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The Powers of Chaos have long threatened the mortal
realm, and now gather in strength like never before.
In case the hideous, leering monSlrosity on the front cover didn't give
it away, this month sees the release of the Chaos Daemons, the very
epitome of evil. However, we're not just releasing an army list and a
whole bunch of beautiful miniatures (though rest assured, we're
doing that too!) - the relaunch of the Daemons is a very special
event. For the first time in many years, we're launching an army for
Warhammer and Warhammer 40,000 at the same time. UBut how can
that work?" I hear you cry. Turn to page 14, where the authors of ooth

new books will reveal the heretical machinations that have made this project the talk of
the Games Workshop Studio, leaving them broken and maddened.

This issue, we not only have a battle report featuring the Daemons in action against the
Dark Angels, but also a Warhammer campaign report featuring the Chaos-spawned devils
in action against a variety of foes (though, sadly, not the Dwarfs - what a glorious fight that
would have been!). Elsewhere, Mat Ward presents the second part of his tactica for The
Lord of the Rings strategy battle game, The Enemy of My Enemy, while Gav Thorpe talks
us through the process of collecting the perfect Vampire Counts army. Finally, we have
masterwork miniatures from Neil Green and Dave Thomas. Fare thee well!
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Andy Hall chats to those insane enough to unleash the
hellish servants of the Chaos Gods onto the world.

32 GLORY AND CHAOS
Mat Ward presents a mini-campaign following a
Daemon force as it rampages across the Old World.

Alessio Cavatore and Jervis Johnson duke it out across
the blasted wastes of Locrus.
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DAEMONS OF CHAOS

Warhammer Armies: Daemons of Chaos is the definitive guide to
collecting, painting and playing with an army of the unfathomable and
diabolic Daemons in Warhammer. This supplement contains all the
information you need to summon your own daemonic legion.

Beyond the boundaries of space and time, the Chaos
Gods watch the mortal world with ancient eyes.
Most feared of the gods' servants are the Daemons
of Chaos, warlike fragments of their divine will let
loose upon the world.

ON SALE MAY 10th

•

>>> TURN TO PAGE 14 TO
FIND OUT MORE

£12 Euro 02.50
175clk' Norway 225nk'
,~,

This 96-P8ge Warhammer
Armies Booll contains allthe

rules 1I0U need lofleld a
Daemons otChaos anoll

DAEMONS Of CHAOS
Produci code: 6()()JOlISOOI
\"hltcn by Mal Ward

e'
Denmark
Sweden

CHAOS DAEMONS

Codex: Chaos Daemons includes full background information and
detailed profiles on all the myriad daemonic troops used by the Chaos
Gods in the battles of the far future. The book contains hobby advice
and a brand new army list for fielding your daemonic force.

The Realm of Chaos lies beyond the planes of
dreams and nightmares, in a dimension that is
incomprehensible to mortal minds. It is here that the
Chaos Daemons dwell, ready to rip apart reality and
invade the galaxy in search of mortal souls.

»> TURN TO PAGE 14 TO
FIND OUT MORE

ON SALE MAY 10th

This 88-page Warhammer
40,000 Codex contains all the
Inlonnation von need tofleld a

loree 01 Chaos Daemons

UK £12 tUm 00
Denmark 140dkr NOtw.y 2OQnk,
Sweden 170sek

CHAOS OAfMONS
Product corle: 6()().JOII5001
Wrjn"" by III""", c,.'"o'<' 'od WV Thotpe

Daemons are unique in that they can be fielded in both Warhammer and Warhammer
40,000. The following pages show our new range of Daemon models on both round and
square bases - this is because you get both types of base in the box sets, and it is entirely
up to you whether you base your models for Warhammer or Warhammer 40,000.

1'icIli'" 10< !/M1,&tNo W'".,... ""'l'. PrM!J<I ,"""",, IrUy "'J< I'<MJo" <1>1<1~ed ><>d_. C<tUin~ vrodu<!' _ II<~ t _ _ rty Ptl<ts e<>tlt<'''''''' 01 gc/ftIJ '" I!'fU. _ «o'tIK1 .. 1o< <lffl't
.~>!>Ii priM. PriM~ >to fIX prMK.1> scId 17G_ Worl:si»p""""9I' b """ Sf",.." "1J/<fI<Jf IX ~ilO. k_,""~_"M r<OpomH 1Mdt",~ Mtir """ priM



£12 Eura E17.50
13Sdk, Norway 175nlr
l0;0",k

This mutu-pan plastic
kil contains 10 Bloodletters

oflUJome

8LOODLETTER5 OF KHORNE
Product code: 99129915001
xU/pled by Brian Nelson

ON SALE MAY 10th

These two new plastic Daemons box sets each
contain 10 complete miniatures for your Warhammer
or Warhammer 40,000 army. These finely detailed
plastic kits contain a host of extra parts and
accessories, enabling you to assemble your Daemons
in a massive variety of ways.

BlOODlEnEHS OF KHOHNE

Musician Standard Beanr Champion

DAEMONEnES OF SlAANESH

ON SALl MAY 10th

DAEMONETIEs OF SLAANESH
Product code: 99129915001
Sculpted by Alex Hed'lr6m

This mulU-Part plastic
lit contains 10 Daemoneltcs

01 Slaanesh

»> FOR MORE THINGS SlUNESH
TURN TO PAGE 28

£12 Euro €17.S0
135dkr NOt"c.y I 75nkr,-,

e'
Denmark

,-"
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·:I~'''IIlHN.%

FlESH HOUNDS OF KHORNE

TIlls bOlsel contains 5metal
nesh HOllnllsof Khorno

£18 Euro (27,50
200dkr Norway 2500..
lSO<ek

FLESH HOUNDS OF KHORNE
Product code' '19119915035
Sculploo by Tfi'h MOl"''''"

ON SAlE MAY 10th

PLAGUEBEARERS OF NURGLE COMMAND
I

1:
el'•••j

ON SAlE MAY 10th

Champion

The Plaguebearers of
Nurgle Command box
set contains a brand
new command group,
suitable for either
Warhammer or
Warhammer 40,000.

Icon BearerMusician

'"200nk'
£12 EUr<)

14()dk, Norway
170<ek

This boll. set contains 5metal
P1aguebearers Of Nurgle

PlAGUEBEARERS OF NURGLE
COMMAND
Produ<:! rode; 99 J1 9915033
5<:u/pled by Air Morri<on

PicI.", fo< iIIft>,,_ plJiP<><' 0lIo\'. P,od<x;, COlI",", ""', "'II. _lid> _"""mudMId~. C"'>in G_ ~odo<J$_ bo~ H usfd_r;; PtIcts C<lf1fC'" "'" (l/ _10 ...... _ ""'IXI", r", """0>1
t»iIl~ 1M prien. Pri:ts q<llJW.,. '"' 1>"""<1' ,,'" I>y G.rmu _lfIroug/I it< """ ,ro,,,,,~ Of _ii<,~"~i1,,,,>to r<SpOOS~ ftJr Ikl<'mit>i"f/ _ """ pri=



This fantastic new
I-Jerald of Khorne is
available exclusively
via mail order. To get
your hands on it. pop
down to your store and
place an order, give
Direct a call, or log
onto: www.games­
workshop.com

E17,SO
175nkr

£12 Eu<o £20
14Odk, Norway 200nk,
170><'k

£12 Euro
135dkr 1'o""oY,-,

"'Denmark
S,,"<Jcn

ON SAlE MAY 10th

Tho Herald 01 Khorne is a
completo metal kit

ON SAlE MAY 10th

HERAlD OF KHORNE
I'mduel cod<" 99119915040
S<:olpted by Je< Goodwin
& Mich.",1 Andersoo

this blister pack contains
1metal Beast 01 Hurgle

HERALD OF KHORNE
ON JUGGERNAUT

B(AST OF NURCl(
P'OOut::! code: 99069915036
Sc"lploo by Aly /l.Wrri""n

"'DenmM'
Sweden

BEAST OF NURGLE

£12 Euro £17.50
135dkr NOtw~y 175nkr,-,

ON SALE MAY 10th

This bu. set contains1metal
BloodcRlsher of KtJome

UK £12 Euro no
Doom,uk 140dkr NQ<W,ly 200nh
S"'cOOn 170s0Jk

IltOODCRUSHER Of KHORNE
PrtxJuo code: 991199/5028
ScuJp!<x/ by les Goodw;~

& Mic'h"er A"dc=n

Thlsbllster pack contains
t metal Rend 01 Slaanesh

FIEND OF SLAANESH
AuJue,ooJc:990699150J7
Sculp'crl by rrish Morri""n

FIEND OF SLAANESH

Fiends of Slaanesh
are supplied in
blister packs, with
a random
combination of
heads and bodies.
For even more
options, go to
page 117 to see
how to order them
from Direct

BLOODCRUSHER OF KHORNE

PidlJm r",*',,,......1'UfPI'U' ooIy Prodo<''- _ "'Y. ProdiJct< >did onpmtfd >lid ""'=-. C<rtoirI CIUikI fJfO/IlJcl' _ bt~ d <Md !(I1;""rcl!l'. Prlct' ",,,rcr., lim< f)/ g<YrIIJ I<!~~""""""' ""CfIr_
IV~ 11>1 p.i:t<. Pricos 11<'<>1'<1 m IN",."".,I< _!'y 0.",.. WO<W>Op ww¢' 11<""", """" <>UI<>9<" or wtWIt,,_to'" If.~ If)r IItltrmirw>g~ """ pr;e,s.



The new Daemons special characters are powerful additions to your force, serving as Heralds and exalted servants of
the Ruinous Powers. All of these characters may be used in both Warhammer and Warhammer 40,000.

ON SALE MAY 10th

£7 Euro €11.50
85dkr NOIWay IOOnkr._,C'

Denmark
Swc>den

ON SALE MAY 10m

THE MASQU(
Prod''''t code: 9906991503:<
Sculpre<! by juan Diaz

Ttlls blister pack contains
ametal Masque molfel

THE MASQUE,
ETERNAL DANCER
OFSLAANESH

r:r:f '<
.~ ­:..r~

no <uro no
nSdkr Norway nOnk<
27000k

Ttlls box set contains ametal
Epllfemlus miniature

EPIDlMlUS
Product code: 991199150:<9
SculplOd by Illy Mo,dSO/l

EPIDEMIUS, THE TALLYMAN OF NURGLE

SKUllTAKER,
CHAMPION OF KHORNE

KARANAK, HOUND OF VENGEANCE
Ttlls blister pack contains
ametalKaranakmlniatnre

ON SALE MAY 10th

Jhls bllsletpack contains
ametal Skulhaketmolfel

m
\50nkr

flO Euro
11 S<!kr Norway._,C'

Denm.rk
Sweden

KARAr-IAK
Prodoc/ ctxk: 99069915034
Sculpted by Td,h MOId,on

ON SALE MAY 10th

£10 Euro €15
115dkr Norw.y 150nkr
140..k

SKULlTAKU
PtodUCI code; 9906991 S04 1
SCulpted by Ma,k HalliSO/l

"Denm.rk
Swc>den

~I

Pi<liIm fo<iII1nrt""" _ .......... p OW"'Y _rs ,"'"~oM"".-. C¥tain c_P'«Jtxrs _ b<~~""" _""">< Ptw_" 6mI 01 g<Wtg 10 P'f'S. fl/rm CQO/Xl '" /(JI_
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»> SEE THE SOUL GRIHDER IN ACTION ON PAGE 46

£35 Euro {SO
35Odk, NOfW.Y 400nkf-,

ON SALE MAY 10th

This mulU·pan plastIc
kit contains 1Soul Grmder

SOUL GRINDER
Product cock: 99110115001
XU/pled by Mark HarriSQIl
& T;m Adcock

Unlike all the other
Daemon miniatures
released this month, the
Soul Grinder is unique
to Warhammer 40,000.

This massive plastic kit contains
all the parts you need to make
a Soul Grinder Daemon Engine,
armed with either a massive
blade (right) or a chitinous claw
(above).

SOUL GRINDER

_ 10< ""'"."" _ onIf _ COII"""""I' ""Y. Products ,old~ IIIIdlim=-. eon... CiUd<I Pff)IilJ<I$ _ bf~~ uud_* Prius CC'ttCI >lliJr>t ()l~ III ptfU, pit.,. _I", f(){ C<JIl'tfII
"""'~ IIId priuo, Prius q>JCfH w' I« pro!IVCI< _ /Iy Gamn WottsI><l> ""oogf> it> """ $I""'" WOiCl/O< Of web<it<. k~idt'" ,,-. ",,.,,.,,.,iIJIt I«~ _ """ prl=.
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Black library publishes a range of novels and sourcebooks that delve
deep into the worlds of Warhammer and Warhammer 40,000. These are
available in many of our stores worldwide, as well as in bookshops in
certain countries. However, if you are finding it difficult to get hold of
any of these publications then go to the Black library website, where
books may be purchased directly.

www.blacklibrarV.com
BROTHERS OF THE SNAKE STORM OF IRON

The blistering Space
Marine novel by Horus
Rising author Dan Abnett
is now JVJilable in
paperback! Follow the
exploits of Brother Priad
and Damocles Squad as
they battle Ihe myriad
enemies of mankind ­
from rogue Dark Eldar, to
Chaos cultists, up to a full­
scale Ork invasion I

BROTHERS OF THE SNAKE
by Oon AbneH

15BN, 978· 1·84416·547·6

ON SALI MAY 3rd

When a massive force of
Iron Warriors invades the
planet Hydra Cordatus and
lays siege to the Imperial
citJdel, how long can the
defenders possibly hold
out 7 Don't miss this new
edition of the much-loved
classic Chaos Space
Marine novel, starring the
fearsome Iron Warriors.

STORM OF IRON
by Grohom McNe;1I

ISBN,978·1·84416·571·1

ON SALI MAY 3rd

KNIGHT ERRANT EMPIRE IN CHAOS
The noble knights of
Bretonnia are bound by
duty and honour to fight
for their king, and defend
their lands from invaders.
As a horde of Goblins
swarms out of the forests,
the knights gather their
forces to repel the foul
beasts, little suspecting
that the true enemy hJS
yet to reveal itself.

KNIGHT ERRANT
by Anthony Reynold,

ISBN, 97B·l·844 16-SS 1-3

ON SALI MAY 3rd

The start of a major new
series to tie in with the
WarhJmmer Online: Age
of Reckoning gJme.
Two unlikely compJnions
fight their way towards
Black Fire Pass, but when
the PJSS is Jttacked by the
hordes of Chaos, they must
fight alongside the Imperial
Jrmy or the whole Empire
will be doomed.. ,

EMPIRE IN CHAOS
by Anthony Reynold,

ISBN, 978· 1·84416·527·8

ON SALE MAY 3rd

~:

PiclUftS Ior"_I"If9i'H' 01>\'. Prod<>cl ""',,"" """__I> _ ~>lid"""'_. CfflMI c_p<"'*"I> _ b<~ llMd inC<lfft"'ly. Pritt< corltC, It _ Of 'Pn'J /() i".... _ ","""I",k)I_
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www.forgeworld.co.uk

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

This rules guide contJInS 60
new dJtJsheets for legcndJry
units in WJrhJmmer 40,000:
Apocalypse, from massive
ImpcriJI Guard tanks like the
ShJdowsword, Machariu, and
Malcador, to the Jwesome
power of the Chaos Warhound
Titan and the mighty Daemon­
lords, as well as gargantuan
Tyranid crealUres like the
Scythed Hierodule and Trygon.

There are also 26 new
battle formations covering all
the races, from 1he SpJCe
Marine Drop Pod A,sault Force,
Ork TankJ Mobs, Eldar Serpent
Rider Hosts, Winged Tyranid
Swarms and Tau Pathfinder
Search and Destroy Cadre. to
the Necron Undying legion and
Chaos Daemon Engine Coven.

Just some of the legendary
units included:

+ Shadowsword
+ Stormblade
+ Stormsword
+ Macharius "Vanquisher"
+ Siege Dreadnought
+ Thunderhawk Transporter
+ Valkyrie

Tilis br'lIld flew
exp.lllsloo
(or Aemoautica
Imperia/is conlai"s
additional rules (or
ground installations
and new aircraft, as
well ,1> WNpo" fits
aod l'pgr,ld", for
exi~ting aircraft. It
also det.lils a
campaign between
Tal' aod Iml"!rial
forces 00 the world
of Typha IV.

This resin conversion kit
allow, you to tran~(orm

your plastic 8aneblade into
a Stormblade armed with a
huge pla,ma weap",'. a
threat to both enemy
vehicles a,,(/ Im);e groups
o( Inf,7ntry.

C""vers,on kil d<!<isrrro by
ON"" I'arrwood.

C"""""ion kit rlesiSn<.'<i by
Dar<''' Parrwood,

Armed will, a m."sive
Cilnnon, the Storms word
is a 'Uper-Ileavy tJnk
righlly feared tllmughout
the galaxy. This resin
conversion kit ,lllows you
to Imns(orm yol'r plastl<;
8aneblade into a
Storms word.

"·IIIl" "G'

Aeronauticd
Imperialis is ,1

tabletop w,"game
(or two or more
players where you
comm,,,,d the
aircr,,(t o( Ih"
Imperial Navy or
one of its m,lny
alien enemies. All
the rule, and card
shccts needed to
pl,ly are In tiJis
lavisll 176 page
hardback book.

IMPERIAL GUARD STORMSWORD

IMPERIAL GUARD STORMBlADE

_ "" """m~ WPMfO cnIf. _""""" lIllY ,.,y. ProdlldO s<4d ~"d",," """wn/Jltd. em,.;, CiUIJ<I p""S,Jet<"", be a.fIg<f<W< ~""d irIcorr"lly. Prieto CO/YtCI ill",," 01 j1OitI,) to",m, pit,.. -.o1 .. 1or"""",
..WbiIiIy",," prien. Prm q<KrIOd ,ro fa- prOI/lJCl' 'Old I>y 01"", 1I'O<Ir>I>O<>I~ i1< """' ""'t<, ,,~a< _., ,tlIit_ftI",.;it" VI "'i'OAAlM Ia< dmrminifll,j I,," """ pra..
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This Half term, battle against the horrors of the Warp in-store!

P
repare yourself to visit distant alien
worlds, fight off hordes of hideous
Daemons, and protect Mankind from

utter destruction in the name of the
Emperor himself!

That's right, all of our Hobby Centres
are preparing a wide range of fun, inspiring
and exciting activities to keep you
entertained and thrilled this May Half lerlll

Our enthusiastic staff are ready to cater
to your every need, whether it be
collecting, painting or gaming with our
amazing miniatures, you will not be
disappointed.

So if you fancy joining the Daemonic
horde, defending Mankind or just want to
watch and see what happens, come along
and visit us!

Games Workshop needs you! Are you
up to the challenge?

Contact you local store to find out how
you can take parI.

BLACK LIBRARY
IN-STORE DAY
In Stores 11th Mav 2008

NATIONAL PAINTING
COMPETITION
Begins 24th Mav 2008

Do you think you've got what it takes to paint with the
best of them? Want to improve your painting skills?

Well, now is your chance as each of our Hobby
Centres begins its quest to find the best painters and
Illodellers in their city or town.

That's right, this month we launch our first National
Painting Competition!

This gre<lt event begins on M<lY 24th and will run for
several weeks until we judge the best miniatures in our
Hobby Centres.

This is also the perfect opportunity to hone your skills
ready for the big one Golden Demon!

Ask staff for detads .

Ever wondered what it would be like to recreate an epic
battle from one of the Black Library's novels? How about
modelling and painting one of your favourite characters,
or even a diorama of a legendary battle scene?

Well this is your chance as our stores' staff let their
imaginations run riot on the Black Library Day.

On May 17th our Hobby Centres will be dedicating the
whole day to celebrate the fantastic worlds and characters
portrayed in our magnificent novels. Come along and join
in the action ... you can't afford to miss this one!

Ask staff for details ...



ABOVE AND BEYOND
It's not often you get a letter from the government
thanking you for yOUT efforts, but OUT staff at the
Plaza store on Oxford Street, London got just that!

led by Zack Gucklehorn (right, in the black
sweater), these intrepid guys received a letter from
Karen Buck MP applauding them for 'going that extra
mile' with garners who have disabilities. As a way of
thanks, the staff received a bottle of champagne and
cake baked by the parents of the garners they had
gone out of their way to help and support.

From all of us here at White Dwarf, Games
Workshop and the wider gaming community, well
done guys!

Turn to page 106 to lind vour local
store or independent stockist.

LEARN FROM THE BEST
Are you eager to learn, passionate, enthusiastic, positive
and outgoing? Would you like to start yOUT career in
Games Workshop Retail Management in an exciting and
unique way?

We are offering a once in a lifetime opportunity to
learn the management skills you would need to run one of
the top S Games Workshop hobby centres in the world.
The aims are to fully develop you to give you all the
relevant skills to run a large store by yourself in the future.

The manager of our Stockholm store, one of our biggest
stores in the world, is looking to recruit an assistant who
would like to take on this challenge.

Previous retail experience is not required but could be
advantageous. You will be expected to learn some basic
Swedish.

II this sounds like you, please forward your CV and a
covering letter (in English) to:

Games Workshop, HR Operations,
Willow Road, Lenlon, Nottingham, NG7 2W5, UK

or e-mail it to: HR.recruitment@games-workshop.co.uk

If you would like more information about the role
please call Baz Morrison on (0046) 8 213840 or visit him
in the Stockholm store.

Closing Date: 31st Mav 2008

The Computer Game - Coming Soon!

French developers Cyanide are
currently working on a video
game adaptation of Blood Bowl.
The game should be out later this
year and features a turn-based
version of the classic board game,
or the fast paced frenzy that is real­
time mode - both fully
compatible for online play.

Check out the website
www.bloodbowl-game.com for
the latesrnews and sneak peaks.

live demos of the game will
be held at this
month's Blood
Bowl Grand
Tournament so, if
you're lucky enough to have a
ticket, make sure you don't miss oul!

"Touchdown!"







Karanak,
Hound of Vengeance

"Over the following years and
subsequent editions of the game systems
the Chaos codexes and army books
featured the Daemons, but they tended to
get less and less coverage and attention. In
Warhammer, the Chaos Warriors took
centre stage, whilst in Warhammer 40,000
the Chaos Space Marines did instead. The
Realm of Chaos books had done a fine job
of defining the forces of Chaos and
illuminating all of the Daemons but over
time we were slowly but surely losing
something. We are very proud of our
Chaos mythos, with its rich detail and
awesome character. Inspired by this each
time we have come to work on a Chaos
book we have always been compelled to
add yet more detail and wanted to create
more and more troops and characters.
Eventually something had to give as we

The Masque,
Eternal Dancer of Slaanesh

T
his Chaos Daemons release is really
quite special. The reason for this is
very simple; it's the first time in over

20 years that we've done a simultaneous
Warhammer and Warhammer 40,000 army
release. To find out why we've decided to
do this I had a chat with Alan Merrett, who
was behind the whole idea. Alan holds the
rather grandiose title of Group Intellectual
Property Manager, which means that he is
responsible for overseeing the way that the
background and imagery of our game
worlds is developed and presented.

"The idea of the four great Chaos
Powers and their daemonic followers,
Daemons that share their patron god's
characteristics, came about almost at the
same time as the original Warhammer
manuscript," begins Alan. "So the four
Chaos Gods and their attendant Daemons
have nearly always been an important part
of Warhammer, even though we didn't
publish material about them until a few
years after Warhammer's debut. We had a
manuscript and we kept planning to
release it, but for a multitude of reasons I
can barely remember it would slip further
and further back along the schedule. This
also had the effect that every time someone
took a look at the Chaos manuscript they
would add a little bit more, and so it grew
in size and ambition."

Eventually, what had become the
Design Studio finally cleared enough time
in the schedule to publish "Realm of
Chaos". By that time Warhammer 40,000
was available in its first incarnation as
Rogue Trader, and that effectively doubled
the size of the supplement so that Realm of
Chaos was released in two seminal
volumes - "Slaves to Darkness" and "The
Lost and the Damned".

"What these two classic books did was
introduce Chaos in all its manifest glory to
the world and explain how it worked
within both the Warhammer and
Warhammer 40,000 settings. The exact
reasons why the Chaos pantheon appeared
in the Warhammer 40,000 universe as well
as in the Warhammer world are lost in the
mists of time. It just seemed like the right
thing to do and to be honest we've never
looked back on it," explains Alan.

And so the Chaos Gods, and their
daemonic minions in particular, enjoyed a
high status, being well represented in both
Warhammer and Warhammer 40,000.
People collected Warbands of Chaos,
armies of Daemons, and battles were
fought both throughout the galaxy and
upon the Warhammer world ably
supported by the Citadel forges that
produced an extensive range of Daemon
models. Time, like Chaos itself, is a fickle
thing and both game systems moved on
and evolved into different editions that
eventually outdated the rules in the Realm
of Chaos volumes.

DAEMONS DESIGN NOTES

Realm of Chaos
Realm of Chaos was
published as two massive
seminal tomes - Slaves to
Darkness and the Lost
and the Damned. Even
today, 20 years after first
being published, they are
highly sought after. These
books were the first to
define the Chaos Gods in
all their glory and have
formed the template for
all our Chaos projects
ever since.

When the material
world and the Realm
of Chaos collide,
fragments of a Chaos
God's dark will are
let loose to wreak
havoc and utter
destruction - they are
the scions of Chaos,
known to others
simply as Daemons.
White Dwarf sent
Andy Hall out to
converse with the
Ruinous Powers and
their diabolical
servants, namely Alan
Merrett, Mat Ward
and Alessio Cavatore.



Epidemius, The Tallyman of Nurgle

army book at the same time and gift
players of both Warhammer and
Warhammer 40.000 wilh the ability to
once more use the full gamut of the
daemonic pantheon.·

unique position in that the fantastic models
the sculptors are making for the new range
and the exisling Citadel models can be
used in both games - this was quite a
challenge for the sculptors. It made perfect
sense to release both the codex and the

Skulltaker, The Champion of Khorne

" We've giyen players of both
games the ability to use the full
gamut of the Daemonic pantheon."

simply couldn't keep adding all of the
exciting new things we wanted to do for
each army and at the same time treat the
Daemons with the dignity and attention
they deserve. So unwittingly over the years
they've gradually fallen away from Ihe
spotlight as we make room for all of the
other new Chaos entities. Which isn't at all
right when you consider that of all a Chaos
God's mullifarious minions he has to hand,
it is the Daemons Ihal are his closest, mosl
willing and powerful servants, being
embodiments of his will ....

Still, when you happen to be Alan
Merrett, such an injustice is easy 10 sel
right. ·Well, I simply asked the Studio to
do two books to juslly pul the Chaos
Daemons back in the frame as a viable
force for both game systems, and that's
what they've done. The Daemons are in a

The new special characters have added even
more layers 10 the rich history of the Realm of
the Chaos. From the mighty Heralds of the
Ruinous Powers to the likes of Karanak, a
malevolent Flesh Hound that will hunt its chosen
prey to the edge of the galaxy and beyond, these
characters nol only look great bul also add some
unique special rules 10 your games.

_.games.workshop.com 17
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THE RUINOUS POWERS
The Realm of Chaos is ruled over by the four most powerful gods of Chaos.
Each has mastery over his own domain and has populated it with his daemonic
servants, who in turn mirror their master's desires, traits and characteristics.

KHORNE
Khorne is the Blood God, the Lord of Skulls and Murder. He is perceived as an angry,
raging god of bestial strength and matchless battle prowess. Within the Realm of Chaos
Khorne is said to sit atop a mighty brass throne at the summit of a mountain of skulls.

Khorne's Daemons: Bloodthirsters, Blood/etters. Bloodcrushers and Flesh Hounds.

"Blood for the Blood God!"

• NURGLE
Nurgle is the lord of Decay. It is he who unleashes famine and pestilence upon the
mortal worlds. To his followers Nurgle appears as a massively bloated creature,
festering with boils and poxes, and surrounded by a cloud of putrid black flies.

Nurgle's Daemons: Grear Unclean Ones, Plaguebearers, Beasts of Nurgle, and Nurglings.

"Come to Plaguefather Nurgle;
let him embrace you."

SLAANESH

"Join our pageant, little one, and
dance for pleasure and the joy of pain."

Slaanesh is the master of cruel passions and hidden vices, and of terrible temptations.
Of all the Dark Gods, Slaanesh alone stands perfect - long-limbed and elegant with a
haunting androgynous beauty that no being, mortal or otherwise, could resist.

SJaanesh's Daemons: Keepers of Secrets, Daemonettes, Fiends and Seekers.

DAEMONS DESIGN NOTES

TZEENTCH

Tzeentch's Daemons: Lords of Change, Pink Horrors, Flamers and Screamers.

Tzeentch is the Changer of Ways, and change is the essence of Chaos itself. He is the Great
Schemer, his plans are insanely convoluted and vast, whether he is plotting against his fellow
Chaos Gods, or playing games with the lives of mortals.

j

'I•

• "Behold the Great Mutator and
the gifts he will bestow upon you."

",,

,



Nurgle, Treenlch and Khome D.lemons
join iom!s 10 raviltje an Imperial city.

Jlno«looiil is atl.Jd:«l by a fearsome
Daemon hoslled by il Lord ofChange.
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Herald of
Khorneon
Juggernaut

we've always let the Chaos Warriors hog
the limelight and added the Daemons on
to that list. So I was keen to set that straight
and let the Daemons take the centre stage.
With 96 pages all to themselves I was able
to go into great detail about each
daemonic type, and include all the many
Lesser Daemons - that, t think, is a first
since the Realm of Chaos books. The page
space, especially in the background
section, also allowed us to explore the
Chaos Gods and the Realm of Chaos in
greater detail than before. You'll learn far
more about the Chaos Gods - for instance,
did you know that Nurgle is a creator as
well as a destroyer?"

Of course, it's much easier to say "let's
make an all-Daemon army" than it is to
actually design a valid, balanced army list
that can be a force in its own right. So how
did he go about this? "The way Daemons

Bloodcrusher
of Khorne

,

Bloodleuer Swndard 8e,1mr

The new Blood/eller
frame (nnwins many
usef!!' componems.
including two di({er<:nl
Champion heads.

M
at Ward is known as the Studio's
evil genius, so who better then to
author a book about creatures

that afe the epitome of evil? Mat admirably
rose to the challenge, as a veteran
Warhammer writer with the Wood Elves
and Orcs & Goblins books under his belt.

"This project was very different," says
Mat. "With Alessio and Gav writing the
Codex at exactly the same time, we
worked closely together. Obviously the
rules differ greatly between the two games,
but a Bloodletter is a Bloodletter no matter
if il is fighting in the Great Forest of the
Old World or on some half-baked planet in
the Eastern Fringes."

Ever since Daemons appeared on the
ever-changing Studio schedule, Mat has
been champing at the bit to get started on
the project. "The Daemons are some of the
coolest things we've ever invented, but

DAEMONS OF

KHORNE

• A massive background
seclion chronicling the
daemonic incursions
that have ravaged the
Warhammer world.

• A comprehensive
bestiary that details
every type of Daemon.

• Hobby advice for
collecting and painting
the multifarious
Daemon hordes.

• A brand new army list.

