pretty self evident. Instead, 'm going to
concentrate on a couple of aspects of the
model, as it has more options to it than a
Adeptus Munitorium questionnaire. Being a
little hazy on the rules, | decided on the
following tack:

* |t has to be stabby

* |t has to be spiky

» [t has to look like it's doing something, not
going for a walk in the park

This was going to be the scariest monster
this side of the Segmentum Solar. | was sure
of it.*

I assembledit with Crushing Claws (D6

== Attacks instead of its basic Attack profile),

Scything Talons (+1 Attack), Tusked Head (+2
Attacks on the charge)-and Scythed Tail (+D3
attacks when there are four or more models
in base-to-base contact). That means, in the
most ideal of circumstances, say, when some
player is forced to-use his Counter-Attack
universal special rule, that my Carnie could
get D6+1+2+D3 attacks on the charge, a
potential 12 attacks! | also gave it the Spine
Banks carapace, which acts as a spinefist and
frag grenades, as it gives him at least some
ranged capability. Come on! It'll have to be a
thornback also, as it will be verrrrry spiky, so
it will outnumber everything, counting as 20
models in combat, provided it wins. And all
this using the basic bits!

*(NB:Me assembling this beast has nothing to do with my
tervible defeat the other week, where /. lost my entire Imperial
Guard army without killing a single ‘Nid. The shame).




1 ,.J
| |
| : ’
| :L‘/ ) \
| There are two main parts to the The tail has.a small hemispherlcal part 3 Choose whether you wani t@e"c?bb bail i

model - the leg/ tail assembly and that attaches to-the end. This has a lug for slappin’ or the'scythe tafl, for slashin”. ~ ~
thorax. The leg/ tail assembly is on it which mates with a-hole ins'ide'the To make it more:deadly, | glued the. %
dead easy. Just make sure that the . thorax. If you shave this off, it givesyou - optional head spiké to the end of the fail.
hooves stand flat. ' _more options when posing the '(model. ;

D B X HOBBY: TIP: POSING
i ] P s 3 . An important aspect of assembling a
: model is to get the pose right. I've seen
o B fantastic pieces ruined by poor anatomy.
- L6 A hasic mistake is to have the arms
B - lifted up with no movement in
e | i the shoulder. >
L-:: * . r&‘ ‘f; n ’
e L g We don’t make
L ’ @ i *gﬁ_} models with
‘ , e N | posable
‘l',‘ The thorax is also dead easy. Choose Attach the thorax to the tail. Blu-tack.is . tSI:I: l:lladﬁrasl’]dbm
< ‘which chitinous shield you want for the ~ * N your frierid! Don’t use any glue until you socket waist joint
[ ._front, and stick the whole thing together. have it right. | put my thorax on ata: ' many of our
L "By the way, as you assemble the model, .. .. ' natural angle. Okay, so an.alien beast = . models have
\ *.make sure to clean off all the mouldlines ALt may be able to do all kinds of weird” enahles you to get
5 - +'on the pieces. . "~ things, but by copying the familiar you a realistic pose.

can make your models believable and
% . thus more.dramatic. ~ / L

POSING THE BEAST Setomm———— .

3 T
D Vi

L LA
A 2 o
N There are plenty of spikes on the sprue,’and |
: * used them all! There are four-spikes with-
. plates. These also cone on the Warrier .
“ \..' sprue, and are most often seen as shoulder
.\ " guards, but | used them to spike up the ~ ~
- thing’s already, formidable carapace. The six”

i

", - basic spikes | attiched symmetrically. . - - : : N
! . , Sy ; rh\,:
E'
5
i T
o e > ' ; - % !
{a | used the beetle-style headg[gqe, and séved = As you can sge, by rotating my Carnifex’s torso, tilting it slightly, and choosing my

#*__the spike.for the tail. - . “arms carefully, it looks like it is about to strike! Rarararrrrrrgh! Ahem. Sorry.
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TUSKS —

These sharp, -+,
mandible tusks are ”
formed from heavy
organo-carbons.
Beasts thus

endowed have been-
known to tip tanks. .,

. .
+++Classilication “Shovel-Tusker'+++
+++Rel.: Devastation of Prandium, m.40+++

r ENHANCED SENSES -

Arrays of multiple
eyes and other
sensory organs
endow these variant
beasts with.a
ballistic accuracy
calculated to be |
within 0,3% of that
ofa guardsman.

AN

' ACID MAW ———
Acidic maws are :
common on later
generatian hive '
creatures,

. suggesting
utilisation of home
galaxy biomass.

Their excretions
dissolve.plasteel.

N

—BI0-PLASMA———
Gommanders are
advised to assign
high target priority

fo creatures seen
with this adaptation.

THREAT LEVEL OMEGA

‘.
+++Classification ‘Screamer-Killer'+++
+++Primary: Offense+++
\+++Secandary: Demoralistions++

— REGENERATION
Even our heaviest
weapons are no
proof against
Carnifexes with this
mutation. It is surely
only a matter of time
before other
creatures show
similar ability.

Y

| ARSENAL OF THE CARNIFEX

T : |

v;g;ws“

@

14

Though the Tyranid Carnifex has many hundreds of different. :
species within its genus, 97.6% of all those encountered.in: th:
(ref: 9712.2//46), have been seen to consist of a limited numb
component body-parts, their variety being a result of the way.
been combined. However, in many cases the hive fleets see
planetary defences and tailor their assault creatures specifica
the foes facing them — a worrying development. | and my. fel
have documented an increase of approximately 302.37% ing
between Carnifexes dissected over the last 47 years, a growti
diversity | postulate to have been fuelled not only by the varie;
planetary systems consumed by the hive fleets as they hav

Imperium, but also by the forms of resistance offered to t
+++For the greater glory of the Emperor,

This weapo
associated with Tyl
varying types ha
e g ( pairs,

DEVOURER

These complex, multi-symbiotes
weapons can fell even the hardiest
troops. Full environmental gear is
recommended when encountered,

CRUSHING CLAW

Heavier and even deadlier than scything talons,
crushing claws are capable of inflicting
horrendous damage, even to the armoured
vehicles of the Imperial Guard. Avoid beasts
thus armed.
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CLAWS AND EFFECTS @

* My painting style is one much dependent on washes and careful drybrushing. Inks are very useful, especially when painting things like
_Tyranids, whose chitinous shells are well-suited to glazes. | wanted my Carnifex to look naturalistic, rather than garish, and these
techniques help achieve that effect. Here I've painted one claw to show you how | did the carapace and chitin, the two most important
~parts of the beast. | used a striping technique on the carapace to make it look like horn. This works well on any creature with plates on
_ its body. You can also use it on, er, horns! ' )

1 Spray the model Chaos Black. Paint Now give the whole thing a wash of Drybrush the chitin Graveyard Earth.

it Graveyard Earth, leaving the-claws Brown Ink. Don't be shy, slather it on. Carefully apply a series of fine stripes
and spines black. This provides a of Kommando Khaki to the carapace
contrast to the brown and horn of using a Citadel Fine Detail Brush. Make
the rest-of the model, and helps give 3 sure fo stay away from the cracks :

¢ the impression that its claws and : REY \ between the plates, and allow some of

4 teeth are formed from some ultra-- : : Ly the original colours to show through. ~ ..

hard mineral extrusion. Grrr,

Py i

R R g : z

5o = . A.Drybrush the chitin with Graveyard Earth - Drybrush the chitin all over with a light Paint the whole thing with a 2:1 mix of
[ 5." PR.mixed with Bleached Bone. Drybrush the : coat of Bleached Bone. Further stripe the . .\ water and Browr Ink. You may. have
r/\( . underside of it with a 2:1 mix of Bubonic . carapace with a 1:1 Bleached Bone/Skull heard a terrible rumour that | have a
' " Brown and Graveyard Earth. This . White mix. Stripe the edges of the - personal financial interest in the

P g lightening.is far more pfonounced on the  _ .. carapace very carefully with Skufl White. production of Brown Ink. This is untrise.

underside of the thorax, but | wanted it to
i ;/',CHFI]/ out to.the arms too. Line the
Lt ".y ... carapace with Bleached Bone, moving
" % - further out to the edge of the plates.

Repaint the claws and spines-Chaos Wash the carapace, claws and épines witl_7

I Black, then lightly drybrush them with a 2:1 mix of water and Black Ink, then
Codex Grey. Glaze the intercostal vents, paint the vents and muscle with Gloss
inner joints and muscle with red ink. Varnish. v

IMPORTANT! READ THIS BIT FIRST!
| Listen chaps, paint the main body assembly and arms separately. It’s
* a good idea not to stick it to its base until done. Also remove ALL
v mouldlines before you stick it together. 1 didn’t do any of these
\ things, and it made my job a little harder, especially as washes and

s drybrushing show up mould-lines awfully well! (
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WARHAMMER

;40,000

JOIN THE FIGHT
AGAINST THE
 TYRANID THREAT! -

The strategic-system of
Ichar IV is under the threat
of destruction. The hive
mind has come to strip its
worlds bhare. Planets of all
kinds stand in its path,
planets the Imperium
cannot countenance losing.

Throughout the summer
months in‘'the UK you will [
have the opportunity to join §&
either side in this titanic ~ §
struggle,-as our Hobhy
B Centres and Gaming

ga Rooms are running battles

g that will decide the fate of
billions of men.

There were precmus few parts painted d/fferent/y to the teohn/ques outlined opposn‘e The - i T
tongue | painted Tentacle Pink then gave a thick wash of Purp/e Ink, while the Toxin Sag b//sters d C ARN%":EX D AY S
/ pa/m‘ed Whn‘e then: Washed with Green then Purple Ink L e, On 2 Jlllv Iocal Hﬂbbv .

' Centres will be holding
| special Carnifex
)8 construction classes,
g, advising you how to get the
| most out of your monster.

TR 08

MULTI-TASKING YOUR CARNIFEX
§ There are a couple of ways you can get the most out of your Carnifex’s extra bits. The
§ 'Eavy Metal team painted the whole thing - all the heads, extra weapons, everything,
separately - then drilled the parts and inserted brass rods into them, exactly as if they
were going to pin it. But they only glued the pins into one of the holes, so they could take
peEt it apart and give it a variety of weapon fits. They also used two pins on each part to
g ensure that the model wouldn’t fall apart during a game.

or more details on the
s and activities!
rning The Battle for

B8 Another, even cleverer way to do this is to use magnets. Keith Robertson, head of the

. 'Eavy Metal team, drilled out holes in all his Carnifex parts large enough to fit tiny neo-

i dymium magnets. He hought these small but powerful magnets off the internet. Just

Efad make sure you get the magnets’ poles the right way round, or your Carnifex will remain
@l forever armless. :
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PRT % T SRR AN
* - -DISCOVERY.
*"‘Ina galaxy of hundreds of billions of star

!
i,

;ﬁ’"

JE

;,1 the skies.

he tendrils

far and wid ng ever deeper into

the borders of the Imperium,
sampling the delicacies offered by the
staggering bio-diversity of the worlds of the
galactic rim. Millions of vanguard organisms
range hundreds of light years ahead of-each
hive fleet, seeking out the choicest prey and
preparing the feeding grounds for the coming
of the Great Devourer. The xeno-savants of
the Adeptus Mechanicus and of the Ordo
Xenos have for decades studied the process
by which the Tyranid hive fleets identify,
locate, invade and assimilate preyworlds. A
pattern has been identified that has held true
for every invasion for which records exist.

.systems, thie'million or so worlds of the

55 Imperium are spread impossibly thin. Vast

gulfs of space form the largely uncharted
wilderness zones between-inhabited systems,
and it is said-entire alien émpires may rise

~* . sand fall before the Impetium even casts an
\ " - eye.iri their direction. Through this

.unexplored space, the vanguards of the

) yranid hive fleets stalk their prey in the form

of far-ranging scout-drones. These bio-

“_ vessels scatter before the bilk of the hive

fleet, dispersing in every direction across a

g g

NID INVASION!

n planet, they swamp it with nightmarish attack orguﬁisms. In the first of this three-part
il Kelly follow the beginnings of a hive fleet invasion as hundreds of spores drive the
the chosen planet wild, while vanguard organisms burst from their hiding places and

4 A\l 'k:‘m",:»., . \
The arrival of mycetic spores on a world often heralds. the end of all life.

. frohtage many hundreds of light years wide. 4T AT
%, ../Over the course of decades, even centuries,
% they investigate every star system theyv' ‘ ;
- encounter, seeking signs of life. indication of rich feeding grounds. In some .
cases, those in the thrall of the Genestealers - -

may seek to infiltrate the world’s ruling . <7 #«

upon, at first taking lone targets so as not to
reveal its presence before it is fully immersed
within its new environment. To the natives of

t 3
ot

j':,;%‘f"f Upon discovering evidence that a W0rl;’d

supports life, these scout-drones spawn -
infiltrator-organisms in the form of creatures
such as Lictors, Genestealers and various
strains of the Gaunt species. These are
dispatched to the surface of the world in
question by way of an atmospheric insertion
within a specialised mycetic spore, a
biological drop vessel that streaks across the .
heavens, almost entirely disintegrating as it
does so. When the spore lands, it embeds
itself in the planet’s crust before opening like
a hideous alien flower and disgorging a brood
of Tyranids, often in the midst of any
resistance that has gathered.

Once infiltrated on to a world, the vanguard
organisms seek out life in all its forms,
homing in on those of a highly organised
nature, such as Mankind. These it will prey

88 TYRANID INVASION!

=

the world, the comet streaking across the
night sky may soon take on the meaning of
an omen of dire tidings, as their communities
fall prey to senseless and brutal killings.

_ As the infiltrator creatures prosper upon the

target world, so their numbers multiply.

" Genestealers seek to impregnate their prey-

creatures with their alien DNA, who spawn,
horrific infested offspring which are
nonetheless nurtured as beloved children. As
such‘communities flourish, so their collective
psychic spoor grows stronger, attracting th
notice of the ever-hungry Hive Mind. -

The stronger the psychic beacon projected by
these infected organisms, the stronger the
Hive Mind’s imperative to home in upon it, for
a flourishing hybrid community is a sure

classes, aiming to.prepare it for the hive .
fleet’s arrival by weakening defences or moral
resolve. On many occasions, hive fleets have
launched full-scale invasions upon a prey
world with no sign whatsoever of vanguard
organism activity having been detected. It is
theorised that the hive fleets are able to
study star systems from afar, gauging

the likelihood of the system supporting life by
means of some manner of . 3
spectrographic analysis.

If such a theory is indéed accurate, it
indicates to some that the hive fleets are
prepared to spend genturies, even millennia,
seeking out their prey, for the chance of
randomly discovering a single inhabited
world circling one star amongst billions is
unlikely in the extreme.

o
2
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“—‘ THEY CAME FROM THE SKIES '—-* o

a'c

Th/s scenario allows you- ro recreate the /n/t/a/ stage of a Tyranid invasion. Tyranld vanguard organ/sms are mak/ng p/aneh‘a/l thradgh the planet

polluted atmosphere, smash/ng into the enemy lines as broods that have preons/y lnff/trated the p/anet burst from the/r hrdrng p/aces o, s/aughter

the/r prey

- H
- 850

SET-UP f ¥ -
“Deploy all the defender’s. units'in the area shown on. the map.
. He may hold any Fast Attack and Elite-units inireserve if he
“wishes. Al of the attacker’s units; however, are held insreserve
-and.enter play through Deep Strike. Infiltrating units, Spore
&+ Mine Clusters and Lictors are deployed in their 2
normal manner. )

The attacker gets first turn. At the beginning. of every attacker

tirn, the attacker rolls fer Deep Striking units as if it were.one

turn further into the game than it actually is. For example; on.

- his first turn’his units appear on the roll of a-4+. Place'a &

~Mycetic Spore wherever a unif Deep Strikes (oruse a 40mm -

round base) — the. unit Deep Strikes as-if-this were the central
o model. Watch out for those flamers!

4;-

SCENARIO SPECIAL RULES
| This scenario:uses the Reserves, Deep Strike, Vanguard Infiltrate,
nght Fight, Vlctoreromz‘s and Spore Clouds spemal rules.

NEW SPECIAI. RUI.ES Ry ;

Vanguard The Tyramd force-may only include the following units:
..Broodlord, Genestealers, Lictors, Gaunts Hormagaunts Gargoyles
Spore Mme Clusters AR s pos

H

Spore clouds The mrcroscoprc spores cloggrng the atmosphere

begmnrng of each game turn

-, . §

. stationary in-their Movement phase take D6 Strength M
' AP hits at the end of that phase.

" have the following game effects, randomly determined at the o P

s ey b e

,'MISSION OBJECTIVE B SHT
. The vietor of the game is determmed using Victory Points — the
5 OD]GCTIVG is to srmpty krll as many of the enemy as possible!
Attacker S Overvrew ; ; :
The prey is below. Smash into its lines and s]aughter all that stand
.against the Hive Mmd

"‘Detender OV
The Tyranids are coming! Take them out precemeal before they can
,dtuster enough broods to completely overwhelm your-ines.

‘! - £ Gt
\ v

_Gaﬁle Length. The'game lasts for six. tdrns.

Reserues The defender’s reserves enter play from a table edge
~ determined by the roll.of a D6 (see map) If he rolls a 2-5 he may
choose which-long board edge to deptoy on.

Line of retreat Units that are forced to fall back will do so towards the

nearest board edge, using the normal Fall Back rules.

:D6 RoII Etteet e :
12 ° Spore tng All weapons have therr maxrmum range
| reduced by 6" s %
3-4 | Choke- -spores, All non- Tyramd raﬁy testsarg at -1. 1.
5-6 'Ner:rotre Spores Al non-Tyramd units that remain B
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k 0‘.(""—' CONSTRUCTING A MYCETIC SPORE =

uilding terrain for a scenario is a
great way to add an extra dimension

! %tqyour games. Instead of battling

i-f over a characterless board, you can fight on

i

— [ scenery that has a strong sense of narrative.

Playing the Invasion scenarios gives you a
great opportunity to build some cool scenery,
as each stage of the Tyranid invasion has
completely different terrain. Building scenario
specific terrain, you can produce a collection
that can be reused and combined to make
“your games even more charateristic. The first
stage of a Tyranid invasion involves mycetic . -
spores being dropped onto a planet’s surface.
These spores contain creatures which seek
out native lifeforms as the infestation begins.

MATERIALS
*  Modelling knife
10mm foamboard
Citadel PVA glue
Polystyrene egg or a similarly shaped
and sized object
* 6 x Lictor Left Scything Talon
(9947010604409, £2.00 each)
. ..* . 2 xTyranid Biomorphs sprue
~+ (99380106003, £4.00 each)
. Clippers
~*. Small'drybrush
* Ready mixed, fine filler

.
P o
.

To order your components, call GW Direct on:

0115 9140000

N o \-/isjt the webstore at:
www.games-workshop.co.uk/store
FETY TIP o~

i Be careful usmg your- kmfe Do not apply
oo much«ﬁressme use a sharp

‘ Dominic Murray
g Dominic runs Games
Workshop’s hobby team,

and built the stage-by-
stage spore, basing it on
Mark Jones'’s originals,
which are shown in the
action pictures.

Mark Jones

. Mark made a mould
from his original spore
50 he could cast many

up in resin. This

advanced technigue is

difficult, but very useful
' when making terrain.

90 TYRANID INVASION!
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6

To make the base for your mycetic
spore, draw a circle approximately
12cm wide on the foamcard and cut jt
out using a craft knife.

Using your knife, bevel the edges of the
foamcard so that you create a slope.
This will help the terrain to blend in
with your gaming table.

2

Cut fhe‘éix Lictor claws above the joint
as shown using a pair of clippers.

Usmg Citadel PVA Glue glue the egg
.into the depression you have created in

‘the centre of the base.

1

4

You can now glue the Devourers to the

To glue them to the spore you will need 1 !
spore. , T

to cut the side of the Devourers flat.
Use your knife to do this.

Draw three circles on each side
between the claws. Then, using a
paintbrush’s blunt end, carefully-push in
the polystyrene

For the opening on the spore, score -
lines into the top with a biro, running
them to the tips of each Lictor claw.

15
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Draw a circle in the centre of the
foamcard that is slightly wider than
your polystyrene egg, this will be where
the spore sits. Cut down into the circle
to create a shallow hole.

G{ue the SIX Iong sections of claw to the
egg at regular mtervals The.spikes on
* thie back provide extra grip that will-

4

i %

Next use yOUr kmfe to remove the rest
of the_card from the top of the base.
This allows you to sculpt the foam to
create areas of raised ground. i

) .C'ut six-short segmentsvfrom the

,aremalnmg parts of the claws and glue, -

them to-the bottom of the egg in line:

10

To make the spore, cut th}ifqgh the

polystyrene egg roughly two-thirds of =

the way down: To help youachieve a

level base, draw a guideline with a pen

before you start.

Take the Tyranid Biomorph sprue and =

cut the heads from the Devourers with

_your clippers.

- - help the claw adhere to the polystyrene. with the.long claws. ThIS _makes the
! ‘ - = spore’look locked doWn to the earth.

'spore have been painted Liche .
Purple to match the carapaces of the e,

Studio army. This was highlighted by g

adding increasing amounts of Bleached .

Bone. The fleshy egg sacks have been

>4 ' basecoated Bestial Brown, and
' highlighted with Vomit Brown and
Bleached Bone.

In this-photograph, the.spines of the

To cover any gaps in the model apply -
flller usmg a Iarge drybrush

13

R Next Month: The Invasion continues as

Bunld up the edges of the spore SN
spnre nhlmneys erupt from the ground.

S 1 indentations; with Green Stuff to ( glve
.them a little more depth. As a final

- touch, texture the egg with very fine

filler or textured paint: -~ . v -

™\, Genestealers emerge from newly /anded spores. * o
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dunno, you feeble Oomies and dem toads, too weak fer battle, so you "ave fo dress up

in a fin can fo fight! All of youse. Rubbish, not like a proper Ork. Course, some Orkses

'ave big suits, and den dere’s dreads, but dat’s not fer profectyness, dat’s to make ’em
more "itty. Y'understand? No2 Gah, you’ll never be green.

by Al Bickham

Al created these dynamically-posed Tau Crisis
suits through clever jiggery pokery, mostly
with their legs. Jiggery-pokery is a relatively
simple procedure.

You'll need a leg and arm from the opposite

side, ie, like here: left leg, right arm. You can
also use other pieces, like the plasma rifle (i). Cut
away the shaded pieces in the picture (top left).
You'll end up with something like that to the right.

Continue the lines

on the joint of the
leg by carving the
plastic with your
modelling knife.
Hollow out the fist in
the arm.

Pin the leg together, or it will break. To get a

more acute angle for running poses, like on Al's
suit (ii), shave the shaded areas off. This leg (above
right) however, looks good on flying suits.

92 DOK BUTCHA



TR%\TEG‘(’ BATTLE GAME

» The Last Alliance Campaign « The Battle of Fornost * Enemy at the Gates ¢ The Lay of the Land
Rules for warfare in Middle- A new The Fall of the New rules for siege defenders Scenery tips for The War of the
earth’s Second Age. North scenario. equipment, plus scenario. Ring Campaign™,
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The Lay of the Land

Your fighting needn’t be restricted to green fields, as Guy Haley explains

Middle-earth has a lot in
common with our modern
world, and is just as diverse.
From deserts to towering peaks,
thick forest to well-tended fields,
Middle-earth has them all. Below
are some ideas to help you set
up appropriate battlefields tied
into the areas on The War of the
Ring™ campaign map.

I Eriador

The westernmost part of Middle-earth,
Eriador is a mostly wild and untamed
region whose great realm of Arnor has
long since passed into memory, and the
landscape is dotted with ruins. Yet there
are civilised places within its vast area,
including fastnesses of the Elves and
Dwarves, as well as the Shire and the
scattered villages of the remaining men
who still dwell there. The Shire is a
rolling, green and pleasant land. Small
farmsteads, fields and villages are its
dominant characteristics. A green board
dotted with Hobbit holes, hedges, low
houses, woods, small rivers, fences and
fields best represents it. The Shire is quite
hilly, but not excessively so, so a few low
hills are a good addition. See White Dwarf
304 and The Scouring of the Shire
supplement for construction details for
some of these features.

Lindon and Rivendell are places of beauty
and peace, yet war touches all parts of
Middle-earth. Making Elvish architecture
can seem daunting, as they are great
craftsmen who delight in delicate forms.
Don’t let it put you off, as refighting the
attacks on Rivendell would make an
excellent game! Rivendell is best
represented by a green board, it has many
rivers and, being in a steep valley,
certainly requires rocky crags and hills
about it. Open-sided buildings form its
core. The Grey Havens, Lindon’s main
city, is more urban in appearance. Hills to
represent cliffs, a seashore, and stone
buildings allow you to recreate it.

There are also mannish villages in Eriador.
A few houses surrounded by hedges are
sufficient for you to stage raids on these
outlying settlements.

2 The Far North

Forodwaith and the Iron Hills make up the
topmost part of the campaign map. Few
dwell in Forodwaith, to its south lies the
ruins of both Angmar and Arnor, while the
northern parts are gripped by cold.
However, fighting there is a good excuse
to get out your snow terrain!

The area round the Iron Hills offers more
opportunity for gaming in the campaign.
The halls of the Dwarfs here were assailed
during The War of the Ring, while the
towns of Dale, Esgaroth and the Lonely
Mountain 'were all also attacked. The area
is'not densely forested, and obviously
battlefields would require some kind of
hills! The land is not well tended, so a
green and brown board dotted with rocky
outcrops would suit it well. Try building
gateways into the sides of cliffs to
represent the entrances to the underground
realms of the Dwarfs.

3 Mirkwood, Fangorn and
Lothlorien

These three woodland realms are divided
between two territories. Obviously all are
heavily wooded. Lothlorien and Northern
Mirkwood are home to Elves, though
Lothlorien is by far a brighter place. Large
trees with Elvish tree platforms, or flets,
make good centrepieces for games.
Fangorn and Southern Mirkwood are much
darker and sinister in aspect, though for
very different reasons. In Mirkwood the
trees are so densely packed it is
completely black, and giant spiders spin
their webs between trees.

Use a green or brown board for these
battlefields. Add a couple of truly large
trees if you have them, for these are
ancient forests.

4 Rohan and Dunland

Split in two by the lower reaches of the
Misty Mountains, Rohan and Dunland are
similar in type. Both have rolling plains,
woodlands and hills, as well as the feet of
the mountains, within them. Both are
largely untamed, gone back to wilderness
as the might of the Nfimenorean kingdoms
in Middle-earth has declined. But Rohan is
full of fortified villages protected by
stockades, and long houses built of thatch
and wood. (See WD 293 for ideas on how

to make the architecture of Rohan);
whereas Dunland is scattered with the rude
settlements of the embittered Wildmen,
which can be represented by crude huts.

5 Rhiin

This vast territory encompasses an inland
sea, a large forest and a small range of
mountains, but by far its defining
characteristic is its wide, open plains.
These are sparsely settled lands, best
represented by open tables with few pieces
of scenery. Rocky outcrops, encampments,
small rivers, and isolated trees being best.

6 The Misty Mountains

Snow, rocky slopes, narrow defiles, and
caves are the hallmarks of Middle-earth’s
tallest range. Goblins inhabit these parts,
and the sinister entrances to their lairs
make good objectives to fight over.

The lower reaches of the mountains are
heavily wooded, but above the tree-line
rock and snow are all that is to be found.
Grey and winter boards work best for
these higher reaches.

7 Haradwaith

Much of this territory is desert, though the
northern part, which borders Gondor, is
quite verdant. The most evocative settings
for games here would be in the desert, so
sandy boards with palms, oases and
nomad’s tents work best. Do not forget,
however the great city of Umbar, nor the
two rivers whose valleys are fertile ribbons
in the desert.

8 Mordor

Mordor is a bleak and blasted realm,
surrounded by mountains. A grey or even
black board would represent it best, as the
larger part of it is comprised of volcanic
slag. A Mordor board should be covered in
broken ground to recreate the worst effects
of nature and industry, especially those
representing Gorgoroth and other northern
parts, while the addition of some filthy
tents and untidy camps would help finish it
off nicely. The south round Niirnen, where
the creatures of Mordor grow much of
their food, is better, though barely. Mordor
gives gamers a chance to create a truly
different scenery set, as it is a far cry from
the pleasant greenery of much of the rest
of Middle-earth.




9 Gondor

Gondor is a varied place, though it differs
in the:main from other areas by dint of
being the most heavily settled of the
lands of the Free Peoples. Villages,
towns and cities set it apart from
elsewhere, though as one ventures
further east into Ithilien these become
as ruinous as those of Arnor. These are
more recently despoiled however, and
unlike the ancient townships of Arnor, are
likely to feature noticeable fire damage, as
well as defacement by Sauron’s minions.
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Gondor’s towns are walled, and many are
situated on large rivers or by the sea,
giving plenty of opportunity for sieges and
waterborne games.

THE WRATH OF UMBAR!
Stop the Corsairs in the Games Workshop Roadshow.

Throughout the summer there will be a playing, you’ll be able to pick up tips on
fantastic roadshow visiting 42 of our UK how to make your own landing craft and

Hobby Centres. conversions. There’s also a special
s promotional miniature only available to buy
In The Wrath of Umbar, you’ll have to . at these events. Below is a list of dates.

repel the wicked Corsairs from the *  Ring your local Hobby Centre for more
Southern Gondorian coast, and prevent .~ details of this event.
them from burning towns and taking th :
inhabitants into slavery. These black- - 2 July: Aberdeen
hearted men are ancient servants of Sauron, -~ +9 July: Edinburgh i
: 'Do you have the mettle to defeat them" * 16 July::Glasgow, Hull, Cardlﬂ' R

P and Brighton e :
a "The r.oadshow bics (he boat rilesitrom. | * 23 July: Carlisle, Nottmgham an il INDEPENDENT STOCKISTS
- WD300 and 301, and features a whole fleet Thurrock, Maidstone Check out the website below for. details of
of stunning, scratchbuilt boats, Corsairs and = 30 July: Newcastle, Derby, Exeter, events at more independent stockists
a specially made coastal board As well as Harrow, Guildford™ throughout the country. ‘

 WWW.THEWAROFTHERING.COUK
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Q SETTING THE SCENE

Here are two sample pieces of scenery to inspire you. They were constructed by Mat Baxter, one of Warhamme
World's scenery making team. He made them using simple techniques that you can try yourselves to make the
and other pieces of scatter terrain.

Warg Lair Materials Tools
These rocky outcrops could happily grace any part of Middle-earth. Mat chose to put Polystyrene Modelling knife
a twist on one of his pieces by making one into a cave. He’s chosen to call it a Warg Smm MDF Hot-wire cutter
Lair, but it could just as easily be the entrance to some warren-like Goblin dwelling in Static Grass Sandpaper
the Misty Mountains. The techniques used here are suitable for creating any kind of Coarse scatter Saw
rock face, from towering cliffs to mere boulders. Modelling gravel

Modelling sand

v
j
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b ] Mat cut out a shape from MDF the size ) Mat sanded the rock a little here and After drybrushing the rock and base
he wanted his scenery piece to be and there to smooth away any jagged edges again with pure Codex Grey and a bit of
bevelled the edges. He then stuck a lump : left by his cutting. He then glued Skull White, Mat stuck two different
of polystyrene'to it. He used the pink patches of Modelling Gravel to the rock, colours of coarse-grade scatter onto it
stuff. This cuts better than white and covered the base in sand. He then to represent hardy bushes. Coarse
polystyrene, but is harder to find. White painted it Chaos Black. Don't spray it, scatters are available from modelling
works as well, but needs to-be sculpted as the polystyrene will melt. He then shops, and come in a wide variety of
more carefully. He then sculpted the drybrushed the rock a 1:1 mix of Codex different grades and colours.
polystyrene using a modelling knife and Grey and Chaos black.

a hot-wire cutter.

Hobby Tip

If you want to add a
little more texture to
your rocks, you can

Finally, Mat added patches of Static For his bigger rock pieces, Matt added coat them in fine
Grass to both the base and the rock. further layers of polystyrene. In this case he textured paint, ready-mixed
cut out the rough shape of the cave before filler or a mix of sand and glue.

glueing the pieces together; then sculpted the Alternatively, you can do it the easy

polystyrene, further hollowing out the cave. way and spray them with Citadel

He left sticking the cave to the base until last Roughcoat. If you follow the

in this instance, as it gave him greater access instructions, this can be sprayed directly

to the cave mouth. onto polystyrene. It will seal as well as
colour your piece.