In the Book:
Warhammcr Armies:
Daemons of Chaos
contains:

Bloodletters of Khorne

Flesh Hounds of Khome "-..-"

,
,
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Hordes of
Chaos
The advent of Daemons
of Chaos changes the
way Chaos forces play in
Warhammer. This m('ans
the Hordes of Chaos
army book om no longer
be used. But don't worry,
your Ch.los Warriors will
still be able to take to
tke battlefield as w~'l1

have an official "get-you­
by'" Chaos Warrior army
list in next month's issue
of White Dwarf! And
fear oot- il brand_
Chaos Warrior army
boo« will be rele..sed
very soon!

PI"~fff$Mtd NutBlmgs Qlly 10
I~ DMmoo Priou of NlJIllle.

8Nm of Nwp _ hidMus,
JJlJ8."k~ c:lNfUt'l5/hM k~'o'E' ~

Intil of JJ,ffl(' In !heir w~k~.

DAEMONS OF

NURGLE

hard, Nurgle Daemons are tough and
difficult to get rid of, Tzeentch have a
plethora of ranged attacks and magic,
while Slaanesh will hit you wilh a bucket
load of attacks. A good Daemon general
will be able to mix and match these
different types of units to give him a highly
flexible force or even an army tailor-made
10 get the best advantage depending on
what he will be facing."

Players with more narrative leanings
may wish to field a daemonic army of just
one power, is that possible? '"11 is
something I was aware of when designing
the list and although it is viable, I wouldn't
recommend playing with one in a
tournament. Single-power Daemon armies
are extremely specialised - a Slaanesh
army will be super-fast with a ridiculous
number of attacks, for example - but bear
in mind Ihey are extremely inflexible."

The Citadel designers have
been very busy, not just
producing the plastic kits
(such as the Bloodlellers,
left, or the Daemonelles),
but also some splendid
new metal models like the
gruesome Beasts of
Nurgle, Plaguebearer
command group,
Bloodcrushers and Flesh
Hounds. These are among
the heaviest hillers in the
Daemon list - see them in
action later in this issue.

work in the game hasn't changed Ihat
much - there's just more of them now. So,
they still all cause Fear, are Immune to
Psychology, have a 5+ ward save, magical
attacks and have to take a Daemonic
Instability test if they lose a round of
comoot- one small tweak is that daemonic
leadership can now be modified as normal
from Break tests. The difference is that
before you had one Daemon unit in your
force, or maybe two al the most; !lOW

you'll have a whole army of Fear-causing
troops with ward saves!"

The secret, however, to using the
Daemons is not with the daemonic special
rules. '"Your choice of god or gods is
crucial to the success of your Daemon
horde," continues Mat. "You have to pick
wisely, and factors such as your opponent's
force and what you need the army 10 do
will have an impact. Khorne units will hit

Beasts of Nurgle



Back to the army list itself and, as I
scour the pages, I notice the Heralds listed
in the Heroes section. "They're new," says
Mat. "Heralds are Hero-level characters. It
wasn't going to be practical to just have
Greater Daemons as your only character
choices. The Heralds can also be upgraded
to carry an icon and become the force's
Battle Standard Bearer. We've also
included four named Heralds as special
characters in the list."

Talk of daemonic special characters
certainly got my attention. "There are nine
of them in total," says Mat with a
triumphant twirl of his moustache. "It's
easy to think of Daemons as faceless Warp­
nasties, but that's far from the truth. All
Daemons, possibly with the exception of
Nurglings, are intelligent beings with their
own consciousness and personalities, and
this book has really let us delve into that
uncharted area. So you have Skarbrand,
the Bloodthirster who tried to usurp
Khorne, or the Fateweaver, a Lord of
Change who can see the past and the
future but is blind to the present. All the
characters mentioned in the book have a
timeless mythos attached to them as befits
creatures created by a Chaos God. it's also
why they are equally at home in the grim
darkness of the far future."

get some Chaos Warriors instead. The book
has one self-contained army list, as will all
other army books going forward. It keeps
the system clean and simple. That's not to
say that creating a full-on Chaos host, the
kind Archaon invaded the Old World with,
is not possible. Of course it is - you can
play in a big multi player battle with
numerous armies per side, or use the rules
Jervis wrote in the Legendary Battles
Expansion (published in lasl month's White
Dwarf - Grombrinda/) which ably cover
this situation."

A Daemon army, then, works best
when using Daemons from two or more of
the Chaos Powers. Mat is quick to pre­
empt the follow-on question about a
broader Chaos force consisting of other
elements such as Chaos Warriors and
Beastmen. "Unlike the Hordes of Chaos
book, there is no integrated system for
using allies," he states. "You can't
substitute part of your Core allowance to

•• It's easy to think of Daemons
as faceless Warp-nasties, but
that's farfrom the truth. "

•

•,

(

,
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A daerIKmic host bailie; with a Vampire COUll!

ilnd her Undead hordc nCilr an anciCIl! 5hrinc.
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HERETICAL VISIONS

3. Paul Dainton's
painting shows a host of
Daemons emerging from
a defiled luslrian lemple,
inlenl on destroying the
Uurdman inhabitants.

Art key:
1. This piece, by Alex
Boyd, is of a Keeper of
Secrets and its attendant
Daemonettes
slaughtering their way
through a High Elf line.

2. A lord of Change'S
sorcerous attack agaiosl
the Imperiat GUilrd, also
painled by Alex.

both books, each entry has a separate
piece of art.

"Iconography was important, ~ adds
Paul. "We included the runic emblems in
ways that were less obvious than just a
banner in the background, we tried to be
more subtle than thaI. So you have scars in
the shape of the icons or small bits of
jewellery - it was a good way of breaking
up the skin."

I then asked Paul which Chaos power
he most likes to depict, thinking it would
be a difficult question, but he immediately
grins and answers without hesitation.
"Definitely Nurgle," he says. "Both me and
Alex really enjoy drawing Nurgle's
Daemons. There's an element of fun and
mischief the other gods don't quite nave. I
also really like drawing Slaanesh stuff
because of the fine line you have to tread ­
but I don't think I should dwell on that!"

B
oth the new books are awash with
some great new illustrations, I asked
resident artist, Paul Daiolan, about

the work he and Alex Boyd did on Ihe
Daemons. "[t was different drawing the
same creatures in both a Warhammer and
Warhammer 40,000 context: says Paul.
"'While the look of the Daemons slayed the
same, in 40K we'd have them ripping up
tanks and slaying Space Marines, while in
Warhammer they're bashing Orcs and
tearing apart Dwarfs."

Despite Ihe two game systems there
was one consistency running through all
the art. "We wanted lots of energy and
violence," states Paul. ""Visceral' and
'exuberant' were words used a lot when
we first started planning the art for the
books," There's a lot of it too! While it
would have been easy to use one piece of
art in the bestiary and forces section of
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Daemonellc
C/,ampion

DJcmonette
!cO" Bearer

DAEMONS OF

SLAANESH

Dacmonelle
Mu,i<;ian

•

l

The new plastic Daemonelles
have been a long time
coming, and allow Daemons
players to field large units
with as much personalisation
as they like. Also on these
pages are several examples of
Fiends of Slaanesh and
Tzeentch Daemons painted in
a variety of ways - Slaanesh
and Tzeentch models in
particular are great for
showing off your painting
skills and experimenting with
outlandish colour schemes.

In the Book
Inside Codex; Chaos
Daemons you will find:

• A comprehensive
background section
covering Warp space
and the four Ruinous
Powers.

• Cumplete guide to
each characler, troop
type and vehidc.

• Full-colour hobby
section with painting
tips thaI will help
make your daemonic
for«~ Iruly unique.

• Brand new army list.

W
hile Mat was busy writing
Warhammer Armies: Daemons
of Chaos, Alessio and Gav, who

had worked together on Codex: Chaos
Space Marines, were tasked With making
the Daemon forces work in Warhammer
40,000. We caught up with Alessio, who
look the lead on this project.

"The important thing to remember,"
begins Alessio, "is that it is the same army,
using the same range of figures, that
straddles two systems." As you'll see there
is one exception to this - we do have one
kit that can only be used in Warhammer
40,000, but more on that later.

The book itself starts with a large
background section detailing the Realm of
Chaos, how daemonic incursions work and
the relationship between Mankind and
Chaos. "This section was largely written by
Gav, but it was very interesting working on

the background at the same time as Mat
was working on the Warhammer
counterpart, especially when you have
special characters that appear in both
books. If you put the two books together
you'll find that these strange mythic
characters appear in both, but one is
looking through a Warhammer mirror,
while the other is from the mirror of the
40K galaxy. Make no mistake though, these
are the same Daemons - Skulltaker,
Khorne's greatest champion, is the same
being no matter what planet or battlefield
he strides across."

While the Daemons are the same in
both games, how they actually work within
the respective systems is quite different. In
fact, a daemonic force in Warhammer
40,000 plays in a very unique way. "Well,
all Daemons are Fearless so they won't run
away. They're Invulnerable, so can still

DAEMONS DESIGN NOTES



DAEMONS OF

TZEENTCH

the fates (no doubt manipulated by
Tzeentch) are against you, then your force
could appear in dribs and drabs to be
taken oul by Ihe concenlrated fire of the
enemy. '"II does have to be used carefully:
agrees Alessio. '"Appearing in a long battle
line in front of the opposing army will not

and Deep Strikes onto the table later using
the normal Reserves rules."

This is potentially very powerful,
allowing your Elite units to take objectives
or engage with the enemy's key units
extremely early in the game. Conversely, if

Flamers ofTzeentch

" Skulltaker is the same being
no matter what planet or battlefield
he strides across."

Screamers of Tzeentch

walk around with big holes in their bodies.
But what really makes the Daemons
different is the Daemonic Assault rules.
Quite simply, Daemon armies do not
deploy. When you start a game with a
Daemon force, no units from the Daemon
army will be on the table. What this
represents is the Daemons learing apart
reality, breaking through the oorrier
betv.'een the real world and the Warp.
Fighting Daemons is nol a normal
engagement; the planet is undergoing a
Chaos assault, reality is warping and
twisting." says Alessio.

This immediately begs the question of
when the Daemons actually appear on the
battlefield, and how? "The Daemons start
to appear from Turn 1." Alessio reveals.
·Half your daemonic force will arrive on
the first turn using the Deep Strike rules.
The remainder of your force is held back

Pink Horrors ofTzeentch
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A pair of Soul Grinders SCOur the
landscape in search of pitiful prey.

he mentioned that mixing Daemons from
the different powers was the best idea. Is
that the case in Warhammer 40,000 as
well? "Absolutely," says Alessio. "The
Daemons share the same broad
characteristics as in Warhammer. Khorne
squads have Furious Charge as standard so
will hurt in assault, Tzeentch Lesser
Daemons are the only squad-level troops
with ranged attacks in the army, Nurgle
squads have a high Toughness and Feel No
Pain, while Slaaneshi Daemons have lots
and lots of Rending attacks. A good
Daemon force will have a mixture of these
squads. A one-power force is possible and
could even do well, but it is a one-trick
pony, so you'll have to be careful."

The other surprise is the Heavy Support
section that features just two choices - a
Daemon Prince and something called the
Soul Grinder. "The Daemon Prince is there
for two reasons. First, the HQ section was
packed as it was. Secondly, his options and
characteristics make him a true
heavyweight, capable of ripping tanks to
shreds, so it was a natural home. However,
it is the Soul Grinder I'm most excited
about. This is a Daemon Engine, unique to
Warhammer 40,000 for obvious reasons. I
love this model and think Mark Harrison
has don~ a fantastic job. It really is a thing
of beauty, so I made sure the rules Jived up
to the great kit," gushes Alessio. Daemon
players will surely agree.

always be the best plan. However, Deep
Striking in and around the enemy at key
objectives may well give you a powerful
advantage early on."

Of course, this system means that if the
opposing force goes first, then there will be
no Daemons on the table to react to or
fight against. How does that work? "If the
game is objective driven then you'll get a
free turn running around and claiming the
objectives. Otherwise, you form a
defensive perimeter or position yourself for
the best fields offire as you try and predict
where and when the Daemons will appear.
When this situation cropped up in
playtesting the non-Daemon players always
found it quite tense and nervy as they tried
to position their force, but then if I was
facing Warp-born creatures of Chaos I'd be
extremely tense as well!"

On to the army list itself, and the first
thing J notice is just how packed the HQ
section is. "It is a large section," agrees
Alessio. "You have the Greater Daemons,
the majority of the special characters and
the Heralds living in there. However, a
single HQ slot can include up to two
Heralds, which takes the pressure off. So in
a typical 1500-point game, you could take
four Heralds, or a Greater Daemon and
two Heralds, or even two Greater
Daemons, but don't expect to have many
troops in that force!"

Back in our Warhammer chat with Mat,

DAEMONS DESIGN NOTES

Apocalypse
Chaos Daemons is a self­
contained army list used
to create a wholly
daemonic force, so there
is no option of adding
the diabolical Chaos
Traitor Legions in the
Daemon list. However,
should you wish to play
in a battle that features
all the damned forces
Chaos has at its disposal,
then all you need do is
playa game of
Apocalypse with armies
from both the Chaos
Daemons and Chaos
Space Marine Codexes.
Don't forget that you can
also add datasheets from
last month's Liber
Apocalyptica into your
force as well!

,.



Forge of Souls
Hidden deep within the
Realm of Chaos is the
Forge of Souls, where the
ever-mutating daemonic
craftsmen eternally
hammer at their
creations in cyclopean
smithies. The Soul
Grinders are the creation
of these daemonic
artificers. They are
terrifying creatures that
are the fusion of the
most powerful daemonic
entities wilh machines
thai originate outside the
lmmalerium, but have
felt the touch of Chaos.Type

Assault 64 5
Strength APRange

Harvester 24"

Range Strength AP Type
Vomit Template 6 4 Assault 1
Tongue "" 10 1 Assault I
Phlegm "" 7 3 Ordnance 1,

Large Blast

Harvester: Soul Grinders are also gifted
with the harvester of souls, a deadly
secondary weapon.

A
4

I
3

Armour
F S R

13 13 11
ws as s
3 3 6

Mawcannon: Soul Grinders can unleash
lethal Warp energies from their mouth.

The Soul Grinder is a Daemon Engine and
follows all the usual Daemon rules. It is
immune 10 Ihe effects of Shaken and
Stunned damage results.

THE SOUL GRINDER
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A final highlight of pure Skull
White was ,lpplied 10 the most
prominent ,,,ised ateas.

The next highlight I.lyer W,l$

ere-lIed by adding l'VCl1 more Skull
While 10 the mix.

A $mall amOl/1l1 of Skull White was
MJd<?d 10 rhe base<;oal mix and
applied over all rile raised areas.

Daemonette Skin

PAINTING DAEMONS

Daemonette Claws

The D,lcmonelle's skin w,lS /Jiven ,1
3:1 basecoar mil< of Horm.1g.lUl1/
Purple and Ohcncb S'one,

,

MaR! BJNcht!d Bone w,u iIdded 10
the mix and applied to the rrtOSl

prom","!m ridges,

Am~ was miXPd by adding ,)
spof of Bleached fkx>e to the
b.uecQ,;lI mix.

DAEMONS DESIGN NOTES

The claws "-e-e~Ied wilh a
4:4:1 mix of~.llJrnPurpk,
LJche Purple and Ch.Jos BI~



John 81M1Che Iws p.linled this
o-oon in mohen coIo<m: 10
8M lhe~ 1h41!he
Bloodlctrf!f tw~ hom
.. hellish inkmo. Evm!he
HelIbhde Iliti '-'n painted
in this style ro suggesl il is
p.ln dlhe ~"fUiP, ..00 f>Dl ..
sepdr..te entity.

The next highNgllt w,l5 a 1;1 mix of
Blood Red and B/,lzjng Or,,"ge,
followed by a 1'1 mjx of Bluing
Or"nJ,'C 'Inri Fiery Or..nge.

This BJoodlefl('f' hd$ been
painted llSill8' a very ddt/(
palette. The s""Otd. 011 lhe
Ofher lund. h.rs been
deI~illelypainU'd much
brighl('f' ro confr.t51 WIth lhe

dark flesh /l'.It>e5 of the
D.oemon. The tongue and
horns add" further cootr.w.

finally. 8/aziflS Or.lrv;e W;JS MIded
10 the previous mix illJd piJintrd on
<is " hij;hlight.

An initial hiSlllighr of Bloocl Red
10',.5 applied /0 I!>c raised P.1fls 01
the skh" m,.king $mc /0 .wold the
rec~area5.

Pink~ red are the
prominent coIotNs used ht=.
The skin hd$ bef!n ,;/=00 10
give iI .. warm hue, while
!Jill maimainitlg the
dur.JCrerntic p;llIid I/.Jnl>. "
SlCMJy hand is required fa
lhe inlricare pal/ems 00 the
clofhi1l8 and slcin.

A I; I mi. oi Sub Red ;md Blood
Red _ ap(JI;oo 10 the rip and
fais«J are.JS 01 rhe blade.

The skin 10'''5 given a ",ash of Red
Ink .111 over. A Sl!Cond wash of
Brown Ink w,u then applied to the
sca/m .lnd Oeepesl recesses.

This {)a£'llOl_ h;,s very
pale skin with .. pinkish hue
I1uI wntr~ sharply WIth
he<- birllNlher b.lsque. The
patterning on the sIc;n ,md
c/ofhi1l8 WAf painted on by
lund, adding 10 lhe imricMe
look of the model.

The Many Colours of Chaos

The He/lb/ade _ firSl painted
with Sub Red, strais/lt O\'l't the
0l.J0s BI.JCk undett:wl.

Bloodletter Sword

Bloodletter Skin

Mechrjre Red 10'015 u$Cd .1$ tile
baW<:m1I, painted cw-'nly <til over
the Blood/etter's flesh.
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IN..-STORE THIS MONTH

-"

RING YOUR LOCAL STORE FOR DETAILS, OR LOG ONTO:

www.games-workshop.com
~

Bring your Daemon forces into the store to fight and ravage the
worlds of mortals!

On the weekend of 31st Mayall Games Workshop stores will
be running modelling, painting and army building workshops,
where you can get your new Daemon armies battle-ready, as
well as all kinds of exciting Warhammer and Warhammer
4{),OOO games (or you to join in!

Get down to your local store and ask about the elCciting
Daemon-themed events and activities in your local store.

;

" --

R
ubbing his hands against the cold and hugging his sides, the lookout atop the
wafts stared ou! across the frozen (og·shrouded landscape, his breath
clouding as he breathed into his cupped, gloved hands. Ghostly fingers of

rimed trees reached out of the gloom as dawn came; just a brightening of
the gloom and a watery light to thicken the mist.

Jacob suddenly looked up; a dim glow was growing in the North.
Hefting his weapon he peered into the haze, noticing a cloud rising above
the hoary fog and the ruddy light.

Out of the murk terrible shapes took form. Some diseased and pustulent,
some lascivious and perverse and at the forefront, frenzied creatures
with molten skin and brazen collars. All poured forth in a gibbering
malevolent herd. Raging and leaping forward, the frost at their feet
flashing to steam with fhe heaf of their unnafuml flesh, the Daemon
host ran at the walls, hurling themselves at the defences.

Jacob recovered from his stunned immobility. There was to
be no hope of mercy, there W,1S nowhere to flee. It only
remained to fight and to sell his life as dearly as he might.
Unslinging his weapon he summoned his comrades to the defences;

"'To the walls! To the walls! Daemons Me upon us! DAEMONS!"



•

I
n lhe depths of a dimension formed of purest entropy, a tiny but repugnatlt Daemon crawled
cautiously cowards j(j master's living throne. A frown of concenlrafion twisted the occupant's revolting
features as his quill scratched away, recording every pennutation of every disease that had ever been

unleashed upon the world of mortals. It was a thankless lilsk and even the most dim-wilted Daemon Imew
that the Tallyman of Plagues did not appreciate being interrupted. 11le diminutive Nurgling craruled the
last few yards on irs dis/ended belly and gulped nervously before clearing its thrrJ(j( with a grotesque raule.
·WHAT do you want this time?· roared Epidemius, in[eCled spilde flying in all directions.
·Er... most foul Tallyman of Plagues..... squenked the Nurglit'St "Lord Bileflood is trapped by the rat-kin.
Bled {lW(l¥ for lheir brews, I swear.; it!"
"Is iJUJI so?" said Epidemius, pensively. Laying down his quill. lIe craned his rubbery neck and cast an
appraising glance toward 'he molten wlcanos glowering on the horizon, where !lIe foolSoldiers of rhe Blood
God waged their eternal wars. "Then I think we had better museer our foras. /iule one. Ir is rime for old
debts CO be honoured, and morwl blood co be spilt. "
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In the far north of the Empire, the fabric of reality begins to
split as a Daemon horde prepares to spew forth into the
mortal realm. Mat Ward presents a brand new Warhammer
campaign to chart their path to glory...

T
he launch of the new Daemons of
Chaos book and miniatures range
for Warhammer has generated so

much excitement here in the Studio thai
I've half expected to see Pink Horrors
erupting from within the rest of the games
developers. You see, Daemons are
somewhat different to other armies in the
way they look and play, and so getting to
grips with an army of them is as
challenging as it is fun.

To my mind, the best way to test the
mettle of any new army is to send it on a
campaign! Warhammer campaigns are the
ideal way to see now an army behaves
against a variety of foes in a range of
different-sized games and in unique
scenarios. Of course, saying things like this
in Ihe Studio is quite dangerous, as it
inevitably leads to White Dwarf editors
sneaking up on you and saying "Great
idea, Mat, why nOI write thai up for us?'"

So, having talked my way inlo more
work, I set about looking at a Daemon
campaign and what that would entail. The
first thing I needed was a story - although
map campaigns and "'Swiss tournament"
style leagues are great fun, I wanted
something a bit more story driven for the
Ruinous Powers. Once that was sorted, the
scenarios and opponents fell into place. All
that remained was to find some able
victims (or volunteers, whichever) to play
through the campaign. Enter fellow writers
Phil Kelly and Robin Cruddace, ever
willing to play games of Warhammer for
the greater good. II'S a hard life.

The Tale of Bileflood
Our tale begins not with Daemons, but
with the Skaven, in a subterranean lair
deep below the Empire province of
Middenland. Hungry for power, the half­
crazed and unspeakably evil Plague Priests
of Clan Pestilens have made a
breakthrough in their quest for glory. Their
research into foul diseases and plagues has
drawn the allention of Nurgle, and the
Plague Priests have managed to summon a
Great Unclean One, Bileflood, into their
noisome realm. However, the Greater
Daemon got more than it bargained for,
because the Skaven of Clan Pestilens were
not interested in working with the powerful
servant of Nurgle - instead they used their
rituals to imprison the Daemon, binding it
lor all elernity in chains of warpstone and
meteoric iron. Their perfidious aim is to
drain the Greater Daemon of its essence,
fuelling their search for the ultimate disease
to unleash upon the surface world.

The powers of Chaos have not taken
kindly to this assault on one of their most
powerful servants and, even as the Plague
Priests celebrate their finest hour, fate
conspires 10 open a gateway inlo the
physical realm. The Daemons are about to
make their way Violently into the world,
and they'll tear apart everything in their
path until they reach Bileflood and his
Skaven captors!

The Campaign
This campaign will be played by two
players - one will take the Daemons, while
the other will conlrol a variety of forces.
This represents the Daemons material ising
opportunistically some distance from their
quarry, and having to fight their way
through all-comers to reach Bileflood.

The campaign comprises three
scenarios, increasing in size as they go.
Winning a scenario may grant a player
additional bonuses in the following game.
For the sake of the narrative, everything
hinges on the final showdown, SO the
player who wins the final scenario will win
the whole campaign. Obviously, winning
the previous games will give a player a
huge advantage in the finale.

What follows is the series of scenarios,
along with the narrative that we developed
alongside them. Finally, we present a series
of mini battle reports \0 illustrate how the
players got on. Can Phil's horde of Chaos
wreak havoc across the Old World? Or will
Robin's multifarious forces stop him in his
tracks? Read on to find out.

Cruelly che..ted of his
desliny as .. Time Lord, the
Machiavelli..n M ..t still
manages to lvorl: al twice
lhe speed of a normal
hum..n due to ..n eI.lbtxate
cloning technique.

The entiry -Phil' is actually
a berenlacled gribbly from
spilce, who is Ie.lming
..bout e..rthling defences
by writing walgame5 rules.
He's actually rather
enjoying himself

Robin h..s recently h..nded
in his bb coot and
,1bandoned the pMh of
science {acr for science
ficrion. He is C..mes
Development's latest
recruit - and head tea·boy.

BiJerlood Iw bf,.en impffloner1
by O"n Peslilens, and his energy
h.lmessed by the Pfague Monks.
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Scenario 1

12'

Campaign Notes
Any Daemon units (but not named
characters) that escape the board may be
used by the Daemon player for free in the
next game, as if they cost no points. If the
High Elves win this battle, however, then
the Daemons' advance will lose vital
momentum - the Daemon army will have
250 points less in the next battle.

rocks will be suitable. In the centre of the
board is the toppled Elf waystone. Other,
intact waystones may be placed as shown.

Forces
Armies are chosen from the Daemons of
Chaos and High Elf army books, to a value
of 1000 points.

Special Rules
The toppled waystone is now a magical
conduit, radiating arcane energy. Any
model casting a spell within 12" of the
waystone must roll an extra power dice.
They receive this for free each time they
attempt to cast a spell, even if this extra
dice takes them above the usual dice
restriction for their magic level. Players
have no choice in the matter!
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STEM THE TIDE

T
his stretch of coastland is the site of a
series of Elven waystones. Like silent
sentries, they have stood along a

magical fault line for many centuries,
channelling magical energies into less
harmful forms, preventing the influence of
Chaos from tainting these lands. The men
of the Empire shy away from this place,
believing it to be cursed. This suits the
High Elves well, for they have a colony
here, entrusted to watch over the
waystones lest Chaos find entry into the
mortal world.

As the winds blew stronger, however,
and lightning scorched the earth, one of
these ancient monoliths was toppled, and
the gibbering entities lurking within the
Realm of Chaos spied their opportunity.
Even as the garrison of Elven warriors was
roused, the first Daemons ripped their way
through the weakened magical barrier and
took physical form. As the High Elf
spearhead arrived at the site of the
incursion, their stomachs knotted with fear
and revulsion at the sight of the foul host
that gathered before them. The Elves would
have a fight on their hands this night.

Scenario
The battle is a standard Warhammer
pitched battle. See the Warhammer
rulebook, page 2.

Terrain
The battle takes place along a rocky stretch
of coastline. Any cliff-type hills or piles of

On a remote coast of Nordland, a violent and unnatural storm
erupts. The heavens shake, and all who bear witness swear
that the gods themselves are angered. How right they are.

HOW
ToWIN

The Daemons must Iry 10
bre<lk through the High Elf
line. The Daemon pl<lyer
wins if he can move three
or more scoring units (of
unit strength 5 or more)
off the High Elf
deployment edge before
the end of the game. Jf he
fails to do this, the High
Elf player wins.

•

- r
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LAIR OF THE PLAGUE LORDS Scenario 2

The winner is determined
using the Victory Points
system. The Skaven player
receives an additional 200
VPS if Bilenood has 5
W04Jnds or less remaining
at the end of the game, or
an additional 400 VPS is
Bilenood is slain.

Daemonic Hunt: Those Daemon units that
escaped the board in the last scenario are
present in this one, and may deploy up to
18" onto the board instead of 12".

Campaign Notes
Regardless of whether the Daemons win or
lose, Bileflood, a Great Unclean One, may
be included for free in the next game, as if
he costs no lXlintS. The pestilential
experiments have taken their toll, however,
and Bileflood starts the next game with the
same number of Wounds as he had
remaining at the end of this game. If
Bileflood was reduced to 0 Wounds, he
begins the next game with a single Wound.
If Bileflood survived this game, he may
also take up to 100 points of Daemonic
Gifts for free.

Special Rules
Bileflood: This Greater Daemon of Nurgle
is enchained and takes no active part in the
battle. He is placed in the centre of the
summoning circle. At the start of each
Skaven tum, Bileflood loses one wound if
the Skaven player can roll a 4+ on 106, as
his plague powers are drained. In addition,
any Plague lord or Plague Priest within 6"
of the circle can attempt to speed up the
process by casting the Charm of Pestilent
Distillation bound spell (power level 3).
Each successful casting causes an
additional wound on Bileflood.

Priest in his army, which does not count
towards his maximum character allowance.

Jr

,

Having finally broken into the Skaven Under-Empire, the
Daemon host summons its strength and prepares to crush the
upstart ratmen who have dared to imprison Bileflood.

Forces
Armies are chosen from the Daemons of
Chaos and Skaven army books, to a value
of 2000 points. The Skaven army must be
led by a Plague lord from the Skaven army
book appendix (page 78). In addition, the
Skaven player may include a free Plague

The Greater Daemon of Nurgle, Bileflood,
has been imprisoned by the foul Skaven
and even now is trapped within a magical
circle, his essence being leeched away by
the second. The Plague Monks of Clan
Pestilens are using all of their powers to
complete the ritual of Pestilent Distillation,
but know their time is short. Even now,
cacophonous echoes of rage can be heard
from the distanllunnels. The Daemons
have broken into the Under-Empire, and
unless the Skaven can finish their work
swiftly, the retribution carried out by the
unholy warriors from the Realm of Chaos
will be swift and violent indeed ...

Scenario
The battle is a standard Warhammer
pitched battle. See the Warhammer
rulebook, page 2.

Terrain
This battle takes place in a vast Skaven
cavern. A grey board with plenty of rocks
will suffice. In addition, there should be
some kind of summoning circle in the
centre of the board, about 6" in diameter.
The summoning circle counts as
impassable terrain.
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Scenario 3

o
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Temple of Shallya: Any Empire units
occupying this building receive a 5+ ward
save to represent the healing powers of
Shallya. Any Daemons may attack units
occupying the temple, not just infantry.
This represents the fervour of the daemonic
assault on Elsterweld and the desire of the
Daemons to defile the mortal temple.

••

Special Rules
Empire Stronghold: The town is well
defended by Empire troops. The Empire
player may place a single unit within each
building if he wishes, instead of deploying
them normally. The Empire player may
deploy his artillery atop any of the
buildings (so long as the models will fit!)

army also includes Bileflood, a Great
Unclean One, for no points cost, as
described in the Campaign Notes for
scenario 2. If he survived the last scenario,
he may also take up to 100 points of
Daemonic Gifts.

The Empire force is chosen from the
Empire army book, to a value of 2500
points. As the town of Elsterweld is
devoted to Shallya, the army may not
include an Arch lector of Sigmar, nor the
Grand Theogonist Volkmar the Grim.

In addition, the Empire player may
choose 750 points' worth of Ogre
Kingdoms models as mercenary allies. The
Ogre contingent must nominate its own
General, and cannot use the Empire
General's leadership nor Battle Standard
during the game.
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Forces
The Daemons force is chosen from the
army book to a value of 3000 points. The

Terrain
This battle takes place in an Empire town,
and so most of the terrain pieces used
should be Empire buildings. There should
be a Temple of Shallya in the Empire
player's half of the board (though not
inside the Empire deployment zone).

The Middenland lawn of Eisterweid had
enjoyed a near-unprecedented period of
peace over recent years - a peace that was
about to be unceremoniously shattered.
JUS! a few days ago, refugees (rom outlying
villages and messengers from border
garissons had begun to trickle into the
town, petitioning the Burgomeisters to save
them from a horde of monsters, which
even now marched on Eisterweid. Word
was sent to every nearby fort and town,
and the calila arms was answered. Even as
the sky darkened and the unholy throng
appeared on the horizon, state troops from
a dozen regiments and battle-hardened
mercenaries arrived in the town. This rag­
tag force would have to stand in the face of
the nightmare legions of Chaos.

With Bileflood freed and his Skaven foes scattered, the
Daemons emerge from the Under-Empire to rampage
through a nearby Empire town.

Scenario
The battle is fought down the length of the
table, from short edge to short edge, but is
otherwise treated as a standard
Warhammer pitched battle. See the
Warhammer rulebook, page 2.

Playing the Campaign
We played this campaign with just two
players, using the (not inconsiderable)
resources we had available here in the
Studio. When playing the campaign at
home, you may want to join forces with a
few friends or members of your gaming
group, either taking it in turns to fight the
scenarios or combining your armies for a
larger game (see the Legendary Battles
expansion in the last issue of White Dwarf
for one way of doing this). You can use
whatever armies you have available, with
only a little tweaking of the narrative.
Imagine what would happen if the Orcs &
Goblins captured Bileflood, or if the wrath
of the Daemons fell on a Dwarf hold.

HOW
TOWIN

The winner is determined
using the Victory Points
system. The Daemons gOlin
an extra 200 VPs if they
milnagc to O(;<;;upy the
Temple of ShalJya;ll the
end of the battle.

THE DOOM OF ELSTERWELD
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UNLEASHING HELL

CHAOS SHALL N OT PREVAIL
and a Warrior Priest will guard the TempJe of Shallya. I'll
have lots of artillery deployed in the ramparts where the
Great Cannons can draw line of sight to the foul Daemons.
Missile troops will deploy in buildings where possible and
I'll have a lot of infantry units to plug gaps as they appear.
For my mercenary allies I've opted for a large unit of Ogre
Bulls with iron fists. A Bruiser with a great weapon will be
able to deal with pretty much anything short of a
Bloodthirster. A Butcher will help me get those important
Gut Magic spells in play. I'll only have one unit of Ogres,
but they'll pack a hell of a punch.

to Khornate units, headed up by decapitator extraordinaire
Skulltaker. With their in-built magic resistance, two units of
Bloodletters should prove sufficienllO turn those nice
white elfling robes red in short order - especially when
backed up by Flesh Hounds and a devastatingly hard
Bloodcrusher unit.

The second game will see my Khomate vanguard
joined by the mastermind behind the daemonic rescue
attempt, Epidemius. The Maggot King was escorted to
battle by a pair of Beasts of Nurgle (mmm, tentacly), some
scouting Nurglings and a unit of Plaguebearers with the
Icon of Eternal Virulence. This banner allows any kills
scored from poisoned attacks to count double for combat
resoluliOfl, especially effective when Epidemius' special
ability kicks in later in the game. I am also keen on taking
some Daemonettes -Iheir high Movement and Attacks will
help them close down any Skaven trickery nice and early
Ofl in the game.

My plan fOf the grand finale is simple - lake as many
weird and wonderful units as I can and throw them into
combat with the Empire troops as quickly as possible. My
shock Iroops, the Bloodcrushers and Flesh Hounds, will be
bolstered by Fiends of Slaanesh and a mighlY Bloodthirster
known only as Gorebastard. If anyone can take the
heavily-defended Temple of Shallya it's these guys.
Meanwhile the rest of my daemonic footsoldiers will
engage the cowardly menfolk hiding within Elsterweld's
buildings. Ready or not, here we come!

Robin: My task is simple; stop a horde of Daemons from
rampaging across the Old World. OK then, no pressure.
Playing narrative campaigns like this is one of my favourite
parts of the hobby. For the first instalment I was going to
have to prevent Phil breaking through the lines of the brave
forces of the High Elves. The plan was simple; march right
up to the fallen waystone and use a Mage (with an extra
power dice) 10 blast any of Phil's fast moving units, whilst
my Spearmen and Swordsmen hold up his main force long
enough for my cavalry to smash them asunder. The Archers
and Tiranoc Chariot should hopefully be enough to see off
any units that slip through.

For the second game my focus will be on the bloated
captive, Bileflood. I'm not expecting many of the Skaven to
survive, and, just like any good Skaven general, I don't
care. As long as I can drain enough of Bileflood's power,
Ihe main objective will be complete. I've chosen large
units of Plague Monks and more Plague Priests than you
can shake a censer at. The idea will be to head straight
towards Ihe Daemon and drain its essence at every
opportunity. The Skaven Clan Rats and Rat Ogres will have
the unenviable task of slowing the enemy down, holding
the Daemons up for another turn or so whilst large units of
Plague Censer Bearers and Plague Rats counter attack.

The final game is going to be great. Led by a General of
the Empire and backed up by a Wizard lord, I'm going to
show these Daemons that the Old World's no pushover. A
large unit of Greatswords with the Battle Standard Bearer

Phil: I've always loved playing the bad guy, and they don't
come much badder than the new Daemons. Just a brief
read through the new army book and my eyes came out on
stalks (too much Tzeentch, perhaps). My mission was to
rescue Bileflood from the Skaven of Clan Pestilens, then
cause as much havoc in the Empire as I could before
heading back to the Realm of Chaos for lea and medals.

First of all, though, my daemonic forces had to cut their
way into the mortal world through a garrison of High Elves.
Well, when it's direct taclics you're after. the first port of
call has to be good old Khorne. I decided to restrict myself
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Archers and Wizard out of range, play
passed to the Daemon force. Fortunately
for Robin, there was very little the
emissaries of Khorne could do in the first
turn, so the High Elves would have the
chance to strike the first blow.

However, the fickle finger of fate had
other ideas! Failing two Fear tests, Robin's
chariot and Swordmasters were unable to
charge the Daemons, leaving them horribly
exposed. The Magic phase was no better,
as Phil dispelled both the Curse of Arrow
Attraction and Flames of the Phoenix in
short order. Finally, clutching at straws,
Robin targeted the Flesh Hounds with his
Archers, but caused only a single wound.

The Daemons' second turn began with
the BJoodcrushers charging the
Swordmasters, who failed their second Fear
test in a row! As the elite High Elves
outnumbered their foe, they held fast
regardless ~ however, striking first isn't
quite so effective when you need 6s to hit.
In the centre of the battlefield, SkuJltaker's
regiment proved to be out of range of the
Silver Helms, much to Robin's relief. In the
remaining Movement phase, the Flesh
Hounds coninued to advance round the
flank of the High Elf force. After that, with
no magic or shooting, it was straight into
combat (see box, left).

In the third High Elf turn, the Silver
Helms found their courage and charged
Skulltaker's Bloodletlers. The remainder of
the Elven host stood firm. Robin then
targeted the other Bloodletter unit with a
Flames of the Phoenix spell, killing five of
the crimson Daemons with magical fire.
The Archers took aim against the Flesh
Hounds - yet again their luck was
abysmal, but they managed to cause
another wound, sending one of the Hounds
back through the veil.

In combat, Skulltaker issued a
challenge. The High Elf Noble accepted,
honour-bound to fight the Herald of
Khorne. Unfortunately, the Noble proved
unequal to the task, failing to wound the
daemonic hero. Skulltaker, on the other
hand, scored two Killing Blow hits
(needing only a 5+ rather than the usual 6),

T
he wind screamed and scarlet lightning flickered across the waystones arrayed
ahead of Lord Sinon's proud garrison force. Suddenly, with a sound Uhe the
shrieking of a thousand banshees, a jagged line of crimson ripped across the

plain and a horde of red-skinned Daemons clawed and clambered through the
wound in reality. The lesion widened further as more and more daemonic invaders
pushed through.

With a terrible shock Lord Sirion realised that every single one of them was
looldng at him.

P
hil's army selection for this opening
game threw everyone, not least his
opponent. In a bold gamble, he

chose only Daemons of Khorne, led by the
mighty Skulltaker. Both forces looked
woefully compact on the tabletop, but the
unit of BJoodcrushers emanated menace.
Phil's idea was that the vanguard of the
Chaos force would comprise its strongest
warriors, all keen to get to grips with the
enemy and spill some Elf blood.

The High Elves won the first turn, and
raced forwards to confront the foe. The
Silver Helms showed their speed,
threatening the flank of Skulltaker's
Bloodletters right from the start. With the

Crush! Maim! Kill!
The Swordmasters struck the Bloodcrushers, causing a single
wounding hit, which bounced off the daemonic aura of the metal
monster. In return, the Bloodcrushers caused ten wounds, breaking
the Swordmasters in a single round of combat, and then chased them
down as they fled. Agrim turn indeed for U1thuan's finest.

Grombrindal Says:
Playing a campaign calls
for a different set of
tactics to a standalone
battle (and [ should know
- I've taken part in more
than my fair share!). Both
players will have to look
at the bigger picture, as
victory or defeat in one
game can have a knock­
on effect on the nexl.
Victory for the Daemons
in the early part of the
campaign means they'll
get more troops for the
later games. Conversely,
early defeats for the
Daemons means they'll
start the laler battles with
fewer points and already
wounded characters.

BLOOD AND THUNDER

'I.

•

,
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HiSh Elf Army
Noble on EIVffi Steed
M~8e

to Archers
/4 S~M"",n

/S Sword M~slCrs of Hoel"
5 Silver He/ms
Tir,lI1OC Ch."iol

M""" Chorse Flee

Key

utt

With SO much bloodshed
already, Ihe fourth turn
proved to be the last of
the game. The Silver
Helms fled the battle and,
although the Spearmen
managed to wipe out the
Bloodletlers facing them,
they were destroyed in
tum by the Khome
8Joodcrushers. The Elves
had been wiped out in an
orgy of bloodshed, and
the mortal world began
to quake in fear ...

BATTLE
RESULTS

the Archers, causing the Silver Helms to
flee for the third time that turn. Finally, the
Bloodletters narrowly lost the fight against
the High Elf Spearmen thanks to the Elves'
musician. However, the Daemons did
manage to slay the Elf Mage with a Killing
Blow, dispelling Flames of the Phoenix in
the process.

allows them to add +06" to their first
charge move of the game.

In the ensuing fights, the chariot was
pulled to pieces by the baying Daemons,
while the Flesh Hounds broke and caught

" With another Killing
Blow, the Bloodletter assured
victory for its regiment. "

Daemon Army
SkulltiJker
HcriJld of KlIorne
on }U88errl,lut
9 Blood/etters of Khorne
10 Bloodlcrters of Khome
5 Flesh 1·lo<mdfl of Khorne
2 BloodcfUshers of K"ome

and lopped the Elf's head clean from his
shoulders. The rest of the Silver Helms
slew three Bloodletters, leaving only a
single Daemon to fight back - and fight
back it did! With another Killing Blow, the
Bloodletter assured
victory for its regiment,
and the Silver Helms
were forced to flee.

In Daemons Turn 3,
Skulltaker's regiment
charged the fleeing
Silver Helms, who fled
again, allowing the Bloodlelters to redirect
into the chariot. The Flesh Hounds charged
the High Elf Archers, but found the fleeing
Silver Helms in their path, causing the Elf
knighlS to flee yet again. Else·where, the
other unit of Bloodleuers charged the High
Elf Spearmen, only covering the distance
thanks to their Icon of Endless War, which
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POWER CORRUPTS

Daemon Army
Skullraker
fpidemius
Herald o( Slaa,,,,sll
20 Pla!luef>earers o( Mligle
20 Bloodlellers o( Khome
20 I:Iloodlctters o( Khorne
IJ OacmOlletles of SI,1"",:sh
5 Fle,h Hounds o( Kllo"'e
5 Flesl, Hounds o( Kilome
Kilmllak
4 Nurglin~ /).15e,
2 BloodcrushefS of Kllo",e
2 fJloodcr<Jshcrs of Klwme
Herolld or Kilome
2 Bmsl, of Nur~le

The Plague Lord
The General of the
Slaven army in this
scenario is a Plague Lord
of Clan Pestilens, armed
with a plague censer.
This powerful
character is a
frenl:ied killing
machine, with a
Toughness of 5
and a mighty
5 Attacks.

T
his time the Chaos force contained a
mix of Daemons, and looked
incredibly strong right from the start.

The extra models in Phil's force from the
previous scenario would make it difficult
for the Skaven to hold back the Daemons'
advance. Still, the Skaven horde was not
without its own strengths - numbers being

~ foremost amongst them!
In the first turn, both armies surged

forwards. The Daemons' flanks were
particularly strong and swift, with two units
of Flesh Hounds on one side and two units
of Bloodcrushers on the other. The Skaven
opened the scoring straight away, as
Bileflood took a wound at the start of their
turn. The Warlock Engineer wounded a
Flesh Hound with Warp Lightning and the
Plague Priests and Plague Lord inflicted
two wounds on Bileflood with their bound
spells. Then the Poison Wind Globadiers
on the east flank killed a Flesh Hound.

Enraged by the ratmen's assault on the
Great Unclean One, the Chaos army threw
caution to the wind and charged into
combat wherever possible, much to
Robin's dismay. The Close Combat phase
opened with the Bloodcrushers tearing into
the Plague Rats. The vermin were crushed
beneath the brass hooves of the
Juggernauts, and the Bloodcrushers overran
into the nearby unit of Clanrats.

ChJd Mier';:"",l made
us the rather cool
Summo"ill/j Circle for
Ihis t;.1me, whicll
would dralll
Bileflood's peslilellt
ess(mce by meallS o(
warps/olle charms_

Elsewhere, Karanak and the Flesh
Hounds inflicted heavy casualties upon the
Plague Monks. At the start of the battle,
Phil had nominated the Skaven Plague
lord as Karanak's target - this meant that
Karanak would have to challenge that
character in combat, and would get to
reroll missed hits and failed wounds
against him. Robin was quick to answer
Karanak's challenge with a Plague Monk
champion to protect his lord. At the end of
the fight, one Hound had fallen compared
to seven Skaven, but the Plague Monks
held fast. The second unit of Flesh Hounds
fared equally well, narrowly defeating the
unit of Rat Ogres on the east flank, though
again the Skaven held.

The Beasts of Nurgle, despite rolling an
impressive 11 attacks, lost to the massed
ranks of a Clamat unit, while the
Daemonettes were also defeated by Plague
Monks. The Daemonettes put up a very
good fight, but their charge had
accidentally brought them into contact
with the Plague Censer Bearers too, making
the fight an uphill struggle.

In the second Skaven turn, Robin failed
to score any wounds on Bileflood, while a
disastrous Magic phase left the ratmen
uncharacteristically relying on combat to
salvage the situation, with the Plague
Censer Bearers even charging the Herald of

Skaven Army
Pla!.we Lord
2 Plague PrieslS
W,rrlod fllsille"r
Cl>le(lain
20 Cl.1n Roll,
26 Clall RollS
4 PI,w"e RM Sw,mlls
,,0 Plague MOllks
30 I'liog"e Monks
5 Poisolled Wind Glob.ldiers
J Rat Ogre P.lCks
10 I'la!!ue Cemer Bearers
5 I'hs"e Ce"ser Bearers



" The Skaven fightback
began when Karanak failed to
wound the Skaven GeneraL"

BATTLE
RESULTS

Although the Skaven
managed to reduce
Bileflood to 5 Wounds,
they did little else. At
the end of the game
the Skaven had a
single model
remaining on the
board and there were
plenty of Daemons still
rampaging about the
Under-Empire, so
Robin and Phil didn't
even bother to count
up the Victory Points.
It was clear that it was
a solid victory for the
daemonic force!

The last surviving Skaven unit on the board
was the Plague Priest's Censer Bearers,
who now found themselves assaulted on
all sides. They promptly fled from baltle,
squirting the musk of fear, and Sslithy
Tongueslice ran Ihem down. With just the
Warlock Engineer remaining, atop a rock
pillar, ailihat remained was to roll to see if
Bileflood was wounded before Robin
conceded the game. The roll was
successful - Ihe Great Unclean One was
reduced to 5 Wounds, which was some
small consolalion for Robin.

Distillation. However, the Warlock
Engineer did manage 10 target the
Bloodletlers with Warp Lightning, casling
it with Irresistible Force and frying six
Daemons. In combat, Skulltaker fell to the
Plague Priest's frantic attacks, as the Skaven
narrowly defeated the Bloodletters. The
Plague Monks weren't so lucky, as
Epidemius broke their morale and sent the
Herald of SJaanesh to run them down as
they fled.

In the fourth Chaos turn, every
daemonic unit able to charge did so, with
the Flesh Hounds seeing off the Poison
Wind Globadiers, and the Beasts of Nurgle
crushing the second unit of Plague Monks.

Khome and the Bloodcrushers. In the
ensuing Close Combat phase, this turned
oUI to be an unwise move, as the
Bloodcrushers shrugged off most of the
Skaven attacks, and replied by ripping
apart seven ratmen, causing them to flee.
The Rat Ogres fared no better, as they were
broken and caught by the Flesh Hounds.
The Beasts o( Nurgle then rolled 19 Attacks
at the Clan rats, which was enough to break
the Skaven. The Beasts ran (slithered?)
them down in short order. The Skaven
fightback began when Karanak finally got
to grips with his Plague Lord target, but
failed to wound the Skaven General, and
his Flesh Hounds were narrowly defeated.
Finally, the
Daemonettes
struggled against the
Plague Monks and
Censer Bearers,
losing all but the
Herald of Slaanesh to
combat resolulion.

In the third lurn, Epidemius and his
Plaguebearers charged the Plague Monks
in order to assist Sslithy Tongueslice, while
the unengaged Flesh Hounds charged the
Censer Bearers. Despite the influence of
the Nurgle warriOf'S, the Plague Monks
refused to flee.

In the Skaven turn, Bileflood received
another wound, while Robin's Plague Priest
was forced to charge the nearby
Blocdleners due 10 being in a Frenzied unit
of Censer Bearers, meaning Ihat he
couldn't cast the Charm of Pestilent

Nurgle's Tallyman
Epidemius keeps a pestilential tally during battle, counting up the number of
wounds caused by poisoned attacks and Nurgle spells. As the number of wounds
increases, so too do Epidemius' powers. In this turn, Epidemiu5 received a bonus that
improved his poisoned attacks to a 5+ roll rather than the standard 6+. As a result he
cleaved through the Plague Monks in Turn 3, killing six of them in a single round of
close combat.
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Daemon Army
Bileflood, Creat Unde,lIl One
Blood/hirster of Khorne
Skull/aker
Epidemius
Herald of Slaanesh
20 P/aguebcarers
20 Bloodlerters of Khorne
13 Daemonettes of Slaanesh
15 Pink Horrors of TZC€IlIc1l
5 Flesh Hounds of Khome
Karanak
4 Nurgling bdses
5 Flamers of Tzeemch
2 81ood<:rushers of Khormc
2 BeaMS of Nurgle
3 Fiends of Sla,lIlesh

Nurgle's blessing kept Bileflood safe from
harm. The Helstorm fired at the
Plaguebearers, killing four of them along
with two nearby Pink Horrors.

The second Daemon turn didn't last
long, as all the daemonic spellcasting was
dispelled and the 22 shots fired by the
Flamers at the Handgunners all missed!
Empire Turn 2 was more eventful, with the
Reiksguard Knights charging the
Bloodcrushers (ignoring Fear due to the
Icon of Magnus carried by Empire General,
Pietr von Elsterweld) and the Ogre Bulls
attempting to charge the Flesh Hounds (but
falling short). The second fusillade from the
artillery inflicted another two wounds on
Bilellood, as well as a wound on both the
Fiends and the Flesh Hounds. The
Reiksguard charge was dulled slightly by
the low wall the Bloodcrushers were
behind, losing them the benefit of the

A
s the third game began, the
Daemons had two solid wins
under their belt. but could the

might of the Empire prevent them from
achieving total victory? With 3000 points
of Daemons to choose, Phil was able to go
wild, fielding a veritable horde of unnatural
foes to face Robin's Empire, setup in the
buildings and within the town.

Phil won the first turn and the Daemon
horde surged forwards towards the meagre
defenders surrounding the town. The
newly-freed Great Unclean One, Bileflood,
immediately made his presence felt on the
Handgunners garrisoning the gatehouse,
casting both Pit of Slime (preventing them
from moving or shooting) and Rancid
Visitation (killing seven of the hapless
troops) on them. In return, the Empire
artillery let loose, two cannonballs striking
the Greater Daemon in the face! But

DAEMONS CAMPAIGN

CD On the right flank,
Bileflood, Karanak
and the Flesh
Hounds charge into
the meatgrinder that
is the Ogre Bulls
defending the fence.

<t The Reiksguard
charge the
Bloodcrushers but,
failing to destroy
them, are counter
charged in the flank.

Annotations
Q The Bloodthirster

rampages about
behind the Empire
lines, seeing off a big
unit of Flagellants,
Halberdiers and the
crews of several
artillery pieces.

T
ile daemonic horde had destroyed all in its pMh
leaving orlly death and disease in its wake. Pietr
asked himself how many more villages, how many

more dead? The general knew that if the Daemons were
not stopped the entirety of Middenland might fall.

VIC defences at Elsterweld had been prepared as best
they CQuld. The men of Middetlland would fight to
protect their homes, their families and the Empire
itself, but would the mercenaries? The Ogres had all bllt
emptied the town's coffers and gorged themselves on the
already dwindling food Sllpplies. If the brutes could jigllt
Iialf as well as they ate, there was still hope.

Pietr's resolve strengthened, the cost offailure was too
high. The line must be draw/l here. This far, /10 further.

BILEFLOOD'S REVENGE



charge (and their lances!). Both sides only
managed to inflict a wound apiece and
remained locked in combat.

Daemon Turn 3 began with a counter
charge by the Flamers and the Nurglings
into the flank of the Reiksguard, the Fiends
and the Bloodthirster charging the
Flagellants, and the Flesh Hounds and
Bileflood charging the Ogres. The
Daemons killed three knighls, but despite
this the knights managed to win the
combal and both Ihe Flamers and the
Nurglings lost wounds to Instability. The
Q\oodthirster ploughed its way through the
ranks of the Flagellants, but the
unbreakable zealots stood firm. Karanak
challenged the Ogre Bruiser, inflicting two
wounds on him, but the Bruiser hit back
harder and killed Khorne's Hound. The
remainder of the Daemons inflicted a mere
two wounds on the Ogres, paling in

Blood & Bones
A unit of Bloodletters is a
nasty thing on lheir own,
but when led by
Skulltaker they climb to
a whole different level of
nightmarish, admirably

shown here by the
sheer number of
Empire troops they
manage to wade
their way through.

Bileflood Unleashed
After being rescued from the clutches of the Skaven,
Bileflood was in the mood to take his anger out on
mortals. As Great Unclean Ones are powerful Wizards in
their own right, Bileflood unleashed the pestilent magic of
Nurgle on the Handgunners garrisoned in the gatehouse,
killing half of them and leaving the rest unable to move or
shoot! This allowed the Daemons to advance into the
town unmolested by gunfire.

comparison to the five wounds dealt in
return. Although the Flesh Hounds passed
their Instability test, Bileflood failed and
vanished in a splash of pus!

The Empire turn began with the brave,
if foolhardy, Halberdiers passing their
Terror test and charging the Bloodthirster.
The Lighl Wizard channelled the Wind of
Hysh into a Cleansing Flare, particularly
deadly to Daemons, inflicting 13 wounds
on the Nurglings, the Beasts of Nurgte and
the Bloodthirster, but almost all were saved
by Phil! Anolher blasl from the artillery
took its toll on the Nurgle Daemons, whilst
the Outriders killed four of the
Daemonettes. In combat the Flesh Hounds
dragged an Ogre down in their fanged
maws, but the Ogres slayed two and yet
more succumbed to Instability. The
Bloodcrushers only rolled 15 to hit, it
falling to the lowly Nurglings to kill a

I MorIar
2 Great Call1.,ons
5 Ou/riders
10 Inner Cirell" KniShl5
HelblastCf \t>Iley Gun
He/5lorm Rocltf"l BaI1t'f)'
20 F!.tseIl'>n15
Broiser
,""he<
8 Ogre 8ulls

Empire Army
GenNal 01 till" Empire
Wiurd Lord
Warrior Pr~t
Captain of/he Empire
20 SWOfd.smf"n
10 Crossbowmen
20 Halberdiln
10 Handgunnf'rS
20 Speannerl
15 Greats~
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but their rank bonus was enough to win
the combat for the Empire, the remaining
Nurgle Daemons dying to Instability. The
Bloodletters charged the Handgunners in
the gatehouse, skulltaker killing them all.
In Empire Turn 5 the Ogres left their
barricade in search of new opponents,
charging the Horrors, whilst the
Swordsmen charged the Bloodletters
lurking in the gatehouse. The Helstorm
misfired, its rockets hitting not only its own
crew, but also the Bloodthirster lurking
nearby! The Spearmen continued to fight
back against the Bloodcrusher, and despite
failing to wound it held fast as the Brass
Knight succumbed to Instability. The
impact of the Ogre charge killed three
Horrors, followed by five more from the
Bruiser and the Bulls, and the remaining
Horrors disappeared in a puff of pink fire.
The Swordsman champion was cut down
by Sku litaker's Killing Blow, but a lucky
streak of saving throws by Robin meant
that they stayed put!

In the closing stages of the game, the
Plaguebearers charged the Ogres, the
Fiends charged the Spearmen and the
Bloodthirster charged the Greatswords in
the temple. The Fiends sliced up four of the
Spearmen, killing the rest as they fled. The
Plaguebearers' attacks, along with the Icon
of Eternal Virulence (which doubles any
wounds caused by poisoned attacks for the
purposes of combat resolution), finally sent
the Ogres packing. skulltaker and the
Blood letters killed seven Swordsmen and
sent them fleeing back into the town.

At the start of the fourth turn both
Epidemius and Skulltaker led the Daemons
in charges across the battlefront. Skulltaker
issued a challenge to the knights, hoping to
claim the skull of von Elsterweld, but
instead had to contend with the skull of the
champion. The Reiksguard turned tail and
fled, despite the presence of the General
and the nearby Battle Standard Bearer, and
the Beasts of Nurgle lurking behind them
gobbled them up. The Daemonette
champion challenged the Bruiser but
quickly followed Karanak back to the
Realm of Chaos. In the Empire turn the
crack-shot Crossbowmen in the tower took
aim at the Bloodthirster, wounding it three
times! The Daemonettes were finished off
by the Ogres, whose battle hunger showed
no signs of abating any time soon!

The Bloodcrushers, Nurglings and
Beasts of Nurgle all charged the Spearmen,

BATTLE
RESULTS

Final VPs:
Empire 2238
Daemons 2943

The final victory point
tally was dose after a
bloody battle, but the
Daemons managed to
score a minor victory.

" Skulltaker issued a challenge
to the Reiksguard, hoping to claim
the skull of von Elsterweld."

knight. The Reiksguard lost the combat and
only the presence of von Elsterweld kept
them from fleeing. Although the plucky
Halberdiers managed to wound the
Bloodthirster, the Greater Daemon killed
the remaining Flagellants before sending
the Halberdiers fleeing! They may have
been brave, but they weren't stupid!

Blood for the Blood God!
On Daemon Turn 6 the Bloodthirster
charged the Greatswords defending
the Temple of Shallya (although
normally not allowed, we decided it
would make for a more exciting
objective if the Greater Daemons
could charge the temple). The
Greatswords were Unbreakable,
thanks to the Warrior Priest's
Unbending Righteousness prayer, so
stood firm in the face of the
Daemon. The Bloodthirster
challenged the Warrior Priest,
lopping the head from his shoulders
in a single blow. The Greatswords
continued to hold firm, however,
and the Empire's final turn saw the
Battle Standard Bearer stepping up
to take on the Greater Daemon of
Khorne, summoning all of Sigmar's
strength to wound it. Although two
of the Greatswords died beneath
the Bloodthirster's blade, Robin
rolled a double 1 on his Break test
and the valiant troops held firm,
denying the temple to the enemy...
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Grombrindal Says;
Those D"emons are very
tough, and though Robin
managed to pull back
$OfM respect in the final
battle, he never quit('
recov('re<! from those
('"rty drubbings. H(' was
desJl('rately unlucky in
tn.:- first b<!ttle, but in the
second he really should
have l"k('n some mor('
firt'pow('r! Skav('n
w('aponry may not bl! as
r('liabl(' as Dwarf guns,
bul ('nough Jeuails and
Warpfir(' Throwet'S would
h;tv(' stilted the Daemon
advana". Robin is but"
8('ardling, of course; h("11
soon learn, I'm sure!

Other Ways to Play
A narrative
approach is just one
way to ptay a
campaign, and for
this two-player
series it proved
ideal. However,
there are other
ways you can play
the campaign,
esJH'cially if you
want to tweak the

forces or includ(' more players.
()n(' of th(' ('asiest ways to include

more players is to playa map campaign.
Of course, Mighty Empires makes lhis
prelty easy, and contains all tM­
information you nero to mak(' th('
ampaign work. To keep a narrativ('
thread, you could set players their own
obj('ctives "nd decide in advance wht-rt'
they are placed on the map. For exampl(',
the SkaVetl player could start in tM- a"ntre
of the map, and must hold onto as muen of
his territory as possiMe to gain 00n1l$
points, while the Daemons player would
have to t"ke tl1(' Skaven capital to win.
With" littte imagination there's no md to
what you COllld come up with.

The Best Laid Plans...
Robin: Well, ,
certainly didn't make
that easy for myself.
Having gotten well
and truly stomped in
the first game (l
blame the accursed
Fear tests) it was an
uphill struggle

throughout the remainder of the campaign.
The second game was a close call and I
only just managed to drain half of
Bileflood's Wounds. The Skaven "speed
bumps" died a bit too quickly and I was
forced to use my Plague Priests and Plague
lord to fight instead of draining the
Daemon's essence. I did manage a few
moral victories on the way, with both
Skulltaker and Karanak falling to Ihe
Skaven. The final banle was unforgettable,
filled with outrageous luck (on both sides)
and conlaining several cinematic momenlS.
The unit of Ogres was rock hard and
racked up an awesome tally of kills,
including Bileflood and two special
characters. Whilsl I singularly failed 10
prevent Phil in his unholy quest I can
honestly say it was great fun trying. And of
course there's always next time!

T
he temple walls s/lOoll, timbers and masonl)' from the ceiling
falling to ti,e floor with a resounding thud. There was no
light in ti,e smalliemple ot/ler than a few guttering candles.

A darll shadow had fallen oller the town of Elstenveld. It was as if
the sun itself llad chosen 10 run and hide.

Outside, a winged Daemon loomed oller the temple roof,
bellowing in rage mId slriking its axe against the stone walls.
Captain tuitger swallowed hard, his throat dl)' as he replayed ti,e
last few seconds in his mind. Valdemar, a devout Priest of Sigmar,
had marched out to meet tile beast in single combat, a defiant oath
on his lips. He had been hewn in two with one slToke of rile
Daemon's giant brass axe. Luilger had known the old priest for
years, had see'l him besL a dozen Beastmen, single Ilanded, but tile
blood-red Daemotl cut him down without breaking stride. How
could they possibly stand againsL that?

Luitger glanced to hi5 left and looked al rhe soldiers beside him.
The men guarding Lhe temple slood ready, rheir zweihanders held
high, their faces decennined. They all knew the evil that faced them;
they Ilad seen it when Valdemar died. The old man had shown these
metl he was tlot afraid. He had shown Ihem what it was to have
courage atld ro meet death with Sigmar's name on their lips.

Luitger rai5ed his own sword and prepared to fol/oll' the Warrior
Priest's example.

Better The Devil You Know
Phil: Woohoo! After
that hugely
enjoyable campaign
I've become a born­
again Daemon
player. The army is
full of glorious
weirdness and it's
hard as nails.