Haradrim Encampment

As the world goes to war, the landscapes of many realms are studded with the tented
encampments of warring races. These tents here have been painted to fit in with a
Harad force, though a different paint job could turn them into the shelters of Orcs or
Dunlendings: You can use the same methods to create tents for Gondorians, Rohirrim,
or even Elves, simply by making the tents more regular.

Materials Tools -
PVA Glue + Clippers
Cocktail sticks Sandpaper
Smm MDF Fine Pen
Paper Towels Saw
Modelling sand

Static Grass

Mat cut out a base from MDE. He then
glued a cocktail stick in each corner
and one where the door would go. He
then got a paper towel, soaked it in
diluted PVA glue and draped it over the
frame, allowing the front stick to pierce it.

Once the glue dries, the towel becomes
quite solid. Mat could then continue. He
pierced the corners with the snipped-off
cocktail stick points to represent tent
pegs, then glued sand onto the base.

After drybrushing the tent Graveyard
Earth and Bleached Bone, Mat then
added decoration. He took inspiration
Jfrom the designs on the Mtimakil in The
Return of The King, painting his with
Red Gore and outlining them with a pen.

The Hedge of Reason

He then highlighted the red decoration
with Blood Red, and drew further

decoration on with his pen. He finished
the tent off with patches of Static Grass.

3 Mat then began to paint the tent,

choosing a neutral colour scheme of
browns that allows the tent to fit in with .
virtually any gaming table. He painted
the tent Bestial Brown, and the base
Scorched Brown. »

| Mait Baxter

Matt has been
working for Games
Workshop for four
and a half years. He
is a member of the
Warhammer World
scenery team, which
builds the venue’s amazing tables. He
plays all GW games systems, and is
currently working on a High EIf army
Jor The Lord of the Rings.

For further tips on building basic terrain pieces like these, go to your local UK Games Workshop Hobby Centre on 9th July. Ring
your Hobby Centre for more details. See page 130 for telephone numbers.




AT STRATEG

) The Last Alliance

Refight the war against Sauron!

Long before the Fellowship ever
set out on their journey to
return the ring to Mount Doom,
Middle-earth was almost torn
asunder. Mat Ward and Pete

Haines show you how to play a

campaign set in the Second Agg.

att: There are few, more

impressive scenes in any of The

Lord of The Rings films than the
opening sequence that portrays the battles -
of the Last Alliance of Men and Elves. It
is here that the Free Peoples of Middle-
earth truly pull together against Sauron, in
a war that lasts several years and claims
countless thousands of lives. Great heroes
rise and fall against this backdrop — most
famously Elendil and his sons, Isildur and
Andrion (whose stats are below), and the
Elven High-king, Gil-galad — and black
deeds without number are performed. By
the time that Sauron is finally vanquished,
the war has touched much of Middle-earth,
and drawn in almost every realm.

With a number of years now passed since
we released our range of Last Alliance era
figures, it occurred to me that it was time
to come back and have another look. The

only problem was, how best to convey the
scale of the conflict in a game system that
excels in battles of around twenty. five
models aside? After a bit of thought T
finally settled on a map-based campaign

'system (including some new ‘points
_match’ style scenarios, expertly penned by

Pete Haines). Not only does this allow .
players to take their games to a more
strategic level, but it also creates a scope
of conflict that could never be realistically

“achieved in a normal game.

Believe it or not, when you play this

campaign you’ll be playing with around
3,000 points on each side! If this sounds
daunting, don’t worry — it’s all part of a
cunning plan...

Playing the campaign
The map for this campaign should be
readily recognisable — it’s the map of
Middle-earth. You’ll see that it is split up
into different regions, some of which are
colour coded (we’ll come to these later).
There are also fourteen regions with icons,
either a White Tree or a Red Eye. A
counter (or other suitable token)
representing a Good army should be
placed-in each of the regions labelled with
a White Tree. Similar markers, to represent
continued overleaf...

Anarion (Man)

F S
Andrion 5/- 4

Points Value: 100
A . W C Might3
2 2 5 Will: 2
Fate: 1

Elendil’s younger son Anarion escaped with his father from the ruin of Niimenor. His line
ruled Gondor for many long years after Sauron’s defeat, and his name is honoured in the
annals of Mannish histories. When playing the Last Alliance campaign you may

include Andrion in one of the Good armies if you wish. /

Wargear

Andrion carries a sword, a shield and wears finely crafted heavy armour.

Special Rule

Boldest of the Bold. Andrion is at his most determined when facing dangers
that would crush the spirit of a lesser man. When attempting to charge an
enemy that causes terror Andrion’s Courage is counted as being 7 for that

test.

Dominic Murray’s Andrion has been made from a Captain of Minas Tirith
armed with a sword. A simple head swap with Isildur, and Andrion is

ready for battle!

Terrain Colour

Difficulty .

Forest
Hills Yellow
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Evil armies, should be placed in regions
labelled with the Red Eye — these are the
positions of the forces of Good and Evil as
the campaign begins.

Formulating your rosters

Each army on the map needs to have
troops assigned to it. Four of the armies on
each side are 250 points, three are 500
points and one is 750 points — make sure
you and your opponent can tell which is
which. You can choose whatever forces
you want for the armies (from their
respective Good and Evil sections)
providing these rules are followed:

* The Good player must include Elrond,
Gil-galad, Isildur and Elendil
somewhere in his armies (though they
need not be included in the same army).

* Each army must be led by at least one
Hero and contain at least one banner.

* No army may number more than 50
models in size.

* No two Good armies will ever have to
take the battlefield at the same time, and
nor will any two Evil armies, so don’t
worry if you don’t have enough models
to make up all the different armies in
your rosters. That said, given that the
battles of the Last Alliance involved
almost all Middle-earth’s sentient
beings, the more variety you can get
into the different armies, the more = ==

The Dwarves of Middle-earth stand ready against the forces of Evil.

Playing the campaign
The Campaign phase follows a similar
sequence to the main game:

1 Priority phase — Both sides roll a dice to
establish which side has priority this
turn.

2 Move phase — Both sides take it in turns
to move one army, starting with the side
that has priority:

3 Fight phase — Resolve any battles that
have occurred as a result of the Move
phase.

4 End phase — The turn is over, army
counters retreat (where appropriate).
Begin again from Phase 1: Priority.

1. Priority phase

Much as with the main game, priority is
determined by both players rolling a dice.
The player with the highest score wins
priority. If the roll is tied, priority passes to
the player who did not have priority in the
previous turn. The Good player
automatically has priority in the first turn
of the campaign.

2. Move phase

Starting with the side that won priority,
players take it in turns to move their
armies. When the side with priority has
moved an army, the other side moves an
army, and so on until all armies have been
moved. Armies may move into any
adjacent region, however, if they are

! enjoyable the game will be.

moving to or from an area of mountainous,
heavily forested or other terrain that is
difficult for an army to traverse, there is a
chance that they may not reach their
destination. When this occurs, the
controlling player must roll equal to or
greater than the difficulty — if they fail,
they may not move that turn. Regions of
difficult terrain are colour-coded on the
map. Armies may only move once in each
Move phase, and may not move into a
region containing a friendly army. If an
army moves into a region containing an
enemy army, the forces engage and will
battle with one another in the Fight phase.
The army that was already present in the
region may not move that turn, even if it
had not already done so.

3. Fight phase

During this phase, players resolve any
battles that have been instigated in the
Move phase. Each game has a time limit
of 90 minutes. Both players field the
armies recorded on the rosters that they
prepared earlier and roll for a scenario
from the following table:

D6 Name

Foes on the Road
Swords in the Moonlight
Challenge of Champions
Death on the March
’Ware the Flanks

Take the Banner

AU AW

In each game, players follow the
deployment conditions and special rules as
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normal. Unless otherwise noted, the game
ends when one side is reduced to 25% of
their starting strength, or the time allowed
for the game expires. In addition, players
need to keep track of casualties — after all,
the Dark Lord is trying to whittle down the
forces of Good.

At the end of the game, players must roll
to see which of their casualties were
fatalities. Each player rolls a D6 for each
of their models that were slain in the
battle. On the roll of a 4 or more, the
Warrior or Hero recovers (though Heroes
are restored to only one Wound and do not
recover any Might, Will or Fate). Any rolls
of less than this indicate that the Warrior
or Hero has been slain — erase them from
the roster. Heroes may not use Might to
modify this roll. Finally, make a note of
which side won each game and whether: it
was a Major or Minor Victory.

Recovering reserves

Players determine how much energy
Heroes have recovered after each scenario
has been played. Nominate a surviving
model within an army and roll a dice for
each point of characteristic that has been

g

spent or lost. Starting with Might, then on
to Will, Fate, Courage and Wounds.

On aroll of 1, 2 or 3, the Hero has not
rested sufficiently and starts the next game
without that characteristic point. On the
roll of 4, 5 or 6, that point has been
restored and can be used in the next game.

If the Hero has any Might, they may use it
to modify the dice roll as normal, although
the player may not attempt to recover this
Might point until after the next scenario.
Roll for each Hero in turn, noting any
changes as you go.

4. End phase

Any armies that were defeated in the
preceding Combat phase must now retreat
into an adjacent region. If they suffered a
Major Defeat they must retreat to a region
of the opponent’s choice. If they suffered a
Minor Defeat they may instead retreat to a
region of the controlling player’s choice.

Retreating armies may not move into
regions already occupied by either friendly
or enemy. armies. Armies that are not able
to retreat are destroyed.

Ending the game

It’s important for players to keep track of
the number of victories (Major or Minor)
that they have scored over the course of
the game. As soon as one side hits five or
more victories, they can attempt to force
the final confrontation in any subsequent
Priority phase, before the dice are rolled.

If a player wishes to invoke the final
battle, he must roll a dice to déetermine if
his victories have garnered enough
strategic control to force a final conflict. If
the total score of the dice and the number
of victories accumulated so far is ten or
greater, then Sauron has come forth from
Barad-dfir and the final battle can begin —
the victor will determine the fate of
Middle-earth!

Playing the final battle

To decide the fate of Middle-earth both
players must play the Final Battle
scenario. Now, the number of warriors that
have fallen on both sides becomes very
important as the fewer the casualties that
have been sustained, the more warriors
will be available to fight in the final battle
to decide the ultimate victor:

by e

It was the Third Age... or was it

the Second Age?

outside of the later Third Age years.

of the time of the Last Alliance,
and the model and rules for
Théoden could represent a
great king of that time.
There’s no real limit to what
you can do. Uruk-hai could
be used as a race of great
Orc that no longer exists
in the Third Age,
Easterlings as Black
Niimendreans, and so on.

Sind

Much of our existing The Lord of The Rings
range is of great heroes from the Third Age.
Another sizeable chunk is of warriors such
as Uruk-hai or Rohirrim, who don’t exist

This needn’t mean that you can’t use your
favourite miniatures. Rohirrim and their
profiles work just as well as ‘lesser’ Men

e
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The Elves hold fast against their foes.

Defender can
deploy here

™

A

Attacker deploys here

=

A

48"/112cm

48"/112cm

Foes on the Road

Description

Although great battles can be won by bold
charges and heroism, guile and cunning
can often outweigh strength and courage. A
well-laid ambush can entrap even the most
Jormidable adversary and in so doing
plunge lesser spirits into the depths of
despair where fear breeds defeat. Wars are
not decided by brute force alone...

Starting positions

The attacking army must set up first in the
box marked ‘Attacker deploys here’ on the
map. The defender can then set up in any
of the boxes marked ‘Defender can deploy
here’. The defender can arrange his forces
as he wishes, splitting them between boxes.
He also does not need to deploy troops in
every box either, unless he wishes to.

Objectives

The player with the most points value of
models left on the table at the end of the
game wins a Minor Victory. If he has at
least twice as many points worth of models
left as the loser it is a Major Victory.

Special rule
The defending player has priority in this
scenario.




Swords in the Moit o

Description

When rival armies are encamped close to
one another, the forces of good must
forever be on their guard during the night
as many of the Dark Lord's followers are
boldest then. Only the bravest are selected
to form the picket lines that wait silently in
the darkness, eyes straining to catch a .
glimpse of bare steel or the dread glare. of
baleful red eyes.

Starting positions

The attacker selects a table edge-and
deploys his entire force within 12"/28cm of
it. The defender then deploys his entire
force within 12"/28cm of the opposite table
edge. Good has priority. 3

b ey

48"/112cm

Obijectives

The player that kills the most enemy
models wins a Minor Victory. If the victor
kills at least twice as many as his opponent
he wins a Major Victory.

If a player has any models in the enemy
deployment zone at the end of the game
add the total of them to his total of
casualties inflicted before calculating
victory. So if a player inflicted 15
casualties but ended the game with nine
models in the enemy deployment zone his
score would be 24.

Y

Special rule

The engagement is fought at night. Enemy
models in Elven cloaks cannot be seen
beyond 6"/14cm and other models cannot
be seen beyond 12"/28cm. Models with 4
‘or more Wounds (except Shelob) on their
starting profile can be seen at normal
distances however, as they lack stealth.
Models may only shoot at or charge
models they can see. No models may use
volley fire.

There’s a wide
range of banner
bearers which
make for excellent
army markers for
The Last Alliance
campaign map. It’s
good if you use ones
relevant to the troops
in the army (an
Easterling one for an
Easterling army, and an
EIf one for an Elven
army, etc).

A o

An Orc army is ambushed by a combined force of Elves and Men.
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Challenge of Champions

Description

The heroes of the Last Alliance are well
known to the legions of Mordor and the
Dark Lord has commanded that his
Captains waste no opportunity to slay
them. During the long march to Dagorlad
each hero was to endure many attacks by
ambitious minions of Sauron, and each
welcomed the opportunity to trade hard
blows with their foes.

Starting positions

The players roll off for choice of table
) edge; the winner chooses the edge he will
enter play from and the loser will enter
play from the opposite edge.

48"/112¢m

Obijectives

Each side’s commander is attempting to
outdo the other. Put any models killed by
the enemy commander in close combat to
one side, separate from other casualties. At
the end of the game the player whose
commander has inflicted the most points
worth of casualties ' wins a Minor Victory.
If their commander inflicted twice as many
casualties then he wins a Major Victory. To
benefit from the glory the commander
must survive. If he is killed, his score is Special rule commands his force. If either player has
reduced by 100. There is also greater glory Each side will have a commander. This is no heroes (due to previous casualties

in slaying the enemy commander. If a automatically the hero with the greatest incurred in the campaign) then their

} player’s commander kills the opposing points cost. If two are the same the owning commander will be the warrior model with
commander then add 100 to his score. player can nominate which of them the highest points cost.
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Orc forces smash into the Elven battle line.
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Description

Even the greatest captains and mightiest
legions can be halted by hunger and
fatigue. Often it is the innocents who lie in
the path of campaigning armies who suffer
to allow the warriors.to continue their
march to immortal glory.

Starting positions

Three objectives are set up as shown on
the:map. These can be burnt-out buildings,
wagons, encampments or anything
appropriate you have in your model
collection. At worst, card markers cut to
the correct size can be used. The players
roll off for choice of table edge, with the
winner picking the edge he will enter play
from. The loser will enter play from the
opposite side.

Objectives

The player who controls the most
objectives at the end of the game wins a
Minor Victory. If, however, he controls all
the objectives he wins a Major Victory. If

Death on the March

|
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neither condition occurs, the player who
has killed the most enemy models wins a
Minor Victory.

Special rule
Each objective should be 6"/14cm square

and counts as ruins/debris for movement
purposes:

To control an objective a player must have
at least one of his models and none of the
enemy on the objective.

Objective 1

48"/112cm

g0,

48"/112cm
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"Ware the Flanks
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Description

When its battle lines are formed, an army
is not easily defeated frontally, but if its
flanks can be turned then it is far more
vulnerable. Accordingly, troops are posted
to guard against such a manoeuvre, and to
press on themselves, should the opportunity
present itself.

Starting positions

The Defender deploys first in the area
marked ‘Defender deploys here’, then the
attacker deploys in the area marked
‘Attacker deploys here’.

Objectives

Each player must try to exit as many
models as possible from the table via the
exit points marked on the map.

At the end of the game each player totals
up the points value of enemy models he
has killed and the points value of his own
models that have exited the table. The
player with the highest score wins a Minor
Victory. If the winner’s score is at least
twice that of the loser then it is a Major
Victory.

Special rule
All of the hills on the map are rock-strewn
and count as difficult terrain.
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Take the Bann

Description

Each army has its banner; acting as a
rallying point and inspiration to warriors.
It is also a lure, inviting the brave and
Joolhardy to seize it, to gain such fame as
will guarantee advancement and acclaim.
Moreover; as one by one their banners fall,
the reality of bitter defeat can be made to
wash over the most steadfast warriors.
Such acts can win wars.

Starting positions

Place a marker representing a banner in the
position depicted on the map. The
defending army deploys within 12"/28cm
of it. The attacking army may then deploy
anywhere on the table at least 18"/42cm
from any defenders. The banner does not
need a bearer and cannot be attached. The
banner can, of course, have a figure
holding it for representative purposes.

Objectives
The Banner marker
acts as the objective
and may not be
moved. If at the end
of the game only
one player has
model(s) in base
contact with the
banner, that
player receives
100 points. Both
players also

il SEST

The banner is a source of inspiration for the army, and as such is of vital importance.

score points equal to the value of enemy
models they have killed. The player with
the highest end score wins a Minor
Victory. If the victor’s score is twice that
of his opponent, he scores a Major Victory.

er

Special rule

The Banner marker is just that, a marker. It
has no effect on the game and does not
count as a normal standard, only affecting
the final result.

Defender g
Q
deploys here Q
N
%
2

= ~ ~ - -

Attacker deploys here
. \
7 48"/112cm 6

107,




b wThe Final Battle

he assembled might of the free Special rules
I world has come to stand before the The Dark Lord. Sauron does not begin
walls of Barad-dfir and, after seven

the game on the table, but may arrive as
long years of siege, the Lord of Mordor

play continues. At the start of each turn
has come forth to confront them. Though after the first, the Evil player rolls a dice
both sides have been wearied and bloodied during the Priority phase. On the roll of a
by the long years of battle, neither army is

4+, Sauron has arrived and may move onto
yet ready to admit defeat. The Elves and the board from a point along the northern
Men of Middle-earth’s very future rests on

Layout

This scenario is played on a board
72"/168cm by 48"/112c¢m. There are three
large hills on the Evil side'of the
battlefield representing the slopes of
Mount Doom. The whole area is scattered
with large impassable rocks and clusters of
smaller rocks that form obstacles. There
are no trees, the slopes of Mount Doom

table edge chosen by the Evil player. He
this confrontation, whilst the Orcs are may not charge on the turn he arrives, but

driven onto the foe by their fear of the mayotherwise act normally.
Dark Lord. However this battle ends, the
ripples will be felt-across the face of
Middle-earth and throughout the tale of

history...

Participants

Good

Elendil

Isildur

Gil-galad

Elrond

1 Dwarf King

12 High Elves with Elven blade

12 High Elves with spear and shield
12 High Elves with Elven bow

12 Men of Gondor with bow

12 Men of Gondor with spear and shield
12 Men of Gondor with shield

6 Dwarves with shield

6 Dwarves with bow

3 Dwarves with two-handed axe

3 Khazid Guard

Evil
Sauron
16 Orcs with shield

16 Orcs with spear

8 Orcs with Orc bow

8 Orcs with two-handed axe

8 Warg Riders with Orc bow
8 Warg Riders with shield and
throwing spears

being desolate, dark and barren.

-Starting positions

The Evil player deploys his force within
24"/56cm of the northern board edge. The
Good player then deploys his force within
12"/28cm of the southern board edge:

Objectives

The Evil side wins if Elrond, Gil-galad,
Isildur and Elendil are all slain. The Good
side wins if Sauron is slain. If both sides
achieve their victory conditions in the
same turn, the game is a draw.

For each army on the map...

That has suffered no casualties

That has more than 125 points worth of
troops remaining but less than 250 points

An additional 25 points of models

Points match

To play this scenario with different forces,
simply choose two forces of roughly equal
points value. Neither side may arm more
than 33% of its warriors with bows. The
Good side must include four Heroes, the
Evil side may only include a single Hero.

Campaign
Refer to the table below for additional
bonuses/penalties for the campaign.

The controlling player gets...

An additional 150 points of models

Any additional models purchased in this way deploy. with the scenario participants and count
as part of each force for all purposes (Courage tests, victory conditions, etc...). Finally, if

| ecither Elrond, Gil-galad, Elendil or Isildur are slain before the Final Battle (ie; are removed as
a casualty and fail to roll a 5 or 6) they may not take part in the Final Battle — they are dead!
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t the power of The Ring could not be undone.’
The Fellowship of the Ring
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The Battle of Fornost

Fornost has fallen to the dread Witch-king, but can be hold it?

A new Fall of the North
scenario by Mat Ward which
recreates the Free People’s
attempt to break the power of
the Witch-king for good.

Though the Witch-king was defeated
at Amon Sil, his power, and that of
his realm of Angmar, was not
broken, for he escaped the battle and
retreated once more into the north. Over
the next five centuries he slowly began to
rebuild his power, but it-was not until the
Great Plague swept the world that his time
came. As the virulent sickness wracked the
north, the Kingdom of Arnor was broken
and choked with plague-slain dead. Their
safeholds became abandoned and haunted
by evil spirits out of Angmar and Rhudaur.

When the Witch-king came once more, the
people of Arnor were scattered, for many
cities existed now only as names upon a

map. Despite the defiance of the
defenders, Fornost, Arnor’s capital of old,
fell early on and was taken by the Witch-
king as his lair — yet the battle was not to
determine the course of the war.

The Free Peoples of the world resolved to

._crush the Witch-king and his armies once

and for all. Earnur, heir to the throne of
Gondor, led a mighty fleet north and,
combining his forces with those of Lindon
and Rivendell, marched upon Fornost to
expel the dread king. Unusually, this battle
is recorded in the Shire, for the Halflings

‘maintain that their newly founded land lent

aid, sending archers to fight. See The Fall
of the North in WD305 for rules for some
of the Heroes and Warriors below.

Participants

Good

Cirdan, Keeper of the Havens
Eérnur, Captain of the White Tower
6 Rangers of the North

1 Captain of Minas Tirith

Glorfindel

8 Warriors of Minas Tirith with spears and
shields

8 Warriors of Minas Tirith with bows
8 Warriors of Minas Tirith with shields
6 Knights of Minas Tirith

6 High Elves with Elven bows

6 High Elves with Elven blades

6 High Elves with spears and shields
12 Hobbit Archers

Evil

The Witch-king of Angmar
(does not ride a Fell Beast)
1 Duskwraith

2 Revenants

1 Warlord of Carn Dlim

4 Barrow-wights

6 Spectres

6 Spectral Wargs

12 Warriors of Carn Dim
8 Orcs with shields

8 Orcs with spears




4 Orcs with bows Al A
4 Orcs with two-handed weapons
6 Warg Riders with

throwing spears and shields

6 Warg Riders with Orc bows

2 Mordor Trolls

Layout

This scenario is played on a board
48"/112cm by 48"/112cm. The game takes
place on the outer edges of Fornost. A
broken wall cuts across the board
12"/28cm in from the northern board edge
with several ruins behind it. The remainder
of the board is covered with trees and
rocky outcrops. 3

L
-

Gondor
Deployment Zone

4%
WAk g
X

&
*

48"/112¢m

Starting Positions _ .
The Good player deploys Earnur and the :
Warriors of Minas Tirith and the Elves in Elf Deployment |
the deployment zones as shown on the Zone .
map. He may then deploy all the Hobbits X .
in one of these deployment zones. The 24"/56cm y
Evil player then deploys his force. i
1
i
1
1]
1
]
1
1
1
1
]

Objectives e

The Good player wins if he kills the PR N
Witch-king and reduces the Evil force to SO

25% of its starting numbers. The Evil L
player wins if he kills two of the Good Y
Heroes. If both players achieve this in the
same turn, the game is a draw. 5457 48"/112cm

i

<

A
Y

To play this: scenario with different
forces, simply choose two forces of
roughly equal points value. Neither side
may arm more than 50% of its warriors
with bows.
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my at the Gates

New siege equipment for defenders and a new scenario

They say an Englishman’s home
is his castle, but presumably
they’ve never had to defend it
from 10,000 determined Uruk-
hai. Mat Ward sets out new rules
for special equipment and dirty
tricks that siege defenders can
employ to tip the balance in
their favour.

attacker; are often less so for the

defender. The attacker often has the
initiative, more men to throw at the walls
and, often, more tricks to play on the
defender. Even the most stalwart of
defenders might get a little dismayed when
another 500 Warriors of Minas Tirith hove
into view, seeking to displace one of the
sovereign bastions of Lord Sauron.

Sieges, while fun to play for the

L find that the best way to avoid losing in a
siege is not to get caught in your castle in
the first place. However, there are just
some times that you have to run away, I
mean, make a tactical withdrawal, and

prepare to dash your enemy’s brains out
from behind some good old, reliable
stonework defences.

To make things a little more interesting for

the defender (and, to be fair, more

interesting for the attacker too) I’ve come
up with some rules for a few of the
cunning tricks a defender can employ. A
word of caution — while you can blow a
significant amount of your points on these
new upgrades, they’ll prove rather
ineffective if you don’t have sufficient men
on the walls to deal with the incoming
attackers, and that won’t do at all.

As already mentioned, there are many
tricks that a defender can play upon an
attacker, most of which involve the
besiegers dying in large numbers. Each of
the following ploys has a points value
assigned to it, but bear in mind that their
effectiveness will be defined by where you
place them and the design of your fortress.
All besieger tools must be deployed before
any models are placed on the board. If your
opponent permits, you may include as
many as your points value allows.

Pitch Ditch 50 points
(per 6"/14cm length)
Carefully prepared defences will often
sport a shallow ditch filled with pitch or
another flammable substance. When the
attackers charge across the trough, the pitch
is set alight and many of the attackers are
set alight, burning like screaming torches in
the shadow of the walls of the fortress.
Pitch ditches are, by their very nature, one-
use tricks that can nonetheless cull a
swathe of attackers from the enemy ranks.

Pitch ditches are represented by markers
6"/14cm long and 2"/4cm wide. They do
not count as difficult terrain or obstacles,
and enemy models are free to cross them if
they wish — though they do so at their own
peril. The defending player may attempt to
light any of his pitch ditches at the start of
the Fight phase. To do so, he rolls a dice
for each one. On a roll of 4, 5 or 6, the
pitch has taken light. On any other result,
the flame has not caught and the pitch
remains unlit. Any models in a pitch ditch
in the turn that is lit are caught in a roaring
sheet of flame — they immediately suffer
D3 Strength 4 hits. At the end of the Fight




phase, roll a D6 for each ignited ditch — on
aroll of 6 the fire continues to burn into
the next turn with the effect described
above. Otherwise, the fires have burnt
themselves out — remove the marker from
play. Models wishing to cross a flaming
ditch must pass a Courage test or remain
stationary. ;
Rallying Points
Defenders are tasked to protect certain
sections of the walls of their bastion.
Should the enemy breakthrough, the
defenders will rally around particular
features that they can recognise in the heat
of battle. These rallying points:can take
many different forms — the important thing
is that a battle-crazed defender can
recognise it for what it is. Most commonly
a rallying point will be a banner of some
kind, although Orcs have been-known to
rally around all manner of foul trophies.

Rallying points behave exactly in the same
way as banners (see the main rules manual
for details). In addition, their reassuring
presence bestows +1 Courage on all
friendly models within 6"/14cm — though
this may not be used to take a model’s
Courage above 5 (there is only so much
heart a brave man can take from the sight
of a flag). Enemy models can remoyve
tallying points — there is little that is
difficult about severing a guy rope to a
flag, or toppling a totem of some sort.

If an unengaged enemy model spends a
Fight phase in base contact with a rallying
point, it is considered to have been
destroyed or otherwise netitralised, and its
abilities are lost. The best visual way to
represent a rallying point is a banner set
upon a flagpole or otherwise secured to the
ground and then mounted on a 25mm base.

Easy to make, this
banner was copied
from the main rules
manual and painted
— the poles are made
Jfrom cocktail sticks.

25 'points

Spiked Barricades 10 points
In real-world history, this would be known
either as an abatis or as a cheval de frise.
As with many siege defences, this can take
many forms, depending upon what the
defenders have immediately to hand. The
common connection between all such
constructions is that they form a barricade,
generally at a weak point in the defences,
and are sufficiently bespiked to cause peril
to the attacker.

Spiked barricades are best represented by a
suitable model up to 6"/14cm long and
1%/2c¢m wide. They follow all the normal

rules for obstacles and have a Defence of 8

The attacking Uruk-hai get a taste of boiling,bbil.

and 3 Batter points. In addition, to
represent the extra.difficulty of crossing a
spiked barricade or fighting a foe who is
sheltering behind one, use the following
rules:

* A model who makes a Jump test to cross
a spiked barricade will automatically
take a Strength 3 hit if the score is 1-5.
On the roll of a 6 the model has vaulted
it safely. .

* A model that fights a combat across a
spiked barricade and accidentally strikes
the barricade, and not the opponent,
suffers a Strength 3 hit.

The barricade is made
from dowel rod, while the
spikes are fashioned from
splinters of plasticard.




The defenders of Gondor attempt
to repel a massive Orc attack.

Crow’s Cages 50 points
and Gibbets

Though some races shun their use, the
displaying. of corpses upon one’s defences
is a potent weapon against the morale of
the enemy. Orcs, in particular, seem to feel
a stone wall is incomplete without a
quartered and raven-worried corpse and
will, if necessary, finda ‘volunteer’ from
within their own ranks-to-round off their
defences. However, such a blatant display
of savagery can sometimes backfire, filling
the foe with extra resolve.

All friendly models within 6"/14cm of a
gibbet cause terror to represent the highly
disconcerting effect the cadaver has upon
their foes. However, the sight of a defiled
corpse can fuel attackers with

. determination, so they receive +1 to their

Courage whilst within 6"/14cm of the
gibbet. Enemy models can remove gibbets.

If an unengaged enemy model spends a
Fight phase in base contact with a gibbet, it
is considered to have been destroyed or
otherwise neutralised, and its abilities are
lost. Gibbets should be mounted on a
40mm round base.

Rocks . 10 points
Big rocks that the defenders drop down
from the battlements to crush the skulls,
legs and other assorted body parts of the
attackers are always useful..A well-
prepared fortress is not complete without a
large supply of suitable projectiles — it
takes little skill to drop a rock into a mass
of besiegers and cause injury.

Any defending model in base contact with
a pile of rocks can drop one on an attacker
during the Shoot phase instead of making
another shooting attack. Any enemy model
within 1"/2cm of the wall and 8"/20cm of
the shooter is an eligible target. Models
dropping rocks are always considered to
have a Shoot value of 4+, unless their
Shoot value is better, and hits are inflicted
at a Strength of 6. Piles of rocks are best
represented on a 25mm round base.

Simple solutions are
sometimes. the best —
this rock pile is a
group of pebbles
painted Codex Grey.
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Carcases 5 points
Most commonly oil-soaked straw bundles
that can be hurled from the defences,
carcases are an invaluable tool for lighting
up a night attack.

Any model that is within' 6"/14cm of a
carcase is illuminated by the flames — they
can be seen and targeted as normal, ‘even if
the game operates under a darkness special
rule that limits visibility. Carcases are
deployed at the start of the game and are
assumed to have enough fuel to last the,
entire battle.

Boiling Oil 25 points
Though little employed by the ‘armies of
the Free Peoples, there is litfle' more
guaranteed to break the heart of an enemy
attack than the emptying of a cauldron of
boiling oil onto them. Depending upon the
reserves of raw materials (ie, the oil and
some wood to burn to heat it) the defenders
can keep the oil coming throughout an
assault.