The Skaven game was a lot of fun, but
despite a valiant defence from Doc Robin J
had a healthy points advantage from the
start. My Nurgle troops were dependable
and deadly, and I rescued Bileflood - even
if he did later take a cannonball (or two)
right in the face.

The third game taught me never 10
charge a tooled-up unit of Ogres behind a
defended obstacle. Those monsters
munched through my Flesh Hounds, my
Daemonenes, my Horrors, two special
characters and a Greater Daemon of
Nurgle. Still, the Daemons carried the day.
[n all three games the stars were the
Koorne Daemons, with the Bloodcrushers
slaughtering everything they touched and
Skulltaker lopping oU more heads than I
could count. I'm off to buy me some
Mechrite Red ...

COUNTING THE COST
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T he border world of locrus lies on
the edge of the area of space known
as the Perfidian Gap, where the

Warp bleeds into reality. It is a foreboding
sector where no sensible man would
venture, for the creatures that lurk there
defy reason or logic.

Locrus was inhabited long ago, but
each attempt 10 colonise it since has ended
in madness and death, something in its
rocks driving the colonists insane. The
Inquisition have declared it Quarantinus
Extremis, and have tasked the ever-vigilant
Dark Angels with guarding its borders.

When Commander Azrael received a
distress call from an Explorator learn
excavating ancient ruins on the surface, he
responded with deadly force. But the
encampment was abandoned. with no sign
of the Exploralors remaining. The Dark
Angels set to securing the site and
recovering the Explorators' finds, but even
as they did so their auspexes began to
chime. They were not as alone as they had
first thought. Far from il...

So the scene was set for a bloody
encounter between the Chaos Daemons
and the Dark Angels, and who better than
to command the forces but their respective
designers, Alessio Cavatore and Jervis
Johnson! We set the table up to represent
the abandoned colony and the mysterious
ruins. The mission would be an Alpha-level
Secure and Control mission, with victory
decided solely on who controlled the most
loot counters at the end of the game,
representing the artefacts uncovered by the
Explorator team.

Where'd the Daemons Go?
The Dark Angels deployed as normal
for the Secure and Control mission,
setting up 12" onto the board and
occupying the ruined settlement. The
Daemons, however, didn't deploy at
all! Read on and find out why.
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CHAOS DAEMONS BATTLE REPORT"": rHITE DWARF

two Soul Grinders (they are by far my
favourite models!), and put one in each
cohort, then J did the same with monstrous
creatures, including Mutatismutandis the
lord of Change in one cohort and
Aradvrak the Daemon Prince in the other.

As my second HQ choice I went for the
Masque and Skulltaker - new and exciting
Herald-level special characters. I gave
them each a bodyguard of ten Daemons of
the same divinity and put them in different
cohorts, so that each group contained
some close combat specialists.

I then added another unit of lesser
Daemons to each cohort - resilient
Plaguebearers to complement the fragile
Daemonettes and "shooty" Pink Horrors
with the "fighty" Bloodletters. Following
the same principle, 1split my
Bloodcrushers from my Flamers and
allocated one of these terrifying Elite units

Alessio: 2250 points? Great! Such a high
points limit gave me so much freedom
when it orne to picking the army that I felt
really spoilt for choice. I decided to go for
a well-rounded force, a balanced army that
would allow me maximum flexibility. The
Daemons are a bit like the Eldar - they
have very highly specialised units, so I
think it is vital to have a good mix of units
in order to always have the right tools for
the job at hand. Because at deployment
you have to split a Daemon army into two
halves (which I like to refer to as
"cohorts"), and you don't know for sure
which cohort the whimsical Chaos Gods
will grant you, I picked the army with an
eye to this unique deployment and made
sure that the two cohorts were quite
similar. I am not a gambling man and so I
ensured that I would be prepared even if
the gods ruled against my choice. I picked

Alessio Cava/ore is the
designer responsible for
lelting the DaemolJs oul
of the Warp. He can be
cOl/nted on 10 turn every
rule to his advantage,
doubly so when they're
rules he's writ/en!



to both cohorts. As I was beginning to run
out of points, I added a single unit of fast
and hard-hitting daemonic beasts to both
halves of my army: Flesh Hounds in one,
Fiends of Slaanesh in the other. The last
pair of choices were the Nurglings and the
Screamers, once again separated and
assigned to each cohort.

The Fiendish Plan
I was fully aware that, in a long-range
firefight, I stood no chance against the
Dark Angels, but fhat if my Daemons
(particularly the Soul Grinders and the
Khorne units) made it into the thick of the
action, the only models in Jervis' army that
stood half a chance were Azrael and the
Interrogator Chaplain with his Deathwing
Terminators bodyguard.

I will rely on the one tactic that the
Daemon army excels at - the refused flank.

I plan to observe Jervis' deployment and
then pick a flank for my units to
concentrate on, trying to force the Space
Marines on the far side to redeploy and
therefore reduce their firepower.

Whenever I've applied this tactic, I've
found that it is important to sacrifice a few
units, like the expendable Nurglings and
the fast-moving Screamers, on the flank
you are not going for. Such decoys have
the unenviable role of distracting the
opponent, making him waste a few
precious turns to kill them - turns that
would be better employed countering the
main push on the opposite flank.

Of course, because I'm not sure which
of my two cohorts I'll starlthe game with,
my plans might change slightly once the
game gets underway. But by balancing the
two forces, I've taken every step to stop
this being a problem.

HQo The Masque
JOO~s

• SkuJlfaker
140 pts

o Mutatismutandis,
Lord of Change
MaSfer of Sorcery,
Boon of Mutalion,
We are legion.

JJO pIS

ELITEo 2 Fiends of Slaanesh

"'''''• 1 Flamers of Tzeentch
105 pts

o 2 Bloodcru'MU
Fury of KI'IOrne.

"'''''
TROOPS

G 10 Bloodletlers
Fury of KI'IOrne,
Chaos Icoo,
tnslroment of Chaos.

200 ""o 10 Plaguebearers
Noxious Touch,
Cha05lcon,
tnslroment of Chaos..'"""o 10 Pink Horrors
Bolt of Tzeenlch.

180 pIS

G 10 Daemonetles
Transfixing Gaze,
Chaos Icon,
Instrument of Chaos

175 piS

CD 1 Nurgling bases
39 pts

FAST ATTACK
II) 6 Flesh Hounds

Fury of Khorne.
100 piS

lit 4 Screamers
Unholy Might.

69 pis

HEAVY SUPPORT
CD Soul Grinder

Phlegm.
160 pls

G) Soul Grinder
Tongue.

160 pIS

o Andvrak the Faithful,
Daemon Prince
Unholy Might,
Oaemonic Gaze,
troo Hide.

150 pl5

Total: 2248 pomts
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them out. I normally use a Company
Master and a Chaplain, but for this game I
wanted to try Azrael and an Interrogator­
Chaplain in Terminator armour. My
Company Master usually fights at the head
of my Command Squad, but I had the
feeling that Grandmaster Azrael, with his 5
Strength 6 power weapon attacks and the
presence of the Chapter Banner, would be
nigh unstoppable.

I also wanted to have a go with the
Vindicator and Land Raider Crusader. I've
been very taken with the new Vindicator
model ever since it came out and it would
be nice to give it a try and see if it matches
up to my expectations. I'd also heard good
things about the Land Raider Crusader, and
wanted to try using it to transport my
Deathwing Terminators rather than having
them Deep Strike. All I needed to do now
was to come up with a plan ...

Jervis: In Standard Bearer this month I talk
about my Space Marine army, which I've
used with almost every Space Marine army
list we've published. Most recently I've
fought battles using Codex: Dark Angels, so
for this battle report I decided to use my
own army list as a starting point. This
meant that I knew the strengths and
weaknesses of my units, and I knew what
they could do without having to think too
hard! It takes practice to learn how to use
an army, and I knew that I'd do better if I
had some experience already. Luckily for
me, my regular rosIer closely matched the
Studio army, with only a few cosmetic
changes, but I was sad to lose the extra
armour and dozer blade on my Rhino, and
my Terminator's assault cannon.

There are a few new things that I've
been thinking of adding to my army, and
this battle would give me the chance to try

CHAOS DAEMONS BATTLE REPORT

Jervis Johnson is the
Venerable Dreadnought
of the Design Studio,
hJving foughl in more
battle reports th,1IJ we
can remember! Now
and again he actually
wins one.. ,

f



Daemon armies fight differently to any
other army, and can prove to be a real
handful - they scared the hell out of me
the first time I fought them! The main
danger with a Daemon army comes early
in the game, especially if you allow them
to isolate part of your force and crush it
before you can react.

Your opponent will be able to see your
deployment before he has 10 place any
units of his own, so you should Iry to sel
up so thai no part of your army can be
overwhelmed by the first wave of
Daemons. Mutual support is the key here
- Daemons need to appear near your army
to assault it, so if you can bring a lot of
firepower to bear on them when they do,
you can seriously damage them before Ihey
can lay a claw, talon or tenlacle on you.

Deploying in a compaci formation in a
corner of the battlefield is a very attractive

option, but you can't always do this as you
often need to capture objectives or, as is
the case in this battle, loot. Fortunately for
me, two of the loot counters are right by
my deployment zone, but I'm going to
have to try and capture one of Ihe other
two objectives in order to guarantee a win.

One of Ihese objectives is off to my left,
and the olher off to my right, so I decided
to adopt a "bull's head" formation. The
thick-skulled head of my bull will be my
infantry, and the horns will be my powerful
assault units (the Terminators in Ihe land
Raider Crusader on my left, and Azrael and
his Command Squad in the Rhino on the
right). It will be the job of the horns to try
and capture the two farthest objectives,
while the head holds onto the two
objectives closest to my starting positions.

Well, that's the plan anyway. It's time to
find out what these Daemons are made of!

HQo Anael
225 pis

e Command Squad
Apothecary, standard
bearer with chapter
banner, meltagun,
2 power weapons,
mehabombs.

215 pIS

o Rhino Transport
35 plso Interrogator-Chaplain

Terminator armour.
145 pIS

ELITEe Terminator Squad
I keavy flamer.

2ZO ""., Scouts
Sergeant with
meltabombs,
1 heavy bolter.

100 ""
G Venerable

Dreadnought
Assault cannon and
powerfiSI.

145 pis

TROOPSo Tactical Squad
1 missile launcne.., 1
flamer. Vet Sst with
powerfisl.

205 pls

o Tactical Squad
1 missile launcher, 1
mehagun. Vet Sgt with
plasma pistol and
poweriisl.

225 pIS

FAST ArrACK
C Land Speeder Tornado

Heavy bolter & assault
cannon.

100 pIs

CD land Speeder
Typhoon

75 pIs

HEAVY SUPPORTe laoo Raider Crusader
Extra armour.

265 pls

• Vindicator
Do<:er blade, pintle­
mounted storm bolter.

135 pis

e Devastator Squad
I plasma cannon, 1
neavy bolter, I missile
launcher. Vel Sgt with
meltabombs.

155 pIS

Toral: 2245 points



still lurking in the Warp or out of range.
The only shooting was from the Lord of
Change who unleashed a Bolt of Tzeentch
at the Vindicator, but the eldritch blast
merely scorched the ceramite armour.

In Jervis' turn, the Space Marines
advanced into the colony, desperately
trying to position themselves to defend
against this new foe. The land Raider
Crusader and the Land Speeder Typhoon
zoomed across the open ground between
the colony and the ruins, their guns
tracking the distant Flamers.

In the Shooting phase, the Venerable
Dreadnought and the land Speeder
Tornado filled the air with bullets from
their assault cannons and heavy bolter,
hitting the Daemoneltes 11 times and
wounding eight. .. bUI Ihe Daemoneltes are
not made of flesh and blood, and only
three were torn apart by the hail of gunfire.

•

T
he Dark Angels had not long arrived
at the excavation sile when reality
began to boil away, shadowy shapes

materialising out of thin air amidst the
rocky escarpment in the west. Alessio
rolled to see whether his first choice of
Daemons appeared, or whether his second
choice appeared instead - the Chaos Gods
smiled upon him and his first choice
materialised. Almost half of the Daemon
army appeared on the Dark Angel's flank,
only the small unit of Screamers appearing
in front of the ruins 10 the east. The Soul
Grinder and the Greater Daemon of
Tzeenlch were the only units to scatter off
target (such is the fickle nature of the
Changer of Ways!); all the lesser Daemons
appeared right where Alessio intended.

Although at its deadliest up dose and
personal, the Daemons do have some
powerful ranged units, but they were all

(jThe Vindicator fires at
the Plaguebearers,
hitting all 10 ilnd
killing nine _ all but
the tcon Bearer!
Grandfather Nurgle is
nol amused.

C)MOSI of the Daemon
host malerialises on
the west "ank, right
in the Vindicator's
sights...

Annotations
(J Both the S<MJI Grinder

and the lord of
Change nearly scalter
off the table as they
ilrrive, finding
themselves on the
very fringes of the
balliefieid.

@The Screamers appear
in the east, creating a
diversion ... or at least
a juicy target.

«}The Devastator Squad
and Tactical Squad t
open Ore with
everything they've got
at the Screamers,
scoring sill" hits but
001)' two wounds,
both of which Alessio
fails to save!

oThe Land Raider
Crusader and the
land Speeder
Typhoon ignore the
nearby Screamers in
favour of the Flamers
but fail to hit
anything at all!

The Dark Angels are caught off guard as the Daemons appear all
around them, tearing their way through the Immaterium.

"*DAEMONICAsSAULT
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Daemonic Deployment
Deployment is for puny mortals!
Unlike other races, Daemons don't
deploy at the start of the game.
Instead they all appear during the
game, much like Deep Striking
troops. Half of the Daemon army
materialises on Turn 1, whilst the
other half arrives as reserves. If the
fickle forces of Chaos are against
you, it might not be the half you
wanted ... This time, Alessio was lucky
and started the game with his
preferred cohort.
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The Vindicator was more successful,
scoring a direct hit on the Plaguebearers
that had appeared right in front of it, killing
all but the Icon Bearer,

Elsewhere, Jervis was starting to get
worried by the units of Flamers and
Screamers that had materialised to Ihe
south and the east - both can be lethal if
allowed to get too dose to infantry and
tanks, respectively. The Devastators and
Tactical Marines opened fire with
everything they had, killing half of the
Screamers. Rather than finish them off,
Jervis opted to take aim at the Flamers with
the Crusader and the Typhoon, but despite
multiple hits, the Daemons' ward saves
kept them from harm.

At Ihe end of Turn 1 the Dark Angels
were in a good position, holding both loot
counters in the centre. However, there
were a lot of Daemons on the table...
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~WE ARE LEGION
The Daemon horde threatens
to overwhelm the Dark
Angels' line, and Azrael leads
an impressive fightback.

W
hils! the first wave of Daemons
always appears in Turn 1, the
rest of the army is held in

reserve. Alessio rolled weI! for his reserves
in Turf! 2 and almost all of them appeared,
leaving only the Daemon Prince and the
Fiends of Slaanesh still to arrive. The
Daemons Deep Striked onto the battlefield
again, but instead of rolling for scatter they
homed in on the lone Plaguebearer's icon,
appearing right on top of the Dark Angels'
frontline! The sole disappointment were
the Nurglings who, in an attempt to appear
behind the Dark Angels, scattered off the
boardi clearly Nurgle had other battles to
fight this day, as his sole remaining
representative was the Plaguebearer!

As one, the Daemons surged forward
towards the Space Marines, the Screamers
swooping towards the land Raider whilst
the Daemonettes leapt and danced towards
Azrael's personal Rhino.

The Shooting phase opened with the
whip-like tongue from the Soul grinder's
mawcannon lashing out at the Vindicator,
wrecking the vehicle. The lord of Change
unleashed his psychic powers, missing
Azrael's Rhino once again. Unlike last turn
it had more than one trick up its sleew,
using We Are legion to unveil a hundred
baleful eyes and fire its Daemonic Gaze at
a different target, stunning the land
Speeder Tornado. The Pink Horrors
mustered 30 Warp(jr~ shots between them,
unleashing a devastating torrent of purple
fire at the Scouts and leaving four dead.

Both the Daemonettes and the Flesh
Hounds ran forwards, using Fleet of Foot to
close with the Dark Angels. The rabble of
Daemonettes assaulted the Rhino, their
rending claws slicing through its hull and
immobilising it. As the transport screeched
to a halt, Azrael and his Command Squad
were forced to disembark, two of the
Veterans dying in the process. The two
remaining Screamers reached the land
Raider Crusader, chewing through the
ceramite hull with razor-sharp jaws,
causing it to explode, taking one of the
Daemons with it. The Deathwing
Terminators remained uninjured by the
explosion, but found themselves entangled

::!~ in the wreckage and unable to act
The Daemons had taken a heavy toll

on the Dark Angels - fully 25% of Jervis'
army had been killed by the hordes of
Chaos! As the majority of the Space
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Marines picked their way slowly through
the ruins of the colony, frantically trying to
bring as many bolters as they could to
bear, Azrael and his squad strode headlong
into the oncoming horde.

The Shooting phase was off to a good
start when the flamer in Tactical Squad 2
hit the tightly-packed Daemonettes, killing
five of them and leaving only one left. The
Devastators finished off the last of the
Screamers, but their demise was hardly a
consolation next to Ihe still-smoking
remains of the land Raider.

With a surfeit of targets to choose from,
the remainder of the Dark Angels poured
fire on the Lord of Change. The lone Scout,
both Tactical Squads, the Venerable
Dreadnought and Azrael's Command
Squad all opened fire, striking the Greater
Daemon with a hail of shots. The Lord of
Change barely survived, with a single
wound remaining.

Jervis then launched a risky multiple
assault against three different opponents­
Azrael assaulted the Lord of Change, whilst
his Command Squad assaulted the Pink
Horrors and the Flesh Hounds, narrowly
defeating them. The Chapter Master and
the Greater Daemon both struck at the
same time. Despite making 7 attacks,
Azrael only inflicted a single wound, but
Alessio failed his save and the Lord of
Change was slain. Even as it was sent
howling back to the Warp by the Sword of
Secrets, Mutalismutandis used its Soul
Devourer ability 10 try to lake the Dark
Angel with il- luckily Jervis made his
invulnerable save and Azrael consolidated
further into combat with the horde. The
multiple assault had paid off; not only were
the Dark Angels on lhe offensive but the
Lesser Daemons in combat with Azrael
prevented the nearby Daemons of Khorne
from charging him!



Keeper of the Truth
Things we,../ooking fairly
bleak for Azrael at the start
of Space Marine Turn 2, with
his Rhino immobilised and
his Command Squad
surrounded on all sides by
the daemonic hordes. A
lesser man might have
faltered in such a
predicament-but Azrael is
the Dark Angels' greatest
warrior and plunged into
the very heart of the
Daemon host. assaulting
(and slaying) the lord of
Change whilst his Command
Squad assaulted not only
the Pink Horrors, but also
the Flesh Hounds.

TURN Q CONTINUED...



o Azrael and the
Command Squad pour
fire onto the Lord of
Change, leaving him
on 1 woond. Azrael
then assaulu him,
inflicting a single
wOlInd, which Alessio
fails 10 save!

@ The Screamers assault
the Land Raider
Crusader, scoring a
penetrating hit and
causing it to elfplode!
One of the Screamers
dies in the assault but
the Deathwing
Terminators emerge
entirely unscathed!

4} The Soul Grinder
laihes out at the
Vindicator with its
d.1.emonic tongue - a
Strength 10, AP 1
weapon with a range
of 18"! Alessio scores
a penetrating hit,
wrecking the
Vindicator.

@ The Pink Horrors
unleash a wave of
Warpfire at the
Scouts, getting 30
shots and killing all
but the Scout with a
heavy bolter!

4) The unit of
Oaemonetles leap
into combat with
Azrael's Rhino, but
only one penetrates ­
enough to immobilise
the transport and
force the Command
Squad to perform an
emergency
disembarQtion.

Annotationso The surviving
Plaguebearer more
than proves his worth
loS the majority of the
reserves appear right
next to him, homing
in on his icon to
appear right on target
without needing to
roll for scatter.

• OBJECTIVES

Flying Meltabombs!
Affectionately refem~d to as "flying
meltabombs'" by Alessio, Jervis was right
to be worried by the unit of Screamers
swooping towards his Land Raider.
Screamers move like a jetbike and count
as being equipped with meltabombs, 50

when they assaulted the Land Raider it
was no surprise that they tore it apart so
quickly, leaving the Terminators
entangled and away from the action.

Key

iJtt
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Hot Stuff
Alessio had been biding
his time with the
Flamers, waiting for the
right momenllo strike.
Turn 3 offered the
opportunity he had been
wailing for _ a tightly
packed unit of Tactical
Marines hiding in the
ruins. Breath of Chaos is
a template weapon thai
wounds on a 4+ with no
armour or cover saves
allowed! Needless to say,
the Space Marines didn't
fare 100 well.

A
{essio still had a couple of units left
in reserve, but only the Fiends
appeared at the start of the turn,

materialising next to the immobilised
Rhino. The Daemon Prince elected not to
appear, awaiting the time when the battle
most favoured his presence. Those
Daemons not engaged in combat with
Azrael continued to thunder forwards
towards the diminishing Dark Angel
defences, Skulltaker bellowing in
frustration at the Daemons who blocked
his path to the Chapter Master.

The Flamers pounced on the unit of
Tactical Marines sheltering in the ruins of
the colony, roasting the entire combat
squad where they stood! The Flamer's
Breath of Chaos represented the high point
of the Daemon Shooting phase, as the
Masque missed with all three shots and the
Soul Grinder hit the only remaining

Daemonette with the phlegm attack from
its mawcannon, killing her!

The Assault phase was another mailer
entirely. Skulltaker and his Bloodletters
assaulted both the land Speeder Tornado
and the immobilised Rhino, but despite 12
attacks on the land Speeder they only
managed to shake the crew. The
Bloodletters' Hellblades tore through the
Rhino's hull like a knife through butter,
wrecking the already badly damaged
vehicle. Azrael continued to hold back the
Daemon horde almost single-handedly,
and although his squad only killed a single
Flesh Hound and the Daemons managed to
overwhelm one of the Veterans, they
remained locked in combat.

The Soul Grinder that had materialised
SO close to the Dark Angels last turn, had
scuttled within range to assault the Tactical
Marines positioned on the upper floor of

58 WHITE DWARf (HAOS DAEMONS BATIlE REPORT



Skulls for the Skull Throne!
Favoured warrior and chosen
executioner of Khorne, the
Bloodletter Skulltaker is a formidable
opponent, even for a Venerable
Dreadnought. Against lesser foes,
even Space Marines, Skulltaker can
deal out a horrendous amount of
damage - his 4 Attacks rend on a 4+
when fighting infantry, automatically
wounding and ignoring any armour
saves they might have! Against a
vehicle he doesn't deal quite as much
damage, but he did manage to hold
up the Dark Angels advance all on his
own, preventing a counter-attack in
the centre of the battlefield.

even the Daemons' invulnerable save
could not help them, and Skulltaker was
left with just the one bodyguard remaining.
Finally Tactical Squad' launched a missile
at the Masque, hitting her square on with a
krak missile. She failed her invulnerable
save but the missile - normally powerful
enough to instantly kill a mortal - merely
inflicted one wound, as Daemons are
immune to Instant Death.

In the Assault phase the Venerable
Dreadnought assaulted Skulltaker, the
Bloodletter bellowing in ioy and swinging
his Hellblade in a wide arc in anticipation
at cutting his way through to the ancient
skull of the Marine entombed within. The
two foes circled each other warily. waiting
for an opening to strike; the Dreadnought
missed with all its allacks, and although
Skulltaker struck the thick armour, his
blade b<lrely scratched the surface.

Azrael found himself fighling on his
own, as the Chapter Standard Bearer was
brought low by the pack of gibbering
Horrors. Azrael was not cowed, however,
coolly dispatching two more Flesh Hounds
with his mighty blade.
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the ruined building, Such mortal obstacles
worried it not, and the Soul Grinder
clambered up the side of the building.
Most of the Tactical Marines could not
harm the Soul Grinder. but as it was
assaulting into cover, the Soul Grinder
struck last - at the same time as the
Veteran Sergeant sporting a Power Fist! The
Soul Grinder hit five times, killing four of
the Dark Angels. The Sergeant struck back,
hilling twice and wrecking the Soul
Grinder! The Daemon Engine toppled from
the building, the ruined bodies of the dead
Marines still clutched in its claws,

In the Dark Angels' turn, the Deathwing
finally managed to cut their way clear of
the wreckage, striding with grim purpose
towards the Flamers. The Tornado's
Ravenwing pilot pulled up to escape the
Bloodlellers below, fleeing into cover until
the gunner had recovered his wits, whilst
the Venerable Dreadnought stepped
forward, beckoning to Khorne's
executioner with his power fist.

The Devastators took aim at the
Flamers, the Daemons' fiery forms glowing
bright in their autosenses. All but one
heavy bolter shot hit and the Flamers were
banished back to the Warp in a blaze of
plasma and las. Tactical Squad 1 let rip
with its flamer again, this time engulfing
the Bloodlellers, causing 11 wounds. The
Venerable Dreadnought opened fire, tOO,
adding four more wounds to the tally-



4j) The Masque enchants
the Tactical Marines
with the Pavanl' of
Slaanesh, making
them dance to the
tune of Chaos! The
normally slok Dark
Angels leave the
building, abandoning
their vantage point.

Annotations
til The Daemon Prince

finally appears,
emerging behind the
cover provided by the
wrecked Rhino.

(j The Bloodcrushers
assault the Veteran
Sergeant, who fails to
kill them as they
charge. In return they
deal out 8 allacks
back, inflicting 7 hits
wilh power
weapons... the
Veteran tumbled 10
the ground in
separate pieces.

@The Fiends of
Slaanesh skilter into
combat with the
Tactic;al Squad,
rending two of them
taking one wouod in
return. The Dart
Angels stand firm.

missing a stride as they did so. The
adjacent Scout gulped and hoisted his
heavy bolter, bracing for impact. The
Fiends of Slaanesh assaulted the Tactical
Marines on the floor below, cutting down
wo of the Dark Angels and closing with
the remaining three with unholy menace in
their multi-faceted eyes.

Elsewhere on the battlefield, Azrael
continued to cut down the Daemons,
slicing down the last Flesh Hound. Despite
their somewhat mediocre Weapon Skill,
the Pink Horrors kept on hilting Azrael,
though Protector saved him from their
claw-tipped, gangly arms. Skulltaker and
the Venerable Dreadnought continued to
trade blows, bul such was the skill of these
mighty warriors that neither showed any
weakness in their defence.

On the outskirts of the colony, the
Deathwing continued their advance, finally
getting in range with their storm bolters.
The Tornado, its crew recovered from the
Daemon attack, swooped forwards,
supported by the Typhoon, lining the
Daemon Prince up in their sights.

N4

The Bloodcrushers of Khorne and the Fiends of Slaanesh rampage through the Dark
Angels, whilst Skulltaker and the Venerable Dreadnought face off.

F
inally, after waiting patiently in the
Warp, the Daemon Prince Aradvrak
the Faithful decided that the battle

warranted his personal attention. Aradvrak
manifested behind the Rhino, careful to
keep out of the way of the land Speeders
buzzing about overhead. The insect-like
Fiends of Slaanesh skittered through the
ruins of the colony, moving quickly
through the rubble towards the Tactical
Marines sheltering there.

As the Masque neared the Dark Angel
defenders, her eternal dance began to
addle their minds. Unable to control
themselves, the stony-faced Space Marines
found themselves dancing to the daemonic
rhapsody. The Tactical Squad positioned at
the top of the colony were entirely
overcome, Alessio moving them 5­
wherever he chose - oul of their high
vantage point of course!

The Bloodcrushers leapt from the still­
smouldering remains of the Soul Grinder
onto Ihe building, avoiding the blows from
the Veteran Sergeant and running him
through with their Hellblades, barely

* DANSE OF SLAANESH
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Annotations
" Having recovered

their wits, the Dark
Angels clamber back
up into the tower.

C) The last Seout fires
desperately at the
advancing
8kKldullshers, but to
his horror all his
bullets bounce off
their brass hide. The
Deathwing's storm
bolten prove more
effective, hoowever,
slaying one of the
mighty beasts.

(t The land Speeder
Typhoon manages to
get a lock on the
newty..appeared
Daemon Prince,
launching a burst of
missiles at it and
inmcting a wound.

@ The Fiends win the
combat and force the
Tactical Squad to fall
back, catching them
as they withdraw
from combat, and
Clllling down another
Space Marine.

In the Shooting phase, the remaining
Scout fired at the Bloodcrushers bearing
down on him, but Alessio saved every one
of the wounds. The Terminators were far
more successful, their storm bolters
inflicting enough damage to bring one of
the brass knights tumbling from the edge of
the building. Both the Land Speeders
unleashed all of their weapons at Aradvrak,
but the daemonic aura around him
protected him from harm.

The Dark Angels were on the defensive,
everywhere fighting desperate hand·to-­
hand combats against the encroaching
Daemons. The Fiends killed another
Tactical Marine, winning the combat and
forcing them to fall back. Pursued by the
lightning.fast Daemons of Sraanesh, the
Space Marines could not
escape and were
forced to
remain in
combat,
another Marine
getting cut down as
he wheeled around to face
the Daemons. Neither Azrael
nor the Horrors managed to
wound each other, for
every time the Sword of
Secrets hit one, its power
was diffused by the Horrors'

daemonic aura. SkulJtaker and
the Venerable Dreadnought
continued to trade blows, the
Dreadnought unable to
rand a blow on the
champion of
Khorne, whilst
Skulilaker was
unable to
penetrate the
ancient's thick
armour.



with renewed interest ... and then at the
rapidly diminishing number of scoring
units left. At the start of the turn both sides
controlled two loot counters apiece, but
this could easily change.

The Fiends galloped towards the Dark
Angels guarding the loot in the north and
the Daemon Prince secured the loot in the
colony, gloating over the junkyard of
wrecked vehicles. Skulltaker charged
towards the Tornado, whilst the Daemons
fired everything they could at the Typhoon,
Alessio desperately trying to destroy these
mobile scoring units. Skulltaker managed
to strike the engine of the Tornado,
immobilising it, but the Typhoon emerged
unscathed, free to contest an objective on
the final turn. The Fiends assaulted the
Dark Angels with a potential 10 rending
attacks, but only managed to kill a single
Space Marine!

Sure enough, Jervis began his last turn
by moving the Typhoon into position next
to the Soul Grinder, contesting its closely
guarded loot. Spying her out in the open,
the Devastators fired at the Masque, finally
killing her. In the final phase of the game,
the Fiends killed enough Space Marines to
reduce them to below half strength,
snatching the loot for the Daemon side!

S
kulltaker finally scored a glancing hit
on the Venerable Dreadnought,
lopping off an arm, but even as he

did so Prince Aradvrak bashed through the
ruins to slam into the Dreadnought's side,
damaging it three times! The Daemon
Prince sliced another arm and a leg off
before plunging his blade deep into the
chest of the Dreadnought and destroying it,
earning nothing but a sneer of contempt
from Skulltaker. Up above, the
Bloodcrusher executed a diving charge
from the top of the building onto the Land
Speeder below, but missed it horribly.