If there are two unengaged friendly models
in base contact with a cauldron of boiling
oil they may unleash it upon the enemy

——

during the Shoot phase. Any enemy model
within 1"/2cm of the wall and 8"/20cm of
the cauldron is an eligible target. Models
pouring oil are always considered to have a
Shoot value of 4+, unless their Shoot value
is better, and hits are inflicted at a Strength
of 8. In addition, any models within 2"/4cm
of the any model that is hit by boiling oil
are also caught in the deluge — they take a
single Strength 4 hit.

A more
challenging
project, this oil
pourer was
scratch built
Jfrom pieces of
balsa wood.

-Access Platforms 5 points D

Some bastions have false walls and
overlapping defences. Once the outer walls
have been lost, the defenders can withdraw
to a second ring and continue the fight.
Often, the secondary walls will be reached
only by access walkways and other narrow
platforms that the defenders can withdraw
behind them and leave the attacker isolated
until fresh ladders can be brought up.

Access platforms can be up to 4"/10cm in
length and are about 1"/2cm wide. Two
models can carry an access platform at full
speed, in much the same way as a ladder
(see the Siege rules for details). A single
model can carry an access platform at half
speed. Access platforms can be dropped at
any part in a model’s move — place it in
base contact with one of the carriers.

Once in place, access platforms:can be
moved over as if they were open terrain,
and can be picked up again in subsequent
turns as desired.

Once you’ve got your siege equipment
together you’ll need to put it to the test
in our siege scenario overleaf.
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The Siege of Berengar’s Keep

Making a last stand at the fortress of Minas Sirion

Using the new rules for
defenders’ equipment, Graham
McNeill’s new scenario recounts
the last stand of Berengar, a
Captain of Gondor, at the
mountain fort of Minas Sirion.

In the early years of the Third Age, after
the defeat of Sauron by the armies of the
Last Alliance at the Battle of Dagorlad, the
lands of Middle-earth were freed as the
Dark Lord’s empire collapsed. Orcs and
Goblins were scattered and sought refuge
in the dark places of the world, hiding in
the highest mountain peaks and deepest
recesses of the forests. Some were hunted
down and slain, but many more remained
and continued to plague the peoples of
Middle-earth for years to come.

Berengar was a Captain of Gondor and
served the kings of that realm faithfully,
leading many raids into the foul lairs of the
enemy to root them out with sword and
lance. (Use a suitable Captain of Gondor to
represent him if playing this scenario, or
better still, convert your own.)

48"/112cm

Good
Deployment Zone

Tower of
Minas Sirion

/ Gateway\

Ly

Rocky edges
of valley

Rocky edges ;
of valley ]
|
1
Bl e
Deployment Zone ‘7&5’3 ' 18"/42cm
\v'l\, I
-y 1
b
L i v
‘ 48"/112cm 3

On one expedition to destroy a
roving band of evil creatures
plaguing the southern fiefs

of Gondor, Berengar’s

force found itself
ambushed by a much
larger host of Orcs.

Arrows felled many of
the warriors’ horses
and compelled the Men
of Gondor to flee on
foot into the
mountains. For many
days and nights, the
warriors evaded the
pursuit of the Orcs, but
soon they could run no
more. Just when things
looked most hopeless,
Berengar’s men sought
to make their last stand
in a lonely valley and
came upon the

abandoned fort of Minas Sirion. Though
fallen into disrepair, there remained enough
of a fastness to mount a defence...

Participants

Good

Berengar, Captain of Gondor

Osuin, Captain of Gondor

6 Warriors of Minas Tirith with spears
6 Warriors of Minas Tirith with bows
6 Warriors of Minas Tirith with shields and
swords

6 Citadel Guard with longbows

6 Citadel Guard with spears

5 Knights of Minas Tirith

Up to two Good Warriors may be given a
banner. The Good force may also be
equipped with the following siege tools:

2 rallying points

3 rock piles

2 spiked barricades

1 cauldron of boiling oil
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Evil

3 Orc Captains

1 Troll Chieftain

24 Orcs with swords and shields
24 Orcs with spears

12 Orcs with bows

12 Orcs with two-handed weapons
2 Mordor Trolls

2 Warg Riders with bows

3 Warg Riders with spears
Mordor War Catapult with flaming
ammunition

Up to three Evil Warriors may be given a
Banner. The Evil force may also include:

2 S‘iege Towers
8 Siege Ladders
1 Battering Ram

Layout

The scenario is played on a board
48"/112cm by 48"/112cm. This siege takes
placein a rocky valley in the foothills of
the White‘Mountains and, as such, the
“ground around Minas Sirion is largely

———

composed of low patches of scrubby
bushes.and clusters of rocks.

The walls of the fortress are arranged
across the northern edge of the board,
10"/24cm from the edge. A section of wall
6"/14cm across has collapsed and is now

filled with rubble (counts as difficult terrain).

The tower of Minas Sirion should be
placed in the middle of the defender’s
deployment zone as shown on the map.

Starting positions

The Good player deploys his force
anywhere within the fortress of Minas
Sirion and may choose whether the gates
are open or closed. The Evil player then
deploys his force up to 18"/42cm from the
southern edge of the board.

- Objectives

The Good player has to hold on for as long
as he can. Either player will win if he
manages to kill all his opponent’s heroes
and reduces the enemy army to below 50%
of its starting numbers.

S .

A Troll Chieftain leads the assault.

- Special Rules

No Matter the Cost. The defenders have
resigned themselves to this last, near
hopeless battle, and are now beyond fear.
Come what may, they will fight to the last
man. So long as Berengar is alive, Good
models do not take Courage tests for their
force being reduced to half strength.

Points Match

Though this scenario recreates Berengar’s
defence of Minas Sirion, you can also use
it to play another siege that uses alternative
forces and/or occurs in a different location.
If you want to play this scenario with other
forces, choose a defending force of up to
500 points and an attacking force of up to
1,000 points. Each side must include at
least one Hero and at least one model must
carry a banner. The defending player may
spend an additional 150 points on siege
tools. The attacking player may include a
single battering ram and a maximum of
two siege towers. He may also include up
to one siege ladder for every ten models
(rounding up) in the force.
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The Bigger they are...

A beavyweight fight to the death! The Balrog versus Rudgie’s ego

Rudgie’s Mlimak was invincible
when he took on all-comers at
the Gaming Events Centre. So, in
a special Arena of Death match
up, we decided to see if the
Balrog could kill the beast.

udgie: It all began when web
R wizard Rik Turner and T were :

driving back from the Sheffield .
Gaming Events Centre. We had played a
few games there as part of Games
Workshop’s 30th birthday celebrations and
were analysing our results during our
journey home: Rik, along with most of the
people visiting the store, had taken an
interest in seeing if anyone could beat my
Harad army and had watched my four
games. Yet he still could not believe that if
you added the wounds from all the games
together, the Mimak would have still been
alive! (Albeit with only one Wound
remaining.) So the conversation turned to
whei; could kill a Mimak in single combat.

Now before anyone puts pen to paper, this
is purely for fun, we know there are plenty
of ways to kill a Mimak but what we were
interested in was who could go toe-to-toe
with the beast. We ruled out Sauron, as a
Miimak is simply no match for the Dark
Lord. Having bandied various heroes’
names around we came up with the perfect
opponent; both big and bad — the Balrog!

Game | - So it begins

We set up 12" apart and rolled for priority.
After a bit of shuffling on both sides the
Mahid called an heroic move and the
Miimak thundered into the Balrog,
wounding it three times.

Now the Balrog would get to retaliate.
Unfortunately for Rik, the Mimak won the
fight and knocked the Balrog to the
ground, inflicting another four wounds.
Rik won the next Priority phase, but
before the Balrog could attack, the Mahdd,
sensing a quick victory, called another
heroic move and again smashed into the
Balrog causing a further two wounds. With
the Balrog on the ground, the Miimak was
safe as even if the Balrog won, he’d only
be able to stand up. To Rik’s dismay the
Miimak won again, inflicting four wounds
and killing the Balrog.

Game 2 - Well, he was unlucky
Using a point of Might the Mahiid began
by charging the Mfimak into the Balrog
causing three wounds (can you see a
pattern emerging here? — Guy). Rik’s luck
seemed to improve as the Balrog won the
combat but he failed to wound the
Mimak. With priority on its side, the grey
steamroller again thundered into the
Balrog, causing another four wounds on
the dark creature.

The Balrog then won the next fight but
could only inflict two wounds against the
hulking beast. The Mahiid passed both
resulting Courage tests and used another
point of Might to charge back into the
Balrog, causing another four wounds and
killing it for a second time.

Game 3 - Back for more!
Losing priority, the Balrog lost a wound
but caused one in the next combat. The

Mimak stampeded, causing another three
wounds and a further three wounds in the
following round of combat.

Before the Balrog could get to its feet, the
Mahiid called an heroic move and smashed
into the ailing creature, causing another

two wounds. Fighting from the ground, the
Balrog managed to win the fight and get

back to its feet just as it received yet 1
another charge — except this time the

Miimak failed to wound it. ‘

The Balrog, now down to its last wound,
inflicted two wounds on the Miimak. Rik’s
only hope was that the Mimak would fail
a Courage test, allowing the Balrog a
chance to charge. But after passing both
tests, the Mahiid steered his mighty beast
into the Balrog, killing it once again.

So there we go, our question was
answered — the Mfimak is the mightier!

They don’t get much bigger than this! &5
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THE CENTRE OF THE GAMES WORKSHOP HOBBY

= Warhammer World is the place to come for a great Games Workshop
experience. Within its castle courtyard you will find a wide array of
awesome gaming tables built by Warhammer World’s scenery team. All of
- Games Workshop’s current game systems are represented, from cathedral
ruins for the Warhammer 40,000 universe, to the rolling plains of the

'/ Warmaster board. Whatever game you play, Warhammer World is the place
fa to fight your war!
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* Feature tables in the Warhammer,
Warhammer 40,000, Lord of The Rings
and Specialist Games zones.

e Avariety of standard gaming tables that
can be used for all systems.

* Gaming nights to cater for all levels of
gaming knowledge and experience.

* Hobby tutorials for all areas of the hobby
and all levels of expertise.

RING 0115 9168410 FOR MORE DE
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* Hobby Centre stocking the Specialist
Games Range, as well as Forge World
items and a limited range of Warp
Artefacts products.

* Available for Club or Gaming Group
activities (subject to availability).

* (Citadel Miniatures Hall.

 Sample the legendary hospitality of
the Dwarfs at Bugman’s Bar!

TAILS
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CITADEL MINIATURES HALL
The Citadel Miniatures Hall is open

now! Visit the world’s premier
model exhibition, featuring the very
best painted Games Workshop
miniatures from the last 30 years.

Phone: 0115 9168410
Email: warhammerworld@
games-workshop.co.uk

BUGMAN’S BAR

If you need to take a break, have a
drink or buy some food, the bar
built to honour the famous Dwarf
master brewer Josef Bugman is at
your disposal.

Phone: 0115 9168410

YOUR OWN EVENTS
Warhammer World is the perfect
place to hold your own gaming
events. Clubs and Gaming Groups
from all over the country and
beyond make use of our gaming
hall. If you're interested in running
your own event at Warhammer
World, contact us on the phone
number to the left or by e-mail for
more information.

Evenis@games-workshop.co.uk

( COMING EVENTS )

Here are just a few
Warhammer World
gvents. See over the page
for more!

Call to Arms
Specialist Games
2nd-3rd July

The Lord of The Rings:
The War for Rohan
16th-17th July

Warhammer Doubles
Tournament
23rd-24th July

Warhammer Grand

Tournament Heat 1
6th-7th August
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The Gaming Centre is now open!
Situated just off junction 34 of the M1, it is
a five_ minute walk from the Meadowhall

‘Hobby Centre.

¢ 20 6* x 4' gaming tables and 12 paint stations.

« Vending machines.

A husy timetahle of events, tournaments,
campaign days, and more. '

»_0pen 10am-10pm-on Saturdays, 11am-5pm on
Sundays and 4pm-10pm on Mondays during
term time, and 10am-6pm on Tuesdays-
Fridays during school holiday periods.

~ TheGaming Cenfre-is-a new
place where you can come

_and-play games, take part in

:pre-arranged battles.or a
league, er-even hold your

- “own events.

You will find some of the
- _best tables-from Games Day
. -available for use; as.well‘as
20-generic 6'x4' gaming
tables totest your armies’
might on.

There is also a gaming

- timetable planned right up to
the end of December 2005.
Masterclasses with the
talented guys who-made the

. Miimak being attacked by

- the Army of the Dead (from
WD301) are also available.

.“If you are interested-in
running.an event — maybe
you’re a club.searching for a
venue or-a store wanting to
challenge-another store or
- club —the Gaming:Centre is
- available as a venue. Best of

- all, it's:completely free to
use, with free parking right
on the doorstep. Contact us
for more information.

Manager: Rob Bastow
- Telephone: 0114 243 4633
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COMING SOON
Some of our great-events.

Blood Bowl Tournament
Man.of Steel trophy

2nd and 3rd July

Take part in the first annual
Blood Bew! Man of Steel
Challenge Cup by playing-six
games over two-days to win.

Places-are limited so register |

soon if you wantto enter.
Bring-along a starting feam
and their-complete official
rules. No star players.
Tickets cost £30, including
lunch on both days.

Lord of the Underhive
23rd and 24th July -
Which house can dominate
the Underhive in this
Necromunda campaign?
Ater the killing of the last
Kingpin by arbites forces; a

.gang war has started. Bring
a-starting gang and-roster

and try-to become top-dogs.
Tickets cost £30, including
lunch-on hoth-days. :

Address:

Units 8/9,
Meadowhall Road
Industrial Estate
Amos Road
Sheffield
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GAULES WORKSHOP

| Gaming
| Club
| Network

OUR GAMING CLUB LIST IS HERE
TO HELP YOU FIND THOSE CLUBS
THAT ARE MEMBERS OF THE
INDEPENDENT GAMING CLUB
NETWORK.

THE GCN ROLL OF HONOUR
The clubs listed here all have:

» A committee of at least three members
to run their affairs openly.

= Public liability insurance to protect the
members against accident.

« A good standard of club rules and a club
constitution.

« A child protection policy.

* A policy of submitting the committee for
CRB Disclosure.

As part of our commitment to customer
service and safety we do not promote any
club outside of the Gaming Club Network.

1st Company Veterans (Nottingham)
Contact: Chris Taylor
Email: info@1stcompanyveterans.net

Battlenet (Norwich)

Contact: Richard Miller

Phane: 07710 702297

Email: Richard@battienet.co.uk

Battlescar (Dorset)

Contact: Paul Cleveland
Phone: 01202 258194
Email: paul@battlescar.co.uk

Bridgend YMGA Games Club
Contact: Matt Churchill

Phone: 01656 668298

Email: velvetfiend@yahoo.co.uk

Chelmsford Bunker
Contact: David Chilvers
Email: bunkersecretary@yahoo.co.uk

Colchester Games Club
Contact: Martin Steers
Email: info@colchestergamesclub.co.uk

Dursley Games Club
Contact: Dan Bishop
Phone: 01453 549377

EBBL (Edinburgh)

Contact: Dave Avery

Phone: 07837 380713

Email: david.avery@scotland.gsi.gov.uk

pers Wi Club (Sh
Contact: James Sherry
Phone: 01743 369605 or 07792 469648
Email: n.sherry@btopenwaorld.com

Gobstyks (Lincoln)
Contact: Will Platten
Phone: 01522 803310
Email: info@gobstyks.co.uk

Hyde Clarendon Strategy Games Club
Contact: Paul Mather

Phone: 0161 9086827

Email: paul.mather@tameside.ac.uk

Jersey Privateers Gaming Club
Contact: Richard Mallet

Phone: 07797 725481

Email: director@black-helicopters.com

Kirriemuir Wargames Club
Contact: Michael Anderson
Phone: 01382 454068

Email: ma1972@blueyonder.co.uk

Leeds Night Owls

Contact: Steve Nolan

Phone: 07793 198516

Email: stephennolan@wbsonline.net

Madgamers (Maidenhead)

Contact: Denis Jackman

Phone: 01628 540934

Email: DENIS_JACKMAN@hotmail.com
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Middlesbrough Wargames Club
Contact: Shaun Atherton

Phone: 01642 272021

Email: shaunatherton@netscape.net

Newmarket Dwarf Wargames Society
Contact: Chris Peachey

Phone: 01638 720861

Email: nkidwarf@hotmail.com

Northumbrian Adventurer’s Guild
Contact: Mark Anderson Coulter
Phone: 01670 522661

Email: coulterml49@aol.com

Nuneaton Model and Gaming Club
Contact: Ken Huxtable

Phone: 07870 477315

Email: k. huxtable@ntlworld.com

Oxford Gaming Club

Contact: Mike Sharp

Phone: 07802 764143

Email: Mike.sharpd@btopenworld.com

Phoenix Games Glub (Dover)
Contact: Darryl Slack

Phone: 07859 341349

Email: scraticus@3mail.com

Phoenix Gaming Club (Rushden)
Contact: Stephen Mawson/Darrell Lee
Phone: 07951 728142

Portbury Knights

Contact: Alan Vowles

Phone: 07771 985488

Email: mravowles@mravowles.plus.com

Redcar Ironbeards

Contact: lan Widdowson

Phone: 01642 503207

Email: ian.widdowson1@ntiworld.com

Sad Muppet Society (Basingstoke)
GContact: David Offen-James
Phone: 0118 920489

Spiky Club (Reading)

Contact: Sean Curtis

Phone: 07798 825696

Email: ookthelibrarian@hotmail.com

St Aidans Wargames Club

Contact: Paul Fletcher

Phone: 01415 770196

Email: paulmcgregorfletcher@hotmail.com

Suffolk and Essex Gamers
Contact: Lord R Bambridge-kiddy
Phone: 01787 211254

Emalil: secretary-seg@hotmail.com

Swindon and District Wargamers
Contact: Paul Nettle

Phone: 01793 700609

Email: nettle.tribe@ntiworld.com

Tanelorn (London)

Contact: Martin Turner

Phone: 07879 445922

Email: Martin.Turner@Hess.com

TGC (Tamworth)

Contact: Phil Hannigan

Phone: 01827 287446

Email: philhannigan2002@yahoo.co.uk

That Dam Gaming Club
Contact: lain Dalton

Phone: 07863 311481

Email: votemoose@hotmail.com

Walburton Wargamers

Contact: Mike Roddham

Email: walbertonwargamers@yahoo.co.uk
Phone: 01245 554185

Watford Wargames Federation
Contact: Robert Phipps

Phone: 01494 465244

Email: rp@a-b-a.co.uk

Yeovil Games

Contact: Chris Lowe
Phone: 07811 843747

www.gcen.org.uk
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Are you running an event? If you want to advertise it for
free in this fine publication simply drop us an Email at:
evenisdiary@games-workshop.co.uk

The closing dates for receiving
details for publication in the
following issues are:

9th May for WD308 (August)

13th June for WD309 (September)
11th July for WD310 (October)
Please note all dates and details are

correct at the time of going to print
but are subject to change.

Events diary abbreviation guide

WH ... Warhammer
40K ...... Warhammer 40,000
BB e Blood Bow!
WAB...... Warhammer Ancient Baitles
WPS......Warhammer Players’ Society
WECW ...Warhammer English Civil War
EDIC s Epic Armageddon
LOTH ..The Lord of The Rings

...... Games Workshop
GT ...... Grand Tournament

ROGUE TRADERS

Date: 2nd July, 2005

Venue: GW Carlisle

Details: Come and try your hand at this
unique way of playing 40K. Choose and
build the crew of your very own
Imperial loyalist, Rogue Trader, or Pirate
transport vessel and fight it out in the
stars and spaceports with nothing but a
lasgun by your side in this 40k skirmish
event. Gonfact the Carlisle Hobby Centre
for further details.

Contact:

GW Carlisle — 01228 598216

Web: www.games-workshop.co.uk

MAN OF STEEL BLOOD BOWL
TOURNAMENT

Date: 2nd and 3rd July, 2005

Venue: The Gaming and Events Centre
Details: Take part in the first annual
Man of Steel competition. Play six
games of blood bow! over two days.
Bring along a starting team and
complete official rules. No star players
Price is £30 including lunches.
Contact: See page 120.

Website:
www.games-workshop.co.uk/events

GW PRESENTS: CALL TO ARMS
SPECIALIST GAMES
GRAND TOURNAMENT

Date: 2nd and 3rd of July, 2005
Venue: Warhammer World, Nottingham
Age Limit: 16+

Details: This Tournament covers five
systems. They are Mordheim (500gc)

: CONOUFST IPEI /AND IH

Necromunda (1,000creds), Warmaster
(2,000pts), Battlefleet Gothic (1,000pts),
and Epic: Armageddon (3,000pts). You
may compete in only one.

Tickets cost £45 and include lunch on
both days as well as an evening meal on
the Saturday. Those playing
Necromunda and Mordheim will
participate in ten games, players for the
other systems will participate in six.
Contact:

Warhammer World — 0115 916 8410
Website:
www.games-workshop.co.uk/events

KINGDOMS BREAK

Date: 9th July, 2005

Venue: GW Dumfries Gaming Room
Details: Kingdoms are broken and
smashed as local Ogres decide they
need more land. Bring 1,000pts of
Warhammer and try to fight your way
out of the Ogre Kingdoms and stake
Your claim for land, or fight the Ogres
and stop their relentless advance.
Contact: GW Dumfries — 01387 249702

Website:
www.games-workshop.co.uk/events

WPS 40K GRAND TOURNAMENT

Date: 9th and 10th July, 2005

Venue: Warhammer World, Nottingham
Details: Test your mettle as a tabletop

general. Visit the website for more
details on this WPS 40K tournament.
Contact:
conrad.gonsalves@med.ge.com
Web: wwmp/ayers-societmom

1AL OF CH/JMPIO!J)

« This year see the first ever all-Ireland tournament for Warhammer

;- and-Warhammer 40K. Running from.June to November, there will be

. .six regional heats in thecities listed below. Each heat will take the
form of a one-day-event where players will battle it out for a place

- in the all-Ireland finals which will be-held early next year.

Limerick:
Dublin:
Cork:
Bangor;
Galway: -

26th-June hosted by The Gathering — 061315133
10th July hosted by Nimble Fingers — 012880788

7th August hosted by -Other Realms: — 0214222224
14th August hosted by Replay:Games —02891452210
23rd October hosted by-Model World = 091765655

; Wat(_erford: 20th-November-hosted by Hobby Shop— 051852227

- This is the biggest gaming event Ireland has ever seen; with-people :
= from all over'the country taking part in over 600 gamas to decide who
- truly are the best Warhammer-40,000-and Warhammier players:

LANCASHIRE OPEN

WARHAMMER TOURNAMENT

Date: 16th July, 2005

Venue: Wargames World, 22 Cooper
Street, St Helens

Details: You will need a fully-painted
Warhammer 2,000pts army to take part
in this Swiss pairings tournament. The
competition runs from 10.30am-
5.30pm. Only 20 Places Available. Entry
costs £10.

There are prizes for First Place, Best
Painted Army and Most Sporting Player.
Contact:

info@wargamesworld.com or send a
large SAE to: Wargames World, 50-52
Skipton Road, Iikley, West Yorkshire,
L529 9EP.

Website:
www.wargamesworld.com/events.htm

AGRAM ARENA SUMMER 2005

Date: 16th-17th July, 2005

Venue: Technical Museum, Zagrsb,
Croatia

Details: Enter the 5th Agram Arena
International tournament! To enter the
40K tournament you will need a
1,500pts army. For the LOTR
tournament you will need 1,000pts of
Good and Evil forces. Entry is free —
including lunch and accomodation!
Reports from the previous two
tournaments can be found on the
website (see link below).

The WH tournament last December
gathered 62 participants from five
different countries including GW's
Adam Troke!

Contact: ums-agram@net.hr
Website: www.ums-agram.hr

FIRES OF OSGILIATH

Date: 25th July, 2005

Venue: GW Cardiff, GW Newport, GW
Swansea, GW Cribbs Causeway, GW
Bristol, GW Bath, GW Exeter, GW
Torquay, GW Plymouth, GW Truro.
Details: If you live in the southwest
region, pop in to your local Hobby
Centre. They are running participation
games set in the ruins of Osgiliath as
part of the War of The Ring™ campaign.
Bring your forces to join the struggle.
There will also be a The Lord of the
Rings painting competition.

Contact: See page 130 for individual
Hobby Centre contact details.
Website:
www.games-workshop.co.uk/events

GW PRESENTS: WARHAMMER
DOUBLES TOURNAMENT

Date: 23rd and 24th July, 2005

Venue: Warhammer World, Nottingham
Age Limit: 12+

Details: Join a partner and fight other
pairs of players for the title of best
generals in this Doubles Tournament.
Both armies will need to conform to the
Border Patrol rules set.

Tickets cost £65 and include admission
for both people, lunch on both days and
evening meals on the Saturday night.
Contact:

Warhammer World — 0115 916 8410
Website:
www.games-workshop.co.uk/events

LORD OF THE UNDERHIVE

Date: 23rd and 24th July, 2005

Venue: The Gaming and Events Centre
Details: Which house can dominate the
underhive of Necromunda? Two days of
intense underhive action will decide the
oufcome. Bring a starting gang and
roster to take part. Tickets are £30,
including lunches.

Contact: See page 120.

Website:
www.games-workshop.co.uk/events

THE 2005 QUENELLES GUP

Date: 24th July, 2005

Venue: GW Glasgow Gaming Room
Details: Enter the 2005 Quenelles Blood
Bowl Cup to find the best Hobby Centre
in Scotland. One-day event that will run
from 10am-6pm. Edinburgh fook the
cup last year (along with most of the
other trophies) so it's time for Glasgow
to strike back. See the store staff to
register before the event.

Contact:
GW Glasgow — 0141 221 1673

Website:
www.games-workshop.co.uk/events

DARKNESS RISING

Date: 30th July, 2005

Venue: GW Shrewsbury

Details: Join this The Lord of the Rings
campaign day. As the Dark Lord Sauron
sends his forces searching for the One
Ring and the Free Peoples of Middle-
earth flee before him, your armies must
Jjoin together to try and find it first.
Bring your 250pts armies (fully painted)
and help decide the fate of Middle-earth.
All results will go towards The War of
The Ring™ campaign.

Places are limited to six good and six
evil. Games start at 10am.

Contact:

GW Shrewsbury — 01743 362007 (ask
for Mark)

Website:
www.games-workshop.co.uk/events

DUNDEE MELEE 3

Date: 30th and 31st July, 2005

Venue: On Board HM Frigate Unicorn,
Victoria Dock, Dundee DD1 3JA,
Scotland

Age Limit: 16+

Details: This tournament will be
decided over four 2,250pts games, two
500pts Warband games, an Arena of
Death character bash and a Wizard'’s
duel. Any official army list may be used
(no appendix army lists and no special
characters allowed, however). Each
battle will have a scenario. Great fun
and friendly atmosphere. Entry is £20.
Contact:

timgronneberg@yahoo.co.uk

Website:

hitp:/f'www.frigateunicorn.org/ or
www.dundeemelee.co.uk

AUGUST,

CITY OF GOLD

Date: 4th August, 2005

Venue: GW Plaza

Details: Adventurers wanted for
treasure hunting in the far away land of

Rz
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Lustria! (No experience needed.) This is
a Mordheim campaign using starting
warbands, running throughout August
and September.

Contact:

GW Plaza - 02074 360839 (ask for
Johan)

Website:
www.games-workshop.co.uk/events

BOUNTY HUNT

Date: 6th August, 2005

Venue: GW Carlisle

Details: Renegade Psyker Creavus Drell
has escaped the clutches of Inquisitor
Maelsant for the last time. A price
greater than any before has been placed
on his head, and your gang wants a
piece of the action.

Take your Necromunda Gang across the
hive, through the blasted wastelands
and to places you otherwise would not
go as you hunt this crazed man. Contact
the Carlisle Hobby Centre for further
details about this event.

Contact:

GW Carlisle — 01228 598216

Web: www.games-workshop.co.uk

GW PRESENTS: WARHAMMER
GRAND TOURNAMENT HEAT ONE

Date: 6th and 7th August, 2005

Venue: Warhammer World, Nottingham
Age Limit: 16+

Details: Compete for your place in this
year’s Grand Final. You will need a fully
painted 2,000pts Warhammer army.
Play six games over the weekend, with
the top third of the players given a place
in the final.

Points are awarded for sportsmanship,
gaming and painting. Tickets cost £50,
and include your ticket to the final
should you qualify, lunch on both

days and an evening meal on the
Saturday night.

Contact:

Warhammer World - 0115 916 8410
Website:
www.games-workshop.co.uk/events

40K FORUMS.COM TOURNAMENT

Date: 10th August, 2005

Venue: Warhammer World, Nottingham
Details: A 1,500pts 40K tournament
available for all 40kforums members to
enter. The tournament uses the same
format as the Conflict events. Come
along and see if you can win a few
games, or more importantly, simply
enjoy yourself! A rules pack for the
event can be downloaded from the
website.

Entry is free; lunch at Bugman's Bar will
be at your own expense. The
tournament runs from 10am-5pm.
Contact:

admin@40kforums.com

Web: www.40kforums.com

REVENGE OF SOTEK

Date: 13th August, 2005

Venue: GW Shrewsbury

Details: A Warhammer campaign day.
While your armies are camped in
Lustria they hear a rumour of vast
hoards of treasure located in a local
temple. All races have sent armies into
the jungle to hunt for this wealth.

NTH
: i ‘
‘There are even more great events going-on at your:local Hobby Centre. Check out these games and tutorials,
then find and call your local Hobby Centre for more details (see from page 130.for contact defails).

~ ~“gharges; the:Battle for'Helm's Deep-has them all. Sign-up

garly-to make sure you get a space on the battlements. This is
all part of the War-of the Ring™ web campaign:

2nd July ~ Warhammer 40,00: Carnifex Release

- o-The-biggest beast'in the Tyranid:armoury-is finally free!
Under the new rules:there-are many ways-to turn your

| Garnifex into a-near unstoppablé killing: machine: Wewill

[ show:you how to assemble-your new-monster in.any way you
want. 3

- 8th July:— The-Hedge of Reason

-»_Join our great scengry: making classes using the-new range
of flocks and all-our other cool terrain building bits. Make

- Catachan swamps, Lustria spawning pools; rivers and fords.
Call.your local store for exact details about which-tuterials are

- running and when they'll-be taking place. 3

16th:July — Battle of Helm’s:Deep
~'» A desperate siege; explosives; heroic /ast stands, cavalry

You will need a 1,500pts army to take
part in this chance to plunder. Places
are limited to 12 and games start at

10am.

Contact: /default.asp

GW Shrewsbury — 01743 362007 (ask

for Mark) THE RISE OF SOTEK
Website:

www.games-workshop.co.ul/events

LANCASHIRE OPEN

WARHAMMER 40,000 TOURNAMENT
Date: 13th August, 2005

Venue: Wargames World, 22 Cooper
Street, St Helens

Details: A Warhammer 40K 1,500pts
Swiss Pairings competition. The
tournament runs from 10.30am-
5.30pm. All armies must be painted.
Only 20 Places available, entry is £10.
There are prizes for first place, Best
Painted Army and Most Sporting Player.

including lunches.

Website:

Wargames World, 22 Cooper Street, St
Helens, Merseyside, WA10 2BQ.

Website:
www. wargamesworld.com/sthelensshop

Date: 13th and 14th August, 2005
Venue: The Gaming and Events Centre
Details: The ancient cities of the
Lizardmen have lain undisturbed for
thousands of years, but now they're
being raided by the younger races!
You will need a 1,500pts Warhammer
army to take part in this two day
campaign weekend. Tickets are £30,

Contact: See page 120.
www.games-workshop.co.uk/events

GW PRESENTS: WARHAMMER 40,000

GAMES WORKSHOP

23rd July - Warhammer: ‘Rumble In-the Jungle’ -
Wost points record attempt

& We willbe attempting-for-the first time to get T-million
paintsin-a nationwide battle for the-first:time ever! Your store
needs you.-Get in touch and-let us know what legions you can
contribute:to the cause:

30th July — The-Battle of Pelennor Fields
o The White-City of Minas Tirith is threatened with:doom
from Corsairs, Haradrim, the vile Nazgill, near-unstoppable

--Mmakil and-the legions:of Gothmog. They're-going to-need-

all the hélp:they-can get: -

Age Limit: 16+

Details: Compete for your place in this
year's Grand Final. You will need a fully
painted 1,500pts Warhammer 40,000
army and will play six games over the
weekend, with the top third of the
players given a place in the final.
Points are awarded for sportsmanship,
gaming and painting. Tickets cost £50,
and include your ticket to the final
should you qualify, lunch on both days
and an evening meal on the Saturday.
Contact:

Warhammer World — 0115 916 8410
Website:
www.games-workshop.co.uk/events

ENGINES OF THE GODS
Date: 20th August, 2005
Venue: GW Plymouth

Details: Can Lizardmen defend the
Temple of Chotec from the vile Skaven?