By the beginning of Dark Angels Turn
5, there were no Space Marines left in the
ruins of the colony, the last of them having
been cut down by the Fiends and the
Masque. The Terminators killed the final
Bloodcrusher with their storm bolters,
whilst both Land Speeders attempted to
avenge their fallen brother by shooting the
Daemon Prince, though he saved all but
one wound. Azrael suffered his first wound
as a Horror managed to sneak under his
blade to strike at a weak point in his power
armouri in return Lord Azrael slew three of
the Horrors.

As the final turn of the game began,
both sides looked at the loot objectives

A SHADOW OVER LOCRUS

Prince of Chaos
Second only to the
Greater Daemons in
might and prowess, the
Daemon Princes are the
lieutenants of the
Daemon horde. As
monstrous creatures,
Daemon Princes pack a
mean punch in melee,
especially against
vehicles. Whereas
Skulltaker failed to injure
the Dreadnought, the
Daemon Prince cut it in
half with a single blow!
As you can see, they're
not to be trifled with, no
matter how venerable
you might be.

The final third of the game sees a frantic scramble as both sides try to
seize the loot counters, resulting in two bloody turns.

•
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Bloody Stalemate
Possession of the loot counters
switched hands rapidly over the final
two turns, as the Soul Grinder and the
Daemon Prince seized the objectives
before the remaining Land Speeder
swooped in to contest them on the
final turn. Only the daring. last­
minute assault by the Fiends drove
the defending Tactical Marines from
their loot counter, ensuring that the
game ended in a close-fought draw
rather than a defeat for the Daemons.



"We'll be back; we
have all of eternity to
plot our revenge! "

I HATE LAND SPEEDERSAspiring
Champion
For my pick of "best
Daemon~, I was
considering the Screamer
thai blew up the land
Raider (a t6-poinl model
killing a 26S-point one!),
but it will only get
Sffond pri.l:e, as I feel
thai tile Ftends of
Slaanesh deserve the
prize, They got rid of one
combat $quad, and then
sprinted almost 24" to
chuge lhe Space Marints
holding the objective. By
bringing them to beklw
half strength, the Fiends
had taken one objective
from Jervis and given one
to me, changing a 2:0
loss into ill 1:1 draw!

Alessio: II'S true. I hate Land Speeders and
their ability to zip around the table,
spraying you with anli-personnel fire,
dodging all incoming attacks and then
rushing onto the objectives in the Jasllurn
of the game. I have to admit that I made a
critical mistake when I chose to go first al
the start of the game. I should have stopped
to think a bit longer, because the Dark
Angels going first would have meant they
spent the first tum with nothing to shoot at.
Not only that, but then J would have had
the last tum, allowing me to have a last go
at the thrice-
accursed
skimmers!

I was
pleasantly
surprised by the
performance of
the Screamers,
which instead of
just sacrificing
their Jives in the name of distracting the
Space Marines' left flank, managed to take
out the land Raider Crusader! That was a
turning point of the game, as Jervis suffered
a terrible double whammy by losing the
tank's considerable firepower and, even
more critically, by having his Terminators
and Chaplain entangled for a turn, and left
in a position where they were too far away
to make any considerable impact in the
huge fight in the centre of the colony.

One Soul Grinder started well, taking
out the Vindicator and crushing four Space
Marines, but I was very upset when the last
opponent left alive (the classic Veteran
Sergeant with power fist) managed to sneak
a dirty punch in, penetrate my Armour 13
daemonic huH and then destroy the poor
beast! It's just not fair!

I was looking forward to seeing a
Skulltaker-versus-Azrael duel, but sadly
Jervis engaged my Pink Horrors and Flesh
Hounds, so I could not get to Azrael
because too many of my own mocIels were

in the way. If the other
Soul Grinder could have
laid his claws on the
Chapter Master, it would
have made a right mess
of him ...

This also meant that
the Daemons that had
the best chance to shoot
down the land Speeders

with their ranged attacks were busy in a
long fight that they couldn't hope to win
(hitting on a 5, wounding on a 5 and facing
a save of 2+!). At least their great saves
meant thai it took Azrael the rest of the
game to cut through them.

In the end, Jervis picked his fights well
and managed to stop the rampaging
Daemons and bring the game to a draw. But
we'll be back; we have all of eternity 10 plot
our revenge!



Critical Overview
Christian Byrne: Having mapped and photographed the battle report to produce this article, I got to see what the
Daemons are capable of doing. They do rely a lot more on good deployment than other armies, but that can play in
your favour, particularly in escalation missions. As for the game itself I think Jervis made an error in not taking out
all the Screamers, opting instead to turn the Typhoon and the Crusader on the Flamers, I believe that if the Crusader
had survived it may have turned the tide of battle, bringing its weapons to bear on the Daemon packs. I'm no expert
on Daemons, but utilising cover when they arrive seems to be a good choice; Alessio didn't always do this and left
some units (like the Plaguebearersl vulnerable to the Dark Angels' firepower. If it had been me fighting Daemons
with an Imperial army, I would be tempted to include Daemonhunter allies, namely an Inquisitor and retinue, built
something like this:

TOTAL: ", ,,•••...................................................125

A REAL NAIL-BITER! Heroof
the Hour
I was really sluck for
choice when it came to
picking the hero of the
battle, as everyone
performed very well. In
the end I decided to go
for the Combat Squad
led by the Veteran
Sergeant that dispatched
the Soul Grinder. Not
only did the 5et'geanl
perform heroically, but
earlier in the battle he
and the Il:'St of the squad
inflicted a wound or two
on the Greater Daemon,
allowing Axrael to slay
the fout creature in the
ensuing AoJ;sault phase.

was one of the few units in my army that
stood a chance in such a fight. Fortunately
I had managed to inflict three wounds on
the Greater Daemon in my Shooting phase,
allowing Azrael to finish it off in the
Assault phase. The assault also tied up two
important units of lesser Daemons for the
rest of the battle. And Azrael survived!

My other piece of luck was when my
Sergeant destroyed the Soul Grinder with
his power fist. The Soul Grinder had
managed to get past my Azrael-shaped
road-block, and would have been in a
perfect position to chew through the centre
of my army if my Sergeant hadn't got in a
lucky hit to take him out.

These things did just enough to take the
momentum out of Alessio's assault. If only
I'd been wise enough to shoot the Fiends
on the fifth turn, rather than gelling
distraded by the scary-looking Daemon
Prince, then I might even have got a win.
And this, I think, goes to the heart of how
to fight a Daemon army. A Daemon horde
is scary and intimidating, and will almost
certainly have the upper hand in the early
stages of the bailie. The trick is not to let
this distract you. Do your best to weather
the storm and utilise the natural strengths
of your own army to turn the tide.

Oh, 1almost forgot to mention which
new unit is going to be added to my own
army. Well, it has 10 be a Vindicator. I
really like the new model, and it earned its
points back with juS! one shot!

ORDO MALLEUS INQUISITOR (20 points)
-Scourging
(Range: 18-, Strengrh: 5, AP5, Assaulr: 06, no invulnerable saves) _ _ _+20

-Unguents of Warding
(the squad benefirs from a 4+ save versus psychic powers) _ _ _+ 10

-3 Gun-servitors with heavy bolters _ _ _ _ _ _ H+75
-2 Mystics _ _ _ _ _ _ H _ _ H H+12
-, Hierophant _ _ _ _ H _ •••••••••• _ ••••••• _ •••••••• _ _ ••+8

Thanks to the Mystics, this unit can fire everything it has at any Deep Striking
unit within 406 inches before it moves. The Hierophant adds +' to the
Inquisitor's Leadership and forces all Daemons wishing to assault the unit to
make a difficult terrain test in lieu of moving the normal assault range.

Jervis: Well that was a nail-biter and no
mistake! I must admit, after Alessio's
second turn J was pretty glum - Almost all
of his army was in play, and he was all
over my right flank like a bad daemonic
rash. I expected this to happen, but the
ferocity of Ihe attack had left me reeling
and very worried by Ihe number of
daemonic units that were already in charge
range of my army. I admit that I wasn't sure
how I was going to stop the onslaught.

One thing I've learned with my Space
Marine army is that it can be tough going
early in the battle, but if you hang in there
the Marines will often turn things around
later in the game. And the olner thing I've
learned to respect is how much damage
Space Marine shooting can do, especially
once Ihey manage to close and fire twice
with their bolters, and use their flamers and
mellaguns. This is exactly what happened,
and the Space Marine infantry in the
centre, supported by the two Land
Speeders, managed to cause terrible
damage to Alessio's horde. Although the
Space Marines' Toughness and firepower
didn't manage to completely stop the
Daemons, they slowed them down enough
to give me a draw, and very nearly a win.

They were aided in this by two strokes
of good fortune. The first of these was the
heroic charge of Azrael and his Command
Squad. Now, I wouldn't normally
recommend assaulting massed units of
Daemons, but Azrael's Command Squad
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last month, Mat Ward unveiled some master strategies
available to the Forces of Good. Now, with crooked sneer
and ill-fitting pointy metal hat firmly in place, it's time for
him to marshal some evil minions and even the score.

like - and warriors that can give Dwarves
and Elves a proper one-on-one fight. This
second category is by far the smaller of the
two. It's largely filled by different groups of
Uruk.hai, but also includes Easterlings,
Mahud and Black Numen6reans (don't
worry, they're nearly here; watch this
space). Though Evil warriors never quite
reach the same lofty heights of
effectiveness staked out by the Elves, the
sheer scale of the choice - to say nothing
of the more flexible alliances Evil can draw
upon - presents plenty of options all by
itself. Nevertheless, there are a few other
tricks an Evil player would be well advised
to consider when selecting his army, so
let's take a look at them now.

••

Mat: In part one I talked about three
categories of troops that any Good
alliance can call upon. Bulwarks are tough
and hardy, able to face down vast
numbers of foes and walk away laughing.
Sneaks slink around the sides of the
enemy anny and make a nuisance of
themselves. Finally, the Brawlers are
superb killing machines, there 10 help
Good redress the balance of numbers a
liule. I promised at the time that I'd
present the Evil equivalents, and now its
time to come good (pun intended).

First of all, let's look al what Evil
armies have in common. Broadly speaking,
they're split between cheap and cheerful
troops - Orcs, Goblins, Haradrim and the

Many serve in rile cause 01 Evil, 001
some serve belle< than others.

TIe Enemy IjmyI



Trolls ,1rt! Brutes, and we don't just
me,ln if in file general sense of file
word eifher.

. .

BRUTES,"

Evil players have access to a few big, scary monsters; for the
purpose of this article we'll term them Brutes.

B
rutes are monsters - literally and
figuratively - with high Fight, Strength
and Attacks. A Brute's whole purpose

is to wade across the battlefield, dishing
out one-way tickets to a World 0' Hurt™ to
anyone foolish enough to cross his path.
'"Hang on a minute, '" I hear you ask. '"Isn't
this just the same spiel as he gave us last
month for Brawlers? The name even begins
with the same letter - come on Ward! Try
harder!'" While it is true that Brawlers and
Brutes have a lot of similarities - chief
amongst them the ability to shred pretty
much any warrior in the opposing army­
there are important differences. Whereas a
Brawler uses tricksy special rules like
'"Mighty Hero" or wargear like MAeglos"to
win his battles, a Brute has no such finesse
- he's simply armed with a big sword or
hammer, and just enough hand/eye
coordination to land a whopping great
blow with it.

As you've probably guessed by now,
I'm mostly talking about Trolls, but there
are other Brutes in the Evil roster, such as
Warg Chieftains and named critters, such
as GOlavhar and Shelob, who fill much the
same role. You might think that Brutes
compare poorly to Brawlers, bur give it a
few moments thought. Brutes may
normally lack for special rules, Heroic stat
lines and personal hygiene, but they are
generally much cheaper than Brawlers.
Consider the case of Aragorn (Brawler) and
a Mordor Troll (Brute). The Mardor Troll
has a far better basic profile than Aragorn,
but lacks for the lauer's Might, Will, Fate
and Mighty Hero rule. However, the
Mordor Troll is still only 100 points to
Aragorn's 17S. By the time Aragorn has
picked up Anduril, and perhaps some
armour or a horse, he'll cost the equivalent
of more than two Mordor Trolls. My
money's on the Trolls.

www.games-woricshop.com 67



..."' _t""" ~-

. OMordorfro!l-100 points each.
TJiere's no escaping it, the Mordor
Trott is the Brute's brute. The Troll's
Fight, Strength and Defence of 7 is
powerful enough, but combine
them with 3 Attacks and you've got
a Brute that can cheerfully pound
Aragorn, Boromir and all their little
Hobbity friends into the mud
without slowing.

f}lsengard Troll- 105 points each.
Coming a close second, the Isengard Troll exchanges a point of
Fight and Strength for increases in Defence and Courage. Against
warriors, the Isengard Troll is probably a better choice ofBrute­
it'll win just as many fights and kill just as many peons and be
less likely to suffer any wounds itself. That said, ifyour foe is
likely to bring along on Elf Hero or somesuch, you'll be better
served by a Mordor Troll.

OWarg Chieftain - 75 points each.
A Brute for smaller scoles, the Warg Chieftain's Strength
of 6 is made all the more fearsome when coupled with a
Move of 10"/28cm.
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Honourable Mention:
HalfTrolls of Far Harad - 22 points each.
Notice the Troll theme here? Half Trolls are the best kind
of Brute, namely the kind you can toke in large
numbers. Granted, they're not as big and tough as their
full-blooded cousins, but they'll stilt batter anything
they toke a dislike to.



AGENTS OF DISMAY

These foul beings emerge from the shadows to rob Good Heroes of their Courage
and Will - they are an Evil force's prime character-killers.

Essential Agents of Dismay

OShade - , 00 points each.
A no-nonsense and inescapable
trick brings the Shade in at third
place. Just plank him behind your
line and watch as the Fight rolls of
Good models stop dominating and
start plunging through the floor.
Shades are an excellent offensive
tool, but watch out! Once your force
is broken, the Shade isn't going to
stick around long - not with its
lowly Courage of 1•..

Honourable mention: Spectre - 1S points each.
I think the only reason that I don't rate Spectres
higher is that, although their ability never
ceases to payoff, it's never in as quite a
spectacular way as its feffow ghouls.
Nevertheless, a Spectre wiff always earn you its
points value back by the end of the game -Just
don't field too many. Spectres are a rare ,.
exception to the rule that "everything;s better in
large numbers."

6Barrow-wight - so points each.
Still one ofmy favourite additions
to an Evil army, a Barrow-wight
can easily put the 'fluence on an
enemy Hero, leaving him helpless
on a battlefield fraught with peril.
Be wary of leaving a Barrow­
wight without protection for a
minute, as even a Hobbit can
prove to be a dangerous foe when
you're held together by only dust
and malice.

ORingwralth - 10S-160 points each
. (with Fell Beast).
The or;ginal Agents of Dismay and still
the best, Ringwra;ths are mobile
batteries ofblock magic that can
cripple your foe with ease. It's normally
worth splurging out on a Fell Beast as a
mount. While this will ensure that your
Ringwraith becomes the target ofevery
Good warrior that can string a bow, the
extra manoeuvrabifity and hitting
power is more than worth it.

W
here would an Evil army be
without a few malignant
harbingers? Agents of Dismay are

crucial to your success as an Evil general ­
they are the tools by which the advantages
possessed by the forces of Good are
stripped away. The NazgOI, perhaps the
most famous of all the Agents of Dismay,
are good examples. Not only do they sap
the Courage of all who come near, thanks
to their Harbingers of Evil rule, but they
have a battery of spells to cripple, kill,
manipulate and paralyse the most powerful
models in the opposing force.

Most Evil generals can get their warty
little hands on a good selection of Agents
of Dismay. The aforementioned NazgCtI are
assassins without compare, although the
Barrow-wights of Angmar run a close
second. A quick Paralyse or Transfix can
leave the mightiest Hero ripe for a kicking.
On the other hand, Spectres are excellent
formation disruptors, whilst Shades are
enfeeblers that sap the will to fight. But,
whatever your goals, you can't go wrong
with a Ringwraith.

Where a Good army's Sneaks are used
to disrupt the foe from the safety of a flank
or rear, your Agents of Dismay should lurk
near to, and preferably behind, your
battleline. From there, they can bombard
the foe with their spells, abilities and
general bowel-loosening horror. With a
Shade anchored behind your fine, even
lowly Goblins will have little trouble in
clobbering Elves. If there's a Ringwraith
nearby, watch with glee as enemy Heroes
try to perform derring·do without quite
coming into the range of its spells ...

Feeling like death?
By now, I'm sure it hasn't escaped your
attention that Agents of Dismay share one
marked trait - namely that they've shuffled
off the mortal coil, but kept on moving all
the same. They're undead, in other words.
As with many undead beasties of myth and
legend, Agents of Dismay are depressingly
easy to banish if someone can just pluck
up the courage to take a sword to their
mouldering hide. It's an apt comparison,
because if an enemy Hero (or even a
warrior in some cases) manages to pass a
Courage test and charge one of your
Agents of Dismay, it's probably not going
to end well for your spectral servant. With
this in mind, take great care to keep your
Agents well clear of such dangers. You
should have plenty of expendable minions
to block the way, so get busy expending!
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THE HORDE

By far the largest group at the Evil's disposal are the minions that make up "the
Horde" - what they lack in their profile they more than make up for in numbers.

70 WHtTE DWARf THE ENEMY OF MY ENEMY: PART TWO

A
s is traditional, I've saved the best for
lasl. Whilst Evil overlords may be
amongst the most skilled and

devious individuals known to tread the
world, the same cannot be said of their
minions. Take the humble Moria Goblin.
With Fight and Courage 2 and a move of
S-/12cm, he's nol exactly going to set the
world aflame no mailer how much burning
pitch and Greek fire you force into his
scrawny little hands. Perhaps t should
rephrase - he's not going to set the world
aflame alone. Fortunately, such a stunted
combat profile means Ihal a Moria Goblin
weighs in at 5 points with a piece of
wargear - half the cost of an Elf or Dwarf.
Across 700 points, that's an awful lot of
Goblins. The same logic is true of many
Evil warriors. Haradrim, Orcs. Morannan
Orcs, Corsairs of Umbar - the list goes on.
All of these troop types trade one or more
pips of profile for either a points reduction
and/or a boost elsewhere. And where
there's cheaper troops, there's a Horde.

As you'll have gathered by now, a
Horde is founded simply by cramming as
many models into your army as physically
posSible. This needn't be vastly more
models than your opponent although this is
always a solid starting point - it can be
enough in one particular area so that you
can dominate. For example, Gondor and
Rohan armies pay in the region of 10
points for a warrior with Fight 4 -the bulk
of their armies are Fight 3. Turn up with
enough Corsairs of Umbar (8 points each
with a shield) and you're instantly going to
be at an advantage - providing you don't
get shot to ribbons on the way in. That
said, you can't go far wrong by fielding
more warriors than your enemy can
possibly do anything about.

If you go down this route, just
remember to focus your efforts. It may be
nice to take an even mix of bows, spear
and shields, but stay focused on how you
want to win. If you intend a face-to-face
war of attrition, lots of spears are the order
of the day. If you want your bows to do the
work, make sure you field the fuJi 1/3 to
which you are entitled and spend the rest
on shields to keep your other minions alive
while the alTOWS fall. Yes, I said bows.
While it's true most Evil archers have a
poorer Shoot value and range than their
Good equivalent, a Horde of Evil archers
can still fire enough arrows to do a lot of
damage. Consider once more, if you will,
the Moria Goblin. Sure, he's only got a
Shoot value of 5+, hut in 700 points it's

easy enough to field 20 or so archers just
like him. That's a lot of shots. Also consider
volley fire for your archer Horde. While
I'm not a big fan of volley fire from Good
models, an Evil Horde with a Shoot value
of S+ often has little to lose and everything
to gain.

Halting the Horde
If you're a Good player and have a Horde
bearing down on you, don't panic. Sure,
the Evil player's got more models than you.
He's going to roll more dice in combat and
fire more arrows, but not everything's going
to go his way. You see, space on a gaming
board is finite, and sometimes members of
a Horde are going to end up
getting in each other's way ­
particularly if there's a few
Brawlers or Bulwarks locking
down certain areas of the
battlefield. There's also
another advantage at hand:
Hordes take a long time to
move. While the Evil force
is advancing, model by
model, focus on using that
time to draw up your
counter-strategy.

•



OHaradrim Warrior - 6 points
each, with a bow or spear.
Definitefy the golden boys ofany
Ev;f Horde, the Haradrim excel
both at swamping the enemy with
spears and pincushioning them
full of arrows - poisoned arrows,
in fact. Haradrim are also cheap
as chips, costing a mere 6 points a
model, ensuring that your Horde
will be a good, solid size. Finally,
they come in both colours ofEvil­
red and block. What more could
you ask for?

6Moria Goblins - 5 points each,
with a shield, spear or Orc bow.
The Moria Goblins are pushed off the
top spot by their low move rate,
otherwise they'd reign supreme.
Goblins are so cheap that you can
have a sizeable Horde and stiff have
plenty ofpoints left over for Agents of
Dismay and Brutes, should you be so
inclined. Goblins have more affiance
options, allowing them to function as
the snickering centrepiece ofalmost
any Evil army. Moria Goblins can also
be backed up with some natty little
tricks - Shamans and Moria Goblin
Drums - which really do hefp your
Horde along to victory.

€)Corsairs of Umbar - 8 points
each, with shield, spear or bow.
Though a little on the pric.ey end to
join a Horde, Corsairs ofUmbar
make the list because of their crucial
Fight 4. They're still cheap enpug~
to field plenty of, however, but
you've really got to make sure
Corsairs win fights, otherwise that <­
Defence of 3 will really start to
count against them. If nothing else,
I'd recommend that any Corsair '
Horde includes at least one Bo'sun ~

the combat re-rolls he bestows are -or
nothing short of crucial.

HJrJdrim WJrriors Jre card..:arryin{J
roombers of rhe Horde club, They're
cheap and have poisolllxf arrows.

Honourable Mention: Khandish Mercenary
Horsemen - 9 points each.
Most Evil mounted troops are cheap enough to
outnumber their Good equivalent, but these fellows
.are so inexpensive that you're all but guaranteed the
cavalry advantage. The Mercenaries' Fight 4 is a huge
bonus, but it does come with the downside of
Courage 2, and a one in six chance ofthe Mercenary
not turning up to the battle at all.
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AN ALLIANCE OF EVIL

Now that Mat has looked at the strengths of Evil troops, it's time to bring it all
together in an army that Sauron himself would be proud of.

N
OW for the moment of truth. Is it
possible to forge an effective, yet
narrative, Evil army that includes

Brutes, Agents of Dismay and a good old­
fashioned Horde? If anything, it's even
easier to do this for good than it is for Evil
- there's so much choice available and so
many potential alliances that it's difficult to
know where to begin.

~Horde Part One, chosen from Moria:
315 points
In this army I'm going to aim for nol one
Horde, but two. This firs! Horde is a
traditional one - it's here to give me lots of
numbers cheaply and quickly. Note the
presence of Durburz and the Shaman to
keep my Moria Goblins alive and fighting
no matter what happens.

QHorde Part Two, chosen from The
Corsair Fleets: 157 points
I've introduced Corsairs into the army for
three reasons. The first is that I love the
models. The second is that they're pirates.
The third, and more rational, reason is that
a little bit of Fight value 4 in the army will
help to compensate for the lower profiles
of the Moria Goblins. Combined, the
Horde gives me 56 rank-and-file to throw
at the enemy.

() Brutes, chosen from Moria: 170 points
For a pair of good, thumping Brutes, I don't
have to look further than Moria. Cave
Trolls are more than a match for Good
warriors, and can even give most Heroes a
run for their money - particularly if said
Hero has used all of his Might fighting off a
Horde. A pair of Cave Trolls is perhaps a
little extravagant, but I expect each to
dabber his own weight in enemies before
the game is done.

@Agent of Dismay,
chosen from the Nazgul: 55 points
I've chosen a minor Ringwraith as my
Agent of Dismay. With two Hordes in the
army I don't really need to spend much on
disruption tactics, although the odd
Transfix will be rather useful in stomping
the heavy hitters in the Good force.

With a grand total of 697 points and 62
models, this is a force to be reckoned with.
The main thrust is to charge towards the
enemy as quickly as possible. The army's
narrative is that it's really two forces that
have come together against a common foe
- perhaps on the coast of Gondor.
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Durburz
60points

Moria Goblin Shaman
45 points

Corsair Bo'sun
45 points

55 points

42 Moria
Goblin Warriors
14 with Ore bows,
14 with spears and
14 with shields.

210points

14 Corsairs of Umbar
7'with shields and 7 with
spears.

• 112 points•
Cave Troll
Troll chain.- 85 points

- Cave Troll
Troll chain.

• •
• •

TOTAL
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THE LORD OF THE RINGS RULES MANUAL
The lord of the Rings strategy battle game gives you and your
friends every opportunity to relive the excitement of the motion
picture and the trilogy of books.
This lavish 240-page full colour hardback rules manual features the full collated and updated
rules for our The lord of the Rings game. With this rules manual you can fight battles with
Middle-earth's entire cast of heroes and villains, from stalwart Hobbits to brutal Uruk-hai. The
hardback also contains an extensive hobby seclion and exhaustive list of profiles, updated and
arranged by race and region. No player can afford to be without this weighty tome!

www.games-workshop.com

Gondor in Flames
The ancient realm of
Gondor stands as bulwark
against the Free Peoples
and the forces of the
Dark Lord.

The Return of The King
The final part of the
joumey highlights events
from the book and movie,
as the War of The Ring
draws to an epic close!

The Two Towers
The journey continues as
The Fellowship is broken.
Frodo and Sam make their
way 10 Mordor, while
ArJgom heJds for Rohan.

The Fellowship of The Ring
Follow the joumey of
Fr<X!o and The Fellowship
from the Shire, through
Moria and Luthl6rien, to
the banks of the Anduin.

legions of Middle-earth
For the first time. morc
than 40 army lists allow
you to recreate armies from
the history of Middle-earth
or to design your own.

£11, €22S0, 175dk'.1Q.l)<;ok, 22Snkr £11, (22.50, 175dkr. 200",k, nSnk, £12, (22.50, 175clkr, 20o.ek, n5nkr £12, (n.so, 175clkr, 20o.ek, 225nkr £10, (17.S0, lJSclk,. 1601e"- 17Snkr

Khazad-dOm
KhJzad-dOm was once the
greatest Dwarf hold in
Middle-earth, until the
coming of Durin's Bane,
the Balrog of Morgoth.

The Ruin of Arnor
The shattered kingdom of
Amor once rivalled Gondor
ill majesty, but is now
home to evil spirits, and
creatures of dJrkness.

A Shadow in the East
The Easterlings march to
war in the name of SJuron.
These warriors of Evil are
led by Khamul, one of the
ancient NJzgOI.

Fall of the Necromancer
A terrible shadow has
bllen over Mirkwood.
Sauron, the Necromancer,
has unleashed his evil from
the tower uf Dol Guldur.

The Scouring of the Shire
The Hobbits return from
the bJttles against Sauron,
only to find thJt the Shire
has been overrun by evil
forces in their absence.

£8. (17.50. 135clkr. tf.Osek, nonk, £8. (17.50. 13Sclkr. 1.-.0"'''- 17Snkr £H}. (17.50. 13Sclk,. 160sek. 17Snkr



Recoil in fear
foolish mortals!
If you still have an
ounce of sanity left,
quickly turn the
pages rather than
clap your eyes on
the bewildering
scribblings of the
great schemer,
Jervis Johnson.
It is all heresy,
I say, heresy!

S
everal years ago I happened to be
invited along to a couple of
tournaments, one for Warhammer

and one for Warhammer 40,000. At the
time I was slowly (very slowly!) building
up a Tomb Kings army, and so I decided
that this would be my Warhammer
tournament army. For the Warhammer
40,000 tournament I decided to start a
new army. After some dithering 1 went for
a Space Marine army. I'm jolly glad I did
too because I still use it, long after my
Tomb Kings have been retired to a dusty
shelf in my games room.

Part of the reason for choosing Space
Marines was that I already had some Space
Marine models painted by Owen Branham.
Now, Owen is one of those incredibly
talented (and therefore really irritating)
people that can paint to an incredibly high
standard if he's doing a display piece, but
can still tum out lovely looking armies very
quickly when he wants to. Fortunately for
me, the models J had were painted by
Owen using one of his trademarked "'quick
'n' dirty"" painting methods, which means I
can just about match his paint schemes,
even though it takes me ten times as long
to paint the models!

The resulting army was based on the
Revilers chapter, and is what I'd consider a
classic Space Marine army, consisting
mainly of infantry supported by a limited

complement of vehicles. Over the years
I've continued to add bits and pieces to the
army, most recently a nice nev.- land
Speeder, which I've decorated with the
pennants borrowed from the new
Ravenwing upgrade sprue. My latest
painting project is a new squad of
Terminators to replace the old Terminators [
currenlly use, and which are really starting
to look their age.

Right from the beginning there was
something about the army that I really
liked. For a start, I loved Owen's simple yet
effective paint scheme, and the rather
battle-worn look it gave the models in the
army. It looked like this was a force that
had been fighting in the field for some
time, not one that was fresh off the Strike
Cruiser. I also loved the composition of the
force: this was a proper all-purpose Space
Marine army, not a strange hybrid force
chosen for a specific mission. And last but
not least, I discovered after a few games
that I loved commanding a Space Marine
army. Of course I'd played games with
Space Marine armies before, but at that
time (back in the mid·nineties) I more often
commanded the opposition, usually some
form of xenos such as Eldar or arks. It was
this army that really taught me to
appreciate the tenacity, toughness and
sheer doggedness of a well balanced Space
Marine army in Warhammer 40,000.

A h.1ppy.IQo/dns jervis proudly
displa)'S his oft·used and ever·
re/i,fb/e 5p;Jce Marine force.
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jeremy I>elock Iws spem the last rWl.'f1ty years
collecrins Orcs (., Coblins. He's such a fan of
the SreMskins t'l.1t he doesn'/ aCILI<l!!y rhrow
any models away, he just keeps addinS ro his
coIlec/ion 10 the paint where he lias OwY
12,000 pain'S of Orc$ &, COO/ins, a small
poItion of which is shown here.

O'>e ofjerV, -D.lrlc GIe)' M.ilrines·.
Th" suy tw been .. Space~ ..
CC1dteJl Space MNi~~~ ..
Blood MseI in h"/~ under
Jervis' abk commaoo.

I've been using the anny for ages now.
It's been used with the last two versions of
the Warhammer 40,000 rulebook and has
been used to help playtest the next one
tool I've used it with every Space Marine
Codex we've brought out during that time
too, which has led to me calling the army
my Dark Grey Space Marines; they've been
Dark Grey NCodexNSpace Marines, Dark
Grey Space Wolves, Dark Grey Dark
Angels and even Dark Grey Blood Angels!
They've always performed well, and lonly
ever make very minor variations to the
roster that I use. In fact, just about the only
observation I could make is that the more
I've used my army, the better it has
performed as my command skills have
slowly improved.

And this, in my usual long-winded way,
finally brings me to the real point of this
month's column. You see, one thing I've
noticed about using the army over all these
years is that it doesn't perform all that
differently no matter which set of army lists
(or even which set of rules) I use. Not
really. You would have thought that
changing army lists or rulebooks would
have had a greater impact, especially
changing from Space Marines to Space
Wolves to Dark Angels! But J didn't find all
that much difference at all, and this makes
me rather sceptical when people say that
this unit or that unit has gOI beller or worse
when a new army list comes out. You
know what I mean: "The changes mean
that Scouts aren't worth taking any more!"
or "Now that High Elves always strike first
they can't be beaten!!!" That kind of thing.

It's also made me sceptical of advice
that runs along the lines of "You've galla
take this unit or that unit" if you want any
chance of winning. My own personal
experience with my Space Marine army
makes me doubt Ihat this is nearly as much
a factor as people think. I think this is
mainly because an army is a personal
thing, When all is said and done, it's your
army, and your nature and temperament
will mean that some things work better for
you than others.

The Scouts in my Space Marine army
are a case in point. When I started using
the Dark Angels army list some people
tried to tell me that the Scouts I'd used for
years weren't worth taking anymore, but
that's not what I've found at all. They're my
boys, and they've helped win plenty of
games for me over the years, whichever
army list I've used. The same with my
Termies, and my eclectically armed
Devastator Squad (some may think that a
Plasma Cannon, a Lascannon and two
Heavy Bolters is a strange mix of weapons,
but r happen to like it, okay!) Sure, some
units get a bit better in one army list while
others get a bit worse, but the changes
never seem to have nearly as much impact
as some people tell me they will. In fact, in
my experience, army composition makes
very little difference compared to learning
how to use the army you do have well.

Now, I know that some will find what
I've written hard 10 accepl, and I've had
some really interesting discussions about
my theories with people thallhink thai
army selections can give a player a really
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" Winning one tnore gatne in every
ten or twenty that I play really
doesn't tnatter all that tnuch. , ,

important advantage. Being stubborn about
this kind of thing, and not being able to
prove my argument based solely on the
games I've played with my Space Marines,
J've been keeping a dose eye on the lists
being used at the Grand Tournaments we
run, to see exactly how much of an edge
some of these 'optimised' army list
selections actually give, I won't bore you
with the numbers, other than to say that
there were a lot of them - I've analysed the
results of literally thousands of battles! ­
but what they show is Ihm the advantage
given is tiny, In fact the best that any of the
"unbeatable" rosters I looked at could
muster was the probability that instead of
winning five games OUI of every ten you
play, you would win six out of ten. Hardly
a huge advantage, I'm sure you'll agree.
What's more, only one of the killer lists
achieved those heady heights - the best
any of the others could do was to add one
extra win in every twenty games played!

This isn't to say that 1underestimate the
importance of these things for those thai
like to wring every little bit of potential that
they can from an army list, or who relish
the chance to fine-tune their army until il
includes Ihe ultimate game-winning
combination of units and unit upgrades.
There's a lot of pleasure to be had in
developing the perfect army lisl. And
what's more there is nothing wrong with
doing this; after all, what right does anyone
have to begrudge another player a small
advantage from all of the hard work they
put into developing a powerful rosier?
However, I do think it's important to keep

these things in perspeclive, and not be
swayed by people overstating the
importance of the really rather minor
improvements that are gained.

Speaking personally, though, while r
could change my Space Marine army every
time a new army list comes out in order to
add a few percentage points to my chances
of winning, r don't think I will be doing SQ.

Winning one more game in every ten or
twenty that r play really doesn't matter all
that much to me, not compared to having
an army I really like using and am
comfortable with. No, any changes r make
10 my army will be because J want to add
some nf!\V models to my collection, or
because r see a chance to improve on the
tried and trusted tadies I've developed for
it over the years. [ also have a funny
feeling that sticking with what r know and
love has a much beller chance of
improving my win/loss ratio than any other
changes I could make would ever do.

And that's the end of another Standard
Bearer. As ever, please feel free 10 write to
me at the usual address. I'd love to hear
from you.

This PlClure shows .f Blood Angels
force cre.tted W.fY b..ock durins the
second W'fSion 01 the g,m>e.
,0,1111008/1~ 01 the models aw
5/!owins their "St', it's still.f
perhK;tly viable forr;e that could ""
used with the 1a1l'Sl rules with a
minimum 01 fuss.

Write to Jervis at:

Jervis Johnson
c/o While Dwarf
Design Studio
Games Workshop
Willow Road
Nottingham NG7 2WS
United Kingdom

,
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plastic components. You'll rarely, if ever,
have to pin plastic-to-plastic.

How to pin
You'll need a piece of wire for this job.
Paperclips are ideal for this - they are not
only readily available, but the drill bit
supplied with the Hobby Drill is the exact
width needed to fit a standard paperclip
snugly into a hole.

Pinning

Pinning is a simple technique used to join
metal components when superglue alone
may not be strong enough. Typical
instances when a pin is needed include
joining together two large metal
components - wings are a good example
of this - or when the surface areas of the
parts that need joining are so small that
not enough glue can be applied. Pinning
is for joining metal-to-metal or metal-to-

The Hobby Drill is a useful addition to any hobbyist's toolbox.
The drill is, unsurprisingly, used for drilling holes into your
models. Here we demonstrate the two main reasons for doing
this: pinning metal models and drilling out gun barrels.
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Drill a hole in the SfXond
component in thc >pol marked by
Ihe p<1im. Trim thc wire if needed
so 111M the rwo pJrts can meet,
Ihen glu" rhf! f;omponcms to{j(:t!>!'r.

Apply a f:/:'ncrous blob of p.lint
onto the end of Ihe wire and
c<lrefully bring the piJr15 IOgether 5<)

that rhe weI p.lill/ leaves a mark all
Ih", orh<!r campanelli.

Fin;t cut rhe wire to the rif:hl
length. This will dep"",d On the
size 01 wmponents you ,lre
pinnin{j, b,lt you'll rarely need
more than a centimetre in Icn[;rh.
Drill a hole in one part of the
model ,lnd glue the wire inlO il.

The Hobby Drill has been
specifically designed for drilling
holes in Citadel miniatures. As
such it is a very easy and
comfortable tool to use. Place the
drill in your hand as shown and
rotate the rubberised collar with
your thumb and forefinger. Apply
a small amount of pressure, but
don't overdo it. Take your time
and let the drill do the work.

Holding the Hobby Drill

•

CITADEL TOOLBOX

Gun Barrels

You can make the hole
even bigger with the aid
of a round file from the
Citadel Files Sci - great
for heavy weapons.

~TOPTip
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One common usc for the
Hobby Drill is boring out
the gun barrels on your
miniatures' weapons. The
lmm bits supplied with
the Hobby Drill are
perfect for drilling 01,11 a

'.'. bolter barrel, for example.
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" My style is very old school;
I don't use light sourcing
or non-metal metal. "

Dave Thomas has produced some truly
fantastic models in recent years. We have
Dave to thank for the ark Weirdboy, Kurt
Helborg, and more Space Marines than you
can shake a stick at! Unsurprisingly, Dave is
also a world-class painter too...

bright, especially the faces as they are what
draws people's eyes to the mode1.~

In an era where everybody likes to
spray their figures Chaos Black, it's
interesting that Dave still prefers to keep
his undercoat white - we hope he's still not
using that matt emulsion! ~It's just my
personal choice. A black undercoat will
give everything a very dark look. White
blends things brighter, which fits my style
far more."

It's not just white that Dave likes as a
colour, he also has an affinity for green. '"It
was only after I'd selecled the models to
photograph for this issue that I realised the
vast majority of my collection is either
humans or greenskins! I don't know why,
but I just like painting green, I find it quite
relaxing. Even with Orc skin I aim for very
bright colours,'" adds Dave.

guys like Martin IFootill - featured in
Painting Masters in WD339] in the
running, so it was going to be really hard
to get a place. I decided to go Oul on a
limb - leave my comfort zone - and so I
left Games Workshop and moved
elsewhere in the industry to train to
become a sculptor.~

It was a risky move, but one that
seemed to payoff. '"I learnt many things
during that time - as well as the basics of
sculpting' learned how body shapes work
in miniature scale, something that has
stood me in good stead to Ihis day: says
Dave. After nine months away, Dave
decided that Citadel was his true home and
so returned to the Studio, this lime as a
figure sculptor ralher Ihan a figure painter.

Whilst Dave now designs Sp<lce
Marines for a living. he still likes to put
brush to model. How would Dave describe
his styler ~My painting heroes are Mike
McVey and Torben Schnoor, so there is a
certain amount of their styles in Ihere. It is
very old school," says Dave. "I don't use
light sourcing, non-melallic melal or
anything like thaI. In fact I'm so old
fashioned I use a while undercoat
wherever possible. My figures are very

L
ike many of the current generation of
painters and sculptors who have
earned their SpUTS in the Studio over

the last few years, Dave's first encounter
with the hobby was through MB's
Heroquest game. "'" got it for Christmas.
The Citadel miniatures that came with it
were the first fantasy models I had
encountered,'" explains Dave.

rhe painted models illustrated on the
Heroquest box made Dave realise that the
figures were more than just playing pieces
so he sellO work painting them. ~I'd never
painted any miniatures before, so wasn't
100 sure how to do it. There were a couple
of hints - one mentioned undercoating, so
1dutifully undercoated the models in malt
white emulsion!'"

After Dave's attempts 10 paint his first
models wilh wall paint, it was a couple of
years before his next encounter with
anylhing Games Workshop related.
Towards the end of his school life he came
into possession of some Space Marines and
painted them up. However, it was at
college that Dave's love of fantasy
miniatures really took off. "Quite by
chance I became goocl friends with Wayne
Engl,lnd's nephew. He was a great hobbyist
wilh a big collection so we
started playing lots of
games." Wayne England, of
course, is a renowned artist,
who was working at Games
Workshop at the lime. Dave,
Wayne's nephew, and a few
other like-minded friends had
soon sel up regular gaming
and painting sessions. It was the painting
that Dave was drawn to and began to show
a natural talent for. "We would do projects
together, such as a Bretonnian army.
Wayne happened to be visiting one time
and thought I could be good enough for
'Eavy Metal. He got me an interview with
Ihe Studio manager and a few monlhs later
I had moved down to Nottingham and
joined the 'Eavy Metal team.~

Dave spent four years as an 'Eavy Metal
painter, constantly refining his skills and
producing some truly fantastic-looking
models. After four years though, Dave was
keen to move on and not jusl paint figures,
but design them too. al really had a strong
urge to become a sculptor: continues
Dave. aAtthallime, however, competition
was fierce for the few Citadel trainee
sculptor positions on offer. There were also



Commissar Yarrick
One of Dave's favourite models is Commissar Yarrkk. The power claw has been painted with a beaten brass technique,
which Dave learnt from fellow designer, Martin Footitt. The claw was painted a deep gold and then brushed with a
Chestnut and Brown Ink wash. He then re-applied the gold in patches using the tip of a drybrush. This process was
repeated to create a shimmering effect, and after four or five stages resulted in a rich, battle-worn look.

Hugo Ie Petit and Gui Ie Gros

Dave has always liked these cheeky Bretonnian outlaws. He's actually had to paint Cui five times throughout his 'Eavy
Metal career, and is still not tired of him! Here he has positioned both miniatures on a small scenic base. As ever, Dave
has used a very light colour palette, the wooden shafts of the weapons and cask painted to look like they are made from
beech wood, rather than the usually deeper oak colours.

\ .
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Kislev Musician
This was one of the first Citadel miniatures Dave sculpted, and the first one of his own models he painted. He opted for
a rich palette of blues and greens, using red as a deliberate contrast. Dave kept the face as the focal point, with the
ruddy skin and blond beard. Dave went to the trouble of painting lots of delicate freehand patterns along the cut of the
tunic to suggest opulence, showing that this Kislevite is a man of means. To finish the figure off, the base was given a
light sprinkling of snow scatter to set the piece in the frozen lands of kislev.

Mordheim Ogre

The Ogre is the only real monster in Dave's private collection. He's added a
bit of narrative to the model by painting the trousers to look like they're made
from a Bretonnian horse's caparison on one leg and horse hide on the other!

Night Goblin Shaman

The Night Goblin is a
bit of a departure for
Dave, as the model is
mostly black. Other
than the clean, bright
bones and mushrooms,
the Shaman uses a
muted, dark palette.
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Neeron Warrior
This was a test piece for Dave's Necron army which is still in progress. The model was basecoated in a light grey.
The warrior's face was painted with a mix of Graveyard Earth and Bleached Bone, and the same mix was then used as a
highlight for the rest of the body. The gun was painted red as a contrast to the rest of the model.

Ore Warrior

This Orc has been painted in a "retro" 'Eavy Metal style. The skin is a very
bright green, and there's the traditional white and black check on the armour
and shield. The scale armour was painted with Shining Gold and highlighted
with Mithril Silver. Note the fantastic, hand-painted Evil Sun shield.

Goblin
Dave painted this classic Forest Goblin for his then­
girlfriend. The gift must have worked, as she is now his
wife - proof that there is no limit to the power of a
well-painted Citadel miniature!

Grail Pilgrim
Another one of Dave's own figures, this Pilgrim has
scraps of Grail Knight heraldry and warhorse barding
stuck to his shield. Dave wanted to get across that
these fanatical souls are utterly devoted to the knights
that they follow - the ultimate fan-boys!
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Ursarkar Creed
This is one of Dave's recent projects. He started him many years ago, but has only just got round to finishing him.
Dave has added a few extra bits of detail to the original model, such as the cyber-skulls from the Devastator frame,
chains hanging from the pistol grips, and the purity seals. Creed has been painted in Dave's usual style, using a lighter­
than-average palette, hence the white overcoat and brighter uniform.

Freelance Knight

This Mordheim Freelance knight has been Dave's only entry into the Golden Demon Open category so far, just losing
out to Mark 8edford in 2000. Dave wanted to give the model a look of a travelling scrounger, which is why some of his
armour doesn't match or is missing, and why his clothes look a little torn in places.
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third option - that of putting together a
Vampire Counts force inspired by a
particular piece of background.

There are plenty of battles described in
the Vampire Counts army book, as well as
the armies of Vampire lords (and ladies!)
across the length and breadth of the Old
World. Any and all of these can serve as a
catalyst for an army, a hook upon which
you might hang your choices of miniatures
and paint scheme. The best way to find oul
what appeals to you is to read the
background and see what piques your
interest. It might be a whole period of
history, or a box of lext, or even a single
line of action or dialogue. I've known
hobbyists who have taken the smallest
seeds of an idea and grown them into
spectacular armies. If you can summarise
the army concept you want to create in
one or two lines, that can really help to
focus what you pick - you can expand the
details of the army's story laler on.

here are many different ways to go
about collecting an army. Some
players like to pick up the models on
he and then build a strategy around
they've collected. Other players
to diligently comb through the army

and options to choose a force that
ms to a particular plan or strategy.

n there are collectors who want a force
represents a particular army from the
's history, or focus their efforts on
ing a miniature host representative of

ific character or region. Most of us
ably fall somewhere in between these
options.

Which miniatures individual players
like the most is a very personal choice, so
there's not a lot to be said except, go for it!
Similarly, there are many different ways the
Vampire Counts can be fielded as a gaming
force, and much of this is covered in the
Tactica articles on our website. For this
reason, I'm going to concentrate on the

history of the Vampire Counts is rich with inspiration for
ffferent types ofarmies. In this article, Gav Thorpe shows

how to turn those ideas into a tabletop force.

The von Carsteills
The main stars of the Vampire
Counts book arc the shadowy
vampiric nllers of Sylvania. the
von Carsteins. TItis family-in­
darkness provides a rich tapestry
of characters and events that can
inspire an army, and their
history incorporates
everything from the
army list. Some are great
wie1den of magic. others
were awe-inspiring
leaders or gifted warriors.
The choice is yours! Of course. a
big advantage of fielding the von
Carsteins is the opportunity to
use special charaeten such as "'-J "'__ ..L- .. ,/ ~ ,~_" C .. _'I

ad and Mannfred. VI«<I ........ ...., Ner:rom.iJnfic~"';ify wi",..•__.. ."':::":"~':::~~~:::':i~:.~m~'~'.~-~:;::~:::::;.. ~':"~':~:~~~j...:.::r...;:::i:..~~:~O.~-:::;._ • ~ in the pt¥V>'e1'5 01
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The focus ofan army is usually most apparent with your
choice ofcharacters. With so many different Vampiric
Powers, a Vampire Counts player can really go to town.

CHARACTERS

E
very Undead army requires a general
to lead it and in the case of the
Vampire Counts this is, unsurprisingly,

a Vampire! The way that the Vampiric
Power'S have been divided up shoW'S some
of the ways Ihat your choices can be used
to add personality 10 your general, and
therefore your force. For example, Ihe
Courtly abilities are a great way to
represent the dark nobility of the von
Carsteins, while the Arkayne and the
Master powers deal with the arts of
Necromancy and so are very appropriate
for the decrepit but highly magical
Necrarchs. The knightly Undead warriors
of Blood Keep are easily represented by
skills from the Martialle section - Dread
Knight seems an obvious choice in Ihis
regard! The tale of the fall of the city of
Strigos and the wretched Vampires who
fled from there might inspire you, in which
case the abilities under the Bestialle might
be the best way to go.

Of course, you are (ree to mix and
match from any o( the categories, so there's
no need to restrict yourself to powers and
Vampires from just one category. If you
want a Nightmare·riding knight of death
who commands a legion of Skeletons, then
simply combine Dread Knight and lord of
the Dead. Conversely, a withered, ancient
creature that has dwelt in crypts and
towers for thousands o( years might be
better represented with Supernatural Horror
and Hunter in the Dark.

It's not all about Vampires though,
because your characters can also indude
Necromancers and Wight Kings. Whether
or not you include any o( these at all will
give your force a different flavour. A
Vampire who is a loner, surrounded only
by Wight lieutenants bound to his will,
would be a nice theme too.

Don't forget the mounts either! A
terrifying lord of the Undead on a Zombie
Dragon says something very different about
your army than one fighting on foot. There
are a good variety of Undead creatures on
which to mount your characters, so that
you might have all of your Vampires on
Nightmares, for example. Alternatively,
your general might be mounted on an
Abyssal Terror while his subordinates all
ride to battle upon winged Hellsteeds!

The Abyssal Terror is worth more than a
passing mention, because it is a
nightmarish beast that can come in a
variety of guises, allowing keen model1ers
to really let rip with their imaginations. A
Vampire inclined to Necromancy could

"...

ride out upon an Abyssal Terror made of
the zombified remains of.Jots of different
creatures, in lc:eeping with his shambolic
horde. A von Carstein lord, in contrast,
might prefer some form of Undead Griffon,
in a macabre parody of the Elector Counts
of the Emperor. At the Siege of Altdorf,
some of Vlad's Vampires flew to battle atop
the animated remains of Wyvems. Why not
have a look through the huge number of
monstrous, winged creatures available
throughout the Citadel range and see if one
inspires you 10 come up with a story for
your army?

When working on the army book, I
particularly enjoyed expanding the story of
Konrad von Carslein, so I am going to
choose a force that centres on his bloody
campaign into Averland. Since Konrad was
not keen to share power with his Vampire
kin, and had no Necromantic ability o( his
own, a pair of Necromancers will serve as
his thralls. J think a Wight King bearing a
battle slandard would also be in keeping
with this image, as Konrad wants everyone
to know how important he is.

A scion of lost Stri~. the
Black Prjna rules over
one of the realms of the
Border Princes, attended
by his cour! of fellow
Vampires and Crypt
Ghouls. You could field
Gashnag's ,umy with
Vampires using the
Severed and Arkayl'le
~rs, leading an army
with Crypt Ghouls and
Dire Wolves as its Core
choices. You could also
include a NecromaflCer to
represent one of the
mysterious Strigany
descended from Gashnag's
original subjects in Strigos.

N befits a former noblewoman
of Ihe Empire. this Vampire
Coumess surrounds herself
with po"",nul S<'fVJnls to do
her dirty work (or her!

•

,
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Zombies trailed by these macabre wagons
is a fantastic image, and one well worth
considering for your battlefield, You can
even use Corpse Carts as mounts for your
Necromancers should you wish, adding
even more to the story of your army.

Don't forget that some of the Vampiric
Powers - those under The Master - directfy
increase how well your Vampire can
summon some of these Core units, so make
sure that these complement one another. If
you can repair greater numbers of Skeleton
Warriors, for instance, then why not
include two or three units rather than just
one? Conversely, if you envisage your army
hailing from the wilderness, it might be
worth investing in Summon Creatures of
the Night to bolster your units of Bat
Swarms and Dire Wolves.

For Konrad's army, I'm going to take a
fairly mixed selection of Core units.
Without much Necromancy in the army,
there's probably not going to be too many
new units raised, so a good number of
Zombies to provide weight of numbers
from the start will prove useful. Other than
this, I've concentrated Oil Skeletons to
reflect the more martial nature of Konrad's
un living host.

•
,

". -' ., . -;, ',,-
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M
any Vampire Counts armies will
contain a mix of all three, but
there's no reason why you can't

concentrate on just one or two of these
units to add a certain dynamic to your
force. For example, having four or five
units of Zombies would be entirely in
keeping with the shambling hordes of
Vampires such as Melkhior or Zacharias
the Everliving. Conversely, the Red Duke of
Bretonnia might be accompanied by rank
upon rank of Skeleton Warriors - regiments
of his dead men-at-arms.

The other Core choices can also be
used to add a particular flavour or build
upon a theme already established with
your characters. Packs of ravening Dire
Wolves always look good in a von Carstein
army, while Bat Swarms would be fitting
for a Vampire who has made its lair in an
abandoned tower or castle.

The Corpse Cart is a strange and
disturbing apparition, seen mostly in the
wilds of Sylvania, but also encountered as
far afield as Mousillon in Bretonnia and
across the wider Empire. Its powers work
well on any nearby Undead, but Corpse
Carts look great when part of a massive
horde of Zombies! The sight of scores of

CORE UNITS
Skeletons, Zombies and Crypt Ghouls can all be used to fulfil
the minimum number ofCore choices you must include in
your army - but which to choose?

This bestial Vampire is surroundL-d by creatures that shan..
his lw""S'll unlife in an ,lb.lndone<1 cemetery somewlwre
in the Old World Crypt Ghouls. Dire Wolves and Fell
Bats are ready to wrve "I his comm,lnd.

,
.".',;. ", •. - ,",',

In the Worlds Edge
Mountains stands the
ancient tower of Silver
Pinnade. Now it is a lair
of the Undead, ruled over
by the Undying Queen of
lahmia, Neferata. Neferata
would find Crypt Ghouls
and Zombies noxious and
undignified, and would
prefer to draw upon
Skeletons and Grave
Guard. In the same vein,
she is more likely to be
accompanied by Vampires

tJ~ ';'. and Wight Kings than
'~':;;?::& scabrous Necromancers.'

- "~, "~"S"7C-C-------~'""'' ,.{t.. ,,4,
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When the Duke of
Aquitaine returned
mortally wounded ffom
Araby, none could have
known that he had
brought with him the
curse of Undeath. Soon
after his return he had
died and risen again as a
foul lord of the Undead.
Within hours he had slain
his loyal retainers and then
ra~ them bad:: from
death to SE'rYe him once
more. A rel.inue of the Red
Duke provides a great
opPortunity to field lots of
"skeletal men-at-arms and
8Iad::"Knights;' once loyal
Knights of Bretonnia: At .
the head of this
regimented.... rmy should
be a U{I~l of Blood Knights,
led by·the Duke himself..

Some oIt~ dead iIn'! fruly
iIlll:knt hlvislIl bee/! sIiIm in
bilffle5 lhafr~~l~
Empire _ iounded. R.aMJ by
lhe~ 01 nectom.1llC)'; fhe5e

primfWl w..,riotl; might ""W
~iI~i1y cotJodt.'d iIIJOOtN ilnd
ilrc""ic \\Qtg<'M as shown here.

•

This SkeIefoo W.",iol" _
impired by I~~ 01me Corpse
Run. iI riwY tilinlOO with
willJlSliOtle IhiIl. reooimilleS I~

dead. The willer'.ugged b<I5e W
rust ~reilb on l~ shit!ld show
how iI skekfon might look .:IS it
m;,rches from /he dreiIded~

army of a Vampire hiding out in the dark
places of the world, unleashing his rotting
creations upon unwary travellers from the
shadow-filJed gro"os of the deep forests or
spider-haunted caves in the Grey
Mountains. Alternatively, a single unit of
Fell Bats in an army otherwise made up of
Skeletons and Grave Guard might be the
bloodthirsty pets of the Vampire general,
brought to battle to feed upon his foes ...

In the history of the Vampire Counts,
much is made of the Drakenhof Guard,
and Konrad never marched from Sylvania
without them. In this army I'm going to
field these as Grave Guard armed with
great weapons; a deathly mockery of the
elite Greatsword who attend living Elector
Counts of the Empire. Konrad IS lord of
Sylvania and when he marches forth, the
beasts of his benighted land follow in his
step - in this case, a unit of Fell Bats that
swoop ahead of Konrad's army, seeking QUt
his prey.

U is s;.id thaI on /he bouie.s 0I/he
a..- W.>s/e5 where D.1rlr M.lgic
s;Jfhers. I~ ckad do no! rest
e;lsily ;md Iii/len sokJiet5 return 10
"'f.xk the«~ comrades. This
Skelefon coold be jw W<:h iI

revenant, with i15 unNrthly
colours ilnd _-covered basl-.

As well as your
choice of troops, the
way you paint your
army can say a lot
about where it
comes from. In fact,
you might just need
a distinctive colour
scheme to tell the
whole story. Here
are just a few ways
that your colour
palette and bases
can show the origins
of your Undead.

T
actically speaking, Special units allow
you to build on your strengths or to
introduce units that counter possible

deficiencies in your Core regiments. The
S<lme could be said for your army
composition with regard to style, navour
and theme.

By this I mean that the Special units in
your army allow you to really build on a
theme that you've already established with
your other choices, but also allow you to
introduce a different element into your
army dynamic. Units of Grave Guard and
Black Knights suggest an organised,
disciplined force, such as the type of army
that might be led by a more militaristic
Vampire. Having two or three units of
these will give your army a very Imposing
appearance. On the other hand, a single
unit of Grave Guard really stands out
amidst a sea of filthy Zombies, Corpse
Carts and decaying beasls, and makes an
impressive bodyguard for your general.

Spirit Hosts are more wild and spooky,
and suggest an army drawn from the
ancient barrows and cairns of the
mountains. Combine these wilh
Necromancers and Crypt Ghouls and you
have a force that encapsulates cemeteries
so well that you can practically smell the
grave dust!

If you've got plenty of Dire Wolves and
Bat Swarms in your Core units, then you
may feel inclined to add some Fell Bats to
continue the theme. This might be the

SPECIAL UNITS
As Special units are more limited and often cost more points
than your Core choices, you might only have two or three in
your army, so picking them is an important decision.
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RARE UNITS
The Rare section of the army list contains not only the most
deadly creatures in the Vampire Counts army. but also some
of the most stunning models!

force, or be used to add something that
breaks the routine of painting all that bone
and rotting flesh!

For an army of Sylvania, there are few
centrepieces more appropriate than a Black
Coach. Ever since Vlad's first appearance at
Castle Drakenhof, there's been an intimate
link between mysterious coaches, howling
wolves and von Carstein Vampires. A Black
Coach flanked by two units of Dire Wolves
is not only a great image, but also a pretty
useful force on the baltlefield - the Black
Coach has the Vampire rule and this means
that the Dire Wolves can march if they start
within 6" of it. So, you can see that fitting
to a particular background doesn't have to
be at the expense of competitiveness!

As well as the Varghulf, there's been
another new addition to the Rare choices
of the Vampire Counts: Blood Knights. The
most obvious use for these death-dealing,
Nightmare-riding Vampires is as part of a
host from Blood Keep. Led by characters
with the Dread Knight power, and
supported by units of Skeletons and Grave
Guard, the Knights of Blood Keep can
march to battle under your command.

However, there's no reason not to
include some Blood Knights in your army
even if you want to create a Sylvan ian
host, or the horde of a despotic Vampire
from the south, or whatever your chosen
story may be. Though rumours abound that
Walach Harkon is reforming the Order of
the Blood Dragon, the Blood Knights were
cast from their fortress centuries ago and
have since travelled the world as
mercenaries and adventurers. From the
battlefields of Bretonnia to the frozen
Chaos Wastes, the Blood Knights have
sought out the most notable enemies to
vanquish. This pretty much gives us carte
blanche as players to include them
whenever we feel like it!

On a related note, with a special paint
job and perhaps a little converting, the
rules for the Blood Knights could easily be
used for other Vampiric cavalry, such as
the minions of the Red Duke or the
dreaded Pale Riders of Nagashizzar (I just
made up this last one, but it shows what
you can do with a little imagination).

It's mentioned in the history of the
Vampire Counts that Konrad enlisted the
aid of the Order of the Blood Dragon, and
so my first Rare choice for the army will be
a unit of Blood Knights. The mad count
had his Necromancers entrap many spirits
from Grim Moor, and so I've added a small
unit of Cairn Wraiths too.

T
he bestial descendants of the Strigoi
Vampires have a natural connection
to the monstrous Varghulf. An army

of Bestialle characters, Crypt Ghouls, Fell
Bats and Dire Wolves is given the finishing
touch with a Varghulf - or maybe even
two. Your foes will be filled with dread at
the sight of these monstrous Vampires
prowling through packs of Crypt Ghouls
towards their troops. In an army mostly
comprising of infantry models, getting 10
paint a large and imposing model like a
Varghulf can be a lot of fun too. Read the
story of the Krudenwald Fiend in the army
book and you'll get the picture ...

Cairn Wraiths led by a Tomb Banshee
add a very different type of unit to the
army. As skirmishers, they can drift around
the rest of your troops, and work quite well
alongside ranks of Skeletons, Grave Guard
and Black Knights. There are many ways to
paint these Ethereal creatures, and they can
add a touch of a different colour to your

Grave Guard accom,Mny a powerful
Vampire Count who has tile feared
Blood Knights in his employ.
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Total, "
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20 Skeletons
with spears and shields,
full command and Icon
of Vengeance.

\ 225 points

Core UnilS
30 Zombies
with standard and
musician.

Rare Units
4 Blood Knights
incllKling full command
and Flag of Blood Keep.

t 345 points

60 points
3 fell Bats

H""",
Konrad yon Carstein

145 poinl5

Spcci,11 Units
10 Graye Guard
with great weapons, full
command, and Standarr;l
of Everlasting Death.

:175 points

80 points·

115 points

Necromancer
with InYOCation of Nehek,
Vanhel's Danse M.1cabre,
Dispel Magic Scroll and
Power Stone.

10 Dire Wolves

Wight King
with Ba"le Standard and
the Accursed Armour.

125 poinl5

205 points

2~ Skeletons ,. ,
WIth hand weapon and
shields, full command and
Banner of the Dead
legion.

Ntcromancel'"
with 'nvocation of Nehek,
Raise Dead, Dispel Magic
Scroll and Nightshroud.

115 points

.5 uim Wraiths •
including Tomb Banshee.

• •
275 poin~

1997 points .. , ..

"""'-=--~----'---'
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come up with the story of how your army
came to ~. Write it down and have a copy
with you when you go to the store or club,
so that you· can give il 10 opponents.
Believe" me, that little extra work is worth
the effort!

Anyway, I hope I've inspired you to
think a little bit more about your Vampire
Counts army, or any other army for that
matter. Happy gaming!

/(O(>I'NS army in JIJ iI$ sby. Affty puning in
ewryt!Iins mt!rJI;onoo ~~rl~ / still h«J poinu /eft
fa some rrwgic sundardf, extT~ u;m lM'iIithf "nd
,) Uflir 01 Dire "bIves.

G
o back and modify any earlier
choices if they add to the character,
but keep your one-line summary of

the army as an oft-repeated mantra while
you are doing so.