Contact:
Contact: GRAND TOURNAMENT HEAT ONE GW Plymouth — 01752 254121
phil@wargamesworld.com or send a Date: 13th and 14th August, 2005 Web:

large SAE to:

GRS

- Hobhy
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Venue: Warhammer World, Nottingham
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Cenfre Summer Evenfs

' There are plenty of hattles awaiting your army at your local Hobby Centre over the
summer. Contact your local Games Workshop to find out when each event takes place
- and for further details (see page 130 for a list of every-Hobhy Centre).’

The Battle for Ichar1V— All Summer: Ichar IV is an-important planet in the Ultima
Segmentum. A planet of lush forests, volcanoes and volatile mud-flats. lchar.IV is also
one of the main weapon producers in the sector and of vital strategic importance to
the-Imperlum. Soon-it: will became the Stage for the greatest defence against the

Tyranid:-menace the galaxy has ever seen.

" The War of The Ring™ — All Summer: With darkness growing in"Mordor, Sauron has
dispatched the Nine. The Fellowship must complete their quest or life in Middle-earth
will change forever. Join the Good.or Evil side and register your results along with

- the rest of the UK online to determine the fate of Middle-earth in our internet

. campaignd

The Conquest of the New World — All"Summer: The Lustrian continent has been laid
open. The Lizardmen are desperately tryingto protect their homeland-from invaders.
The adventurers, having established bases along the-coast, are trying to find ancient
treasure_that they. can_return to the 0ld World with. Join'in-the fun by capturing a

-~ Lustrian treasure from the depths.of the jungles, orfighting off‘the intruders for
glory in the eyes of the Old Ones.
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ames Workshop Direct is
fast, accurate, but most
of all, convenient. You
can order any product from the
- comfort of your home (or
office, when the boss isn’t
| looking), secure in the
knowledge that we’ll have it in
| stock and it’ll be in your hands
a few days later. We aim to
8 despatch all orders within
| three days, and most go faster
| than that, so order during the
week and spend your weekend
actually doing your hobby, not
just buying your models.

 Ordering Direct is the perfect service for
| hobbyists whose hobby time is precious.

Why waste valuable hobby time on the

| journey to and from your nearest supplier
when you can order from GW Dirsct and have
| any Games Workshop product delivered to
your door in a matter of days? You can also

| stay ahead of the game with our Advance

| Order service, which ensures you get the

| latest releases the day they come out without
L ever having to leave your house.

* COMPONENT PART SERVICE
All hobbyists love to personalise their
armies. With GW Direct you can order
models from boxed sets and blisters
separately and components from multi-
part kits.

These components are part of a huge
range that we offer which you can use to
convert and personalise your models.
Almost every component of our
miniatures can be ordered individually,
ensuring you get exactly what you need
to put together the conversion of your
dreams (or warped imagination).

Components are great for the serious
modeller looking for that jaw dropping
conversion for Golden Demon, but
they’re also perfect for the everyday
hobbyist, looking to make that all
important ‘What-you-see-is-what-you-
get’ weapon or head swap.

So if you want to create a fantastic
conversion, GW Direct is the place to go.

GW DIRECT ALSO OFFERS THESE SERVICES

' GAMES WORKSHOP DIRECT |

Order any components you want, from
full models to separate parts.

Classic and Collectors’ models, Exclusive models, New releases, Subscriptions and

Hobby Specialists.

NTACTIN

There are numerous ways of getting direcfly in touch with our crack s 2
Saturday and 10am-6pm on Sunday. Faxes, e-mails and letters will be answered immediatel

ECEra

just chat about how to get the best out of your Necromunda gang, drop us a line.

"= ON THE INTERNET

Visit our well-established'store at: www.games-workshop. co.uk/store

* IN-STORE

Order from-any Games Workshop Hobby Gentre at the in-store order point.

= BY PHONE ;

- Call the Hobhy- Specialists on: 0115 81 40000 (UK), 0044 115 91 88506 (Denmark),
- - 0044 115 91 68255 (Netherlands), 0044 115 91:88507 {Sweden)

o BY E-MAIL

guad of Hobhy Specialists. Lines are open from 9am-9pm Monday to
y. Whether you want to order-a new army or

E-mail the guys-on: HobbySpecialists@games-workshop. co.uk; or for customers in Northern Eurbpe: NEMO@games-workshop.co.uk

= BY FAX
Fax your Crder on: 0115 916 8002 (UK) or 0044 115916 8162 (NORTHERN EUROPE)

<BYPOST . .
Orthe traditional way: Games Workshop Direct Sales, Willow Road, Lenton, Nottingham, NG7 2WS

R e =]
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e-mail: hobbyspecialists@games-workshop.co.uk
call: 0115 91 40000

wehsite: www.games-workshop.co.uk/store
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SHOP

The Games Workshop secure Online Store is the best way to shop
by GW Direct. It’s safe, fast and there whenever you want it. So, if
you've a yearning to order Orcs from the convenience of your own
home at 3am in your jim-jams, go ahead. We won’t tell anyone!

CONVENIENT

The Online Store is open 24 hours a day, 7 days a week, 365 days a
year. It's always there when you want to order. Orders are usually
packed and sent out within 24 hours, so you won't have long to wait.

SECURE

The Games Workshop Online Store is completely safe. We use
powerful encryption software to ensure that your payment and
personal details are protected, so order with confidence.

FAST
The UK Online Store runs on fast, powerful servers to make sure you
can complete your order as quickly as possible.

EASY TO USE
With colour pictures, simple navigation and an extensive help section
we've made online shopping with Games Workshop really simple.

0
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HUGE RANGE

Our entire range of models for all our games systems, books and
hobby materials is now available in the Online Store, including our
Collectors’ and Classic models. The store is updated with the latest
new releases and advance orders every Friday, ensuring that it's
always up to date.

DELIVERED TO YOUR DOOR

With the Online Store you need never leave the comfort of your own
home to get your hands on Games Workshop games and models. No
more trudging into town in the cold and rain for your hobby fix, just
order from home, wait a couple of days and the nice postman will
thrust a package into your hands. Easy.

COMPLETE SERVICE

The Online Store offers everything you can get from our Hobby
Specialists on the phones, including Advance Orders, Subscriptions,
Specialist Games, Components, Classic and Collector's models, Event
tickets and much more besides. Here, you can browse at your lgisure
and even see the models you’re ordering.

So what are you waiting for? Give the online store a try!

looking for fame and fortune in the city’s ruins.

Damned, counters, range rulers and dice.

Empire in Flames explores the dark
wilderness of the Empire. Political
intrigue, lawlessness and corruption are
rife in a land with no Emperor. Beastman
warbands terrorise villages unchallenged
and insidious carnivals roam the land,
masquerading as travelling players, their
true faces tainted by Chaos.

This supplement for Mordheim includes
new rules, scenarios, warbands, Hired
Swords and background about the
surroundings of the cities of the Empire.
You will need a copy of the Mordheim
rulebook to use the contents of this book.

(SPECIALIST GAMES FROM THE ONLINE STORE

The Online Store carries a huge range of Games Workshop products. A section of the Online Store is devoted to Specialist Games.
All of our current systems are supported there and you’ll be able to find the main hoxed games or rulebooks and the full range of
models for it. Mordheim is just one of our Specialist Games you'll find there.

Mordheim is a dreaded place. Dubbed the ‘City of the Damned’, it was a
prosperous place until it was devastated in the year 1999 by a twin-tailed comet.
Now, in the aftermath, warbands battle over precious shards of wyrdstone, a
valuable and dangerous commodity. Mordheim allows you to fight with many
different warbands, such as the Undead, Skaven and Human Mercenaries, all

The Mordheim boxed game comes with 10 Skaven, 8 Human Mercenaries, a
176-page rulebook, lots of card and plastic ruins to build your own Gity of the

The Highwayman and EIf Mage are just two of the many Mordheim models
available through the Online Store.

_/
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QUESTION OF THEMONTH

- Every month the Hobhy Specialists deal-with-hundreds of hobby-related queries: Whether

: ‘i't’s how to get the mast from yoeiir Snotling: Pump Wagon, suggesting a-fitting: colour

- ~scheme for your new regiment of the'Knights-of the Blazing Stin-or-finding out the Strength
of a Railgun, the Hobby Specialists have all the answers.-Here’s-a recent question-that keeps

- cropping up:

- Q: If | sufferfrom hatred which forces me
- to re-roll'unsuccessful rolls to hit and my

opponent wears:the Armour of Damnation:
- Which forces me to're-roll any sucgessful
“hits,-how does this work? -

following. The-attacking player rolls to hit
as normal and-then re-rolls:any misses The
defending. player:then. makes the attacker
re-roll.all the successful-hits; even if some
of these:hits‘were effectively re-rolls. This is
an exception to the-normal rules where you
- A This has-been:resolved in the-2004 can’t re-rall re-rolls:
- ~Annual on page 86.and it states the :

The Warhammer Annual 2004 has an-entire section devoted to commonly.asked-Questions and Answers
about the:game and-is still-available:through GW: Direct:

THIS MONTH’S CONVERSIONS

White Dwarf features a plethora of conversions every month to
inspire you in all your hobby endeavours. In most
cases we include an extensive list of components
so that you can replicate these conversions
| yourself. Some, however, are more
inspirational than practical. Such is their
| intricate nature they should only be
| attempted by skilled modellers. In this
B case, if you still want to have a go at
them then simply contact GW Direct
| who'll provide advice and suggest
| components you might need.

For all the components and modelling details of the
conversions featured in this month's White Dwarf, turn to the relevant
| articles as given below.

| ARTICLE

PAGE GAME SYSTEM TYPE OF MODEL
The Realm of the Sea Dwarfs 44-49 Warhammer Full conversion
Handmaids of the Gods 32-35 Warhammer Classic model
| Crimson Stalkers of Tenebra Prime  66-69 Warhammer 40,000 [Inspirational
| Tyranid Invasion 88-91 Warhammer 40,000 Inspirational
. Dok Butcha 92 Warhammer 40,000 Full conversion

g
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COLLECTORS’ GUIDES

Collectors' guides are an amazing resource
for gamers and collectors alike. Each book
focuses on the models for one Warhammer
or Warhammer 40,000 race. Within its pages,
you will find nearly every model we have ever
produced for that particular range. Dozens of
exciting models are gathered together in
logical order so you can build the force you
really want without scrabbling through a load
of ancient catalogues.

Also included are fantastic examples of
painted armies and individual models and, for
the sake of completeness, ancient models
that are no longer available anywhere.

Now available from your local Games
Workshop Hobby Centre:

Collectors’ Guides
NEW! Space Marines (third edition)
NEW! Orks

* Chaos Space Marines
* Imperial Guard

* Empire

e Orcs and Goblins

* The Lord of the Rings
* Warhammer Chaos

e Undead

e Eldar and Dark Eldar
* Tau and Necrons

Catalogues

* The Specialist Games Catalogue
* 2005 Catalogue

) 0rh Starmboyt
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CAN’T WAIT TO GET YOUR HANDS ON THE LATEST RELEASES?
Then why not Advance Order it? You can place an Advance Order for any of the new releases, even hefore they appear in the pages of White
Dwarf! You can get the latest products and models for your armies and be guaranteed of receiving them as soon as they are released.

DELIVERED DIRECT TO YOUR DOOR

You can place an Advance Order through the Online Store, by calling one of our Hobhy Specialists or even by post. Your order will then be
delivered to your door on the very day of release. All advance orders are sent out ahead of the time they appear in the shops, so you get your
copy on the release date at the latest, guaranteed.

PAY LESS FOR POSTAGE
When you place an Advance Order for a model, as well as being fast and convenient, it also saves you money. Postage for Advance Orders is
only £2* so you can afford to get more models for your money.

So why hother slogging to the shops on release day, when you could be at home assembling your newly delivered models or already reading
the latest army book? There’s no better way to get your hands on the latest models before anyone else.

*£2 postage only applies to Advance order products being delivered to addresses in the UK or Ireland. Orders including Advance Order products will be held until the last available product is released.

e )
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THIS MONTH’S ADVANCE ORDERS...

ADVANCE ORDER 18TH JUNE

(released 30th July).

*  Wood EIf Army Set

e Legolas on foot and mounted

« Aragorn, King of Gondor on foot and mounted

e Aragorn on foot and mounted

» King of the Dead

ADVANCE ORDER 25TH JUNE

(released 6th August).

»  Space Marine Megaforce

e Sharku on foot and mounted

e Lurtz and Grishnakh

e Ringwraith on foot and mounted

ADVANCE ORDER 2ND JULY WARHAMMER ARMIES: WOOD ELVES WOOD ELF DRYADS

(released 13th August). 60030204002 £12.00 99120204003 £18.00

o Isildur on foot and mounted

= Haldir and Celeborn

+  Eomer on foot and mounted

«  Fowyn on foot and mounted

e Dwarf Lords Dain and Balin

ADVANCE ORDER 9TH JULY

(released 20th August).

e Gothmog on foot and mounted

o Theoden on foot and mounted

«  Gamling on foot and mounted

ADVANCE ORDER 16TH JULY

(released 27th August). WOOD ELF GLADE GUARD WOOD ELF BATTALION

99120204002 £18.00 99120204005 £50.00

e Warhammer Armies: Wood Elves

> Moo Hf G Guau ADVANCE ORDER ALL THESE

e Wood EIf Dryads

ol PRODUCTS 16TH JULY!

®
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" THE BEAST AWAKENS

The sinister Tyranids traverse the great lengths of space in search of life-forms to consume. This alien menace has come to plague many worlds,
devouring all but the strongest of those who challenge it. The Tyranid army is a horde of alien creatures, some, like the Gaunts, attack en masse,
overwhelming their foes under a tide of tooth and claw. Others, like the Carnifex, are massive, brutal killing machines, capable of tearing apart tanks
and rending steel. They cannot be bargained with, they do not understand mercy nor compassion. For those who face the Tyranids, there is but one
thing — death.

THIS MONTH’S FEATURED MODELS:
Tyranid Carnifex, Hive Tyrant, Lictor, Ravener and Genestealer Brood Lord

Sprues shown at 40% of actual size.

HIVE TYRANT RIGHT LEG HIVE TYRANT LEFT LEG
9947010604007 £2.00 9947010604009 £2.00

CARNIFEX SPRUE C HIVE TYRANT BONE SWORD HIVE TYRANT TAIL END
99380106012 £6.00 9947010604001 £2.50 9947010604010 £2.00

"

CARNIFEX SPRUE A HIVE TYRANT RIGHT TORSO HIVE TYRANT LEFT TORSO
99380106010 £6.00 ... 9947010604004 £3.00 = 9947010604006 £3.00

ORDERlNG DIRECT Pictures for illustrative:pur| only: Product contents may vary.Praducts ‘sold. unpainted-and-ynassembled. Centain Citadel products.may be dangerous if- used incorrectly. Prices
b correct.at'fime of going to -please.contact us for current availability and:prices. Prices qitoted are for products sofd by-Games Workshop throtigh ifs own Stores, catalogue or,

viebsite, Independent retailers are responsible Tor defermining their own prices.




GAMES WORKSH

HIVE TYRANT LASH WHIP HIVE TYRANT TAIL BASE
9947010604003 £2.50 9947010604008 £3.00

LICTOR LEFT LICTOR RIGHT
SCYTHING TALON SCYTHING TALON
9947010604409 £2.00 9947010604408 £2.00

HIVE TYRANT TORSO MIDDLE HIVE TYRANT HEAD LICTOR BODY LICTOR RENDING CLAWS
9947010604005 £3.00 9947010604002 £2.00 9947010604401 £3.00 994701 06@4404 £1.50

LICTOR LEFT LEG LICTOR RIGHT LEG
9947010604406 £1.50 9947010604407 £1.50

RAVENER CLAWS 1
9947010604605 £2.00

TYRANID RAVENER BODY
9947010604603 £4.00

TYRANID RAVENER HEAD 1 TYRANID RAVENER HEAD 2
9947010604601 £2.00 9947010604602 £2.00

RAVENER CLAWS 2 BROOD LORD LEGS
9947010604606 £2.00 9947010604504 £2.00

TYRANID RAVENER TAIL BROOD LORD TALONS
9947010604604 £1.00 9947010604503 £1.50

BROOD LORD BODY BROOD LORD CLAWS LICTOR HEAD HIVE TYRANT CLAWS
9947010604501 £3.00 o 9947010604502 £2.00 9947010604402 £1.00 9947010604011  £0.60

T e T e S
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A i€5i(<)? HOBBY CENTRES & INDEPENDENT STOCKIST

Games Workshop products are sold by a large number of shops in 16 different
countries across the world. What follows is a large listing of all the stores that
sell Games Workshop products across the UK, parts of Europe, South Africa
and the Middle East. Most Games Workshops are open seven days a week
and late for gaming evenings. Contact your local store for more details.You
can find a list of all our retail outlets on our website at:
www.games-workshop.co.uk/storefinder

If you're still unsure as to where your nearest stockist is located, why not call
Games Workshop Direct on 0715 916 40000. Stores highlighted in yellow
indicate new stores. Stores in green are elite Northern European stores; stor
in blue are Northern European partnership stores. To be sure they will have
exactly what you want in stock, we recommend you give them a quick phone ¢
before visiting.

Hobby centres marked with a cross (x) have Gaming Room facilities.

A Games Workshop Hobby Centre is much more than just a shop

viLiE [

FREE GAMING AND TACTICS ADVICE  FREE PAINTING AND MODELLING ADVICE FULL RANGE OF PRODUCTS

All our staff are gaming veterans (after all it's what they do for a living!) They No matter what your level of painting or modelling skill, if you spend 30 minutes
can give you sound tactical advice, help you build battle-winning armies and with one of our members of staif you will see those skills improved and might
clear up most of your rules queries. find out something you never knew!

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

IN-STORE ORDER POINT BEGINNERS

All of our stores are fitted with an in-store order point which you can use
to get your hands on all of our Specialist Games products, plus many
components and classic models with which to customise your armies.

HOBBY ACTIVITIES
Games Workshop hobby centres provide support and expert advice
on all aspects of the hobby. They feature team participation battles
programme runs on Sundays, so whether you want to leam how to for you to take part in, painting workshops to develop your painting
charge your knights into your opponent’s balilg line or lead a squad of skills, and a forum for gamers to talk about the hobby. On Sunday
Space Marines into batle, all you need to do is come alang! evenings many stores run specific activities for those who have
graduated from the Beginners’ Programme.

Our special Beginners' programme teaches you how to play and helps
you take your first steps into the Games Workshop hobby. The

s - u

HOBBY CENTRE GAMING ROOMS
Many Games Workshop hobby centres run evenings (usually Tuesdays

A growing number of our Hobby Centres now have additional space in the shape of Gaming Rooms. This makes it perfect for meeting fellow
and Thursdays) for veteran gamers. They are aimed at older gamers hobbyists and arranging larger games, playing campaigns or just painting and modelling. On Monday to Friday these rooms are reserved for
with plenty of experience on the battlefield. You can share ideas about veterans over the age of 16 but the weekend is free for all veteran gamers and those who have been through the Beginners’ programme. These
all aspects of your hobby, battle against experienced opponents, and

centres are marked by a cross. Give them a ring to find out what's going on and to avoid disappointment! See page 136 for a full list of Gaming
play GW's Specialist Games systems well into the evening. Rooms and contact details. Gaming Rooms are also in this Store Finder list, marked with an (x).

ps
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Find your nearest Hobhy Centre or independent retailer on these pages

on our wehsite: www.guames-workshop.co.ult/storefinder
by e-mailing us: hobbyspecialists@games-workshop.co.uk
hy calling us: 0115 91 40000

AVON

GW BRISTOL (CENTRA!
13 Broadweir. Tel: 0117 925 1533
GW BRISTOL (CRIBBS CAUSEWAY):
Unit 128, The Mal. Tel: 0117 959 2
BRISTOL, Area 51:

Tel: 0117 9244
PORTISHEAD, Makii:

Tel: 01275 844 751

YATE, Hoggosaurus Toystore:
Tel: 01454 326566

BEDFORDSHIRE

GW BEDFORD:

10 Groyfriars. Tet: 01234 273 663
LEIGHTON BUZZARD, Cuddlers:
Tel: 01525 217415

LUTON, Ottakers:

Tol. 01592 406593

LUTON, Final Fantasy

BERKSHIRE

Jnit 2,17 Matket Streot. Tet: 01628 631 747
3W READIN
11 Bioad Sueel

dall, Tel: 0118 952 8693

{RACKNELL, Ottakers:

01344 486124

IEWBURY, Miniarture Merchants:
ok 01635 528176

iANDHURST, Toyworld:

‘el 01252 873350

VINDSOR, Ottaker’s Bookshops Windsor:
ol: 01753 B5B45

NINDSOR, WJ Daniels:

“el: 01753 862106

BIRMINGHAM AREA

3W BIRMINGHAM:
t “orporation Street. Tal: 0121 236 7880

5W DUDLEY:

Jnit 36, Marry HiYl Gentre, Tak 01384 461 818
GW SOLIHULL:

590 Warwick Hoad. Tel: 0121 705 79
3W SUTTON COLDFIELD:

45-47 Birmingham Road. Tel: 01213 543174
GW WOLVERHAMPTON:

Unit 98, Mander Centre. Tel: 01902
GW WALSALL:
Unit 27, Ol¢ Squa
Tel: 01922 725 207
ACOCKS GREEN, Jet's Games and Workshop:
Tel: 0121 706 5175

GREAT BARR, Gaming Crypt:

Tol. 0121 360 5060

EDGEBASTON, Wayland's Forge:

Tel: 0121 687 01105

RUBERY, Roy’s Hobbles & Toys:

Tel: 0121 453 3280

SUTTON COLDFIELD, Digital Dragons:

Tel: G7841 637 793

BUCKINGHAMSHIRE

GW HIGH WYCOMBE:

Unit 28, The Octagon Centre. Tel; 01494 531 484
GW MILTON KEYNES:

Unit 2 End Extension, 502
Shopping Cantra. Tel; 019
AYLESBURY, Toy Wonderland:

Tel: 07775 656581

BUCKINGHAM, Abacus Toys:

Tel: 01280 821815

BURNHAM, Crocs Toys:

Tal 01628 6650

GERARDS CROSS, Howard Marshall:
Tel: 01753 682952

PRINCES RISBOROUGH, Treats:

Tel: 01844 344354

CAMBRIDGESHIRE

¢ GW CAMBRIDGE:
54 Rogent Streat, Ta 01223 313 350
GW PETERBOROUGH:
3 Wentworth Stiaet. Tel: 01733 890 052
ELY, City Cycle Centre:
Tef: 01353 663131
HUNTINGDON, Sports & Fashions:
Tel: 01480 454 541

7

310 456

Shopping Cenfre

v Boulevard,

Tol: 01733 563151
ORTON, PN Habbies:

Tel: 01733 759854

SAWSTON, The Toy & Model Centre:
Tol: 01225 505052

SAWSTON, Tays Plus:

Tal: 01223 837833

ST NEOTS, Barretts of 5t Neots:

Tal: 01480 408700

ST NEOTS, Westgate Department Store:
Tol: 01480 473242

TEVERSHAM, Invocation Lid:

Tel: 01223 203492

WISBECH, Westgate Depariment Store:
Tal: 01536 203525

CHESHIRE

GW ALTRINCHAM:
Unit 1, 19 Grafton Strest. Tek: 0161 92

X GW CHESTE|
112 Foregate Stroet. Tek 01244 311 867
X GW MACCLESFIEL!
Unit to Ma, Ge nor Centra,

Chet
6

el
GW STOCKPOR

Worsey Square. Tek: 0151
CHEADLE, Fantasia:

Tok 0161 4911130
CONGLETON, Deans Tays & Cycles:
Tel: 01260 275277

CREWE, ABC Models Sport:

Tok 01270 505048

KNUTSFORD, Hal Whittaker:

Tek 01565 632003

NANTWICH, Funfayre LTD:

Tel: 01270 626346

NORTHWICH, Level 1:

Tol: 01606 45053

Westgate Dep Store:

NDRTHWICN, The Model Shop:
1 01606 47740

RUNCORN, Hnliun Daemons:

Tel: 01028 71

STOCKPORT, Gusllngs Toymaster:

Tek: 0161 42°

WIRRALL, lsls.

Tel 0151 666 1188

WIDNES, R G Mursh Ltd/ Widnes:

01514 241847

CLEVELAND

X GW MIDDLESBROUGH:
Unit 33, 39 Dundas St
HARTLEPOOL, Ulusions:
Tol: 01425 233198
HARTLEPOOL, Westgate Department Store:
Tel 01428 244337

Tok 01642 254091

CORNWALL

v Bridye Strest

BODMIN, Brkknnlls:
Tal: 01202 277088
BUDE, Nitro R

B8 8

12

HAYLE, Blewetts of Hayle:
Tel: 01738 753012
HELSTON, Eddy & Son:
Tel: 013:
ST AUSTELL, Mad for Miniatures:
el 017
TRURO, Taymusn:r.
Tak 01872 272452

COUNTY DURHAM

X GW DURHAM:
4 Morth Boad, Tal 01913 741062
GW DARLINGTON:
78 Skinnorgate. Tel: 01325 382 463
BISHOP AUCKLAND, Windsock Models:
Tel: 01388 609 766

TEESDALE, Toy Shop:
Tal: 01833 637396

CUMBRIA
GW CARLISLE:

Unit 2 ls Lans. Tel 01228 588 216
BARROW-IN-FURNESS, Heaths:
Tol: 01223 820 435
BOWNESS-ON-WINDERMERE,
Ernest Atkinson & Sons:

Tel: 01538 443047

BRAMPTON, The Card Centre:
Tak 01697 72267
COCKERMOUTH, Playtimes:

Tel: 01900 820299
COCKERMOUTH, The Toy Shop:
Tel: 01900
KENDAL, North West Warriors:
Tel: 015238 447684

KENDAL, O'loughlins':
Tak 01538 723264

KESWICK, Lakeland Toys and Hobbies:
Tol 01768 775275

PENRITH, Harpers Cycles:

Tel: 01768 BEAATE

ULVERSTON, s«:wdusc *n Stltches:

Tel 01229 284
WORKINGTON, KSA Models and Hobbles:
Tel: 01900 873338
WORKINGTON, Toymaster:

Tel: 01900 673322

DERBYSHIRE
GW DERBY:
s Gate. ok 01302 371657
BELPER, Frearsons:
el: 01773 823 244
BURTON ON TRENT, Toymaster Kingdom:
Tol: 01283 544560
BUXTON, D&E Knowles & Sons:
Tel: 01208 24203
CHESTERFIELD, Cooperative Saciety:
Tal 01246 220200
CHESTERFIELD, Speedlng Buller:
Tel: 01246 224656
DERBY, Toymaster Kingdom:
Eagle Centre, Tel: 01332 366336
GLOSSOP, Wain Services:
Tel: 01457 853548
ILKESTON, Ilk
il 01159 327
MATLOCK, Shawes LTD:
sl (1629 582482

DEVON

X GW EXETER:
3ta Siowell Streer. Tet: 01392 430 305
GW PLYMOUTH:
84 Cormwall Straet, Tet 01752 25
GW TORQUA)
12 Markot Street. Tel: 01803 201 036
AXMINSTER, Abacus Tays:
Tol: 01297 631771
BARNSTAPLE, The Battlezone:
Tei: 01274 321344
BRIDGEND, Puruphernnhm
Tol: 016
DARTMOUTH, WG Pillar & Co:
Tel: 01803 632139
ExMou'rH, Gamezone Models:
Tel: 01395 267733
HONITON, Art of War:
Tef: 01404 44151
HONITON, Honiton Toy Shop:
Tol: 01404 43741
KINGSBRIDGE, Thn Trading Post:
Tei: 01548 852
NEWTON ABBOT, Austins:
Tak 01626 333444
PLYMOUTH, Model Shop:
Tel: 01752 221 651
TAVISTOCK, Kuleldns(upe:
Tel: 01622 615 2
TEIGNMOUTH, .In:kmuns Toybox:
Tel: 01626 778755

x

on Co-op:

4 121

TIVERTON, Wings Wheels:
Telk: 01884 242810

TORRINGTON, Angling Pastimes:
Tek 01605 625686

DORSET

GW BOURNEMOUTH:
24 Post Office Road. Tel: 01202 319 292

sgate Centro. Tel: 01202 635 63+
BOURNEMOUTH Battle-Scar:

Tel: 0120;
BOURNEMOUTH, Roberts Toys & Games:
Tel: 01202 482031

BRIDPORT, Frosfs Toymaster:

Tel 01308 42:
DORCHESTER, Dnr:hesﬂ:r Toys:

Tel: 01305 780601

Mervyn's Toys & Models:
888

POOLE, Hoggosaurus
Tel: TRG
SHAFTSBURY, Hardings:
Tol: 01747 852156
SHAFTSBURY, Howards:
Tel: 61747 852156
SHERBOURNE, Cornerhouse:
Tel: 01935615615
SHERBOURNE, Pursuits:
Tel: 01935 816072
SWANAGE, Leonards:
Tei: 01523 426096
WEYMOUTH, Razzamataz:
Tak: 01305 7606

ESSEX

GW CHELMSFORD:

Urit 4C. The Meadows Cantro, Tel: 01245 490 048
GW COLCHESTER:

2 Shont Wyre Suzel. Tel: 0%
GW SOUTHEND:

12 Southchurch Boad. Tel. G170
GW THURROCK:

05

461 251

hopping Gontre. Tei: 01708

3
BRENTWOOD, B&M Cycles:

Tak 01277 214342

CLACTON ON SEA Clacton Art & Craft Centre:

COLCHESTER, roymusmr Kingdom:
Tel: 01206 544344
HARLDW, Marques Models:

Tel: 0
HOCKLEY Huhb iton:
Tof: 01702 200

LEIGH-ON-SEA, Caliver Books:
Tel: 01702 473906
MALDON, Colin Bliss Models:
High Streat. T 01621 851327

RAYLEIGH, Toys N Tuck:
Tok 01268 775501
SAFFRON WALDEN, Game On:
Tel: 01799 506 070

-ON-SEA, Kingdom:
Tol: 01702 343464

GLOUCESTERSHIRE
GW CHELTENHAM:
16 PRivillc Streot, Tel: 012
GW GLOUCESTER:
35 Clarence Streot, Tol: 07452 505 033
BOURTON ON THE WATER, Bourfon Madel Railway:
Tel: 01451 620685
STROUD, Antics:

764487

STROUD, Fslsah Games:
Tel; 0670 2427,
TEWKESBURY, Toy Zone:
Tel. 01684 205 778

HAMPSHIRE
GW BASINGSTOKE:
otizrs Walk Tel 0125
GW PORTSMOUTH:
34 Arundel Street. Tel: 02382 876 266
GW SOUTHAMPTON:
25 East Steeet. Tel: 02380 351 952
GW WINCHESTER:
seorges Streel Tel: 0198
ALDERSHOT The Game Shop:
Tek 01252 311443
ALTON, A"nn Mndul Centre:
Tel: 01420 5
ANDOVER, Huggnsnurus Toystore:
Tel 01284 352 263
BASINGSTOKE, Ottakers:
Tal 01256 460846
CRANLEIGH, David Mann:
Tek 01483 273777
FAHEHAM Fareham Toys and Hobbies:
1. 01328
FARNBOROUGH Darkstar:
01252 3780

466 050

FLEET, Flect Tcys.

Tel; 01252 613949
GOSPORT, JC Books'
Tel: 02392 58093

MILFORD ON sm Milford Models and Hobbies:
Tel 61590 6 2

NEW MILTON, Toys of New Milton:

Tel: 01425 61

PETERSFIELD, Fnlly Models:

Tel: 01730 26
PETERSFIELD, Fun for All:

Tal 017 1

RINGWOOD, Toys of Ringwood:
Tef: 01425 47
ROMSEY, RnunduhnuL

Tel: 017284 512145

SOUTHSEA, Sﬂlﬂhsen Models:
Tel: 01705
wm‘zm.oovu.l.s, Paul's Hobby Shop:
Tal: 01705 252186

HEREFORDSHIRE

HEREFORD, Heroford Model Shop:

Tel: 01432 352809

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

HERTFORDSHIRE

GW HEMEL HEMPSTEAD:

16 Bndgn Stract. Tel: 01442 248 752
GW ST ALBANS:

18 Heritage Close, off High St
BERKHAMSTED, Hamlins:
Tel 01442 861642
BISHOP'S sromronu Boardmans:
Tol: 01272 854 03

CHORLEYWOOD, Chnrleywnod Models:
Tel: 01923 284 313

COCKFOSTERS, Murray & Brand:

Tol: 0208 4450827

HARPENDEN, F:[mluﬂons'

Tel: 01624 62

HATFIELD, Mr Gumcs.

Tel: 01707 2
HERTFORD, Marquee Model
Tre tdarguee, Railvay Street, Tal: 01982 504718
HITCHIN, Mainly Models:

Tal: 01462 422204

LETCHWORTH, Comics Unlimited:
Tel: 01462 420018

ROYSTON, Tnyshup.

Ted: 0174
51EVENAGE, Ks Models:

Tef 01438 746018

WELWYN GARDEN CITY, Toys Toys Toys:
Tel: 01707 391319

e, Tel: 01727 861 193

HUMBERSIDE
SCUNTHORPE, Westgate Department Store:
Tel: 01724 261886

ISLE OF MAN

DOUGLAS Jac Distribution:

RAMSEY, Mndel Warld:
Tel: 01624 616048

ISLE OF WIGHT

COWES, Chivertans Newsagents:
Tal 01983 262010

NEWPORT, Battle On:

Tel: 01983 5

NEWPORT, Toy & Models:

Yol: 01983 528258

RYDE, The Sports & Model Shop:
Tel: 01983 81
RYDE, Fun, Fact and Fantasy:
e 01983 617
SANDOWN, Teymusler:
Tel: 01983 404162
SHANKLIN, Toymaster:
Tel. 01983 86562

Uit DE:EH U
Fent

ow CANTERBURY:
Unit 5, lion Bar Lans, Ts
GW MAIDSTONE:

7a Pudding Lane. Tel: 016:
GW TUNBRIDGE WELLS:

A Camdon Streat. Tel: 01892 5
ASHFORD, GZ Computers Ltd:
Tek: 01233 663996
BEXLEY HEATH, Kit Krazy:
0208 298 7177
BROADSTAIRS, Time & Space:
Tel: 01843 866006
CHATHAM, Maynes:

Tei: 01634 100031

DOVER, 'rumm Models:

Toi: 0
GRAVESEND, Yhe Stamp Centre:
Tel: 01474 53

MARGATE, 5puu.- Clty Gifts:

Tol. 01843 227145

MARGATE, Toymnsler Kingdom:

Tek 01843 2
ROCHESTER,
Tol: 01634 81
SEVENOAKS, JH Lorimer:
Tei: 01732 452840
SEVENOAKS, Munkluws,
Tak 01732 45.
SITTINGEOURNE AJ Blundell & Son:
Tel: 017 4371
TONBRIDGE, Kids Stuff:

Tek 01732 353186
WEST WICKHAM, Young Folk Toys:
Tel: 02087 772251

LANCASHIRE

GW BLACKPOOL:

8 Birley Stroet. Tel: 01253 7
GW BOLTON
Unit 27, 36 Ac
GW PRESTON
15 Liibar Arcade. Tel: 01772 821 855
ASHTON UNDER LYNE, Byle Size:

Tel: 0167 343 7556

ASHTON UNDER LYNE, Roundabout Toys:
Tl 0161

ASHTON UNDER LYNE, Stephen Hall t/a The Cooked
Dice

Vialk, Bluaviater, Gre

nhithe,

452 860

Inmlun: World:
]

isid Mall. Tel: 01204 362 131

BLACKBURN, Batcave:

Tel 01254 657488
BLACKBURN, Mercer & Sons:
Tel: 01254 58700

BLACKPOQL Tnymusler'

OLTON Grcens Toymaster:
Tel 01204 366330
BOLTON, Toymaster:
Tel: 01942 81
BOLTON, Whnukcr‘. Toymasters:
Toi: 01204
BURNLEY, Arlhur Benn:
Tel: 01262 422 546
BURY, Toymaster:
Tol: 0161 761 6209
CHORLEY, A & B Games:
Tel: 01257 261833
CHORLEY, Hnmpsnns Toys & Nursery World:
Tek 01257 26350
cummos angll[s of Clitheroe Lid:

1 01200 423587
KIRKHAM, RK Boyes:
Tol: 01772 671500°

e S e T A P A B D SRS S I RS S

www.games-workshop.co.uk/storefinder EY




LANCASTER, Lawsons Toymaster:
Tok 01524 64518

LANCASTER, Micro Markets:

Tel: 01524 840486

LEIGH, Storktown Limited:

Tek 01942 671116

LEIGH, Toymastor:

Tel: 01942 671116

MORECAMBE, Richard Lancaster:

Tel: 01524 410 304

OLDHAM, Ottakers:

Tak 0161 6205543

POULTEN LE FYLDE, Aabas bookstore:
Specialty shopping, Tel: 01253 851116

PRESTON, Toymaster:

Tal: 01772 887793

ROCHDALE, Microshack:

Tek: 01706 715938

ROSSENDALE, Rossendale Models:

Tol: 01706 250007

ST HELENS, Wargames World:

Tef: 01744 28500

THORNTON-CLEVELYS, Toy2save Collectables:
Tel: 01253 655905

WIGAN, Snphl
Tel: 01942 7003
WIGAN, Wigan Model Centre:
Tek: F‘I“l)) 245 683

LEICESTERSHIRE
GW LEICESTER:
Unit 2,18/20 Siiver Syaet. Tal: 0116 253
GW LOUGHBOROUG
22 Biggin Streat. Tel: 01503 238 107

| ASHBY-DE-LA-ZOUCH, Steve's Models:
Tel: 01530 416827
COALVILLE, Geoffs Toys:
Tel: 01530 832735
HINCKLEY Puncilio Madel Spot:

LINCOLNSHIRE AREA

GAINSEOROUGH Toymaster:
Tel: 01427 676001

GRANTHAM, Arbnn & Watts:

Tel: 01664 855030

GRANTHAM, Access Madels:

Tel: 01476 592 001

GRANTHAM, Portprince Models and Hobbies Ltd:
Tel: 01476 592008

OUTH, Castaline:

1 01507 602149

MABLETHORPE, Belas Toymaster:

Tel: 01507 473326

QUADRING, Ms  Sturgess:

Tel: 01775 821667

SCUNTHORPE, Shermans Model Shop:
Tel: 01724 B42 43

SCUNTHORPE, ‘l’oymusler'

Tel: 01724 271020

SKEGNESS Thn  Model Shop:

Tol: 01754 763

smu.mms Musun 's Models:

Tel: 01775 722456

SPALDING, Spalding News:

Tel: 01775 723249

STAMFORD, Hawleys:

Tal: 01780 762125

LONDON
GW BRENT CROSS:
Unit F9, Lawer Mall (near Fenviicks), Brant Cross Shopping
| Centre, Tel: 0208 202 4979
X GW BROMLEY:
1 Unit 24, The tall, Bromizy. Tel: 0208 466 06578
GW CROYDON:
Urit 35, Drumimond Ceatrs (outside the back of the centra),
Keeloy Foad. Tel: 0208 680 4600
GW ENFIELD:
35 Genolin Road, Tel: 0208 363 3238
GW HAMMERSMITH:
161 King Strect. Tel: 0208 846 8744
GW HARROW:
Station Streat, Tal: 0208 861 2350
GW KENSINGTON:
Shop 7, Lancer Square, Kensington Church Stract,
Tel: 0207 937 7011
GW KINGSTON ON THAMES
33 Fite Aoad. Taf: 0208 549 5224
GW LONDON (OXFORD ST):
Unit F10, The Plaza Shopping Centrs, 1st Flaor, 116128
Oxlord Stroet. Tel: 0207 436 0839
GW RICHMOND:
Unit 8, Westminster House, Kew Road. Tel: G208 848 6122

G

GW ROMFORD:

12 Quadrant A Tek 01708 742 140
GW STAINES:

8 Clarence Steet. Tek: 01764 460 675
GW SUTTO

Unit 26, Time
X GW UXBRIDG!
Unit 32, Chequers Malt, The Pavilions

0

Square Shopping Con 1 0208 770 9452

Unit Q, 1A Queen Street, Harlequin Centro.
Tet; 01923 245 388

BLACKHEATH, 2nd Impressions:
Tol: 02088 526192

CHINGFORD, Hobby Stap:

43-51 Station Road, Tel: 02065 237377
CHINGFORD, Rossis of London:
Tel: 02075 201920

CLAPHAM JUNCTION, Toystop:
Tel: 02072 283079

DULWICH, The At Stationers:

Tel: 02086 935938

FINCHLEY, Lelsure Games:

Tel: 02083 46 2327

HAMPSTEAD, Happy Returns:

Tel: 02074 352431

ISLINGTON, Frederick Beck:

Toi: 02072 263403
KNIGHTSBRIDGE, Harrods:

Tel: 02077 301234

PUTNEY, Toystop:

Tel: 02087 859555

RUISLIP, John Sanders:

Tol 01695 £34848

WALTHAMSTOW, Ottakers:

Tel: 02085 200202

WIMBLEDON, Elys:

Tel: 02088 459191

WOOD GREEN SHOPPING CENTRE,
Toy City: Tef: 02088 810770

MANCHESTER AREA

GW MANCHESTER (central):

Unit R35, Marsden Way South, Amdale Centre. Tek: 0161 834
7

671
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LEIGH, Toymaster:

Tel: 01842 671116

MANCHESTER, Waterstones:

Tel: 0161 6321992

WARRINGTON, Steve Webb Models & Hobbies:
Tel: 01928 735225

MERSEYSIDE AREA

GW LIVERPOOL:

13b Central Shopping Cenlre, Ranelelgh. Tek: 0151 703 0963
GW SOUTHPORT:

Unit K2, Marble Place Shopping Contre

Tel: 01704 501 255

GW WARRINGTON:

Uni 20, Tine Square. Tok: 01925 &
WALLASEY, Fireside Miniatures:
Tel: 0151 601 1683

WIRRAL, RS Models:

Tel: 0151 336 4363

MIDDLESEX

ENFIELD, Jennings Stores:
Tal: 0208 8041804

NORFOLK
GW NORWICH:
12-14 Exchange Street. Tol 01603 767 655
DISS, Toymaster:
Tek: 01379 64174
EAST DEREHAM, Youngsters World:
Tel: 01788 562 372
Starling
Fakanham Industrial Estate, Tel: 01228
GORLESTON, Toymaster:
Tel: 01493 443087
HoLT, Slur]lngs-Tuymnslur.
Tel: 01263 71310
HUNSTANTON, Hunscunmn Models:
Tel: 01485 533324 /834466
IPSWICH, Toymaster Kingdom:
Tol: 0147 5
KINGS l.YNN Emplru.
Tel: 01553 76
KINGS LYNN, Wcslgme Department Store:
Tel: 01553 760981
NORWICH, Kerrisons:
Tei: 01603 494 008
NORWICH, Langleys:
Rackneath industrial astate
NORTH WALsHAM Blackfish Games:
Tel: 01692 403 3
SHERINGHAM, smrnngs-raymus:er
Tol. 01263 822388
WYMONDHAM, The Toy Loft:
Tel 01953 60 30
WROXHAM, Point House Toyshop:
Tel: 01603 706804

NORTHAMPTONSHIRE

X GW NORTHAMPTON:
24-26 Abington Sauare. Tal: 01604 636 GB7
CORBY, Westgate Department Store:
Tel: 01536 203525
KETTERING, Toymaster Kingdom:
Tel: 01536 512507
KETTERING, Green Angel Cards & Games:
Tef: 01536 356 245
NORTHAMPTON, Toymaster:
Tel: 01604 620 320
RUSHDEN, Osbarne Sports & Toys:
Tol: 01933 312415
WELLINGBOROUGH, Software Seller:

Tel: 01933 440861

NORTHUMBERLAND

ALNWICK, Wondys Computer and Video Game:

Tel: 01665 60625

AMBLE, Gmmlynx Imports:

Tel: 0845 125 9308

BERWICK UPON TWEED, Berwick Computer Games and

x

852750

10‘ (H’Efi 309551
HEXHAM, Fairplay:
Tel: 01434 608676
HEXHAM, Robbs Department Store:
Tai: 0143 51

MORPETH, TG Allan:”

Tel 01670 515136

NOTTINGHAMSHIRE
GW NOTTINGHAM (central):
34a Friar Lane. Tel: 0115 946 0651
GW WARHAMMER WORLD:
Viitov: Rozd, Lenton. Tel: 0115 916 6410
MANSFIELD, The Games Emporium:
Tel: 01623 640022

NEWARK, Access Models:

Tel: 01636 673116

NEWARK, Toymaster:

Tel: 01636 611211

NOTTINGHAM, Shawes:

Tel 0115 9416646

RETFORD, Toymaster:

Tel: 01777 700330

RETFORD, Puzzles Plus:

Tel: 01777 708628

SHIREBROOK, Shire Models:

Tel: 01623 746565

WOODBOROUGH, Regency Printers:
Tel: 0115 965 6500

WORKSOP, Toymaster:

Tek 01909 431330

WORKSOP, Model Base:

Tel: 01909 601 752

OXFORDSHIRE

GW OXFORD:

1A Bush House, New Inn, Hal Street. Tol 01865 242 182
ABINGDON, Just Toys:

Tel: 0
EANBURY, mnder Bros:
Tel: 01205 262 546
BICESTER, Dentons:

Tol: 01868 323946
CARTERTON, Giles Sports:
Taf 01993 Ba:
COWLEY, nenmns.
Tel: 01865 749746
DIDCOT, Dentons:
Tel: 01235 816566

DIDCOT, LI Dickinson T/A Dentons:
Tel: 01235 816566

THAME, Pied Pednllcr‘

Tel: 01844 2800

WAI.I.INGFOHD, Pettits of Wallingford:
Tel 01491
WITNEY, Romkrlsh

Tel: 01

SHROPSHIRE
X GW SHREWSBURY:
6 MarkeFSiroct. Tel: 01743 362 007

704

o R s S R T

x

x

x

BHIDGENORTH, Hahhy Horse:
Tel: 01746 766
NEWPORT, Mndel Mania:

Tel: 01852 10827

OSWESTRY, Funfayre:

Tolk 01631 670 645

SHREWSBURY, Funfayre:

Tel 01743 233647

TELFORD, Sanda Games:

Tob 01952 676722

TELFORD, Questing Knight Games:
Tel: 01952 417747

SOMERSET
GW BATH:
5-10 Westgate Buildings, Avon Strael. Tel: 01225 334044
BRIDGEWATER, Garmes Mari:
Tel: 01276 433677
HURNHAM ON SEA, GW Hurley:

FROME Tho Ellenbmy Press:

Tel: 01373 462139

CHARD, Games Wizard:

Tol: 01460 239020

FROME Iksenlrlk Models:

f: 01373 471695

GLASTONEURY, Pedalers:

Tel: 01456 834562

MINEHEAD, Mlnchnud Toys & Models:
Tal: 01643 70!

WESTON SUPER-MARE, Griffins Games:
Tel: 01934 429799

WESTON SUFER -MARE, JJ Toys:

Tal: 01034 41815

YEOVIL, Yeovil Cullnclars Centre:

Tek 01935 433739

STAFFORDSHIRE

GW BURTON ON TRENT:

Unit 8, Union Court, Union Strest, Tek 01283
GW STOKE:

7 Stafiorg St Tel: 01782 205267

BURTON ON TRENT, Toymaster Kingdom:
Tol: 01283 5
COCKERMO
Tot: 01800 8

The Toy Shop:

E UNDER LYME, Models:
Tel: 01782 610806
STAFFORD, JW Bagnall:
Tel: 01785 223348
STAFFORD, Too Fat Goblinz:
Tek 01785 244469
TAMWORTH, The Old Bell:
Tel: 01827 310 320
TAMWORTH, Geoff's Toys:
Tel: 01520 832795
UTTOXETER, The Toybax: %
Tol: 018689 3 1
SUFFOLK
GW IPSWICH:

49 Buttermarkel. Tek: 01473 210 031
BECCLES, Toy Box:

Tel 01502 712785

BURY ST. EDMUNDS, Model Junction:
Tel 01284

753 456

BURY ST. EDMUNDS, Toymaster Kingdom:
Tel: 01284 761646

izards Taxis:

HALESWORTH, Halesworth Toy Shop:
Tol: 01986 T‘74’77
HAVERHILL, Baby Connexion:
Tel 01440 708292
LOWESTOFT, Toymaster Kingdom:
Tek: 01502 565681
NEWMARKET, Monns Toyland:
Tel: 01638 663147
STOWMARKET, Simpson & Sans:
Tel: 01449 612814
SUDBURY, FT Games:
Tal 7 466060
SUDBURY, Taymusmr Kingdom:
Tel: 01787 722!
SUDBURY, Toy r:nnn.-.-xlan.
Tai: 01787 888602
WOODBRIDGE, Toytown:
Tel: 01394 383170

SURREY #
GW GUILDFORD:
Unit 1, 9/12 Tunsgate. Tal: 01483 451 793

GW WOKING:

Unit 3 Cleary Cowrt. Tel: 01483 771
CAMBERLEY, Mnrnlngslnr‘

Tel: 01275 68516

OULSDEN, Tuylors Toys and Sports:
02086 6€0 0710

DORKING, Durklng Models:

Tai: 01306 881747

EPSOM, Ounkars.

Tek 01372
FARNHAM, Elphkks:
Tel: 01252 716222

OXTED, JH Lorimer Ltd:
Tal: 6208 6566625
PURLEY, JH Lorimer Ltd:
Tel 0181 6608716
REDHII.L Gnmnrs Guild:
Tek: 01737 789

REIGATE, Th TnyShup'

Tel: 01737 245300

WALTON UN 'I'HAMES Naseem:
Tel: 01932
WALTON ON THAMES Treehouse Toys:
Tet 01

SUSSEX AREA

GW BRIGHTON:

Unit 7. Nitg Paviions, Tet: 012
GW CRAWLEY:

11 Broadway. Tei: 0120;
GW:EASTBOURNE:
13 Terminus Aoad Tel: 01323 641 423

BEXHILL ON SEA, Matek Models arrd Hobbies:
Tef: 01424 810099

BOGNOR REGIS Tralns Models and Hobbles:
ek 01243
BURGESS HILL Kld s Stuff:
Tal: 01444 257 7.

CARFAX, Goadn:res Toymaster:

Tel: 01403 252930

CHICHESTER, Chichester Toys:

Teol: 01243 788055

EAST GRINSTEAD, Ready To Run Models
HASTINGS, Jade Martial Arts:

Tol: 01424 720 330

HAYWARDS HEATH, Heath Models and Toys:
Tel: 01444 450785
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HORSHAM, Gentle Gallery:
Tal: 01403 258567

HORSHAM, Ottakers:

Tel: 01403 268088

LEWES, The Hobby Shop:

Tel: 01273 472344

STEYNING, Gentle Gallery:

Tol: 01903 812933

UCKFIELD, Kid's Stuff:

Tel: 01825 768398

WORTHING, KC's Games Shop:

Tei: 01803 237983

TYNE AND WEAR AREA
GW NEWCASTLE (Central):

Unit 8A, Newgate Shopping Centre T
GW METRO (METRO CENTRE):
Unit 2, First Floor, Tl de (near the Mediterranean
Village). Tol: 0191 481 0950
METRO CENTRE, Gateshead, Toymaster:
Tel: 0191 460 2200

NORTH SHIELDS, SR Gladstone & Son:
Tek 0181 257 0335

SOUTH SHIELDS, Coats Models:

Tel 0191 427 7644

SUNDERLAND, Exkayex:

0191 5147500

sunnsnmnn The Toy & Computer Shop:
Tol: 0181 §

SUNDERLAND Jepllngs.
Tel 0191 5

WASHINGTON, Tuymnsler:
Tel: 0191 415 5444

WHITLEY BAY, T&G Allan:

Toi: 018 31564

x

1232 2418

WARWICKSHIRE
W COVENTRY:
32, Upper Lovel, Catnodral Lanes Shopping Cente Tol

BEDWO TH, lewny & Modellers Junction:
Tel 02. 31628

KENIL\VORTH Abu:ruh Arts & Pictures:
Tel: 01926 511204

LEAMINGTDN SPA, Trinders Toy Town Ltd:
Tel: 0 470501

NUNEATON, iy
Bookshop:

24 Abbay Straet. Tet: 02478 342000
RUGBY, Jn)n Rnllwuys & Models:

Tei: 01788 5 2

STDCKINGFORD Whittlefard Post Office:
Tel: 024 7638 5740

WARMINSTER, Raw Models:

Tel: 01985 215418

Co/Tas

WILTSHIRE
GW SALISBURY:
1B Winch

tor Sweet. Tel: 01722 330 955

2 3 436 036
DEVIZES, Huggosuurus Toystore:
Tel: 01380 723 B

MARLBDROUGH, H Duck:

Tol. 01672 51217

MELKSHAM 'nm e Toyshop:

Tel: 012
SWINDON, Spol On Models:
Tel: 01783 522098

WORCESTERSHIRE
GW WORCESTER:

23 Lychgate Mall, Cathedral Plaza
EVESHAM, Battle Honaurs UK:
Tel: 01386 45675

REDDITCH, Hoggosaurus Toy Store:

Tel: 01527 66 092

STOURPORT ON SEVERN, TP Actlvity Toys:
Tel: 01299 872800

YORKSHIRE

GW BRADFORD:
4 Piccadilly, Bradford, Tel: 01274 7:
GW DONCASTER:
Lnit 10, The Colonnades. Tel: 0130:
GW HARROGATE:
53 Station Parade. Tel: 01423 564 310
GW HULL:
20 Paragon Street. Tal: 01482 58¢
GW LEEDS (central):
12-16 Central Road. Tel: 0113 242 0834
GW LEEDS (WHITE ROSE):
Uit 28D, Wriite Fose Centra. Taf: 0113 27
GW SHEFFIELD (central
16 Fitzvalliam Gate. Tel: 0114 275 0114
GW SHEFFIELD (MEADOWHALL CENTRE):
Unit 818, High Streat, Uppor all (next (o enfrance near
Boots). Tel: 0114 255 0

X GW WAKEFIEL
96 Kirkgate, the Riding
GW YORK:
13A Lendal. Tel: 01904 628 014
THE GAMING CENTRE:
Urits 073, Moadowall Roag, Amos Aoad

144 243 4

x

Tel: 01905 616 707

2 3470

Sentre. Tel: 01924 369401

Tel: 01274 724733

BRIDLINGTON, , Croppers:

Tel: 01262 67772

HALIFAX, Hnlllux Madellers Warld:
Tol 01422 349157

HALIFAX, Mugnzlne World:

Tel 01422

HALIFAX, Toymn,mr‘

Tel: 01422 353986

HARROGATE, Toymaster: -
Tel; 01423 654 335

HUDDERSFIELD, Toymaster:

Tel: 01484 534664

Hunnsnsnuu, Sumulhlng Wicked:

Tok: 01484 55

HULL, Muyfnh— Tuymmt:r.

Tel: 01462 862 777

ILKLEY, Wargames World:

Tel: 01943 607500

KEIGHLEY, Teymaster:

el 01535 604045

LEEDS, Royal Armnurlos Museum:

Tel: 01132 20198

LEEDS, Teywurld:

Tel: 0113 2439800

NORTHALLERTON, T & FM Grover Ltd:

Tel: 01608 773334

OTLEY, Toymaster:

Tel 01343 462065
POCKLINGTON, Chylds Play:
Railviay Street. Tok: 01759 306041
RICHMOND, Anything Goes:

Tek 011748 810135

SCARBOROUGH, Space, Myth and Magic:
Tol: 0845 6441113
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SHEFFIELD, Atkins Toymaster:

Tel: 0114 278 1960

SHEFFIELD, Toymaster:

Meadowhall Shopping Centre. Tel: 0114 25
SHEFFIELD, Wargames Emporlul
Tel: 0114 2754826

WHITBY, John Anderson - Toymaster:
Tel: 01847 602213

WALES
GW CARDIFF:
51 High Stre

Tel 02920 644 817

COLERAINE, Moores:

7-11 Chureh St. Co Darry, Tek 01265 4444
CRUMLIN, Lilliput Canstruction Co:

2 Bramble Wood, Co Antrim
ENNISKILLEN, Modellers Corner:

22 Darling S, Tel: 048-66322367
LISBURN, World of Wonder:

fAiverside Centro, Tel: 046-9261
OMAGH, Whites Toymaster:
317 Badga St Tel: 0662-242427
PORTADOWN, D Jeffers:

& Uandeiie S, Teh 048 5350869

BALES WORKSHOFP

DENDERMONDE, Tip Top Moens:
Sint-Giliistraat 75, 5200, Tel: 052 211798
DEURNE, The Gamestore:

Van Duytsstraat 144, 2100, Tel: 0032 3325553
DROGENBOS, WarHouse Games:

3 fAue de I'Elotle, 1620, Tel: 0237 60800
GENT, Botty Baop:

Overpaartsicaat 110, 9000, Tet: 09222 057
GENT, Intertoys Gent:
Voiderstraat 17, 8000. Tek: 0032 8
GENT, Miniatuurauto's Esckhout:
87, 9000, Tel: 03

266

BIERRINGERO, Bog & idé:
Storegada 4, B 86681077
BRABAND, EB Gumc
Gudrunsvej 7, 8220, Tel: 86256669
BRONDERSLEV, Bog & idé:
Biondersiev Algade 18, 9700, Tak06322
BRONSHOJ, Charlottes Leget
Fredorivssundsve] 148, 2700,
CHARLOTTENLUND, Bog & Il
Jamgersborg G 5, 2820, Tel:
ESBIERG, BO Boger:
Konge: 700, Tel: 75121177

X GW NEWPORT: Zemu: ESBJERG, Junkcrs Bunker:
25 Skinner Street, Te: 01633 256 295 EIRE 1500, Tei: 0544 11145 Kongensgade 19, 6700, Tol: 75181139
GW SWANSEA: GW BLANCHARDSTOWN: HALLE, Mishra's Playgroun ger Esp:
Tol 01792 463 969 Unit 3@;!3  Blanchardstown Shopping Centro, Dublin. Tek 60 Ninoofsesteenweg 104, 1500, Tek:02 36151 Espergarde Cont, 3080, Tel: 49131346
AVENNY, Richards of 353 1622 3568 HALLE, Top 1 Toys Halle: ESPERGARDE, Legekaden:
Tek 01873 852466 Gw PK{BL}"f: o ” 5 6, 1500, Tel: Vestar torv 16, 3060, Tel: 49132811
QBERYSMY'LH. Albatross: Unit 3, Lower Litiey Suizet. Tol: 00 HASSELT, n-s FAKSE, Fakse Bog & Idé:
&l 01970 617836 f\THLQNElcTn{H‘_ﬂ:Y Kuringersteenvieg 43-45, 3500, Tal:011 325355 Torvegade 14, 4640, Tel: 56 71 30 13
BANCHORY, Banchery Toy & Gift shop: g Centie; 0o Wesl HERENTALS, Play It: FARUM, Bog & Ide:
Tel: 01330 825586 garLINA, ""m;[\'i :_"‘{'m;dfrr-g Stationsplein 11, 2200 Tel: 014 848864 Farum Bytorv 64, 3250, Tel: 44951
BANGOR, ACME Computers: ion Tonacs, GoMayo, el 0ah: HERENTALS, Toys 4 All Vobraspel NV: FREDERIKSBERG, EB Games:
Tol: 01248 371457 Bur\‘cKPooLEWu;ld gl \)Nom:ler':) S Hotkwartier 33, 2200, Tel: 0032 14848664 Falkoner Alle 46, 2000, Tei: 35363800
BREEO'j) Clnrk Toys&Glhr 23 Northpoint Bus Pk, Cark, Tal: 021-4210445 IXELLES, Intertoys | Ixellcs (Boumax sn) FREDERIKSBERG, EB Ga
Tel om/N . gﬁlg ﬁR Hr;msof Sons: 104 Chausses d'ixel o 25141703 Ealkoner Allo 38, 2000, Te! ’453650‘13
BRIDGEND, Jnusf or Fun: 0 Wicklow, Tel
D, 3 FREDERIKSBERG, Legekaden:
Tel: 016! &ARRLCK ?N SHANTN,Dp lglsllz\cey :: Godthabsve; 36 2009%‘54;55197025
CARDIFF, Dice and Dise, ain Streat, Leitim, Tel: 071-8522936 ORT! p &
Computer and Vlden Vision: CASTLEBAR, M:Dermo"s‘ K R”K' Pluy FBE?.“'-KEHA‘VN' me”"fm:—v"ABW & idés
Compuler ond ) i Vi Sondergade 4, 9900, Tel: 98 43 25 84
20 e ive . % bile: FREDERIKSHAVN, Roses Baghandel:
CARMARTHEN, Good News: CORK, Art and Hohby Shop: Place Communale 11, 7100, Tol: 064848450 Sondergade 41, 9900, Tel: 98421454
Tol: 01267 237789 Douglas Shopping Centre, Co Cork, Tek: 021- LEOPOLDSBURG, NV Moestermans:
CARMARTHEN, Hardings: CORK, Art and Hobby Sh: Hfanrs n 7 1
Tel: 01656 660 Wilton Shopping Cantre, Co Frv'V Tel: G21 5
. LEUVEN, The Dice Pool FREDERIKSSUND, Rnses Bog & idé
%E&STSWEO?I;HS Corner: CO?I‘(CNDdfifﬁ ‘ﬁvfgﬂséﬂ;n i at, 54/301, 3000, Tel: 016 204894 Fr.sund Ostergada 1, 3600, 15194/“0 5
D e 19:14 Liarnsiareel 5 Go Gk, 1ok LOKEREN, De Gees! FREDERIKSV/RK, Hobby & Legeol:
S b sg"fﬁ‘)?'hfn" “5‘;"5{ s, " Roomstraat 27, 9160, Tel 08348 49 50 0, Tel: 47721593
93 3 Carey's Lane, ok, Tek 021-42 EN, De §
GWERSYLLT, Brie Ideas: CLONAKILTY Coughien Educational Supplle: e e sainaty bt ety e PO
75845 11 Rossa St. Co Cork, Tek: 023-33086 i S S AR
HAVERFORDWESE, Merlin Modalat CLONMEL, Hogan's Toymaster e Tt Tor 03 bosar7a S 2’ L e
Tal: 01437 762633 a1 Pamelt St, Co Tipperary, Tal: 052-23873 MOL,“Inlnnoys Mol: 15 B e
LLANDUDNO, Dibs Toymaster: CLONTARF, Furlongs: > ey 5 o
Tel: 01978 758451 4 Vemon Avenue, ngunu,'ren 01- ;on'i ;k ,f’:’wr:!:;vl:;:wf 9. 2400, Tet: 00 Hundige Storaznter, 2670, Tel: 43906008
L AIOR, Rolbisw plad CORK, World of Wander: Pl dos Capucins, 485, 7000, Tel; 065330 it Legekmdml,\ 585
cl. 01446 794 Go Cork, Tel: 021-4210445 il I oA
OOSTENDE, Timms: HADSTEN, JN Cen!
PE(M:ﬁ?KE Dmgnn Alley: I;:J&llr;l.;?{r“bwg!m?ﬂg:r Viaanderenstraat 48, 8400, Telk 059 804 Kirkevej 1, 8370, Tn! Leaeaaae
: e R i . OOSTENDE, King Arthur: HADSUND, Lorentz Nielsen Bog & Idé:
e ‘}-l:gsha?na,ﬁ?oms A e b B Amsterdamsiraat 638, 3400, Tel: 059 5 Storagate 1+, 9580, Yok 83 57 16,33
SWANSEA, Comix Shoppe: 2604011 o ! T OVERUSE, Intertoys Overijse: = HELSINGE, Schwartz Bog & idé:
Tek 01792 642097 DUNDALK, Pick n Save: Brusselsesieenweg 4024, 3090, Tel: 0032, Holsinge Ostargade 17 - 18, 3200, Tel: 48 79 40 01
WREXHAM, Brite Ideas: Long Waik SiContre, Co Louth, Tel: 042-6327356 ROESELARE, Black Border: HELSINGE, Teaterhixen
Tel: 01878 753451 DUNGARVEN, Murphy’s Toy and Cycle Specialists: Suatlonseiraof 68, B000. Fraderiksborge] 10, 3200, Tel: 20922991
9 Main St, Co Waterford, Tol: 058-41376 ROESELARE, Willl's Wereld: HELSINGOR, BO Boger:
SCOTLAND ENNIS, World of Wonder: Hanri Horrastraat 20, 6800, Tel: 0512 464 Stirups Plads 1, 3000, Tel: 4921
GW ABERDEEN: Woodqay Car Park. Co Clare, Tel: 065-6848697 ST NIKLAAS, HQ: HELSINGOR, Hobby & Friti
- a5 Y
Unit 1, 12-14 Upper Kirkgale. Tet: 01224 649 779 HNGLAS Banba Toymast Ankerstraat 44, 9100, Tol. 03 7763545 Fosenkiideves 2, 3000, Tel: 40

GW AYI
10 Arran iall, Tel: 01282 610 673
GW BRAEHEAD.