With your army list chosen, it's time to
add that extra flair and effort that turns it
into an army that you'll be proud of. Think
about the colours and iconography of the
army, name your characters and units. and

.
Once you've got the outline ofyour army in your head, or
even written down, it's time to start working out the details
- options, points values and so forth.
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the pale light of the settitlg SUtl. To the north a
dire hom resounded and evil-looking ktlights
ca1lJere(/ forward upotl utlnatural black-skimled
steeds. 7beir armour was lacquered witb
crlmSQn, they held wicked lances in their
gautlJleted bands, and above them flew a ragged
standard showing a great red dragon. They were
accursed knights from Blood Keep, brought to
this baJllefield by bloodthirsty pacts beSt not
dwelt upon by the ml"ds of the liVing.

Regiments ofskeletal warriors joined the
Zombies, advatldng in unison, marching
implacably forward step after step. The storm
broke above the Skeleton legion and lightning
flickered through the skies, reflected off
tarnished bronze, rusted Iron atld bare bone.

Gibberi,W grunts and mournful bowls
greeted the rain as it began to slash doum,
announcing the arrival of the Crypt Ghouls.
They bounded forward in packs, wary of the
stonn tbat matted their hairy bodies, sniffing
the air around tbem. Some carried bones and
crude stone weapons In tbeir mishajJeFl claws;
others simply bared their long fangs and
snarled at the me" of the I;"mpire.

Having crossed tbe river, the army of
Sylvania halted alld stood in dreadful silence.
r'Or what seemed like an eternity, the Undead
army waited. Unmanned by their fear, a few
soldiers dropped tbelr weapons and broke
ranks, tbe shouts of tbeir sergeants deaf in tbeir
ears. tbe Undead bast parted, opening a gap in
their numbers. Along/bis avenue ofUndeatb
advanced a regiment ofdread Wights, decked in
rusted armour, their skeleUlI bands gripped
around glOWing swords. Qne bore a macabre
banner, emblazoned with a name: von Cars/ein.
l1Jese were the DrakenhofGu(lrd, wicked
knights sworn to serve tbe Vampire Counts of
Sylvania for etemity. Wisps ofdark sorcery
trickled from their ,?,e sockets (Illd played as a
nimbus around /beir winged helms.

At tbeir bead strode a mOnstrous figure ofa
man. He wielded two swords, one of them
burning with pale green flame. His face was
bare, twisted into a raging stlarl tbat revealed
fangs as long as daggers. A sbock of wild hair
framed the feral face, (md dark eyes that
pierced $Ollis boro ">10 tho bca,,'s of lho limpiro
soldiers. There was rage in that stare... and
utter madness.

AjrightClled whisper began somewhere ill tbe
I;"mpire line; was ((Iken liP (md amplified, tlmil
the soldiery ofOstemulrk were hissing and
cursl7lg witb fear.

-Konrad... The Beast is herer

THE ARMY OF THE NIGHT

T
he storm bad come quickly. Since 1/00'1 it
bad moved from the Worlds Edge
Mouma/TIS in the east, against the wind.

By dusk it bad swathed the banks of the River
Stir in darkness. Halfa mile back from the
western bank, drawn tip along Bleak Ridge, the
army of the Elector ofOstermark shivered in the
unnatural cold.

The sun was litlle more than a pale disk
behind the dark clouds that now roiled above
them, robbed ofall light and wanmb. In tbe
cold and dark, a mist began to rise from the
rlwr. The gurgling and slapping ofwater
amplified andflattened as tbe fog thickened; a
bank ofdense mist bubbled over the bank and
began to creep westwards towards the soldiers
of the Empire.

Other sounds could now be beard: creaks,
groans, rattles, ami muJlled chanting. Horsemen
suddenly appeared, galloping bardfrom the
direction of the Erswester bridge. They were
Pistalien and their calls ofa/arm needed no
furtlJer" e:l:planation - the enemy bad already
taken the crossing.

\fIreatbed /11 tbe crawling mist, Zombies
emerged, sbuf!li'lgforwards with awkward,
lop-sided steps. Row after row ofnewly.risen
creatures shambled onwards, their eyes vacant
but for tbe baleful glow of magic. tbe shout of
an arUllery captain sounded flat and distant
in the murk, and a moment later three dull
roars heralded tbe firing of the cannons.
Cutting swirling trails tbrough the mist, the
cannonballs ploughed i1l/0 the Zombies,
sending limbsjlylng, smashing bodies to paste,
carving furrows offlesh in the Undead ranks.

Nimbuses ofunholy power grew wi/hin tbe
mls/, bigbllghtlng haggardfaced Necromancers
cloaked In the skins ofmen, leaning atop slaves
carved ofbone alld grlsJle. Under the magical
urgings of the decrepit wizards, bone knllled
wi/h bom! andflesb fused as the ragged Zombies
felled by the cannons dragged their parts
together once more. \fIith lipless moans, the
Zombies clawed back to /beir feet and resumed
their stumbling advance.

Crossbow bolts and handgun shot scretuned
through the mist, cutting down whole ranks of
the shambling Undea(l. The crackle of tbe
Pistoliers' weapons joined the fusillade; dozens
of corpses flopped and wriggled upon the
ground like beacbed fish.

Hideous, scn'eCbing bats flapped out of the
gloom to swoop doum upon the beads of the
gunners. Other flying beasts, more monstrous
still, drcled itl the cold skies, silhouetted against



Mark Harrison's brilliant miniature
captures this image of Mannfred at the
height of his power, when he was
commanding the hordes of Sylvan ian
Undead against the Empire. To make sure
the model got the treatment it deserved we
handed it to Neil Green, a veteran of the
'Eavy Metal painting team.

Neil's first job was to clean up all the
metal components with a Hobby Knife and
Hobby File. The next step was to assemble
the figure and undercoat it Chaos Black.
Count Mannfred von Carstein was then
ready for painting.

COUNT MANNFRED

M
annfred von Carstein spent many
years in the guise of an Imperial
Lord with bold features and a

shock of raven-black hair. It is said the
noble ladies of the courts he visited would
go faint just by being in his striking,
chrarismatic presence.

The Imperial Lord, however, was a
deception, a magical disguise to hide
Mannfred's true nature. When Mannfred
finally chose to reveal his true self he was
infused with necromantic energy. Mounted
atop a terrible Nightmare, he was a
terrifying sight for all to behold.

U You Will Need

,

,,

You will need these colours from the Citadel Colour and Foundation ranges of paints.

" • Chaos Black Spray • Graveyard Earih 0 Skull White•'.%; 0 'Ard Coat • Khemri Brown • Scorched Brown.,

"The subject for this • Bestial Brown • Uche Purple • Shadow Grey

;,ssue's JEavy Metal 0 Bleached Bone 0 Mithril Silver 0 Shining Gold

"Painting Masterclass 0 Bronzed Flesh • Regal Blue • Scorched Brown

:. is none other than • Brown Ink 0 Shining Gold 0 Tentacle Pink
.; Mannfred von • Black Ink 0 Space Wolves Grey • Warlock Purple
:~'Carstein, dread • Blood Red • Scab Red Q Vomit Brown•••
': Vampire, baleful • Chaos Black • Shadow Grey • Blue Ink
-necromancer and • Codex Grey • Scaly Green
'~ount of ~ylvania.
-.' ~. ,, ,

,



Painting the Metals

The cluinmail W<JS p;>inted using
Ihr ume cubMJ ;os the ......;IpOn

blMks. The only difie,wcf' i5 Ih.lI
Neil U5«J ~ .ey light dt)'btl.tsh lot
exhSl•.

While Neil was painting the figure he kepllhe model in
two separate parts - Mannfred's lorso and the barded
Nightmare. He started by first building up the silver and
gold. notably, tile steed's chainmail barding {Al, and
Mannfred's scythe {Bl and sword (el. The basecoal for these
areas was a 1:1 mix of Soltgun Metal and Chaos Black.

This was followed by thin layers of Sohgun Metal, followed
by Chainmail, and finally a COOl of Milhril Silver. Neil
finished off the sword and scythe blades with an ink shade
that consisted of a 3:1 mix of Scab Red and Black Ink. The
wash was lightly brushed all over the blades, with a heavier
concentration near the hilts of both weapons.

Painting the Gold

Black Armour
For the armour, Neil used
a 3:1 base<:oat mix of
Chaos Blad and Shadow
Grey. He highlighted the
raised areas by adding
Bleached Bone to the mix
for two more layers. The
third and final highlight
was pure Bleached Bone.
Neil then applied a glaze
of thinned-down Scaly
Green over the armour.

Step 4. FOI' the fi(l,)l SI~. Neil JPf)Iied twO co;N$

ofa thin So:>rched Brown SLue. matins sure the
first layer- WitS dry bekxe dpp/yins the second.
The Slue helped to blend ~fllhe~Ie/.,~

f08efher and smoom (lUI lhe fini5h.

Step 2, The next step was to rcp.1inr the SO'{I
with the /).'se<:oill mix (as used in >rep I) le,winS
the re<:essed arl'as urK;overed 50 l/Ie previous
wash was visible. Neil then startt'd hishlishtins
the raised areas with PUrl' Shinins Gold.

Slep 3. The next /.,)IIef' WM ~ hishlisht II$lns ~ I;'
mix 01 Shinins Cold .md M,thril Silver. Neil then
C<'l'Vf!1OO the whole ~rN wil" ~ wash 01W~~
down Brown Ink. .... fi~1 hit/h/is/ll ofMUhrif
Silver WM lhen dflPIied.

Step I. A 1;1 mix of Shining Cold ""d &orchcd
Brown W.lS applied as the /).lseco.lt, When this
was dry, Neil added a deep shade 10 lhe
basecoat with ,1 3:1 ScorclwxlBrown ,lnd ChiIQS
Blxk wash, applyinS it drep into the roc~.
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Painting Mannfred's Skin and Fur

When tile skin had been painted,
Neil added some paint effe<;ts like
Ih" p.]le veins visible on the side of
M,lfUlfrcd's he,'d, acllieved willl a
fine lip ,11ld a steady hand'

Orybrushing is a messy lechnique.
50 be sure 10 get all the lillie bits of
the fur c1Oi1k out of Ihe way before
movins onlO Oliler areas,

It's always worth planning out the order in which you
intend to paint your figures. As a general rule of thumb it's
always best to work from the "inside out". However, there
are many exceptions to this and so you should give a bit of
thought to every model before you begin painting. For
instance, with Mannfred, Neil knew the furs would need

some drybrushing, a messy technique that should be done
before the skin. No mailer what area you work on there is
always a chance your brush may slip and you'll put paint
where you don't want it. In these situations, the best option
is to flood the area with water to wash away the paint spill
before it dries.

The Fur
All of the fur was painted
with a basecoat of Bestial
Brown. This was then
followed by a drybrush
using a 1:1 mix of Bestial
Brown and Vomit Brown.
The next three layers were
painted highlights, using
Vomit Brown, then
Bleached Bone and, finally,
Skull White. A graze of
Brown tnk was applied all
over the fur to tie all the
layers together.

Painting the Skin and Face

Step I. Neil starred with ,1 very
dark ba>«::oat 50 it would act as
the sllade as wel/. He used ,)3;1
mix of Bronzed Flesh and
Scorched Brown.

Step 4. Sk,,1/ While was added to
the mix and ,lIlother highliSh! W,15
applied, cOlleentraling more on the
raised areas. Neillilen repe,lted
tMs l,lyer willl more white added,

Step 2. Rle.lChed Bone w,lS added
10 Ille basccoat mix, and Ihis was
"SL'fl as the firsl higlllighl, which
Neil painted over everything b"l
Ihe deepest recesses

Step 5. Regal 81"e was ,'dded to
the lasl highlight mix. and this W,l5
painted around the eyes. A Spol of
Skull WI,iw W,l5 ,'dded to the
bluish mix 10 MghJjght Ihis "rea.

Step J. The next highlighl was
applied with even mom IJleached
Bone "dded to ti,e mix. Neil
p.1inred the eyes by dotting Skull
While eilher side of the pupil.

Step 6. A final highliflht of Skull
White was added to the very edges
of the raisL'fl areaS, f'ainled derails,
such as Ille veins, were ,1pplied
with Neil's legendary sleady handt
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Painting the Nightmare

The Nis/>tm;ue's flesh. mt)$f

prominernfy-. on lhe /dil, is
>W)riced up /Tom a sawll p;,1«fe
of jusl Khemri Brown. Scorched
Brown iIrtd Bkached Bone.

For Ihe next pari of the project Neil focussed on Mannfred's
terrifying steed, specifically the creature's skelelal head (A),
ilS hooves (S) and serpentine lail (C). As he was using pale
colours to get the effect of bone al this stage, he also
tackled the spiky protrusions jUlling from Mannfred's back
(D). The spikes were painted using a Scorched Brown

The ooncl$ on /he
S/"kcs ,lre Polin/cd
gold using /he
mcIhod cIcsc,ib«/
ed,lier. II's besllO
p.lin! /he !pikes
before )"OII5I'lff ,..,,/r
on /he b.>nd1ns.

basecool and then highlighted wilh a 1:1 mix of Scorched
Brown and Graveyard Earth. This was followed by
successive layers of Graveyard Earth and then Graveyard
and Bleached Bone, up to pure Bleached Bone and, finally,
Skull White. The points were painted by adding increasing
amounts of Chaos Black to the mix.

Painting the Skull

51ep I. The skull wasSiven a
bd~ool of Score/led Brown. An
ink $hade using a mix of 1:3
Scorc/><'d Brown and BI,ll;k Ink w,lS
Ihen applied 10 Ihe whole skull.

51~ 4. This 51. constSlcd 01
anothef- two hJshI/s/M t.J~ The
fit'Sl w,u pc!re Bleached Bone, lhe
~ w,u iI 3:1 mix 0I8kxhed
Bone ilnd 5«ull Wh'N'.

51ep 2. Neil re"pplied the
Scorehed Brown base, leaving 11K.
ink uncovercd in I/le recessed
,lfC,lS. A liber.ll high/iShl of 8esIi",
Brown was then piJinled on top,

SI~ s. The firwl hi8h/igh/laY¥'"
was iI min eNt 01 Skull Wfl/le.
Neil iIddcd a secOtld 1a)'O"l" 10 lhe
exlreme edses. ensvril18 !hill the
overall effed WdS wbtle.

51ep 3. for Ihi~ !las" a hlgh/iShl
using a 1;1 mix of \lbmil Brown
;md 8e5lj,ll Brown was u5C(/. A
(u(fller layer of Vomil Brown ",,1$
applied to I"" ,al5C(/ areas.

51.." Ii. Neil piJinted lhe chips and
s£~teheson the skull _Ih fine
lines oIlhinned-down See-died
Brown. ilnd hJshIJshted the~
with Skull While.

Nightmare's Skin
The Nightmare's flesh
received a basecoat of
Khemri Brown. It was then
shaded with a 1:1 mix of
Khemri Brown and
Scorched Brown. A second
shade was applied with a
1:3 mix of Khemri alld
Scorched. T~ raised areas
were then highlighled with
a Khemri Brown and
Bleached Bone mix - morl'
B!l'ached 8001' was added
with every layet' until Neil
was using jusl Bleached
Bone. The final highlighl
was a 1;1 mix of Bll'adled
Bone and Skull White.
Finally, Neil applied a
Scorched Brown and
Chaos Blad: gl,ue to the
shaded areu.
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Painting the Cloak and leather

The lOme WJS given" 1-)
basecoal mix of Chaos Black
and Scab !led. Hlcached Bone
was added 10 the ba5eCoal mix
for the next (wo I,lyers, before "
Chaos Black and Scab R'?d
/jlaze waS 'WPlicd.

TIle sIr,lp5 were p<linled using
rhe 5,lme method ,15 MJllnfred's
/jauntl<!ls, below.

The /X](S were
pilinl/.>rl with a Chaos
Black, 5corchL'<i
Brown and GraveyMd
E.1rth mix, .'S
de<;crilxd below.

For the next stage Neil concentrated on Mannfred's ethereal
cloak (A), his gloved hands (B) and the Nightmare's
caparison (C), which is a form of cloth barding, seen here
underneath the steed's chainmail. The caparison was
painted using the same method as Mannired's cloak. Neil
also tackled other bits of detail like the bats (0) and the

tome Mannfred carries on his person (E). The bats were
basecoated with a 3:1 mix of Chaos Black and Scorched
Brown. They were then highlighted using the same
basecoat mix with equal amounts of Graveyard Earth
added. The next highlight was Codex Grey and this was all
tied together with a Chaos Black glaze.

Step 3. The cloak was high/(ghled
usinS the previous mix, plus a spot
of Tentacle Pink The spirits were
hiSh/ighl£>rl with a 1;3 mix of
Shadow and Space Wolves.

Step 6. The spirits were given a
final highlighl of Skull While. TIle
cloak was "worn in" even further
with a lighl stipplins of ChilOS
Black around the edges.

Step S. The clo..k was weathered
by applying a Scorched Brown
wash 10 the edges. A gl,1Ze of Blue
Ink was appNed 10 Ihe spirits 10
smooth out rhe previous layers.

Step 2. The spirits were touched
up with a 1:1 mix of Sh..dow Grey
,.nd Sp..C€ Wolves Grey. The clo.1k
was layered wilh a 1;1 mix of
Liche Purple and Warlock Purple.

Painting the Cloak and Spirits

Step 4. The spirits were then
highlighted with Space WOlves
Grey. The r,.ised areas of 100 cloak
received a higl>liShl of pure
Tentacle Pink.

Step I. The cloak was base<:oated
Uclle Purpie, while Ihe spirits were
painted Shadow Grey. A I.-I mix of
Regal Blue and BI,1Ck Ink was
washed Over the whole area.

leather and Wood
The red leather started
with a baseeoal of Scab
Red, followed by a 1:1
Scab Red and Blood Red
mix that was worked up to
a highlight of Bla~ing

Orange. A 1:1 Scab Red
and Chaos Black gla~e was
used to blend the layers.
The weapon shaft received
a 3:1 basecoat of Chaos
Black and Bubonic Brown.
Successive layers added
more Bubonic Brown to
the mix until Neil was
working with pure
Bubonic Brown. The shaft
was highlighted with a 1:1
mix of Bubonic Brown and
Bleached Bone.
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Final Details

.,

The glowing eye oIlheN~re
w~ built up UJing Saly G.-n
g~ the euct method lew which
is dt-scribed below.

MiJnnfred"s cloak viev.'Cd from
behind, ;/Iu51fdtins rhe three S<'J»'''te
<lre;J5: 1>."5. c/Q{h and 5Pirirs.

M.lnnfred "'-'" CJrstei" unle.1Y>cd.

Red ;mel potpie not Otll)' pt'OWde a
firritls. ~ICOfIlr;u{. but are ,,/so
Ui>ditiotul ct:tIo:>un 01 ,he UndeMJ.

The Nigh/mare's ()ffi,jle cr;niete
(neck barding!. Nore the weathe.ing
on the bJ.tclc plates.

Mannfred was now ready to be auached 10 his legs! Neil
then had to juS! finish the last few details and base up this
fantastic miniature. The most notable of these was the
Nightmare's ethereal glowing green eye. To gel this effect
Neil firs! painted the eye with a Scaly Green glaze inside
the socket. A second glaze followed using a 1:1 mix of

Bloodstains

Scaly Green and Bubonic Brown. Around the eye socket
and along the nasal ridge of the skull, Neil applied a 1:3
glaze mix of Scaly Green and Bubonic Brown. When dry, a
further glaze using the previous mix with a spot of
Bleached Bone, was applied to the same area. Finally, a dot
of Skull White was placed in the eye socket.

Slep ,. The ~;,/j~icbkJcd 5mt'atS ;,Jons the
5WOId were cn9led by iUbbillll walerod-down
Blood Red ;,/ong the b1~ wilh a fine brosh.

S'ep 2. for the fleXl Ia~ Neil used a I: J mill 01
Blood Red and Chaos BI",,/(. ;,ppIyi1lll il to !he
mote CQIICf!n/raU!d ;'ffiZS 01 the smured blood.

Slep J. fi....lly, 'Nd Coaf glo5s vamish was
brushed 00 to lhe bkJcd smear. giving ,"" blood
a wet gl;steniflS eIfKJ.
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The Citadel Colour and Foundation paint ranges contains over 70 different colours, each
specifically designed and formulated to coat Citadel miniatures. Our paints are available in
a wide range of sets, or can be purchased in individual pots.

BATTLE FOR SKULL PASS PAINT SET
A great first hobby starter paint set. This set
contains one paintbrush, six paints and 10
plastic Night Goblins.

Battle for Skull Pass Paint Set •.••.••.••••••••
£12, €20. 140dkr. 170sek. 200nkr

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

Hobby Starter Set ..
£25, €40. 300dkr. 3S0sek. 3S0nkr

BATTLE FOR MACRAGGE PAINT SET
Inside you will find a selection of paints,
three plastic Space Marine models and a
starter paintbrush.

Battle for Macragge Paint Set ..
£12, €20. 140dkr. 170sek. 200nkr

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

Foundation Paint Set .
£30. €40. 300dkr. 350sek, 350nkr

CITADEL MEGA PAINT SET
The Mega Paint Set boasts all 65 paints and
inks from the current Citadel Colour range,
plus a selection of brushes, glue, modelling
flock and handy paint pot labels. All this has
been bundled into a smart metal carry case.
making this the ultimate paint set for the
discerning hobbyists.

Mega Paint Set ....£lS0. {200. 1600dkr.
1900sek,1900nkr

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

Mines of Moria Paint Set ..
£12, {20, 140dkr, 170sek. 200nkr

Individual Paints .
£2, {2.S0. 25dkr, 3Ssek, 40nkr



Icr1~JJJr:rr;,1 Colour Chart
With the brand-new washes being released next month, we've taken the opportunity to
review the Citadel paint range. This means that some colours and inks have been
removed from sale or are in very limited supply. These are labelled on the chart below.

Citadel Colour Foundation Colour Metallic Colour

Limited stockl

Boltgun Metal

Chalnmail

Mithril Silver

Shining Gold

Burnished Gold

Brazen Brass

Dwarf Bronze

Tin Bitz

Out next month...

Citadel Washes

Matt Varnish

'Ard Coat

Citadel Varnish

Fortress Grey

Bleached Bone

Komm;mdo Khaki

Desert Yellow

Vomit Brown

Scorpion Green

Limit~d slockl

limited stocki

Limited stockl

Ice Blue

Bronzed Flesh

Golden Yellow

Elf Flesh

Sunburst Yellow

Bad Moon Yellow

Fiery Orange





Everything you need to get involved in the
Games Workshop hobby community!

102-105 ~~:;0.. _

Community - School Club Store Visits
School Gaming Clubs are a great way to encourage and develop gamers' hobby and
social skills. Malt Hobbs, club leader of the Redcar Community College Gaming Club
explains how maintaining a strong relationship with local GW Stores can be of huge
benefit.

Events Calendar
Find out what's happening when and where in the Games Workshop hobby community
with this comprehensive list of unmissable datesi tournaments, campaigns and more.

106-113 ~~
"'---------

Games Workshop Hobby Centres
Get everything you need to build your forces, and then take them into battle! GW
Hobby Centres are the place to Jearn and practice the intricacies of the hobby.

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

Club listings
The Games Workshop club community is a great forum to make new friends and play
lots of games! Find out where your nearest organised gaming groups are.

Mail Order .;':
••

Games Workshop Mail Order
The full range of Games Workshop products are available from GW Mail Order, our
premier online and telephone ordering service.

Advance Order - Mordor
Next month the Black Gate opens and the endless hordes of Mordor will rampage
across the lands of Middle-earth. One of the most eagerly anticipated releases for The
Lord of the Rings strategy battle game, this new Sourcebook introduces a wide selection
of new Heroes and Warriors, all loyal to the Dark Lord. But why wait until then when
many of these servants of Sauron are already available for Advance Order?

114-119 ~~
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Conquer the world at tournaments and learn new skills at hobby days! Events are your
opportunity to immerse yourself fully in the hobby with, potentially, people from all over
the world. Large or small, events are the places to spend your weekends.

Upcoming Events
Are you a Hobby Centre, Independent Stockist, or part of the GCN and running an event? If so, and you want to
advertise it for free in this fine publication simply drop us an e-mail at:

whitedwarf@games-workshop.co.uk

The closing dates for receiving details for publication in the following issues are:

• 1st May
• 1st June
• 1st July

WD344 (August)
WD345 (September)
WD346 (October)

Please note all dates and details are correct at the time of going to print but are subject to change. Games Workshop is
not responsible for the content, timing or price of events not organised by Games Workshop PLC.
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Community: School Club Store Visit
School Gaming Clubs are a great way to encourage and develop
garners' hobby and social skills and, with the support of local
Games Workshop stores, can be nutured and grown. Matt Hobbs,
club leader of the Redcar Community College gaming club explains.

T
he students who attend the Gaming
Club at Rcdcar Community College
are a little strange. Not in the way

that sometimes garners can seem a little
odd, but because of the 30 regular
attendees, of whom maybe 12·15 are 401(
players, we have no Space Marine garners.
In fact we have barely seen a Space
Marine grace our gaming tahles. This lack
of variety was only one of our problems.
'How can we cater for all those who
attend, with different levels of skill and
need?' and 'where do the garners go
during school holidays?' were but a few of
the questions we faced. The obvious
solution to this, of course, was our local
GW Store and we have quite deliberately
sought to forge a link with Games
Workshop Middlesbrough as a result.

The benefits of such a link for the
gamers is easy to see and when asked ours
had plenty to say about what they had
gained. One gamer spoke of the painting
advice he received. He went on to win
Best Painted Army at the North East
Regional Final of the Schools League, and
his ability to paint an army quickly and to
a high standard puts us to shame. Others
spoke of meeting new people, playing with
and against new armies, and of the help
they'd received with tactics and strategies.
Certainly one of my highlights of last year
was when the manager of the
Middlesbrough store held a celebration day
in honour of the School Club and their
achievement of winning the North East

Regional Final. This was something he
volunteered to do, and came in on his day
off to organise, run and join in with,

To the Gaming Club there is an
immediate benefit. The guys in store have
a wealth of experience of all aspects of the
hobby which is usually impossible to
match. For example, last year we tried to
drive Warhammer for the first time in the
club's history. However, I hadn't played
Warhammer since its first edition (yes I am
that old) and fellow club leader, Dave Rae
never had. Racing to the rescue, our local
store offered a clear and easy solution with
plenty of experienced Warhammer gamers
in the staff from whom we could learn.

But the benefits to a club can also be
far more material. Store's regularly change
their gaming boards and scenery, and we
currently own five of Middlesbrough's old
tables.

Perhaps 10 me, however, the greatest
benefit is one which is slightly harder to
measure. I have always thought that my
role should go beyond the opening times
of the Gaming Club. The students should
have somewhere else to go. After all, what
do they do in the holidays, or once they
have left schoollcollege/wherever?

The hobby facilities offered at stores
clearly answer this. If more clubs look
garners into the stores for more than just
buying their materials then perhaps the
hobby can be a long term experience
rather than just a phase to be grown out of.

GW MIDDLESBROUGH
MANAGER: Gary Shaw

The great thing about
having a school dub
visit the store is the fun
that we have! We
always aim to make it
a special day where we
can pass on our
"hobby skills", such as
handy painting
techniques or simple
conversions to enhance
the look of their
models.

However the real
thrust of the School
League is playing
games and we always
make sure that the
visits include a mini·
tournament where they
can hone their playing
skills against our staff
and each other. It's a
great day where we
form real links with the
school dub; they want
to come back for the
experience again and
we are happy to have
them.

We can do so much
for schools in the store;
we can give dub
members painting
lessons, scenery
building advice and a
place to play where
they can meet new
people. We often have
old gaming boards and
scenery lying around
that we are willing to
donate to schools. We
love having school
dubs in the store
because they generate
such a good
atmosphere. If you
would like to visit your
local store just give
them a call and they
will be happy to help.

ORGANISING YOUR OWN STORE VISITS

If you are part of a School Club and want to organise a visit to you local Games Workshop store, simply get in
contact with the staff - they'll be more than happy to have you. Full contact details can be found online at:

www.games-workshop.com

www.games-workshop.co.uklevents
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a en ar
What's on, when and where:
All the events for the next
few months are listed here.

I I :
Dale: 19th-20th July, 2008 ?;, ::~GC~'
Venue: Bognar Regis Community College
Age Limit: 16+
Details: All proceeds from this Blood Bowl
Tournament will be donated to Cancer
Research UK. The event will feature a charity
auction, a wandering Thrud, and trophies for
the winner" including Tournament
Champion, Runner Up, Best Painted Team
and Sportsmanship. There will also be spot
prize" Thrud shirts, dice and more.
Tickets: £18, 70 places - see website below
Contact: Frank Hill- 01243 537404

mrfrankhi II@yahoo.com
Website: www.thrudbowl.comJreservations

Date: 28th-29th June, 2008
W'-'"CJ)

Venue: Warhammer World, Lenton,
Nottingham, England

Age Limit:16+
Details: Compete in a fun tournament with a
friend as an ally and do battle to become the
Warhammer Doubles Champions of 2008.
Tickets: Tickets cost £85 and include
vouchers towards lunch on both days, an
evening meal on the Saturday night, tea and
<:offee at the start of both days and doughnuts
to get you started on Saturday morning.
Contact: Mail Order - 011 591 40000
Website: hup J/warhammef\vorld. typepad.com

21SI) Dulch OJ
Date: 21 st-22nd June. 2008 ~Zl'P$1:l'lil'

Venue: Sporthal University of Tilburg
Age Limit:16+
Details: The Dutch Warhammer GT <:onsist of
5 rounds played with armies of 2,200 points.
Tickets; Tickets cost £35 and include lunch
on both days and an evening meal on the
Saturday. Tickets available from Mail Order
on 0115 91 40000, or from our Dutch stores.
Contact: +31 402468316
Website: www.games-workshop.com

Date: 17th-18th May, 2008
W'-'.~J)

Venue: Warhammer World, Lenton,
Nottingham, England

Age Limit:16+
Details: In the heart of the Damocles Gulf,
Man, Tau and Ork battle lor supremacy.

You will need a 2500 point army, and a
copy of the Apo<:alypse expansion. See the
campaign pack lor details.
Tickets: Tickets are £45 and include five
games, lunch on both days and an evening
meal on the Saturday.
Contact: tlevents@tempusfugitives.co.uk
Website: www.tempusfugitives.co.uk

Date: Sunday 4th May, 2008
Venue; Sporthal University of Tilburg,

Academielaan 5, Tilburg,
The Netherlands.

Details: The Battle of the Clubs is a contest
between teams of three and live participants.
During each round, only nominated players
'count' for their team and with careful
selection the Team Captain tries to steer his
team to overall victory. You can enter one
team per club into the Warhammer and/or
Warhammer 40,000 tournaments.
Tickets: €17.50 and includes lunch.
Register: gw.outriders@chello.nl
Contact: Martina Jiricka

marti na.ji ricka@games-workshop.co.uk

Date: lOth-ll th May, 2008
WU.~J)

Venue; Warhammer World, Lenton,
Nottingham, England

Age Limit:16+
Details: Compete to become the winning
coach in this prestigious Blood Bowl Grand
Tournament. You will need a fully painted
Blood Bowl team following all the restrictions
detailed in the event pack. Vou will play six
games over the weekend, and the top two
players in the final round will compete for the
Blood Bowl Cup.
Tickets: Tickets cost £55 and include
vouchers towards lunch on both days, an
evening meal on the Saturday night, tea and
coffee at the start of both days and doughnuts
to get you started on Saturday morning.
Contact: Mail Order - 0115 91 40000
Website: hupJ/warhammerworld.typepad .com
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All the Games Workshop stores, stockists and clubs at your fingertips

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

OPENING TIMES
Mon·Fri: 1Oam - 6pm
Saturday: 1Oam - 6pm
Sunday: 11am - Spm

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

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

You can find your local
store online with our
Store Finder:

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

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

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

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

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

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



~(5WOlnHO' Independent Stockists

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

Games Workshop products are sold by a large number of
shops in many different countries across the world.