115 Bra '~lmppmq Centre, Kings tnch Road
Tek: 0141 855 944
GW DUMFRIES:

44 thgh Steeat, Tel: 01387 249702

GW DUNDEE:

110 Commsrcial Stres
GW EDINBURGH:
136 High Street. Tel: 0131 220 540
GW FALKIRK:

12 Cow Wynd. Tek: 01324 624 553
GW GLASGOW:

81 Union Street, Tol: 0141 2211673

Buchan C:

Tol. 01358 751774

ABERDEENSHIRE, Robertson Sports:
Tel 01779 472584

ABERDEENSHIRE, Toyworld

Tel: 01369766333

ANGUS, Gardiners:

Tel: 01356 622265

DINGWALL, Sports and Model Shop:
Tel: 01343 862346

EAST LOTHIAN, Fonezone:

Donbar, Teb: 01 BEG144
EDINBURGH, Marlonville Models:
Tel: 01313 177010

ELGIN, Junner’s Toymaster:

Tol 0143 542 492

FIFE (CUPAR), The Nappy Pin:

Tek: 01034 653 160

FORT WILLIAM, The Granite House:
Tek 01397 703651

GALASHIELS, Books Plus:

Tel: 016896 752643

GLASGOW, Static Games:

Tal 0141 2265414

HADDINGTON, Cycle Services:

Tol: 01620 826989

HELENSBURGH, Game Domain:

Tel: 01436 673007

INVERNESS, Juniners Toymaster:

Tel 01483 23
KINROSS, The Hope Chest:

Tel: 01577 862516
KIRKCUDBRIGHT, SW Computers:
Tel 01557 331622

KIRKCALDY, The Hope Chest:

Tok: 01592 260116

KIRKWALL, George Leonard & Co:
Tel: 01856 877788

NORTH BERWICK, Laws Cycles:
Tol: 01620 830643

ORKNEY, Mclennan-Teymaster:
Tel: 01656 877786

SHETLAND, Harrys Dept Store:
Tel: 01595 692087

STIRLING, Do It @ Your Lelsure:
Tal: 01786 826975

TURRIFF, E Rae and Son:

Tel: 01888 562610

WEST LOTHIAN, Ty Works:

Tol: 01506 432200

CHANNEL ISLANDS

JERSEY, ST. HELIER, The Little Shop:

Tol: 01534 702167

GUERNSEY, ST. PETERS PORT, Creasys Toymaster:
Tel: 01481 720203

GUERNSEY, ST. PETERS PORT, Carousel:

Tok: 01481 721728

NORTHERN IRELAND

Gw BELFAST:

1. Tol: 01382 2

ater S/Cervre, Dub‘m Tt 016643810
GAI.WAY, Games Real
8A The Cam Store, Co Ga
GALWAY, It's Magic:
Eyre Square SiCentre, Co Galway, Tel: 09
GALWAY, Toy City:

Unit 3, Vieipark, Galway, Tef: 091-764343
GOREY, John Webb:
Co Wexford, Tel: 055-21119
KILKENNY, Michael Crotty’
77 High St Co Kilkenny, Tel
KILLORGLIN, O'Sheas:
Lower Bridgs St, Kerry, Tel: 0f
LIMERICK, Hollywood Empire:
30 Thomas 81, Co Limenick, Teb: O
LIMERICK, O'Callaghans:
Dock d. Co Limerick, Tel: 06
LIMERICK, The Gathering:
43 Lovrer Geraild Gritin St C
LOUGHREA, Beatty:
Church St, Co Gaiway, Tel: 091-841403
MACROOM, Mary's Toymaster:

2 tain St, Co Cork, Tel: 026-12481
MALLOW, Murphy's World of Wondur
115, thain St, Co Cork, Tek: 0
NENAGH, JKC:

25 Pearse St. Co Tipperary. Tel 067-31381
NEWBRIDGE, World of Wonder:
Mewbridge Rotail Park, Kildare.

SLIGO, WA and AF Woods:

Co Shigo, Tal: 071-914202110478
STILLORGAN, Nimble Fingers:

Co Dubtin, Tel: 01-2880788
TRALEE, A Coball and sons:
912 Bridge Strest, Co Kerry, T
TULLAMORE, Robbins:
Wiiliam St, Co Offaly, Te!: 0506-21541
WATERFORD, The Hobby Shoj
38 The Quay, Co Watarford, Tel: 51-85
WESTPORT, World of Wonde:
Bridge St. Co Mayo, Tak 098-2:
THURLES, Toymaster:

Friar St. Co Tipperary. Tal 082-
TIPPERARY, Hogan's Toymaste:
a1 Pamell St Co Tipparary, Tel: 0!
TIPPERARY, Whelan':
6465 Iain Streot, Co Tippsrary, Tal: 062-5
WATERFORD, Fitzmaurice Toymaster:
Tel. 051-676366

WEXFORD, Play & Learn:

& Saiskar St Co Wextord, Tel: 05
WICKLOW, Hopkins:

tain Str Co Wicklow, Tel: 0404-67225

INTERNATIONAL ACCOUNTS
BELGIUM

AALST, Intertoys Aalst:
tange Zoutstraat 162
AARSCHOT, Conect'r:
Gasthuisstraat 47, 5200, Tel: 616 568630
ANTWERPEN, Celfic Cross:
Zilversmidstraat 8, 2000, Tel: 032885165
ANTWERP, Red Drugnn Games:

St Katelijneves 0. Tel: 03231 7161
BLANKENBERGE, De Spcclhnu
Langestrant 41, 8370, Tel: 0504 1492
BRUGGE, Wi
Langestaat 163, 2000. Tel: 0032 50342071
BRUGGE, Fair Play:

Spoonwegstraat 162, 8200, Tok 050 385183
BRUGGE, De sme
Katohjnestraat 0
BRUGGE, Pupy ros:

way, Tel: 091-563006

Co Lime:

Ted: 061-315133

066-7121847

3188

0, Tol: 0032

TOURNAL, Intertoys Tournal:
19 Rue Royale, 7500, Tel: 0032 69214222
WAVRE, Le Caverne du Dra;

Bovenrij 58, 2200, Tel: 0032 1»121 Y53"

BULGARIA
SOPHIA, Magic Worlds:
Sleveikov Sqr 8, 1000,
SOPHIA, Moria:

Sradna Gora Str 133, 1303,

CAKOVEC, HAMA Centar:

Robna kuca ‘Medjimurka, 31000
OSLEK, Land of Magic:

31000, Merkator Centar, Gacka 10
OSLEK, Zelda:

Tig A. Starcavica, 31000

RUEKA, Almus Nova:

Mikole Tesle 4a, Tel: 0038 551322590
SLAVONSKI BROD, Lesic:
Strossmayarova 7, 35000
ZAGREB, Land of Magic
Frankopanska 22,10000, Te!.
ZAGREB, Land of Magic:
Radiceva 13, 10000, Tﬂl 0038514923917

BRNO, Cerny Rytir:

Chiadkova 3, 61500, Tel: 0042 605 834082
LIBEREC, Ogri Doupe:

Siikova 236/11, 46001, Tal: 0042 0603893336
OLOMOUC, Ogrl Doupe:

Krapkova 40, Tel: 0042 0
PLZEN, Ogri Doupe:
Placheho 30, Tek 0042 0377 221763

PRAHA, Cerny Rytfir:

25 Poricskou branou 21, Tel: (00420 222312461
PRAHA, Ogri Doupe:

Mikulandska, 4122, 11000, Tel: 0042 0224

GW KOBENHAVN:
Fradedksborggade 5K), 1360, tel: 3312
AALBORG, Aalbarg Hobby Service:
tloregads 18, 9000, Tef: 98121315
AALBORG, Bng & ldc Aunmrg, Nytorv:
fyory 5, 8
AALBORG, Guns o e m,
Danmarksgade 45, 3000, Tok:
AALBORG, BO Boger Alborg:
Alborg St. Center, 9200, Tel:98781
AALBORG C, EB Games:
Sisponsgade 10, 9000, Tok 98115543
AALBORG SV, EB Games:
Hobrov 9200, Tol: 98
AARS, Ting og sager:
Sondergado 6, 9600, Tef
AABENRA, Legekzden:
Storegade 17, 6200, Tel: 74622405
ALBERTSLUND, Albertslund Bog & idé:
Stationstorvet , Tek: 43 64 8877

& Ide:
97420144

038514870077

112133

ARHUS, Bog & id
Clemens Sct. Clemens T
ARHUS €, EB Game:
WP Bruun's Ga 8000, Tal: 67480
ARHUS C, EB Games:
Fraderiksgade 26, 6000, Tel:
ARHUS €, Dragons Lais
Avoulsvarden 33, 6000, Tel: 86190063
ARHUS €, Hobby Hous

horregade 51, 8OO0, Tel: 8512

87416913

HERLEV, Bog & idé Herlev:

Harlev Bymidte, 2730, Tel: 44 94 04 77
HERNING, 8O Bager Herning:
Bredgade 6, 7400,
HERNING, EB e

Dalgas Plads 78, 7400, Tel: 97164600
HERNING, Farges Kaelder:

Lnde Alle, 6A, 7400, Tel: 22624858
HERNING, GK Legeto|

Herming Centrat, Werkurve] 17, 7400, Tel: 87220552
HILLEROD, Hobby og Fritid:
Hostrupvag 4, 3400, Tel: 48252616

HILLERDD Tnlle  Toys
e 0, Tel: 48245 (51
HJDRRING, Bog & idé Hjorring:
Siramgada 1, 8800, Tok:98 82 98 98
HJDRRING Rossels Boghnndal-
98821744

Smedalundsg
HOLBAK, Storkicl Bag & id

Holbesk Abigads 31, 4300, Tak 59 43 00 74
HOLB/K, Wulff Boger & Puplr
Ahigade 53, 4300, Tel: 59430
HOLSTEBRO, Legnkmden.
Noregade 55, 7500, Tel: 97413738
HOLTE, Legetojsbutikken:
Holtemidtpunkt 23, 1, Tel: 45461782,
HORSENS, Bog & idé Horsens:
Sonder 20, 8700, Tel: 7561 17 11
HORSENS, Lugekmd

gnido 15, 6700, Tek: 75616011
HORSHOLM, Bog & Id
Hovedgaden 55 C, 2970,
HUMLEBRK, Rodes:
3050, Tei 49191220
KALUNDBORG, Koch's Bager & Papir:
Kordilgads 9, 4400, Tel: 53510054
KASTRUP, Bixen:

Kastroplundgads 24, 2770, Tel: 20856634
KASTRUP, Legeluhhullkkcn.
Tambytor Tol: 32507082
KIJELLERUP, Legchusu
Sondergade 5, 8620, Tal: 86884800

KOBENHAVN, EB Games:

Arne Jacobsen Alle 12, Bulik 102, 2300,Tel: 32620067
KOBENHAVN, EB Games:
Kalvabod Brygge 59, 1580, T
KOBENHAVN, EB Games:

59441888

ol 57850408

an27172

Nygads 3. 1164, Tal: 33320248
KOBENHAVN, Sleunhnrgs Bog & Idé ApS:
5 85 52 77

Horrebrogade 163, 2
KOBENHAVN K, Furnos Clgumr
Skindargade 27, 1157, Tel: 33322211
KO@BENHAVN K, Fantask:
Skt, Pedersirande 18, 1453, Tel: ¢
KOBENHAVN K, Eng & Id B
Fiskstorvet 133, , Tel

Aentemesterve 80, 2400, "54 38335700
KOBENHAVN S, Amager Bog & idé NS'
Amager Centret 103, 2300, Tal: 3254

HAoberbancgads 3, 2300, Tek:
KOGE, Bog & idé:
Norregade 12, 4600, Tel: §
KOLDING, EB Game:
Skovvangen 42, 6000, Te!
KOLDING, BO Boger Kolding:

Storcenter 52, 6000, Tel: 75503834
KOLDING, GK Legetaj:
Gstargade 19, 6000, Tel: 7

528433

A Gasto Gourt (owards baciof e Cnte Sint Pioterskerklaan 50, 8000, Tel: 050 311715 ARHUS C, Svend A Larsen Bog & idé: KOLDING, Good Game:
T(" fze! Sonder Alle 4, 8000, Tel: 86 12 56 11 Lesbygade 13, 6000, Tel 75500304
BALLYMENA, Cumemns. 1050, Ixettes. Tel: 0032 ARHUS €, EB Game LEMVIG, Legekade
23 Broughshans St, Co Antnim, Tel: 048-2! Vestergade 58, 8000, 1al: 86131786 Torvet 13, 7620, Tel: 97821511

BANBRIDGE, David Rogers:

7 Bridge St. Co Dovn

BANGOR, Replay Games:

High St, Co Down, Tel: 048-91452210
BANGOR, Stewart Miller & Sons:

40 Maln 81, Co Down, Tel: 048-91270108

BRUSSEL, Intertoys Anderlecht:

S Dupluistaan 315, 1070, Tel: 0032 25238473
CHARLEROI, Full Option:

Galien) Bernacd, 000.

BRUSSEL, Intertoys Laken:

8-10 Avenue Busieyden, 1020, Tel: 0032 22667141

ASNES, Bog & Id
Asnes Centrat 2,
BALLERUP, EB Guml:
Salierup Center 1, 2
BILLUND, Nicoline:
Butikstorvar 14, 7190, Tel: 753

LYNGBY, B&O Boger:

Lynguy Storcenter 54, 2800, Tel: 45870445
LYNGBY, EB Games:
Lejemal 2750, 2800, Tdl
MAmao Legckmdn

de 9, 4

45870509

762521
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NASTVED, Bag & Idé Axelforv:
Nestved Axettory 10, 4700, Tel
NASTVED, Holsted Bog & idé:
Nesived Storcenter 16, 4700, Tel
NASTVED, Langes Bog & idé:
Torvestrande 13, 4700, Tel: 55 72 01 16
NAKSKOV, Legetojscentrat:
Sondergade 12, 4900, Tel: 54322697
NYKOBING F, Nykobing F Bog & idé:
Jembansgads 8, 4800, Tol: 54 85 23 73
NYKOBING M, Morso Boghand
Algade 1, 7500, Tel: 97720700
NYKOBING SJ, Nykohing Bog & idé:
Algade 32, 4500, Tel: 59 91 00 06
ODDER, Legekaden:
Rosens Gade 32, 8300, Tel: 86544276
ODENSE C, EB Games:

Kongensgade 43, 5000, Tel: 65120929
ODENSE C, Dragons Lair:

Kongensgade 71, st.th, 5000, Tef: 65319701
ODENSE C, BO Boger Odense C:

ade 59-61, 5100, Tel: 66114033
ODENSE SO, Bog & Idé Odense:

entret 53 Gul Gagade, 5220,
8928
ODENSE 50, EB Game:
Otbizhvej 75, 5220, Tel: 63350070
RANDERS, Byrge Sorensen Hobby:
Réadhustorvet 4, 8900, Tel: 85425814
RANDERS, Randers Hobby Import:
Adalgade 13. 8900, Tel: 86433923
RINGE, Fjords Bog & idé, Ringe:
X(uw\;ua isen 2, 5750, Tal:
RINGKOBING, GK Legeto]:

Algade 4. 8950, Tel: 97320808
RISSKOV, Ve|lby-Risskov Bog & Idé
Vel Centrot Frijsenborgvej 5, 8240, Tel: 86 21 53 29
RODOVRE, BO Bager:

Radava Centrum 116, 2610, Tol: 36410485
RODOVRE, EB Games:

Rodovre Centrum 68, 2610, Tel: 36721227
RODOVRE, Mr Games:

Rodowie Staicnscante, 2610, Tol: 36720255
RONNE, Dorthe's Hobbystu
Liletorv 14, 3700, Tel; 56959443
RONNE, William Dam Bog & idé:
Snellemark 36, 3700, Tel: 56 95 01 67
ROSKILDE, EB Games:
Stationcenteret 2, 4000, Tef: 46371516
ROSKILDE, Fanatlc:

Alishelgensgade 15, 4000, Tei: 46 363548
ROSKILDE, Flensborg Bog & Idé:
Stndertorvet 4, 4000, Tei: 46 35 00 08
ROSKILDE, Onskeleg:
Algads 26C, 4000, Tel: 46
SKJERN, Bog & idé Skjern:
Jembanagade 14, 6300, Tel:
SILKEBORG, Bog & Id
Vestergade 33, 8600, Tel: 85820287
SILKEBORG, Byens Hobby & Fritl
Borgergade 49-51, 8600, Tel: BEB15815
SKAGEN, Legekmden:
Sct. Laurentiive] 40, 9990, Tel: 98445465
SKANDERBORG, Hohhymugem :
Adelgade 118, 8660, Tel: 8052
SKANDERBORG, Schmidt Bo
Skanderborg Adslgade 82, 86 0
SKIBBY, Skibby Bog & Idé:
Bymidten 2, 4050, Tel: 47 51 25 02
SKIVE, Jydsk Baghandel:
Morregads 19, 7800, Tal: @
SLAGELSE, Bog & Idé Slagels
City 3 Jembanagade 7‘ 4200, Tet: 58 52 00 15
SLAGELSE, EB Gam:

Vestsisllandceniart 4. 4200, Tok: 58521120
SLAGELSE, Fanatle:

Shovsugade BA, 4200, Tol: 58544080,
SLAGELSE, Uldtotten:

Nygads 2, 4200, Tol. 58535035
SONDERBORG, Bogcentret:

Perlegade 77, 6400, Tel: 74422071
SONDERBORG, Sonderborg Bog & idé:
Perlegads 15, 6400, Tel: 74 42 18 20

ST HEDDINGE, Hobbystalden:

Lejestofteve] 19, 4660, Tel: 56508510
STENLOSE, EB Games:

Stenldse Canter, 3660, Tel: 47172500
STENLOSE, Snurrefoppe
Stenlesecentret, 3600, Tel: 47173220
STRUER, Hanne Madsen Bog & idé:
Ostorgade 14, 7600, Tel: 97 85 04 08
SVENDBORG, BO Boger:

Geritsgade 28, 5700, Tel: 62210323
SVENDBORG, Farve & Hobby Hjornet:
idosterplads 4, 5700, Tef: 62213137
TASTRUP, EB Game
City 2 Bulik, 341 Tel: 02630 43992245
TASTRUP, Genbrugsboge
Kogave] 95, 2630, Tel: 43716115
TASTRUP, Bog & Ide:

City 2 butik 301, 2630, Tel: 43950087
THISTED, Bog & idé:
Vastergade 14, 7700, Te
THISTED, GK Legetoj:
Vestergado 4, 7700, Tek §
TONDER, Jefsen Bog & idé:

Storegade 5, 6270, Tel: 74 72 23 41
TORSHAVN, P/F Thomas Dam Wholesale:
Boks 2148, FARO ISLANDS, Tel: 311400
VARLOSE, Vizrlose Bog & Idé:

Bymidten | 3500, Tek 44 48 02 92
VEDBEK, Trorod Bog & Idé:
Trorad Torv Troradvej 70, 2950, T
VEJEN, Vejen Bog & id
Vajen Centrat, 6500, Tel: 75360023
VEILE, BO Boge:
AO centrat 10, Sondergade 24-26, 7100, Tel: 75820544
VIBORG, Batile Bunker:

Jermbanegade 19, 8800, Tel: 86601740

VIBORG, L. K. Bog & idé:

Viborg Sci. Mathias Marked 202, 8600, Tol: 86 62 77 62
VIBORG, Schous Bog & idé
Viborg Sct r\vwnarg'\dn 50, 8500, Tel: 86625858
VIBY, Rybner Bog & idé Viby J;

Viby Centrel, 8620, Tet: 86 11 93 30

722024

734241

35 16 66

& idé
Tel: 56520027

97 92 03 89

47,

e
Algade 63, 4760, Tel: 55340431

TALLINN, KultuuriRelsid:

KuhiBarsi 1-111, 10128, Tef: 4372 6010801
TALLINN, Procard Baltic:

Tartu mnt. 17, 10117, Tel: +372 6398978

FALKLANDS

STANLEY, Falklands Collectables:
The General Store, Tol: 0050021174

GW HELSINKI:

Simonkatu 9, 00100, Tel: 00358 975 154 525
ESPOO, Pelimesta:

Ulappakatu 1, 02320, Tel: +358 9 8133283
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FORSSA, Fun Stuff & Cards:
Hameontie 7 Torikeskus, 30101, Tel 4356 3 43565
HAMEENLINNA, Levy [a kas:

Pajokunnan katu 11, 13100Tel: 43:,3 36823380
HANKO, Hobby Jobi:
Vuorikat 10, 10300, Tel: +358 19 2465498
HEINOLA, Talousmuovi a lel
Kauppakatu 19, 18100, Tok +358 3 71

HELSINKI, Fantasiapelit Helsinki:
Vilhonkatu 4B, 00100, Tel: +358 9 650803
HELSINKI, Fantasiapelit Vorasto:
3-Linja-14, 00530, Tol: +358 9 7734756
HELSINKI, Sincoperi tdkeskus:
ltdkeskus, 00930, Tof: +358 9 3431935
HYVINKAA, Royal Toys:
Torikatu 1, 05800, Tok: +358 19 439376
1ISALMI, Talkatalo:
Savonkatu 12, 74100, Tel: +358 17 826358
IMATRA, Kirja-Lahja Alex K
Mansikankuja 2, 55120, Tel: +358 5 4318555
JAMINKIPOHJA, Vanha Kaa
Sahantie 5, 34450, Tek: +358 3
JAMSA, Jaakko Saari:
e 1, 42100, Tel: +358 14 74
JARVENPAA, Bilen
Helsingintic 13, 04400, Tak +358 50 413 47 60
JOENSUU, Fantaslapolit Joen
Torikaiu 24 2. s, BO100, Tel, 1356 13 2843144
JOENSUU, Pnlvunsnde
iauppakatu 30, 80100, Tel: +358 13 126207
JYVASKYLA, Fantasiapollt Jyvéskyl
Kauppaka 2, 40100, Tel: +358 14 216629
JYVASKYLA, Sinooperl Jyvaskyla:
Vapauden Katu 49-51, 40100, Tal: +358 14 4499363
KEMUARVI, Pagpero:
Kirkkokatu 6. 98100, Tel: 4358 16 813908
KERAVA, Antikvariaattl Kersa:
PL38, Torika 1, 04201, Tel
KOTKA, Eagle Card:
Kirkkokatu 9, 48100, T
KOUVOLA, Muoviepox;
Vahakatu 3, 45100, Tel: +2:
KUOPIO, Crazy Station
Kauppakatu 40-42, 70110,
KUOPIO, Kirja ja Lehtilinna:
Kuninkagnkat 23, 70100, Tel: +358 17 2619795
KUUSANKOSKI, Kirja Savinen:
Kauppa-aukio 1, 45700, Tel: +358 5 3748271
LAHTI, Puolenkuun Pelit;
Ra\nahe‘\\mm 16, 15110, T:’;K Al‘iﬁﬂ 37515151

53805

92944210

+358 5 214238

+358 17 2668550

LA
Brafenkatu 3, 53100, Tef nas 5411 444
LOHJA, Lohjan Klr[ukaup

Lautinicata 48, 08100, Tot: 1356 19 324150
MAARIENHAMINA, Dillen:

Torikatu 7, 22100, Tel: +358 18 15578
MIKKELI, Muppel
Porrassalmenkato 21, 50100, Tek: +358 15 361611
NUMMELA, Kimmon Peli & Lehti:

Tuusantis 1, 3100, Tel: +358 § 2226041

OULU, Fantasiapelit Oulu:

ioulukatu 28, 80100, Tel: 356 8 374305
PIETARSAARI, Pietarsaaren Kirjakauppa:

150 1, G{mOD Tek: +358 6 7230889

PORI, Porin Pitkis:

HertiuanTon 2.Krs, 28100, Tel: +356 2 633 2880
PORVOO, Askartelualtta/Hobbyboden:
Mannecouninkaty 10, 06100, Tek 1358 10 5243775
RAAHE, Rachen Astartelu ia Pape:
Lahdekorventie 32, 37130,

RAUMA, Wanhan Rauman POP-peli:
dedamonkat 14, 26100, Tal: +350 2 8234840
RIHIMAKI, Rithiméen Toystore:
Kauppakatu 5-7,11100, Tek +358 19 755365
ROVANIEMI, Liigacenter Jéss!
Rovakalu 28, 96200, Tel: +358 16
SALO, Salon Harraste:
Vithonkatu 21, 24240, Tel: +358 2 7333022
SAVONLINNA, Savonlinnan Antikvariaatti:
Olavinkatu 51, 57100, Tet: +358 15 534412

0545

uja 4, 60320, Tel:

SEINAJOKI, Plikékickicos

Verkatehlaan katu 4, §0100, Tol: +358 6 4177880

TAMPERE, Fantasiapelit Tampere:

FAongankalu 5, 33100, Tel: +358 3 2225200

TAMPERE, Info Koskikeskus:

ioskikeshus. lokero 28, 33100, Tel: +358 3 2251850

TURKU, Fantaslapelit Turku:

Yiiopistokatu 33, 20100, Tel: 4358 2 2328413

TURKU, Sinooperi Turku:

Viilarinkatu 5, 20320, Tel +358 2 5141100

VAASA, Nirunaru:

Rauhankalu 19, 65100, Tel: +358 6 5127027

VALKEAKOSKI, Valkeakostenkir

iauppakatu 3, 37600

VAMMALA, Tyrvaén Kirjakauppa:

Martulankatu 18, 38,200, Tel: - 356 35127121

VANTAR, Sinooperi:

Martinkylantic 41, 01720, Tel: +358 8 3484466

VANTAA, Sinooperi Myyrmanni;

Iskuluja 3at, 01600, Tel! 1356 8 3467 0222

VANTAAR, Slnooperi Varist
Gartinkylantic 41, 01720, T

GIBRALTAR

GIBRALTAR, Bon-Mau Hobbles:
15 Parliament Lans, Tok 0035 074415

GREECE

ATHENS, Action Hobbies:
Cholargos, Tol: 0030 210 6564515
ATHENS, Fantasy Shop:

3 Seplemvriou 65, Tel: 0030 210 8231072
ATHENS, Fantasy Shop: Ag Paraskevl:
Agiou Ioannon 248, Tel: 0030 210 6005312
ATHENS, Fantasy Shop: Exarchela
Themistokleous 43-45, Tol: 0030 210 3828677
ATHENS, Fantasy Shop: Halandri
Kolokironi & Gini , Tel: 0030 210 687395
ATHENS, Fantasy Shop: Kifisia

Drosini & D Kryiakou 16, Tel: 0030 210 8016041
ATHENS, Fantasy Shop: Pelralas
Ypsilantou, Tof: 0030 210 4135757

ATHENS, Fantasy Shop: Perister]
Themisiokleous 52 & Theokrtou

ATHENS, Kalssa Amarouslou:

Kondili 7, Tel: 0030 210 6141675

ATHENS, Kalssa Chess & Gam

58 405616338

358 9 348 44 560

es:
Hallideomiou 8 & Ippohiratous 114 72, Tel: 0030 210 366488

ATHENS, Kaissa Glyfadas:
Xorikon 4, Tel: 0030 210 §962 057
ATHENS, Kaissa Halandriou:

Doutisis Plakentias, Tel: 0030 210 6898485
ATHENS, Kaissa Monokeros:
Tritis Septemvriou, Tel: 0030 210 8813 930
ATHENS, Kalssa Pagratiou:
P tassologiou 2-4, am‘m Tek 0030 210 7218316
ATHENS, Kaissa Pelral
ip ntou 174-176, Tel: 0(730 210 4296 636
ATHENS, Kalssa Plgasos:
Ditou 22, Tel: 0030 210 5786707
CHANIAZKalssa Chanion
108 Kydonias St, Tel: 0030 EE" 1088996
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CRETE, anh:sy Shop: Harekleion
Idomeneos 2, Tel: 0030 260 311312
CRETE, Kaissa Hania:

Kydonias 107, Tel: 0030 2627 068896
HALKIDA, CD Corner:

Miaouli 24, Tel: 0030 2221 087315
LARISAS, Kaissa Larisas:
Koumoundourou 22, Tel: 0030 2410
MAROQUSI, Battle Bunker:
Dionysou 9, Tel: 0030 2102 526738
PATRA, Fantasy Shop: Patra:
Pantanassis 75, Tet: 0030 2610 2;
PATRA, Kaissa Patras: Patra:
Gounan & Sisini 24, Tei: 0030 2810 625632
PERISTERIOU, Kaissa Peristeriou:

Dilou 22, Tel: 0030 2105 786707

PIREUS, Dragon’s Eye Store:

Koratsini 42, Tel: 0030 2106929169
THESSALONIKI, Fantasy Shop: Thessaloniki

Pl Navarinou 2 & D Gounari, Tel: 0030 2310 240193
THESSALONIKI, Kaissa Thessalonlki:

Skra 4, Tel: 0030 2310 257397

VOLOS, Fantasy Shop: Volos

Gallias 48, Tel: 0030 24210 26762

BAGYOGSZOVAT, Dawnspill Ltd:

Kossuth Str 12, 9145, Tel: 0036 203818134

BUDAPEST, Silverland:

Lajos u40, 1036. Tel: 0036 12504157

BUDAPEST, Trollbarlang:

Andra ut 33, 1061 Tel: 0036 13213279

MISKOLC, Deron:

Deryne u7, 3525. Tel: 0036 46411528

SZEGED, Cslllagveg:

Gogol u15, 8722. Tel: 0036 203371301
Legendak C: ka:

Pityer w42, 8000. Tel 003 703857926

SZOMBATHELY, Sarkanytuz:

Kossuth L 120, 8700. Tel: 0036 7031&\:‘515

VESZPREM, Sarkanytuz Veszprem:

Kossuth u10/a, Tel: 0036 705894130

ICELAND

REYKJAVIK, Nexus:
PO Box 5085, 125, Tel 0354 552 9011

Haita Grand Mail, Tel: 048503252
HERZLIA, Freak:
Sokolov 29, Tel: 039589077
RAMAT, Tapuah:
Hasharon, Oshishkin 33, Tet: 033
RAMAT, Tapuah Fantasy:
Hasharon, Sokolov 30
TEL AVIV, Freak:
Even Gavirol 60, Tel 036961826
TEL AVIV, Kitaro:
Werkaz Baalei, Hamalacha 12a, Tel: 036299320

K HOBBIES LTD: Hampesh Road,
Fgura Malta PLA 13. Tel: 00356 21
MSIDA, Forbidden Power

83 Triq Misrah H-Bacriart, Tol: 00356 21227999
MSIDA: University of Malta:

Tel: 00356 21 314299

GW AMSTERDAM:

Rokin 98, 1012 KT, tet: 0031 20 622 2063
GW ROTTERDAM:
Ofdenbameyelyp
0031 10 260 0268
GW DEN HAAG:
Schoolstraat 128, 2511 AX, to: 0031 70 382 7856
GW HAARLEM:

Gierstrant 29, 2011 GA, tef; 0031 23 551 7677
ALKMAAR, Bookers & Strippers:

Boterstraat 20-22, 1611 HP, Tel: 072 5121213
ALMELO, Somberg Modelbouw:

Grotestraat 136, 7607 CW, Tal: 054 5612081
ALMERE HAVEN, Fantasia;

Kerkgracht 41, 1354 AE, Tel: 036 5316017
ALPHEN AAN DEN RLIN, Top 1 Toys Arle vd Panne;
Hooftstraat 66-68. 2406 GL, Tel; 0172 472
AMERSFOORT, Spellenwinckel:

HMoaierstraat 19, 3811 EB, Tal033 4700322
AMSTEI.VEEN, Het ganzenbord:

Parievinker 59, 1186 ZB, Tel: 020 6412552
AMSTERDAM, Grote Beer Speelgoed:

Linnaeusstraal 106, 1092 CR, Tel: 020 4638886
ARNHEM, Spellowartier Arnhem:

Niouvestad 34736, 6811 BL, Tel:026 3702028

ASSEN, Plok:

Stationstraat 1, 9401 KV, Tel059 2313292

BERGEN OP ZOOM, Big Boys Toys:
Liovevrouwestaat 4, 4811 JJ, Tel 0164 250848
BERGEN OP ZOOM, Stripwinkel Gilles:

De Geus, Bosstraat 4, 4611 NC, Tel: 0164 247462
BERGEYK, Wouters Technohobby:

Pankenstiaal 31, 5571 CP, Tel 049 1550248
BREDA, Modelbouw Bliel
Boschstraat 23, 4811 GA, T
BRIELLE, Intertoys Brielle:
Nobelstraat 3-5, 3231 BA, Tek 0181
BUSSUM, Bakx Modeltreinen:
Laardarweg 3, 1402 BA, Tel 0356 918410
CULEMBORG, Draeckennest:
Handetlaan 25: 4102 AD, Tel: 0345 534501
DELFT, Top 1 Toys Speldorado:
Hippoiytusbuurt 21-25, 2611 KM, T
DEN BOSCH, Atomik Den Boscl
Hinthammerstraat 90, 5211 MS, Tel073 6145530
DEN HAAG, Interfoys Thereslastraat:
Thereslastraat 260-284, 2593 AX, Tel070 3473120
DEN HAAG, Spellenhul:
Zoutmanstraat 94, 2518 GT, Tel:070 3644782
DEN HELDER, Proton Modelbouw:

Zuidstraat 36, 1781 BS, Tel:0223 619068
DEVENTER, Knibbel Comics:

Nieuwstraat 38, 7411 L1, Tel:0570 616879
DORDRECHT, Hobby Modelbou

Dordrecht Voorstraat 360, 3311 X, Tol078 6312711
EDE, Tinnen Soldaat:

Weerd: 24, 6714 C8, Tek: 0318 653206
EINDHOVEN, Atomlk Eindhoven:
Piouwstrzat 7c. 5611 DA, Tel:040 29
EINDHOVEN, Gamesworld:
Viilemstrant 17, 5611 HB, Tal:
EMMEN, Interfoys J van Peer  :
Derkstraat 17, 7811 EK, Tok: 053 1615495
ENSCHEDE, Pilplines:

Pijpenstraat 34, 7511 GM, Tel: 053 4305727
GELEEN, Tactics
Anjelierstraat 3, 6163 CJ, Tol:046 4743016
GOES, Fantus Fantasy Stoi

Ganzepoorisiraat 25, 4461 JX. Tel: 0113 256174
GORINCHEM, Netten Modelbouw:
Kwekelstaat 30, 4201 JV, Tel: 0183 636000

wals 452, 3012,

076 5218596

al: 0152134516
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40 2454391

GOUDA, Intertoys v/d Wal:
hieuwe Markt 70, 2801 Gr Tel: 0182513525

GOUDA, The Movie Store:

Lange Groznendaa! 114, 2801 LV, Tel: 0182 522550
GRONINGEN, Krikke's Hobbyshop:

disuwe Wag 27, 9711 TE, Tel: 050 3129314
GRONINGEN, Wirwar:

Oude Kk in 1 Jatstraat 40, 3712 EL, Tot: 050 3148424
HEERLEN, Atomik Heerle
Gdnons(m—-( 17, 8411 HP, Tol 045 574 0232
HENGELO, Top 1 Toys Mickey van Wezel:
Burg. Jansenplein 14-17, Tek 074 2012200
HOORN, Het Gele Teken:

Grote Cost 35, 1621 BR, Tel: 022 9218523
LEEUWARDEN, Brattinga Speelgoed:

Si. Jacobssiraal 4, 8811 HT, Tel: 058 2125682
LEEUWARDEN, Spellekijn
Voorstresk 84, 8911 TH, Tel: 038 2131112
LEEUWARDEN, Top 1 Toys de Boer:
Schrans 94-38, 8932 MH, Tel038 21258;
LEIDEN, Magic Friends:
St. Aaglensiraat 26, 2312 BC, Tel:071 &
LEIDEN, Tolkienwinkel:

jtrechtse Jaagpad 2, 2313 KW, Tel: 071 5412324
LEIDEN, Vllegershop:

Tutmarkt 2, 2312 DK, Tel: 071 5132763
LELYSTAD, Treinenhaek:

Botter 44-15, B243 JE, Tel: 037 0253160
MAASTRICHT, Atomik:

Wyckarburgstrant 59, 6221 £8, Tel: 0933261631
MAASTRICHT, Hounjet:
BurgomeesterCortensir 18,
MAASTRICHT, Vlieg-er-ui
Brussclsestraat 70, 6211 PG, ‘!n\ 043 3251653
MIDDELBURG, Bockhandel Fanoy:

Markt 51, 4331 LK, Tel: 0118 836887

NEUNEN, Schellens Speelgoed:

Parkstraat 24, 5671 GG, Tel: 040 2832864

NIIMEGEN, Moenen & Marlken

Van Weldercnsttaat 70, 6511 WP, Tek: 024 3236119
OEGSTGEEST, De Tombe Toys for Boys... and Men:
De Kempenaarstraat 77, 2341 GS, Tel: 071 5172977
OPLINEN, Spelkelder:

C van Opijnonstraat 20, 4184

OUD-BELJERLAND, Mourlts Model-Hobhy:
Croonenburgh 32, 3261 AG, Tel: 0186 621931
ROERMOND, Bloemboetiek Hermien:

Nassaustraat 66, 6043 ED, Tel: 0475 321710
ROOSENDAAL, Jadin:

Oude iMarki 58, 4701 PM, Tok0165 557864
SCHEVENINGEN, Acme Moviestors;

Pataceptain 11, WE, Tal: 070 3587589
SCHIEDAM, BTS:
Grosnelazn 49, 3114 CB, Tek: 010 4730755
SCHLINDEL, Top 1 Toys Anniel
Hoofdstraat 133, Tel: 073 ¢ 5
SITTARD, Atomik Sittard:
Stationstraat 19, 6131 AX. Tel 046 4515074
SLUIS, V/d Vijver:

Oude Kerkstraat 7, 4524 CT, Tel: 0117 461393
SOEST, Top 1 Toys Soe:
V Weadestraal 16, 3761 CE. Tel: 035 6290444
TILBURG, Labyrinth Tilburg/Bred,
Langestraat 176, 5038 SH, Tal: 013 5443700
UDEN, Goblin:
Brabantplain 167, 5407 GS, Ty
UTRECHT, Acme movieshop:
Diigharingenstraat 4, 3511, Tet030 2333508
UTRECHT, Elf Fantasy Shap:
Oude Gracht 207, 3511 RH. Fal: 030 2617157
UTRECHT, Whoops:
Springwag 1, 3511, Tal: 030 2304 123
VEL M
Zadelmakerstraal 6¢, 1991JE, Tel: 023 5376016
VENLO, Modelbouw Luthart:
Postbus 1213, 5300 BE, Tel: 077 3542688
R, Top 1 Toys
2242 KK, Tel: 070 5110211
K, Top 1 Toys

Wislerstraal 60, Tal: 0543 512827
WORMERVEER, Mini-Wonders:
Antllenstraar 1, 1521 AT, Tel: 075 6401617
ZUTPHEN, Vreemde Zaok:
Groena markt 2, 7201 HX, Tel: 0575 511566
ZWOLLE, Boskenhalte:

Assendorperstraat 103, 801" DH, Tel:038 4221077
ZWOLLE, Games-n-us:
Diezarpoorionplas 38, 8011 VX, Tel: 038 4216385

GW 0SLO:
iollargata 7, 0179, tel: 0047 22 33 29 80
ARENDAL, Norll Arenasenter:

Torvet 10, N-4800, Tef: 37025454

BAERUMS VERK, Trollstuen Barums Verk
Leker A/S:

Basiums Verk Lekor AS, N-1317, Tel: 67133850
BERGEN, Avalon Bergen AS:

Fortunen 4, N-5013, Tal: 55314822

BERGEN, Lekeklossen:

Ostre Nastiunvel 16, N-5221, Tel
BO, Ringo Bo:
Bo-Senteret, h-3800, Tol: 35051132
BODO, Underholdningsmagneten:
Sandgt. 3, N-8006, Tel: 75525070
DRAMMEN, M
Nedre Storgaten 6, tAagasmet, N-3015, Tel: 32828160
EGERSUND, Glasmagasinet Ogrey:

Storgt. 3536, N-4370, Tel: 51461900

EIDSVOLD, Brio Eidsvoll:

SUNDGT. 7, N-2081, Tel: 53861955

FAUSKE, §;

Storgl. 73, 18200, Tol: 75616022

FLISA, Ringo Bamsefar:

Flisa Stormarkad, N-2270, Tel: 62056290

FORDE, Lelkehuset
Storehagen 8, N-6800, Tel: 57820102
FREDERIKSTAD, Leketorvet:

Brock, GT 7-11, 1601, Tel: 69315620
GIOVIK, Leke-Olsen:

Storgt. 10, N-2015 , Tel: 61108210
HALDEN, H. Andersen Interbok:
Storgata 16, N-1781, Tel: 69178400
HAMAR, Lekehuset Maxi:

Aslalc Borts gt. 48, N-2316, Tel: 52533808
HAUGESUND, Sentrum Leker A!
Haraidsgl. 121, N-5527, Tel: 52731500
JESSHEIM, Kanutten AS:

Bingvn 4, N-2050, Tel: 63074567
JESSHEIM, Brlo Jesshelm:

Jossheim Storsontor, N-200, Tel: 63973770
KARMSUND, Centro Handel A/S:
Haraldsgl. 125, MN-5508, Tol: 52621880
KLGFTA Brio Trille:

s veien 86 Romerikssanterel, N-2040,
T 997436

KONGSBERG, Rolf Liane AS:

Kickegaten 6, -3616, Tel: 32731161
KONGSVINGER, Gégata Leker:
Jombaneg. 6, N-2211, Tel: 62817611
KRAGERD, Brio Karl's Hobb,
Torvet 4, N3770, Kragero Tek: 35

=t

413 270662

Langstraat

2650

80484
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KRISTIANSAND, Gustav Pederse:
Henak Wergelandsgt. 27, N-4812, Te
KRISTIANSAND, Hobby Huset
Hearik Wergeiandsgl. 26-36, N-4612, Tel: 38020310

Outland
Markonsgt. 24, M-4611, Tel: 38093420
KROKSTADELVA, Helmax Leker:
Buskerud Storsenter Sandstranda 24, N-3054, Tel: 32879910
LANGESUND, Tarangers Eff Per:
Torvet 4, 1-3970, Tol:35973662
LARVIK, mngn Larvik:
Prinsagl. 3-9, N-3
LARVIK, Sakrnlos Lekeland:
“Torvet Ba, N-3256, Teh 33185437
LILLESAND, Ringo Gavemagasinet:
Strand Gata 6, N-4790, Tel: 37273225
LIERSKOGEN, EB Games:
Drammenveien 201, 3420, Tel: 32653640
MO I RANA, Lekehjornet Mo:
flordahi Gricgs G. B, M-8622, Tal: 75151717
MOLDE, Lekejornet Mo:
Torget 1, 6413, Molda Tal: 71219363
MOSJOEN, Hobbysentret:
.14 Havigsgt. 18, N-8651, Tol: 75170170
MOSS, Trollstuen Leker M

¥
MOSS, Frisenfeldt:

Dronningensgt. 10, M- 1530 Tel: 69251290
MYSEN, Saker og Ti
Jerbane gaten 13, N Xﬁ.ﬂ Tet 590194
NARVIK, Brio Lek Center Narvik:
Bofagsgata § Amfisentral, N-8514, Tel: 76083472
NARVIK, Barnas Verden:

Kongansgl. 66-70, N-8514, Tel: 76946505
NESTUN, Lekeklossen:

Ostre Nesttunvel 16, 5221, Tel: 55922650
ODDA, Ringe Multisho,

Suafjordseivieret, 5750, T
0SLO, EB Games:
Jernbanetorget 6, 01

53644328

54, Tol:

0O5LO, Avulun
Akers GT39, 0151,
05LO, EB Gnmes
Stranden 3, 2500,
05LO, Outland:

Sombanstorget 1, M-0154, Tel: 22177010
05LO, Ringo Thomas Leker:
Bergensveien 4, N-0863, Tot: 228
OSLO, Vinderen Leker:
Slemdaisy. 72, M-0373, Tek 22400640
OSLO, Fetter Klovn cc West:

Lifto Akerveien 16, N-0383, Tel: 28731777
PORSGRUNN, EB Games:

Storgl 70, 3902, Tel: 35512920
SANDNES, EB Games:
Gamle Stokkavei 1 431,
SANDNES, O Saelan
Langgaten 44, 1-4031, Tel: 51661508
SANDNES, Brio l.uksnnlnr Kvardrat:
Kvardrat Lura, N-4391, Tol: 51960444
SANDVIKA, Hobby Larsen:

Sandvika Storsenter, N-1300, Tel: 67540107
SKI, EB Games:
Jernbaneveien
SKI, Titt-Inn:
Jembanasvingen 6, M-1401. Tel: 64857777
SKIEN, Gulset Leker
tyhusvn, 14, N-3726, Tek35511120
SOLA, Sola Gaver og Leker.
Solakrassen, N-4050, Tel 763
5ONGDAL, Sogndal Glasmago:
Sogningen Storsantar, N-8851, T
SORTLAND, Ringo Bamse Leker:
Skibsgarden, N-5400, Tet: 76113374
STAVANGER, Veslefrikk:

Skagen 12, N-4006, Tel: 51385232
STAVANGER, Outland Stavanger:

Kirks gt 2, N-4006, Tei: 51938080
STOKMARKNES, Stokmarknes Aktietrykkerl:
tAarkodsgt. 12, N-8455, Tol: 76117750
STROMMEN, EB Games:
Stoperiveien 5, 2010. Tel: 6381
STROMMEN, Standard Hobby og Leker:
Stoperiv. 5, N-2010, Tet: 63899520
SURNADAL, Presangen:

Amfisanierst oran. 4, N

Tel: 51631940

, 1400, Tak: 84867000

Kyrkevsisn, 6239, Sykidyven, Tt 70251029
TONSBERG, Gledeshus:
0. Langgato 47, H-3110. Ta
TONSBERG, Mia:
Farmans Stradet, Jembanagt 1D, 3110, Tel: 32626180
TROMS®, Tromso Bruktbokhandel:

Kirkegh. 6, N-9008, Tel: 77686874

TRONDHEIM, Avalon Trandhelm

Kongens galo 21, b 701'1 Tel: 7.35( 2868
TRONDHEIM, Qutlan

Mun en 58, 7011, ﬁm‘u\m!\ Tel: 7.
TRONDHEIM, Tronderfrim:
St Oiavs Gt 11, N-7012, Tet
TYNSET, Tynset Bokhand:
Brogl. 24, N-2500, Tel: 52480058
vnnsn Brln Vndsm
W. And 4, N-9611, Tol: 76342
VIN.IE, Rlngu Vlnle.
Vinje Multishop, 3850, Vinje, Tel
ALESUND, EB Games:
Grimmergata 1, 6001, Tel: 70128787

ALESUND, Kremmerhuset:

Langelands v24,Spielkavik, M-6022, Tel 70143770
ALESUND, Spiderman:

Sformou Syd, Langelands v25, 6010, Tel: 93510222

BIELSKO BIALA, Gn:
Sakolna 15, 43200, Tet 0048 338124686

GDANSK, Iskra

80 239, Miszeviskicgo 16, Tal: 0048 58 5201952

GDANSK, Spyder Games:

ul. Lendziona 4E, B0-264 Tel: 00 48 502 638 324

GDYNIA, Game Station:

a1 572, Waleriana Szefki, 20/B8, Tel: 0048 587811180

GLIWICE, Game Station:

ul. Boh, Gatta Warszawskisgo 12, 44-100, Tal: 00 48 504 255

e

KATOWICE, Bard Centrum Gler:

40 049, Kosciuszki B, Tel: 0048 322571817

KIELCE, Sklep RPG Gracz:

Mata 12, (W Bramio) 25 300, Tol: 0048 507013367

KRAKOW, Bard Centrum Gler:

ul. Batoreqs 21/17, 31 135, Tel: 0048 1263206735

LODZ, 'Ajk' Firma Ksiegarsk

Piotrkowska 90, 80 103, Tal: 004

LODZ, Gamelord:

Piotrkowska 101, 80 425, Tel: 0048631111611

LUBIN, Balrog:

Grotigera 9,

LUBLIN, Krzys:

Kapucynska 6, 20-009, Tel 00488

1025

48426398301

00, Tel: 0048 & 1813

22986
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Vfsarims Verk Lokor AS Al Senteret Bronninggt 3, H-1530,
585

NOWY SACZ, Sklep Hobb
ul. Jagietionska, S0A, 33-100 Tet: 0048 604133612
OPOLE, Hms Il Computers:

Krakoviska 41A, 45-018, Tal: 0048774547413
POZNAN, Bard Centrum Gler Poznal

Sw. Marcina 41, 61-808, Tel: 00486185
SZCZECIN, Elf:

i iego 26, 70-442, Tel: 0048608550385
‘ORUN, Skiep Paplerniczy:
Szeroka 46, 87-10, Tel: 00485865
WARSZAWA, Arkana Ksiazl
Pi Wilsona 4, 01-627, Tel: 0048 228399417
WARSZAWA, Dom Wydawnicry Bellona:
Przedmiescie 11, 00-068,
48228261707
WARSZAWA, Fabor Faber S)

Pulawska 11, 3, Tel: 0048228431265

wm:sznwn, Cytadela:

Aleja Komisii Edukaci Marodowe] 88, 0277, Tel: 0048 601323
209

8277

593

WARSZAWA, Firma Ksiegarska Centaur:
ul. Brazylijska 9. 03-868, Tol: 0048 6175746
WARSZAWA, Sklep Moriol
ul. Powst. Slaskich 124, Tel 0048 502077155
WARSZAWA, Warsaw Model Center:
Tyniecka 36, 0261, Tol. 0048226468414
WROCLAW, Bard: _

Ruska 4606 (P
WROCLAW, Ogryn

Szewska 6/7, 50-052, Tek 0048717851057

RUSSIA

KRASNODAR, Alegris-Jug (Seuth):
Krasnaya st, ba3, Krasnodarskiy Dom, Knigi Tek:
008612730331
MINSK, Valahanovich ent:
Jahn Kolas st, Exhibition center OLYMP, Tel: 8029 6
MINSK, Valahanovich ent:
Masherova av b, Palace of Sports, sacond floor, Tei: 6020
6548326
MOSCOW, Alegris:
Dubinskaya 45, 127 474, Tel; 00900 708
MOSCOW, Alegrls:

fetro station Aliekeiojaviskaya Prospelt Mira 108, Tak
70352168126
NORILSK, Na Styke Mirov:
Komsomalakaya s,

0-079, Tal: 0048713417472

4882055

NOVOSIBIRSK, Icehummer:
Krasiviy prospect, 70.
SARATOV: Mir Detskiy

irov av, L43, Detskiy Wi, sacond ficor, galery, Tel 64 5840
ST PETERSBURG, Ari-Minlatures:
Sudova st, b1, third fioor, trade centar Ev
TAMBOV, Hobby and Igrushkiz
Intematsionalnaya st, b54-b, Tor

TULA, Viking:

Prospak! Lenina 70, Shopping Con

BELGRADE, Anet Computers:

Zvecanska ta, 11000. Tel 00381 1126522536
BELGRADE, White Dragon:

Vojvode Milenka 44, 11000. Tel. 0038 163827222
NOVI SAD, Valhala:

tAasarikova 18, 21600. Tel: 0038 12131538
NOVI SAD, Dragon:

Krafja Aleksandra 4, 21000. Tel: 0038 163824038
ZRENJANIN, Taked

Sarajfijina 5, 23000, THI 0038 12384572

SLOVENIA

LJUBLIANA, Crna Lukn]s
Polja 000, Tel: 0
LIUBLIANA, Pri Goblinu:
Dofanjaka Costa 11, 1000, Tol: 00305 40633230

CAPETOWN, The Boys and Mens Hobby Shop:
Tei: 0027 21 914 6668
CAPETOWN, Wizards Warehouse:
Tak 021-6830360
LINMEYER, Dragans Den:
Tol: 0027 082 824 4124
JOHANNESBURG, Esswex Retall:
Tel: 0027 11 8683619
, Wizards
Eden Vale, Tel: 0027 21 683 0360
RANDBURG, Otherland:
Shep G10B, Brightveater, Rep

[ STOCKHOLM'
Roge! 11 30,
X GW GOTEBORG:
X(Jx\jsga(nn 28, 411 19, tel 0046 311 33 958
ANGELHOLM, Leksaksmagasinet:
Framiidsgatan 1,262 84, Tel: 043182350
ALVESTA, Lek and Hobb:
kvagen S, Torggatean 2, 34233, Tel: 047213750
ARLOV, Hobbex:
Kronetompsvagen 2, 232 37, Tel: 040433
ARVIKA, Perry Dat
Kopmangatan 4, 671

s, 812 3321828

iy Mir, Tol: 812 3321828

iplcx, Gostinniy Dvor,

@ 19,

ic Rd, Tel 0027 117944571

111 53, 101 0046 8 213 B4O

AVESTA, Vega Video:
Kungsgatan 16, 774 30, Tel: 022660078
BOLLNAS, Torgboden:
Vistra, Stationsgatan 8, 82143, Tak 0278611304
BORAS, Barnens Butik:
Knallerian, 50630 Tel: 033140610
BORAS, EB Games
Knalledan, Skaraborgsvigen, 50630, T
BORAS, EB Games:
Stora Brogatan 7, 563 30, Tek 033126710
BORAS, Hobbex:
Skaraborgsv 62-64, 506 30, Tel 033418360
BORLANGE, EB Games:
Kupolen, 781 70, Tel: 024380860
DANDERYD, Leksakshuset:

torby Centnim, 182 31, Tel: 0862266228
ESKILSTUNA, Lasses Leksaker:
Kungsgatan 21. 632 20, Tol 016130335
ESKILSTUNA, Barnens Hus:
Folkestaleden 40, 635 10, Tel: 016481138
ESKILSTUNA, EB Game:
Cityhuset ~ Kungsgatan 24,
FALKOPING, MysPys:
Storgatan 2 2142, Tel: 051581130
FALUN, Tv-spelsbérsen:

Falugatan 2, 791 71, Tol 02327775
FALUN, Spel & Hobby:
Asgatan 43, Tel: 02314848
FALUN, EB Games:
Atiarshusat Holmen Ostra Hamngatan B, 79171,
Tol: 0231228
FARJESTADEN, Leksaksmagasinet:
Olands Kopstad, 386 31, Tel: 048534570
FARSTA, EB Games:
Storforsplan 42, 123 47.3al: 086058160
FINSPANG, Alltile
Bergslagstogot, Te

33105810

20 Tel: 016514500

Kalkognsgatan 1 61230, Tk 12214120

econd ficar, Dom Byla, 127 474, Tel: 8029

GAMES WORKS

GALLIVARE, Lekia:
tetall Vagon 14, 962 38, Tel: 097
GAVLE, Hobbyshopen:
Drotininggatan 25, 60311, Tel: 026186299
GAVLE, EB Games:
fian ~Drottninggatan 9, 80320, Tel: 026129800
GISLAVED, Albe Leksake:
Sédra Storgatan 10, 332 33, Tel: 037110733
GOTEBORG, EB Games:
Kungsgatan 56-60, 411 08, Tel: 0317010890
GOTEBORG, EB Games:
Jamtorget 4, 413 04, Tel: 031241468
GOTEBORG, EB Games:
Femmanhuset, 411 06, Tel: 031150366
Lilla Guls :
ommmgv VAg 17, 134 40, Tet: 0857036800
HALMSTAD, EB Games:
Drotining Kristina Passagen, 302 42, Tel: 035128260
HALMSTAD, Lekcenter:
Stoning 6, 302 60, Tel: 035126260
HAMBURGSUND, Wizard Games:
teestrand Radalen 6. 45070,
HARNOSAND, Escape Dat
Bergsgatan 6, 87130, Tel: 0611
HELSINGBORG, Fantasia:
Mona Kyrkogatan 10, 252 23, Tol: 042242494
HUDIKSVAI.I., Albins Leksaker:
Storgatan 24, 824 30, Tel: 0650595062
JARFALLA, Hnbhex
viarten, 17538, Tel: 0858018091
JARFAI.LA, EB Games:
Tomerplatsen 30, 177 30, Tek: 0858032300
JONKOPING, EB Games:
stra Storgatan 7-8, 55321, Tel: 036128775
JONKOPING, EB Games:
AB Kepcentrum Stdrz lasintaget, 55305
JOHANNESSHOV, EB Games:
Asanavigen 55-63, 12177, Tok 086486400
KALMAR, Ojtoy:
Skeppsbrog. 12, "%02 31, ol 046022002
KALMAR, Kalmar Lnk a. Hobby:
Stidra Langgatan 3 2, Tek 048024717
KARLSHAMN, l.nk:ukshuin 1:
Ronnbyg 37, 374 35, Tel: 045410381
KARLSKOGA, Leklédan:
Bergsmansg 17, 691 31, Tel: 058633333
KARLSKRONA, Fact & Fictlon:
Horea Kungsgatan 7, 37133, Tef: 0455
KARLSKRONA, Leksakshuse
Lallerstodisgl.s, 37 154, Tei: 045
KARLSTAD, EB Games:
Bergvik Kopeante Funma:\' Vig, 653 46, Tel 054560830
KARLSTAD, EB Gami
Drofininggatan 21, 652 24, Tel: 054183010
KARLSTAD, Rollspels Och Fantasy Butlken:
ftungsgatan 6, 652 24, Tek: 054157350
KIRUNA, Lekhusef
Box 2081, 921 02, Tel: 098062550
KISTA, EB Games:
iiste Gallerlan, 16491, Tel: 087506550
KOPING, MD Hobb
Schellegatan 7, 73732, Tel: 0736426178
KRISTIANSTAD, Spel P& Vallgatan:
Ostra Vallgatan 2, 291 31, Tel: 044101091
KUNGALV, Lek & Hobby:
Viistia Gatan 62, 442 51, Tol: 030313940
KUNGSBACKA, Lek & Hobby:
S.Torggatan 6, 434 30, Tel: o'mmm'la
KUNGSBACKA, EB Gam
\gsmissan, 434 30, Tel 0071240
LAHOLM, Leksaksaffaren:
Tradgardsgatan 14, 31222, Tel: 043010069
LANDSKRONA, Leksalshuset:
£g. 45, 261 38, Tel: 041810790

502

5956

16710

30214940

LIDINGO, Karena:
Stockhoimsv 55¢, 181 34, Tel: 087656660

LIDKOPING, Game Mania

Torggatan 3, 53131, Tal: 0708 18027
LINKOPING, Sagoland:

Svedangatan 18, 58273, Tel: 013122290
LINKOPING, EB Games:

Tanneforsgatan 2, Tel: 013137840
LJUNGBY, Lekia:

Eskilsgatan 1, 341 30, Tel 037273481
LIUSDAL, Alblns Leksaker:

N Jarnwags: 47, 82732, Tel: 0651711682
LULEA, anmms Hus:

Barnv 25, 973 40, Tel: 0920220095

LULEA, EB Games:

Storgatan 51, 972 31, Tel: 082025¢
LUND, Spel pé Clemenstorg;
Clomanstorgat 6, 22221, Tel: 046127610
LUND, EB Games
fiova Lund, Fore:
LUND, Utopla:

Skolgatan 3A 22361, Tel: 046136111
LYCKEBY, Serleslusse
fiksv 34, 371 62, T
MALMO, EB Games:

Hamngatan 3, 21122, Tel: 040230380
MALMO, EB Games:

Triangsin, S Forstadsg 41, 211 43, Tel: 040124
MALMO, Kronprinsen:

Regerments Gatan 52, 217 48, Tel: 040910648
MALMO, Phantacity:

Gustav Iollersgatan 2, 211 §1, Tel: 040123719
MALMO, Utopla M
Ragem 2433, Tel: 010127
MORA, Lek & Hubhy

Skaimyrsv. 33 Moot Kdpeentum, 782 30 Tel: 025071628
NACKA, Amusar:

Sirocvog 10, 131 34, Tek: 086440540

NORRKOPING, Bri
Drotininggatan 55, 601 32, Tel: 011124088
NORRKOPING, Hobbyhsrnan:
Drottningg 18, 602 24, Tel: 011162120
NORRKOPING, Lekhuset:

Jumgaten 21, 602 23, Tel: 011287070
NORSBORG, EB Gam

Hallunda Torg, 145 €2, Ttl 0853175100
NYKOPING, EB Games:

Vastra Storgatan 12, 61131 Tel: 0155262050
NYKOPING, Laka TV Spel
Ostrastorg 22, 61104, Taf: 01
NYKOPING, Bara Spel o Hobb;
Bagaregatan 35, 611 30, Tel: 015 2:!&)750
NYNASHAMN, S\mnsLek&Hnbb :
Stadshusplatsen 4, 1 Tel: 0852010391
ODAKRA, EB Gomes:
Marknadsvagen 9, 26036, Tel: 42202140
OREBRO, EB Game:
Kramaren Drotiningg:
ORMINGE, Happle:
Orminge Centruin, 13200.
ORNSKOLDSVIK, Lajbans:

Mygatan 18, B31 33, Tek: 066083100
ORNSKOLDSVIK, Sound & Vislon:
Skolgatan 11, BO1 33, Tek: 068019924
OSTERSUND, Hobbybaden:

Kopmangatan 31, 831 30, Tel ocas13a10

svagen 10, 27761, Tel: 046128940

261000

27.702 22, Tel 019120140
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PITEA, Barnens Hus:

Backev 55, 841 47, Tel: 091119910
RIMBO, Fantasybutiken:
Képmannagatan 7, 76231, Tel: 017572777
SAFFLE, Hobbykallarn:

V:A Storgatan 6, 661 30, Tel: 053310345
SALA, Elons Leksaker:

Radhusgatan 10, 733 30, Tel: 022410314
SIGTUNA, Ide House:

Stora Gatan 52, 193 30, Tel: 0859255766
SKARA, Vincit (Distributor):

Tei: 0511 55000
SKARHOLMEN, EB Game:
©, 127 48, Tak: 067405100
SKELLEFTEA, Barnens Hus:

Uppfinnaw 5, 931 42, Tek: 091013990
SKELLEFTEA, Lek & Hobby:

Nygatan 49, 931 31, Tel: 691012980
SODERHAMN, Barnens Hus:

E-Center, 825 40, Tok: 027014220

SODERTALJE, EB Games:

Stogatan 4 , 151 7, Tel: 0855016232
SOLENTUNA, Barnens Hus:

Bolistandsy, 1, 192 76, Tel: 086269940

SOLNA, EB Games:

Hotelgatan 8, 171 45 , Tel: 084705400
STENUNGSUND, Barnhuset:

Stenungstarg, 444 30, Tel: 030360384
STOCKHOLM, EB Games:

Hamngatan 37, 111 53, Tek 084112151
STOCKHOLM, EB Games:

Karfaplan 13, 115 20, Tel: 086603310
STOCKHOLM, EB Games:

Passagen, Rogeringsgatan 42, 11156, Tel: 08211250
STOCKHOLM, Sclence Fiction Bakhandeln:
Vaslerang Gatan 48, 111 27, Tel: 08215052
STRANGNAS, Tv Spelshérsen:

Teadgardsgatan 20, 645 31, Tok: 015210191
STROMSTAD, EB Games:

Norby Shopping Centre, 45292, Tel: 52640477
STROMSTAD, Kjells Lek & Hobby:

Sadra Hamngatan B, 452 30, Tel: 052615989
SUNDSVALL, EB Games:

Vardshuset Storg.26, 852 30, Tel: 060530473
SUNDSVALL, Orlon Spel:

Kopmangatan 5, 852 31, Tel; 060155047
SVEDALA, Elbe Lekls:

Storg 40, 233 31, Tel: 040400318

TABY, Hobby & Prylar:

Valiatorp 1F, 18752, Tel: 0851050426

TABY, EB Games:

Stortorget 150, 183 34, Tak 0854474400
TOMELILLA, Alfs Leksaker:

Norregatan 6, 273 30, Tel: 041710008
TROLLHATTAN, Partal:

Ladugardsvigen 12, 461 70, Tel: 052073499
TROLLHATTAN, EB Games S&S Huset:
Ladugdrdsvagen 13, 46170, Tel: 052031870
TUMBA, Leksakskungen:

Tumba Torg 7, 147 30, Tel: 0853038000

TUMBA, Kom & Lek:

Bryggarv. 57, 147 30, Tal: 0853060011
UDEVALLA, EB Games Torp:
Bredvid Gallanx, 451 76, Tel: 052288650
UDEVALLA, Alfreds:

Torp Kdpeantium, 451 76, Tel: 052280899
UMEA, BARNENS HUS:

Sjomy 11, 906 40, Tet090777702
UMEA, EB Gomes:

‘Wasagallenian, 803 26, Tef: 090701580
Umed, Fantasi
Storgatan 44, 903 26, Tel: 090770360
UPLANDS VASBY, Lekia:

Dragonv. 86, 194 00, Tel: 0859030333
UPPSALA, Prisfyndet:

Kungsgatan 39. 753 21, Tol: 018106607
UPPSALA, EB Games:

Bredgrand 4, 753 24, Tel: 018141315
UPPSALA, HobbyGames:

Skolgatan 7, 750 02, Tel: 038711590
UPPSALA, Barnens Hus:

Bolandsgatan 15a, 753 23, Tel: 018602970
VARBERG, Spelbutiken:

Norgatan 10, 432 41, Tel: 0340878610
VARNAMO, Gamesmania:

Storgatan 34, 331 31, Tef: 037214550
VASTERAS, Zetterlunds:

Storagatan 33, 722 12, Tel: 021104484
VASTERVIK, Lehstugan:

Hamn Gatan & 3 20, Tel: 040036171
VASTRA FROLUNDA, Toys:

Box 30, 421 21, Tel: 031459401

VAXJO, Helges Hal
Kiosterg. 4, 352 30, Tak: 047021802
VETLANDA, Leksakslagret:

Lasarattsgatan 21, 574 40, Tei: 036319980
VIMMERBY, Kerstins Hus:

Sadra Industrigatan 15, 598 40, Tel: 049231188
VISBY, Lekstugan:

ten 18, 521 57, Tel: 0498215050
YSTAD, Tv Spelshérnan:

Tubaksgatan 16, 271 41, Tel: 041166680

TURKEY

BESIKTAS, Sihir:

Hasfinn Cad no 2!

KIEV, Charge:
Lagerna sir 40 (tAetro Beresteska), Apt 29. Tel: 0038
0344367671

UNITED ARAB EMIRATES

DUBAI, Fantasy Games Trading:
Jumetra Plaza, #&Beach Road, Dubar,
Tel: 0071 506444689

Tol: 0090 212279
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Gaming room, you'll find
yourself in the capable
hands of Gary Warriner,
one of the north’s most
experienced managers,
with 10 years under his
belt. And he has big plans

: ' for his enormous venue.
Gary Warriner | want this place to be
full of passionate hobbyists playing the game
the way it should be played,” he says. “If you
want to play here, your models have to be fully
painted and based.” Though this sounds tough,
Gary says it's encouraged people to get those
paintbrushes out. “When you push the
boundaries like that, it elevates the hobby.” He’s
right, as the fantastic conversions on display in
the cabinets attest.

There’s a real sense of community in Newcastle,
as it has a long-established tribe of gamers.
You'll see around 30 people in on Tuesdays and
Thursdays, when the store is open until 10pm
and 8pm respectively. On Sunday the 16+
Gaming Room age restriction doesn't apply, so
anyone is free to battle between 11am and
apm. It’s the same in the school holidays, as
Gary has a staff member in the Gaming Room
on many days.

Tuesday nights at Newcastle have a staff
member to hand to help you play campaigns,
while Gary is also planning a special Fanatic
evening. Also on the cards are spectacular
events like the long-remembered Cityfight day
based on the WWII allied invasion of Holland
which he ran in the old store, attracting 80
gamers! He's also got his guys building
jungle terrain for every one of his 12 tables
for The Conquest of the New World.

Just make sure you play nice when Gary’s
about, as he's a firm believer in the spirit of
the hobby. “It's a game about a war, not a war
about a game,” he tells us. -

~ e
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If you go to the Newcastle

MINIATURE SHOWCASE:
GW NEWCASTLE

These are some of Gary Warriner's Blood Angels, a mere
faster of what is a much larger force. The Captain mode/
is based upon the Emperor’s Champion miniature and
includes an Inquisitor's Servo-skull, while the Rhino has
a converted crewman posed to look as if he is leaning
on the roof entry hatch.

If you want to see more of Gary’s army, which boasts a
flying Death Company Chaplain and an excellently
converted Dreadnought, then pay Newcastle a visit!




Find your nearest Gaming Room on these pages

on our website: www.games-workshop.co.ul/storefinder
by e-mailing us: hobhyspecialists@games-workshop.co.uk
by calling us: 0115 91 40000

e

. PLACE FOR EXPERIENCED GAMERS YEARS OF EXPERIENCE ALL GAM
1e age limit on Gaming Rooms gives older gamers a place to play games When you grow weary of constant battle, you can head to the Gaming Play the games of your choice. There are tables and scenery for

thout distraction. All gamers who attend will have some degree of Room'’s special painting area where you can sit and paint while swapping Warhammer 40,000, Warhammer, The Lord of The Rings, Epic, Battlefleet
perience, so you should have no trouble finding a challenging opponent. modelling knowhow and old war stories with other hobbyists. Gothic, Blood Bowl, Inquisitor, Necromunda and Mordheim.

'GAMING-ROOMS ACROSS
THE UNITED KINGDOM

™ Equipped with loads of tables and
scenery, our well-appointed Gaming

Rooms are the best placesto goto . gy aperdeen............... 01224 649779
play games and enjoy the hobby. ¢ GWBAth ..o 01225 334044
You'll find everything you needto ~ ° g“:"v g“’:"'ev ------------------------ gfggg gggggg
., . . o UKFon ...
fight a great battle, paint, get advice , g\, Cambridge 01223 313350
and more. « GW Carlisle ... 01228 598216
. o GW Chester ... 01244 311967
Like a regular Hobby Gentre, all Gaming o GW Dumfries ..........cccc...... 01387 249702
Rooms provide the full range of Games o GW Exeter ...............c........ 01392 490305
Workshop services. They are larger than o gy glasgow..................... 01412 211673
a normal Hobby Centre and have many o gy Harrogate ................. 01423 564310
]Eaﬁ'esvhmﬁ‘t‘)'”.gtthem perfect for meeting o gy jpswich .........c........ 01473 210031
ellow hobbyIsts. o GW Liverpool ............oooo.... 01517 030963
During the week we have to restrict o GW Macclesfield ................ 01625 619020
Gaming Room facilities to those over o GW Maidenhead ................ 01628 631747
T — the age of 16, but at weekends the * GW Middlesbrough .......... 01642 254091
ol My cobidy ol o 1 facilities are opened up to all hobbyists.  « Gw Newcastle ................ 01912 322418
a belt-slung bolt pistol and power sword. Gaming R Feat e GW Newport..........ccccoennne. 01633 256295
aming hoom Features « GW Northampton ............... 01604 636687
« Varied scenery and table set ups « GW Poole g 01202 685634
BLOOD for Warhammer, Warhammer 40,000, o gy Shrewshury ..............01743 362007
REAPER ggzcﬁgﬂgtoég e Fings a2l e « GW Sutton Coldfield _.......01213 543174
« Dedicated painting areas. © GW UXBIidgE ... 01895 252800
* Special events, battles and campaigns. : gw Wake"i'd """""""""" 8133; g?g;g;
o Minimum age Of 16 on Weekdays. Orcester ......ccovcvveivvans

All our Gaming Rooms are currently
running special games of Warhammer

This heavily modified Defiler dubbed, ‘Blood Reaper’, .
is featured in the Warhammer 40,000 rulebook! It 40,000 for our Ichar IV campaign. In

was converted by Roy Morris and painted by GW Newcastle, Gary has some special

staffer Gary Shaw. You can see it displayed in one of . . .
Newcastle’s glass cabinets. It's enormous! events plannEd- Give him a call to find

\_ ) out what they are.

D A e e e e T L T e s T D e e e e SRS B et S S A

www.gnmesv-work.shop.co.uk/shbpping/gamingrooms 137



0BBY SUPPLIES

Most gamers concentrate on painting their army and forget about the bases until the last moment.
But by taking a little more time over them you can transform the look of your armies. With this in
mind, Adi Wood turns his hand to bases and the wide variety of modelling and painting materials

you can use.

CHOOSING COLOURS

The fastest way to establish a
unified look for your models is to
paint all the bases a single overall
colour. Unless painting a display
miniature, the colour should
ideally match the finish of the
gaming board you regularly play
on; be it grass, concrete, earth or
desert. If, however, you tend to
play at lots of different venues, at
tournaments for example, it's best
to go for an earth-tone or green,
as many boards are grassed.

Graveyard Earth Goblin Green

Scorched Brown Bestial Brown

Codex Grey Snakebite Leather

e o T SR, A

 MODELLING CRATERS

- Green Stuff is hormally-used to fill

- gaps and to sculpt details onto

- miniatures; however; it:can also he

. -applied to bases to-give. different

" -effects. As an example, here’s how to
' give yourhase a cratered surface.

To begin.with, break off-equal amounts
of the two-colour putty-and mix them
together-until-it takes.on a-uniform
colour. Then-roll the mixture into-lony,
: -thin sausages, and follow these steps.

138 HOBBY SUPPLIES
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TEXTURE

Flock and Static grass

Here are two different grass effects.
Green flock is fine, coloured sawdust
which looks like fine grass when
applied, while static grass is much
thicker. You can vary the look by
painting the underlying surface of the

base different colours. Green flock applied to a

Goblin Green base.

Gravel and sand

Sand can be used in many ways,
either on its own or with other
materials. Gravel can be used to
create rough patches or cover whole
bases for a broken-ground look.
Remember, like all scatter material it
looks best when only glued to the
top of, not all over, the base.

Apply a watered-down
coat of PVA glue to seal

the sand.

Snow

Brand new to the range of Games
Workshop’s modelling materials,
snow is similar to green flock, and
can be glued all over a base or
applied in patches on top of another
scatter material. Pete Foley has used
some on the base of his Skaven
Warlord (right).

A couple of coats of
snow applied over
Scorched Brown.

The most common approach that gamers use to base models is to glue modelling sand and other
scatter materials to the base. Scatter hides slots and other attachment points and provides a variety
of natural-looking ground textures. They can also he combined for different effects.

Green flock glued onto a
Bestial Brown base.

Modelling Gravel can be used to create a
thicker texture, with sand being used

A base with green flock
and patches of snow.

—~

Static grass applied over
a Snot Green base.

to fill the gaps.

Using a sculpting tool, blend. the

madelling putty.into:the:-hase,
creating natural-looking ridges. Then
apply-a-Ghaos Black-undercoat.

Form the putty into rings and press
them ontg the surface of the hase..

Drybrush the base with a
suceession of Bestial-Brown,
Snakebite Leather and Bleached Bone.

it e e ]

Games Workshop products are:usually sold unpainted and unassembled and their contents may vary-from those shown. Pictures are for illusirative purpases only, Games Workshopiis

prohibited from selling spray paints and bladed equipment fo persons aged under 16 Certain.Citadel products m: |
i rices correct at fime of-gaing 1o press, please.contactGames Workshop for-current availability and
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prices, Prices‘quoted are‘far products sold:by Games Workshop thraugh'its own stures, catalague, gr-websile. Independent retailers are-responsible for. defermining thair own frioes. BeX
careful. when using glue and make stire that you read and Tollow the instriictions on the packaging.




ESSENTIAL HOBBY

TOQLS AND TIPS

PAINTING MODELLING SAND
Here are five examples of schemes using sand textured bases over a black undercoat. Dark colours suit
evil armies well. To tone down the warmth of brown bases, add a spot of green to the paint.

4. Lightly drybrush Bubonic
Brown and Skull White.

3. Drybrush Bubonic Brown

-

. Chaos Black

3. Drybrush Snakebite
Leather and Skull White.

4. Lightly overbrush
Skull White.

2. Overbrush Snakebite
Leather.

1. Dark Flesh

1. Glue on the sand then 2. Apply a Brown Ink wash.
paint a coat of thinned down

PVA to seal the surface.

the surface with Bleached
Bone.

Catachan Green drybrushed
with Bleached Bone

Dark Angels Green
drybrushed with Goblin Green

Gamo Green.

PAINTING MODELLING GRAVEL

Sand was added to this gravel base
while the glue was still wet. When
dry it was sealed with dilute PVA

before painting.

This modelling gravel textured base
was first painted Scorched Brown
then drybrushed Codex Grey,
followed by Bleached Bone.

Dominic Murray's Knight features
L gravel on its base painted as grass.

3. When dry, lightly drybrush

Goblin Green drybrushed with

BAUES WORKSHOP

e-mail: hobbyspecialists@games-workshop.co.uk

call: 0115 91 40000

website: www.games-workshop.co.uk/store
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- USING SCATTER MATERIALS
AH‘these scatter-materials.can:-be
~-applied using the same:method.
< Simply paint:the top of the hase |
_-with.PVA glue and then-dip:the base - |
in the material. PVA is the-best glue
» -to.use as it adheres easily to hoth
the hase-and to other materials. -

s 5% e

- If-the coverage isn’t.as good-as

- you'd like, jilsl apply more-glue and

* material until you-are happy with
the-finish.

-~ APPLYING SAND
1. Paint:PVA-glue-onto-the base.
2. Dip-the.base inthe:material.
3. Tap the base to get rid of the
£XCESS.

It's also a good idea-to.apply a coat
of- watered-down PVA glue to seal
modelling sand and/or modelling
gravel. This stops it rubbing off

- “when you-are handling-er painting
the surface. Rather than applying it
after your model.is complete; you-

~-gan apply.sand to the base before
undercoating instead, and-paint-it
along with the rest of the model.

APPLYING STATIC-GRASS
~ Although you-cah apply static grass
- all gver-a base, it looks much better. |
when appliedin-patches-on top of
:_other materials.

1. Apply glue to-the area you want.
¢~ 2. Use tweezers to separate off a
clump-of grass.and apply the
static grass to the glue.
" 3. Blow away.the excess.

. I desired, you can stipple or.
drybrush the grass afterwards. This
cam make.it look mere’ naturalistic-
“by toning down the vibrancy of the

|| “green. Below are some examples
of scatter treated this way:

AT i SN S T S P e e D S

Games Workshop prodiicts are usually sali-unpainted and unassembled-and their-contents may vary from those shown. Piclures-ara for illusfrative purposes only. Games Workshop.is
- prohibited.trom selling spray paints.and bladed equipment:to_persons apad 0nder-16;-Certain Citadeliproducts may be dangerotis if used fncarrectly and Games Wo
recommend (hem tof. use by childreys under ig age of 16 without adull supervision. Prices torrect at lime af going to.press, please contack Games ' Warkstiop for'cirrent availability and
prices. Prices quoted ard for. products sold by. Games Workshap.thicough its owistores; catalogug or websile. Intiependent retailers aro responsible for defermining their own prices. Be

careful-when using.glise and_niake sure.fhat.you Tead:and follow the instructions.on the.packaging.
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- WATER

One nice effect to add to bases is

water - this can be created by

applying-layers of 'Ardcoat, Gloss
Varnish or PVA glue.

Glue-modelling gravel and-modelling -~ Once dry;-paint the whole hase Bestial - Qarefully paint the “Ardcoat, Gloss |
sand anto the base, leaving a-clear - Brown, then drybrush:with Snakebite Varnish or'PVA-glue into-the-centre
space.in the centre for the water. Leather-and Bleached Bone. of tie hole.

COMBINING COLOURS AND MATERIALS

To create more options you can apply several colours to one base. You can also apply several different scatter materials, even mixing them
together if you like. By mixing up the colours and textures on a base your figures will look more realistic and blend into a wider variety of
gaming boards. It’s probably worth experimenting with different effects to see what works hest hefore applying it to an entire army.

Sand painted Scorched Bestial Brown with Sand painted Bestial Brown, Modelling sand and Modelling sand with patches

Brown, drybrushed with drybrushed patches of drybrushed Snakebite Leather green flock. of modelling gravel, green
patches of Snot Green and Catachan Green and and Bleached Bone; with flock and patches of
Bestial Brown. Bubonic Brown. static grass and snow scatter. Static grass.

Patches of static grass on Filler (get it from DIY shops) Ready mixed filler and fine A mix of brown and green Filler, a mix of green and
top of green flock. and modelling gravel, green modelling gravel, with flock, finished with coarse brown flock, and static grass.
flock and static grass. clump foliage. turf and static grass.

T WM 2

DRYBRUSHING

Flock painted brown with a Mixed herbs with a Brown Flock painted brown with Modelling sand painted Chaos
Black Ink wash. Ink wash. coarse turf (available from Black and drybrushed Codex
modelling shops) and a piece Grey and Bestial Brown.
of model hedge.

Left: You can also use different materials, paint them and then apply even more texture
effects. Here sand and gravel have been painted Scorched Brown. Then patches of Bestial The static grass on this base has
Brown and Codex Grey were painted on. The patch of Bestial Brown was drybrushed - -been given a wash of Dark Green
Snakebite Leather and the Codex Grey was drybrushed Fortress Grey. The whole base was Ink and then drybrushed: one patch. ¢
then drybrushed Bleached Bone before a patch of static grass was applied, which was in turn ¥ is drylitusheil Bleached Bune:arid

) . . > -the-other is painted Gablin Green,
stippled WQ’:’-—BUDDH'C Bro, Camo Green and Bleached Bone.
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BASE SHOWCASE

The 'Favy Metal team modelled Commander Farsight's base using
sand, gravel and clumps of static grass.

A foundation of slate, Green Stuff and plastic beads makes for a swampy base on this
Typhus conversion. See WD291 for more details of how Tammy Haye got this effect.

This Silver Helm’s base is coated with unpainted fth;delling sand.
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Eurg. € 650

Maodelling Flock Tub

Green Stuff £4

50,00

Denmark ....kr
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Brush Set
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-UEL FOR THE FUF

Deep in the vastness of the Worlds Edge mountains, far below the snowy peaks, the White Dwarf sits
upon his throne within the hall of his secret hold, watching over his minions as they work upon this
very publication. As he does so he reads your missives, sometimes guffawing at your beardling
foolery, sometimes sinking deep into thought. Whatever Grombrindal thinks, we scribes thank you,
for your letters provide us with the fuel for the furnace of our steam-powered printing machine.

Return to GW

Having just read your superb issue 304, | felt moved
to put fingers to keyboard to congratulate Games
Workshop on its 30th Anniversary and the adoption of
what feels like a new era for us older gamers.

I'm 25 and have been a keen GW fan since about
1989, (my first White Dwarf was 131). Like many
gamers, | spent my formative years playing many of
your games, cutting my teeth on Rogue Trader and
Third Edition Warhammer, and then moving into
upgrade mode as new editions came out. To this day |
maintain that the White Dwarfs from about 180 —
210-ish were your finest hour with original thought,
great articles (whatever happened to Stillmania?) and
some lovely figures. Then suddenly GW seemed to
become a company obsessed by new young bloods
only, every time | walked into a store | was pounced
upon by a staff member asking me if | had ever
played Warhammer before (I still recall the debate in
the Gitadel Journal on that subject), and White Dwarf
suddenly became a glorified catalogue with no more
deep articles on tactics and the like, so, reluctantly, |
cancelled my subscription around issue 230. | felt that
my GW days were over as the company no longer
wanted me or my money around.

Recently though, | happened upon a certain GW store
where | discovered much had changed and that the
company now welcomed the presence of us ‘veterans’
at their veteran-only gaming days. Suddenly | felt
loved again, and have started coming in on most
Sundays, playing a few games and meeting people my
age who've also come back to you. Our tales are alike,
having wandered in the wilderness, feeling like GW

(GROMBRINDAI.’S PICK OF THE MONTH

\

didn't want us, we now want to come back and play
again. Personally I've spent a small fortune on paints
and a new Bretonnian army while my old Empire and
Undead are being repainted anew.

So, | want to say congratulations on adopting a
veterans-friendly strategy and making us feel
welcome in your stores once more. Keep it up, for
there are many of us who supported you loyally in
the past and who now have a much larger disposable
income to buy those miniatures we've always
wanted! Also well done on talking about your history,
rather than as in the past where it felt airbrushed out
the way. As a long term reader, | can safely say that
the White Dwarf has never been in better shape and
that the balance between hobby and product is just
right — keep it up guys!

I now feel part of something again and it's great.
Many thanks for 16 excellent years, and here’s to
another 30 years of Games Workshop,

James Waller

Sometimes it's a tough balancing act, but we do try
and make sure the hobby is accessible to everyone,
whether young or old, new to the hobby or an old
hand. I'm glad to hear that your experience is a
positive one and that you get a game in regularly!

I'd just like to note that there are also plenty of things
going on for new and younger hobbyists, like our
training programmes. There really is something for

everyone in our Hobby Centres these days. — Guy )

The Lost and the Damp

In your article on the origins of GW
in WD304, you interviewed Rick
Priestley. When asked about Chaos
he said: “Then | came in and did a
job on The Lost and the Damp at
the last minute in 1990.”

Who are The Lost and the Damp? |
realise this may have been a typo,

but | am going to build an army of
the Lost and the Damp anyway.

Thanks.
Mark Jansen

B e e e e e e e P e R e e PR e e

142 FUEL FOR THE FURNACE

No, no typo. That was Rick being,
er, Rick. He was referring to the old
Realms of Chaos book, The Lost
and the Damned.

Stripping

Dear Mr Haley and the White Dwarf
crew (that sounds like a mixture
between a Hanna Barbera cartoon
and an 80’s pop group),

I've been collecting your figures and
reading White Dwarf for longer than
I'd care to remember. In response to
Mr Tom Barabelet, | too am a great

AN T T

fan of some of the older figures
although some did look a little
skinny. | have slowly been
repainting some of my pre-siotta
based Dwarfs, and would like to
pass on this tip for cleaning away
the old paint — Nail Varnish
Remover. | won't go into the gory
details of how | found this out,
suffice it to say, don't accidentally
spill it on plastic Bretonnian Knights
unless you wish them to look like
they are suffering from Nurgle’s Rot
(there you go — two tips for the
price of one). But if you soak the

e o Emare
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metal figures for 24 hours in nail
varnish remover in an airtight glass
container, (I use non-acetone bhased
remover in an old jam jar), then give
them a quick scrub with a copper
brush, 99% of all paint will be
removed, though you may find
you'll need to soak them for longer
if enamel paints or varnish have
been used. Wash the figures off in a
warm soapy solution before
painting, as it gets rid of the acetone
residue.

* Safety tip 1: As when using any
thinners use in a well ventilated
room and avoid contact with
eyes, nose and other sensitive
areas of the body, in other words
read the label of the product
you've decided to use.

 Safety tip 2: Don't use the last of
the wife’s unless you're prepared
to face the consequences.

Finally, a message from my sponsor
and painting critic, my long
suffering wife: “Please don't bring
out any more armies just yet, he's
still got half a Bretonnian army to
finish, a brand new Ogre army to
start, not to mention the ever
growing Dwarf army, or the third
Mordheim set he’s just come back
with.”

Oh, the joys of impulse buying.

Yours sincerely,
Roger ‘Harry’ Webh

Ah yes, stripping. | use Nitromors in
pretty much the same way.
Personally, I like stripping Goblins. |
recently stripped down my old
Goblin Attack Chariots and Goblin
King’s Chariot. (Released way back
in the 80's, youngsters.)

They were well loved in their day,
and | felt a little sad for removing
my ancient painting efforts, but then
they had effectively become a giant,
entangled ball of bent parts, so it
was for the best. — Guy

TG
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King Rat j
After 13 years of intermittent work, | ¥
7

just finished a 5,000 points Skaven
army. There’s a LOT of conversions
in it, and a couple of my mates
persuaded me to send you some
jpegs. I'm especially pleased with
the Eshin Triad, a lot of thought
went into the posture work.

Anyway. Hope you enjoy these.

Best regards (and thanks for
releasing plastic Plague Monks),

Paul J Robinson

Nice rats. — Guy

Forest Frustration
| am a very patient person, however
there are limits...

When the Storm of Chaos appeared
| eagerly scanned its pages for the
variant army lists. There they were,
Chaos, Dwarf, High and Dark Elf,
Bretonnian, Skaven and even
Vampires (as if five bloodlines
weren't enough).

We were not even mentioned, but |
managed to keep the hope alive.

A brand new race of Ogres appears.
Great army book, the usual high
standard of figures but to be frank,
does the world really need a race of
giant Dwarfs?

Now | discover that this summer is
to be devoted to scaly and furry
goings on with yet more army lists
for established races!

Why are you doing this to us?
Haven't we waited long enough? We
could have grown our own Oak
groves in the time it is taking you to
get organised. The Wild Hunt must
ride soon, the hounds of Annwn are
straining at the leash and the Erl
King’s blade cries out for blood!

A

--LOG ON

ONLINE:

. The Weh Team place multiple hobby articles online. weekly for your armies and games. We get most of

- Remember; you don’t get if you don’t ask!

RELATED LINKS:

Action Against the Shadow

Find more scenarios. for this
~“issue’s The Last Alliance campaign

. on our Last Alliance page.

- www.games-workshop.co.uk/elves

Nlast-alliance

Tyranid-Monsters-of Legend

In July-we’ll be-publishing the
rules and background:for unique
monsters of legend — natably the
Red Terror, OldOne Eye-and

: Leaping Death!

www.games-workshop.co.uk
ftyranids

- Jungle Terrain
There are-many ways of making
" jungle terrain for Warhammer. For
more ideas-log onto the website: ..
.--and.go to:

WWWw.games-
workshop.co.uk/lizardmen
fjungle-terrain

| could go on but surely you can see
how frustrating this all is? | suspect
that more than one vertically
challenged rock hugger is behind all
this. By root and branch the curses
will soon be flying thick and fast.

| don't care about White Dwarves,
it's Green Elves that | want!
Thanks
Brian

Woah there Tex! The Wood Elves
are on their way. Next month sees a
whole load of EIfy goodness for you
and your tree-hugging kin. Check
out the Wood EIf preview on page
16, that should keep you happy
until then. - Guy
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IN THE MAKING:

* - Nice try buf no cigar

Owen: [ am still working on my
Tahnelian Drop Troop-army and

~ have plans to-add “Oid Faithful”, a__

sawn-off, stripped down Basilisk!
I've yet-to-start'if, but I-thought I'd
shew: you-readers the last of my

officers = Lieutenant Branten. He’s -

a cheeky-chap with a beret (like-all
my officers) and a mean cigar. Eat
plasma, alien scum!

" our-ideas for what to put live from our inhox. So, in short, if you want fo see a great article from days
. “gone by or feel that there is-a gap in your favourite-home page, write in. T he address is below.

Owen Rees. |
Online Editor " |

THE INBOX:

““Where can | find-all the old
_-articles-and information-on

Games Workshop’s previous
online campaigns, like
Armageddon?”

Rik: With the exception of Dark
Shadows, information and articles

“on all-our enline campaigns.are

still available toview on the web at
the_sites listed below. Eventually;
we hope to ineorporate much-of

this information-into the UK
website too, to. provide you with
one easy-to-use; big hobby-
goeodness website.

www.eyeofterror.com
www.armageddon3.com

www.storm-of-chaos.com

THE WEB TEAM

Owen Rees Online Editor
Dave Allen-Web.Developer
Rik Turner Web Developer
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WHISPERS FROM THE GHAOS WASTES

Rabert Holliday... My best advice to you is to keep reading White
Dwarf! We have plenty of tips every month. Barry Haugh... Back issues
are available from GW Direct. FeltMystic... Martin Burke... Not bad
for five weeks’ work! Miles Vallance... Um, we do have a letters page.
You're on it. Portal2... Martin Brodigan... Hey! Long time no see. Glad
that you're still in the hobby. Andrew White... Sorry, but we don’t take
artwork on WD. Michael Byrne... Go to the Return to Damocles section
of the web for more on Owen’s army. James Downer... Space Marines
aren’t unbeatable! Owain Donnelly... Grimgor moves around a lot.
Michael Svouras... Thanks for the advice. Ryan Mcelroy... Sorry, no
plans for that at the moment. Richard Smith... Yikes! There’s a Codex's
worth of stuff there! James Brown... Nice story, try the Black Library.
Stephen Farthing... Katharine Humphries... Another wargaming
mum! Met a few of those recently. If you're one, write in! Jade
Barrett... For artwork submissions contact our art department. Matt
Carter... Julian De Medeiros... And many more, keep 'em coming!
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Desperate to get your eager paws on the ‘ e S i

ClIPC . "D
next issue of White Dwarf? U fF [ PT[O N OFFER
Luckily, there’s no need to wait. By ordi f:v‘iﬁ‘l.'ci"b’éf'f'ﬁﬁfv"ef? ;ﬁ?:;;‘;‘:.;‘,".;ilf -
subscribing you'll get your copy up to a week . A

earlier than it's available in the shops!
Take out a fwo year subscnphon for the barguin price of £60 - -

saving you a massive £36 off the cost of the cover price,

You'll receive: _ effedtively giving you a very impressive 9 issues freel
* Your crisp, new issue rushed to your letterhox, hot :
off the presses, earlier than it appears in stores. | HOW TO SUBSCRIBE:
POST IN-STORE
e Never miss an issue (Ig(lil'l. B Complete the form on the right and postit  Just ask the guys at your local Games
1o the address given on the form. Workshop store for more details.
* Save up to £36 — more than a Land Raider’s price! | TELEPHONE ONLINE STORE
For details call now on: You can also subscribe online at:
* Special offers — subscribers can buy tickets for (+44) 0115 91 40000 winkgames-workshop o/

storefront

events like Games Day a week early.
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otk WOOD ELVES VERSUS

- Deep in the Loren Forest, something stirs. The.tre'es are

themselves alive, animated by sylvan spirits of capricious
- nature. They are dangerous, these beings, but not so deadly
- -as the wild Elves who share their forest home...

- Next month-sees the release of a whole new range of Wood
Elves. These are not the tree-hugging friendlies you may

. be expecting, but unpredictable creatures who exhihit the
full extremes:of Elven nature; untramelled by civilisation, fOM)“,

- good or evil; these are wilfull folk. As likely to kill you as s

- befriend you, the Wood Elves are hack!
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‘WARHAMMER 40 000

* Chapter Approved — A campaign set durmg the 13th Black
Crusade, including rules for Imperial Guard High Commanders.

* Painting Tyraniids = Tips from the ‘Eqvy Metal teum on finishing
your horde.

o Tyranid Infestation part 2 — Build spore chlmneys and begm to
digest your prey world!
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- DON'T MISS OUR NEXT ISSUE: ON SAI.E 29TH JUI.Y
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