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

MOST POPULAR STOCK LINES
Independent Stockists stock our most popular products. so you're
more likely to find exactly what you're 1000king for!

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

AROUND THE WORLD
If you're unsure where your nearest stockist is located, anywhere
in the world, call Mail Order on: +44 (OJ 115 91 40000

Store Directorv

·,...__........ _w." ..-. ..._,_..._""'-

STORE FINDER KEY

_ .._e-n ..._,...__ .. _ ....,_-__

N' PAllN" SIOII__....e-nw_".

INDlI'INDINT ~TOCIIH......-.. ..e-....-_....

HEREfUROSHIRE
8A1N(T, T.,. T...,.. T.....'
T"OlOO .......

HAMPSHIRE
GWIASl~OU,.- ...,,"'Q,...,,. -
Gw I'OIIISMCMJTH,.._-..,,'..,... ".. ..,.""
(;W!oOI.1THAMI'lOl'o'".... _10.. '''''
T""",,,,''''
GW ""HISTI.'
", ., "'- ,ou ..,,..,".. '" .,,,
AlDnSHOT. _ eon.. stIop,
'...."" ,,, ..,
"'-JON........ ......., C.."..,......,,,,,,..
ANDOVII,. " A "'_ 1.......,..'
' ..' .".. '" !o.lIOTLO...... _ '........;,.0:,..,.._", '"
fllfT. f .... T...,..,,..,,,,,"', ....
GO§I'OItJ. I'C -.,
,..,w" ... ."
....'·ANT, .-.,..;,,~,,..,-",,"'.._Of<su._._..._
,..'"'....,,,,
N[W MILTON•••,. 01 N... M;H..,,,,,,,,,,.'' ...
... "tiOIUD. f"",_,
' ..'W .. ,.,."
!'OIlTCHIS"1,. ,.-.... _,,..,,,,,,,,, ,..
I'NGWOOO, T.,. 01 •...-',..,,,,,,,,, ...
.OMSlY••""",_,,..,.,,..,,,,,,
SOUlH........ON ,
SOUI""",,"ON. _ '-",,,..,... ,,, ..,
M>tJTH~ 50001""', _,,",,,,,,,,,'"
WAU.WOVILI( ,....... T...,.. llcl',..,.,..._'"
WATIRloo\'U( ....'• ....,.". stIop:
T",.''''''''''

GlOUCESTERSHIRE
GWOoRl£NHAM,,, ,u.. '"....,,, "'.".
GW GlOUCESTER,
"o..- a" ..,....., ..,.
IOUITO" ON TH' WAlE••_.. ......., ...........'
,..."" ,,.-
GlOUCEsn...."It _n
T....'_"'"
GlOUC15n., Hol>l>rC'ofI''.....".,....
STlooD. "",0,,..,...'n....'
SnOOD. _ e.m..,'..'..,.,,,,'"
TEWKEj.8URY. I...,. Z....,,..,.,... ,.",.

8A5IlOON. Hol>l>rC"ft'M,.,,.,'.. ,..
811,"",'000. 8&M ey,1to,
,...."" ". '""""""Of< AA a.n.. Art" u'" eo-,....,"""' ...
.....,OW. __ ......1.,
T....",..,,,,,

lEIGH-ON-~C*"~,-.,
T....''',.,,_
.....,OO"'. C.....1;"_,
T....""." '"
IAnU(;H. T.,." T...... '
'....,... ',,'"

IXMOUIH.eon......._',..,,,,,,,.,'"
HOISWOITIl~. _ .. T"" stIop:,.."....""
HONITON. """ ..,,"', ,,-"' ..,
"NGj.8IlOG( Tht T'><lWos ,,,.0:,.."'.. ",."
NIWOON A8IOT. A......'
'T< "'''' "' ...
"'MOUTH._stIop'
," "'""'.,,
JAVI~TOC" .................'
"', "." ", n.
"l(;"MOUTH, /KI<nuno T""bo"'... "... ,,, ...
'ORRINGTON ,
'........." '"

ISSEI
GW CHllMSfOltD,_.C .... -.<_.<"' ...
T"••''''''_GW COlCHESTER<,-...,..-,0> ,'~....,...",,,.
GW SQlJrnlNO,"" " " ...............,.'"-",,
GW THU.'OCI,... ""'-, ,.-_,_...... ,
",..,,, ,,,,
SAFfWN W"'-OlN, eon.. On,

DORSET
GW IOUR>;IMO\iJH,..--. ,,~,... " .. ", ,
• GW'(lOU,
.....",-<-....."".,...,-­
IOUI"IMOUTH, HoI>b'r<"~'".,,,..,,.....
IIIDI'OIIT, f""" T..,....".",,,,,-"',..
DOICHES"I,. """""",", ••,.,,..,"", "" ",
$HE.IOU."". Tilt C...... H••~,,,
'....,.,,"' ...
$HE.IOU.N•• ll1tl...,. .....,,..,.,."",-
W,YMOLJIH. • ....xI. _,

'....'''''-,.."
W'YMOUIH.............'

''',.''''''''''

GAMEl WOIIlSoHOO' _"V ClNT.I

I·'-~-"'-
, !f6iIIY ST\ic~1n,_._--

Nl IUTI STOll

CUMBRII
• GWCARUSU,..... ~ '_.c., ,,,.,.. ., ..
1A••OW·,N·fU.NI.SS. H..,,,,:
,..,"a. "" '"
IOWNl.Ss-ON·"'lNDI ....I.I.
•...." A'llnoon " §Do.",..,"'" .....,
COCIQ.MQlITH, n.. T.... stIop,,..,.,- ."."

IfNOAl. 4iJ<:y> 01 1-..0,,.....,,,,,.,.,
I'INIIIH, H.I,..... Cydn,,...."..... '"
W'GION, Io<ko.", rn«.,,_,,... "." ..,..'
WOI..NGlON. l...,.T...~'

'....'-"" '"

HA\l( _ .. 0I1loy\<:
,....""",."
HHSTON. ,,~,,,,,,n,,,,,,,'
Ll........O, IricIonTlb,

' ..,"'""""U O, h .-,, ",,. ,
N.WQUAV, ~',..,".,,,,. ..,
3~T AUSTELl."""" T"",,....",.,,'"
~T AUHEl" ...... loT .-.;""...'"',,..,.",,,,,,,
~T IVU, 0....'. HO'''d',..,,,,,,-
IRU.O. T....." ..:'... """,j .."
WA0£8I1OG( 8rid._,
,,,,.',""""
COUNTY UURHA.
• GW D1JRIlAM,
" __''''''0<1,..,".. '" ,..,
GW OAlLl>IGTQH,...........,,,... ,..
T...'n.... _
IA.NAlO CASTU, '''''' stIop,'..,.'OJ"" ...
IISHOO' AUCl<L\NO,...-_,..,,,,. .... ""
CON5fTT, X..;Oj><",,..,."."".,.
!KAH~'" c.n... 01 "'.",..,.,."",,,.
SIOCKTON ON nlS. -.._,,.......,.....

DERBYSHIRE
Gw 0l.1'''',,--""' ,-
T....n." ,
ASH8ooRNI. , ........"" I.,.,,,,.,,,,,,.,,,,
""1'11,. CIMIdmo', 0I0ic."
' ..,m"m..f
.U"'ON 100 T.,. ,001_'..,.'"."....
OlESn...,D,~""..- loon,,..,."..,.....
Gl05§t)1', woin __,
,..,..."."".
lLIQSTON.I_~'
,..,."" "''''
MATLOC"~"~,,....,...,., ..,III"". CIiliiiii'••_,

"0....
• Gwum.,
" • .-.. N,...., ...
GW"YMOUJH,.><-...... ",,,.
'...'" '" .."GW 100000AY:
" _ ~- 'Q' ,"".....'.... '...
8A'NSIAn( n ...."'''o~,,M,.""," ,..
IIDEfOiD. T'" J.n.. I....
......"
T", ."" "._
DAIlMOUIH. wG ..... " Co,,...,.,m,,,

CHANNEl ISLANDS
IE.SlY. SI. H!lIU. ,lit."". stIop,''',.""",,,,
IE.SlY, ST ~\'IOU" n.. .......
T'................ C.......
"",,"",.
GlIE.NIlY. n. mIlS I'OIIT, Con>uotIo
".' ..... "''''

CLEVUlND
• GW MIOOlEl8lOUGH,""""...--..."" ..,....,.. '"­
HAIIUf'OOl. II..........:
'...",,'" ,..
NOIMAN.V, '" T.....',...,." ..,,,.
REDCAI,. '" I ,'..,.'..,..'...

HUNTINGOON...... " f.sH<.."
'..,.'..."""1'01.100()lJ(;H. Y....' §t"'l",....""..,..'
$1 Nton, .w.. C............ Gomn,,..,,,... _.,,
~T NIOIS. e-,,,,,,.,,... ,,, ..,
51 NIOn, ...........~SI<.n",..,,,... ,,,,,,

CHESHIRE
GW AlTlINCHAAl:
..... ', '."'__ ..... '<>vT".'.'.,,_
• GWCHO$T'I,
""_ ....... a" ,...
T....m '" ,,"
• (;W MA(CUSOIUO,
...... 0 ........0;;-.-<_..." ....T",.'"", ....
GW STOClJ'OlT," _..." ..., .,.' .'. ,'"
Gw w....,NGTON,

....."--,--,....,,..,...........-
A.lUINC Tht~ """",,..,.", ,.
II•••"HEAO.•" stIop,......,.,,-,
CHEAOII..........',..,.'" ..," ..
CHE~Tl •. _re,ofI',..."..... ".
roNGlrTON, 0<... I.,. & C1d..,
' ....,,.,,"',,
(lEWI. AI(; ...,.. s,o.t,,..,.",.......(I,w,. /K'" 80",....",.,., ".
fIOEl!lV.>\_W...._I_,

'..'.""",,'"""NrwoeH. _re.ofI,
''',_'Ol''''''
NfSTON.C..-,,..,.." ".."
NQl:THWoeH. l ..tl ",..,.'.......'
NI)O:THWICH, Tilt ........ stIop,,..,.,......-
SIAlV8RIOG( H.nk..,,,,,'....", ..,...,
STOC~I'OIIT. Hol>l>rC.ofI,T",.'" .......
,nOl.. Go>oIWIp T..-oI..,
T..·.'" ",_
WIDNI.S. n.. HoI>I:>r stIop',..,.m.", ..,

CURNWIU
(;W TlVltO'....,,-_.--_..,....,...,., ....-
.ooMIN._,
' ..'.,,..,-
8UD( N"", K,,,,..,,,,,,,,,
.uO£,_ ........,,..,.,,..,,, ,,,
CAlLiNGTON. GMS c.n...,,, .",,,...,,
fAlMOUTH, .,,,.... T"".......·,..,.""'.,, ,,,

CAMBRIDGESHIRE
• GW (AM8I11DGl,,,__.<0,"'.
"',.m '" ",.
GW 1'I"T1'8OIl0UGH,...._ ","",..."" ,
ILY.C~(_(.......,,..,.,"', ....",

BUCIUNGtIIMSHIRE
GW Hl(;H W>'(OMI(,
......... '0"'''-<_, .." ,..,,...... .",...
GW MIlTON IIY"l~'--.-............., "
A'USIU.., N«.....;'O',....'".."...
IUCI'NGH""- Al>Kuo 10,,,T"••,,,,,,,,,,
GI....DS Cn>!OS. HO"'.............H:,..,.""..,."
"II TON IE'NI.S, H..,I:>.<,,",,...,--,..
"E""(I,n rAG"ELl,~
'.. "-,,....
PIINCU"$aO.OUCH,l...,,,,.."... _,,,

BEDfURDSHIRE
GW II:DfOllD,..'--,.......,,,,,,.....
IU'ON, Otl"'",..,,,,.._...
C"'NFIELD. W.......... Wo<Ul'>op',..,.",."",.
BERKSHIRE
• GW .....,Dl:..HlAD,..... ",,--, ........,...,.,..., ,,,,
GW'EAI;H"G,
... """" ...., "", '<IC,..."..,.....,
GW W1NDSOIl'
.....".~ ....... ,u'QO''.....,., ..,..,
IIACINELl, <)tul.o,,,,..,.'--,,.
IIACINm.. loy ""'....,,..,.'_ .....,
NrwsUIV,IO)'<,oII,
'..'.'.,.-,
lEADING• .-.,..;••",,..,., .....,­
SANDHU.H. Toy..'_:
T",.''''''''''WINDSOI, WI Donit!>,,..;."".."..

AVUII
GW IIISTOl," ............., ..,..,.. ' .",." ""
GW l.rsTOllC""'~ CAIJS£WAY),..... ,,., ...._.."',....
'...,,,,...-
'.'STOl. A... S",..,.,,,.,...,,
••'HOl. .-.,..;,.~,,..,.,,,.,.,,..

BIRMINGHA. AREA
GW.,IMI>f(; '..... " ,....,...", ."".,
GWDlJOUY,
........-. _ <_ 0'".",,....,..... ""
ew$OllHUU,..."- .......'''''."Um ,.. ,."
• (;W wnO" COlOf'lU>'
....,,, • ......" 'or,...", ,,. ""
ewWAU.UL..... ".000__<-...., 'QI',..,.,., ""..,
ew WOLVlIHAMP1ON,.....-.,,~""'....,......-
tl.""NGHAM. ConooI< eo....,".,,,,,.,, ..,,
WOLVl.H....".ON. Hol>l>rC""',.._..".,,,
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"'R"ORD, II,..kKd""""l Shop,

'd,""'''''''LW""NSTER. """", _ & c.aII>,
'd,.,so.o ,,' '"
ROSS 0" WYE. R,,,,,,",.,..,,

'd"''''''''''
HERTfORDSHIRE
CW HEMEL HEMPSTEAD'
" ...... ...-. H" '"Id,01"'"''''
GW ST AlIIAN~:

"--'" 000<. ""."
Td,.'" ,.. ""
"~Of"~STOIlTfORl>, B"''''""n"toU",.." .n
<;ocnOSH.$, M"",y" B"od'
,~",••""O"
HA.... ND''', F.IKI',,"""",, '''" ,,, '"
H'RTFORD, ""''I"'' Mod.l"
'd..,,,,,,.,,,.

It"CH''', MMnl,~",...,..,.",...
LEKItWOIlTH,~ ,....~..,
I ......' ... ".
ITEVE"AGE. Hoblo,.c"ft,IH,,,",,"''''
SHYENAG!, ~S_"
IH,""""'"
WUW\'I'>·l;.>JllXN C"".1<¥ foj> """
'd, .",,, ..""
WATFQll.l>, Kol>l>,.c"h,
I ......." "'''

ISLE OF MAN
E>OUGlAS, 1"l""""""0.0'.,..,, 'I'

ISlf Of WIGHT
cown, o,i_om "'W"S'"'"'...',.,,..",
"'WP'OIlT, T.". & ,_,

I""""",,,R'OE, TI>< Spool> & ,\\Odd Shop,
r...".,""",
RYO!, fun. F><1 'od h"'..y'IH,.'....'""
KENT
GWBLUEWATER,"""",., ...... _W........_.D.....
'H"", .."'"
GW CANT'RBUR',
..... " ...... '-. C\'1 'ft'"0;0",,,,_
GW MAID5TON(,
,,_0-,"""'"'d,.'.,,., ""
GWTUN8RIOC! WILLS,
..0- .....",., "u
'H,.'" ""'OJ
;"SHFORO, GZ Com",,"" ltd,
1d~'~;;,i-ii:i;.;;;.;;;...
81'1.1. HIATH, X" X,.."IH,.... "I''''
IWAOSTAIRS, TI"" & Sp.I«,
'...'.., ......
CHAlItAM. Motyn,,,lH,""._."
C.ATFOW, Hoblo,.c,,'"
Id,""."''''
E>OV!R,. T' ..... Mo<lol>'
IH;""''''''''FAV'RSHAM. AbH.. T.y,'
'H, •"" '" "OJGI.'.'''''O, _', C.............._,"..",.,....,
GIJIV'SEND, n.. St• ...,. C..,..,

'H"'''' ". ".
ItE~N' .AY, SpN,I"t',,"'.",,,,, ...
ItYlItE, Apple I",...,,.,,.,,.,
MAHlSTON!. Hoblo,.c.. ~,
'H, .,." m,..
O...NGTON, JH "";""',,IH, .,... """
SEV!NOA.I.IH Lod...,'
'd""'"'' _
I'V'NOA.S, "',llow>;
"..."""',,,
SlTTlNG.OURN', AI .1,.....11 " Son',...,,.,,,. ,,,
LANCASHIIIE
CW 8LA(~POOL,......,-.'y, "'"'d,.'" '" 10,.
GWBOlTON:
u""', .. "''''''''''''''LV '''''H,.',..,.""
GW PIUSTON:,,_..........,'Q''H,.,,,,,,,..,
""TTON l.JNl:lU LVN(, _ ....,"'.",,.,,,..
8LACkSURN.8'1<'"'',...",.,,, ...
8LAC~8URN, ,«, & >om,M,.", ... ,..
8LAC~l'OOL, W,,",IH, .".,,..,,..,
80LTON, Hoblo,.c"h:IH,""''''_
.URNlEY. Compo"'i,m
to"""'" ....U.V, C...W.,. 10,...."."
'...'..,.",..,
~[f,_r.,<~'""",,,,,,,,,,

' ..."" ," 0:.,a ""'.OE. C"""l;" of C~tl><"",1.10,,...'"....""
K'~KItAM••X loy'"
lH,'"''''''''
LA"CASTlR. ".". M.",,,,,,...,,,.......
UIGH, T"l""''''''IH,"","""
""'.oc.<.M80, M;,,,, ....,.""Id;.",..,.,..
O""S.' ••, T.y!or>'IH; .,,,, """
.OSSENOALE, I0»o0O.10 """"1""..".. ,"'..,

PR'STO.~, Hobb,.c..ft,
,~,."" ..,­
~lAlYlR'OC',H.,oc."I..,
'd, ..."."..,
THOI'lllN'(IMI\'S, TotI»'. C*,-,,..,.m., ..., ..,
W'GAN, W;t>.........1C""'ot,
'd"'.." ....,
lEICESTEIISHllIE
GW mc,s".,
...... ~''''JO ...... ...-.", '"
'.. '''''OJ ..'.GW LOUGH8OROUGH,
" ...... ~-""'''~'H"",,,,,,,,
ASH8Y.[)(../A·ZOUCH, SO"".',_,I", ,,,,..,,,,,
COALVILle, Groll< I.".",...."
""."... on",
liNCOLNSHIRE AIlEA
GWG.IMS8~:

...... ~MnY,..... """ a'M,.""" ,,"
GW liNCOLN,..................~.,-«"." ......C"",,,' ,~" ,..
"u""'.. ..,,
8OSTON. """"1, "d Compo"'"
'H,"""""'"
GR~NTHA"', PM","", ......0'" ....
HoI>I>io> Ll<i'
'd, .. .,. ", ..,
Loum, C.,..';""
lH,'"''''''''MA8lETHORPI, 8'""', TOlm,,,,,,
,...""""..
SCUNYH()IfO, :SInnnon> Modo! Shop,
'd,."" ..,."
S",G"lS, The ........1Shop,
M ••"" ,,,.,.
sPAll>'NG, """",'.........~,
lH,""'''''''
lONDON
GW 8R[,,1 (ROSS,....,,_ _--(-,.,..,~"
,~-,., ~

• Gw UOMLE¥:..... ", '"Mol. _ .•o! n.'H,,,,,,, ......,.
GW OOV!NT GAiOIN,
..... ". """_ we" ..,
TH,OlO"'" " ..
GWC.O~E>ON:

"""",~e-o,.......... cu '"T"_"'_
GWlPSOM,·"""...-. .... ...,'H,""'''''''GW X'Nj,I"GTO",
...... >, '-" ......, .......... """'"_ .....H

'H.",o> .,,,.,,
GW ~INGSTON ON THAMES,
" "" ..
TH' ,.."'.
GW LONE>ON '0,1oM Slj,....".........._c..."'"._,,,,.,,, """""'-'w,,,_lH,.,.'." ....
GWROMFORO,
,,~...."..., ~~, "0
!d,.''''''''''
GWSTAINES,.<1._ ......
tH.." "
GWSlITTON,....... """__e-,""'""
TH,_"....,
• GW UX8R'OC!,..... ,~ """""" ...........-.
.-.-e:.-., u.. ""
'd••''''''''''GWWATFORO,,..Qo-._,_c......WO, ".
'H; ."" ,m..
GW WOOD G.if''''

""""""....-....-.....-""...'H,.''''''''''.AR"ET. C1.... 1Oj..,...,..m...,
.LA<;XH'ATH, 1'" 'mp<o>'io...,IH,"""',,"
8LOO"S8U.~, J." C-"IH,."""'_
CLAPHAM, Ru,,,lH,'''' ,,,,,..
DULW'C". Tho M SO.,.....",
M'OlOO ..' " ..
"NClm~, L.;,.... G.,..."
to""" ".,'"
G.""FO.O, "obb,.c"h,,",.""m,...
HAMPSHAO, ".ppy .".m"
ld,.,., ..."."
HE.NE ItILL.I"" \:\1111,,,,,,,...,.,"',,,,
LEYTON, oil,hf..l.h
'd; " .. "Ol'"
pUIN", '.1"01"'''.,..'>.I,m
• U'SL' •• Who ~....,,'Id,..."", ...
W'M8IEE>ON, !Iy>'lH,.,.........
MANCHESTER AREA
Gw ........cH'STER 0<:...,,01),
""llJ,_W·~'-_'_"'''''H,."'.,.""GW TllAfFORO (tNT.!,
".. ""'"_C",~.M"""'H'·"'.m_
ALT'''~CHAM. TO. G,",",& C,",P"IH,.", ." ....
KCUS. """- M;."'"""
'"'''' '.. "'.."ORTH!NO!", S'''',,,,'.....,... "..
T~W'SUV, JPL Modd''H,."" ...,..

MEIISEYSIDEAIlEA
• GW UV(RPOQI.,

'''''''"~-'''-'-'' 'Q',..;.", ,., ...,
GW SOUTHI'ORT,..................._en-... ,'"
'd' .,"'~. ''',
ST HELtNS, '" G...."'~,
'H, .",,,'" ""'
WAlLASlY, Ww,,1 Modd5OOp,..., _""
MIOOlESEK
'ASISHUN, ""y t."", "",''d;.,.., 705 m
'ASI SHHN, ._....n;om',ot,._" ...
''''''1.0. J ~ SI....'
,~;._ '...
''''''1.0, P• ......."' ..,",..m"..
HARROW, T.y "d """'''Y'd,_"'"..
NOIIFOlK
GW NORWICH,
1~"'''''''''_'""'''U'd:o".,,,,,,.
lAST D'."'AM.I",li~. T.y.....'."'..'.',., '" '"
lAST OER'HA,". r.....!l'." world,
,~,.,"".. ,,'
fAK!""AM, Lou L"'" T.Y"nO G;ft"
'~,.,,,,m '"~

HOlT. St>,I"'.t1T~' ..,
'd, ."" '" '.'
HU"'STANTON, H,~<t'.''''' """"1"
,~,."",,,,..
HUNSTANTON, P"·>H",, T."."",,,.,,'H,.,,,,m,..
NO.WICIi. 8>1'1<..",,', .,.." .. ,.,
NORWICH, ~.";,,,"",.1;"..,,-
NO.WICH, L."~I.y"
'd; .,..,,"'..
NO.WICH, I P Mod.~,

"I, ..." ..""
SH'.'NGH"'''. S••,II.I' lOj".....",el:o'''"" ,...
TAV'RH"''', N....ic ........h ud,
1H' .'.., "''''
WRO.HAM, .oi'" ....... Toy>hop''d,,,..,_ ....
NOIITNAMPTONSHIRE
• GW "ORTHAMPTON,,.."'-_.",,, .....
'd'.'.........,
.m'.'NC, G<oon ""sol C..... & GDn.,
'H,'"..""..
NO~1>t"'''PTON, HobbyC..ft,
,~,., ... ,<t ...
NOITH",\1PTON, P"'i«' It,d.. ,

'H,""'"''''iUS"DlN. Oob<n", 5pc'" & I,y"
'd,""""'"WIUlNC80R0UG1t, Softw_ S<ll«,
'd, ...,,,.... '

NOIITNUMBElIlAND
ASH'NG10.~, ~'"'''' _",,,', .F.,. "",.
CORBR'OCt Th<ViIl.g. Squ~
I~'''''''-H"HAM, ••1>1,,,

,'',,'''''''''MORI'HH, ,G AII.n,,,,,,,.,.,,, ' ..
NOTTINGHAMSHIRE
Gw NOJ1lNGHAM {C",".Il,'",... ,_. "", """'d,."' ....."
GW WARHAMM!. WO.lO,..-..... '......"", ,,,',H,.",,,••,,,
MANSF'!LO, 11... G..... ("'po<'''''''",;.,." ...."
N'WARK. A<,... """"1"
"':0"'"'' ,ro
NOTlI.~C""M, H""",.c"ft,
""00..."""
5l/l1ON4N_A5HF'ELO, ...."" c...Mw""." .. ""..
Si.J1TON·'N..AS.HmLD, .~ """ 'OY>'
''', • ,," ", 0"
W!ST 8R'OGFORD, '.,,""'__"",,,,,.,,,..
wo~~sor, M<:>ddll."",...,.....,,,,
OXFOIIDSHIRE
GW O'fORl>,lA ....-.-. ...........-.0" "'"'..' .'.., ,., ,"
A8INGOON. Iu" loY",..."",,.,,,
IAN8URY. """,,, 8,."
'H, .,,., '" ,..
CA.nRTON, GiI<s "",1>,
IH,""''',,''
O"ORl>. 8.._", l.,m"',,,
'd; " .." .. '"
rHAM', '''"',
,d, ll
WALU"C'OOl>, ..,,~, ..w.n;~,
IH.."" '" m
WITN'~, ."""',.... ',...'..,,..."
PEMBROKESHIRE
ItAV[RFORDWEST, 'moy'''
rH,''''''''_
RUTUND
OA~HA."",, I.d i. ,I>< Bo. T.y>,
,~,.""m ...
SHROPSHIIIE
• GW SHREWS8U~Y,........ ~_m'"
'H,'''' ".,..'

e'::'':.D. SiDdi Giiiiij,

8RIOCENORTH, HoI:>hy tIoNo,
'd, ."•• ,.. ,"
OSW'SlRY, F I.y'"",; .,..," ..
TUFO.V, 00..''''& ....~h' G.",."
'H,.",,"''''
SOMEIlSET
• GW lATH,.-,._,-.-_.."",,
lH'.'''''' ....'"0<;1',"11- Do_Ib,,,, ...,..,. c...w.
'd;.m.m",
W.NHAM O.~ SEA, GW H.,..,.,

'd,""'''''''CLlVEE>ON,"''' '0' ',n,' "",.,."
F.O T'" "Ioob<.y 1',...'
Id,."" "" '"
F.O E, h ""*' C••,..,
' ,m .." ...
GIJlSTON8URV, 1'....1<" lOj·"""'"
'H; ."" "' ,.,
GLASTONBVRY, 1'<;', P0''H,.' ...."_
M'N!ItIAl>, ...;......'" I.Y' &_,
,...".. '.. 'so
TAUNTON, .,,,,,,,,IH,,,",,,,,.,,
TAUNTON, H"c"" ~ Son"
'H..",., """
WELLS, ,wlI, ,...-~,

I"'''''''''''W.,TON IUf'.,W.R'.1J T.,,,

IH,'''''''' '"HOVIL. ~«>\.~ C«I«I.., C,nt..,

'....." '" '"novlL. \:\I',h T~I"",IH."",,,,,,,
STAfFORDSHllIE
• Gw BURTON ON 'RfNT,
""" .........e-o. ....... >0",• .,." ,'"'H,."',"""
GWSTO~!,

" ......... ~••" >IU'H,""".""AI..~.., AI...., T",.. .... _I..
'H,.",...,."
mx, Chof'.. "lH,."" ... ..,
UCHFlELD, D~I,.t 0,'$00"tH,.,,., •.",..
N'wCA\Tt! """,.. ll.\IE.__ ,""""
Id.•"" ......
STAIFOOO. 51.0 "'od.l"
'H,'''~' '50'"
STAfFORO, Sl,ff..d G."....,

,"'.".. """'TAFfOOO, Tou ,., GobI,,,,,
Id,."." .. ,..
STOKE.{)N-TR(NT. 8«'".",.",
G...... " C.lI..,,,.I..,
IH,"'" on '"
TA"'\VO~TH,G..W. 10l"
'...""", ",
lAMWOIlTH, "obb-,·mh'lH,...,, __
SUffOlK
• Gw 'PlWICH,., ................ '" "'"'d, '"'H'''''BOCCIES, Toy ..,,,,"'....',,, '"
.Ulv ST. WMUNDS, ,....... lund""
'H.'"'' '" ".
Iu~r Sf. ,m'U"DI, 1t"1",,,,~~<"

'H,'"''''''''F!U'SIOW!, WI",", W.",hOf"
'....... "'.,.,
""<ESWOI'''' ......"""".. 1.". Shop,
Id;.'_.'""
'''IWI(H, Golo,y """'"" ~ H_., lt~,

'H,'"'''''''''PlW'CH,10,,,0,kllp'wl,h,

''''."" '" '"~"'WMA.'", Moom T.yl.... ,
Id,.,,,••OJ '"
STOW,W..OET, 0 J c.n""""",I",,,,,,,,,,,
STOWMAROn. SIm..... & Sono,
'H; ......"".
SU08URY, IF G."....''d,."" ......
SU08URY, Ti..",'. 10,·"

'd"'''' """WOODRR'OGE,loyt.".'
'H;."....',7'O
SURREY
GW!PSOM
.,.... ~_"'" ...O

'd,.'''''''''''Gw GU"l>FO~D,

""" '. 'I" ' ........ GU1 ><I'
'H, .... ' .. ""
GWWOK,,,G,
"",,To..,,~C'm""
yH, ....""'"

CAMelRln:i:'~S',"""",'i":','~_..~
CATE.HAM, _Ion lofI,
'd; ....,,,,,,.
COUlSD'N, To,I"" Toy,.nO ",.~"'H,."......".
CiM"LlIGI', l>••;.j M'nn,
",;.''''''''''
E>OR.'NG, OOO<I,,!: Modo!",..,.,,.. '" ,,,
Irso.", Ol"~.."
'd' t, '" ", .•"
fARNHA,".O........ "
Ol~."m."'Jl'

.URL~Y, I" L......' "0',.,."' ... ",,

.WltaL, c.""" G.i1o,
"I"""".",R"GATE. TI>< loy Shop,'d.",,,,,,_

SUSSEKAIlEA
GW 8.IGHTON,
...... " _." ,"W,,,,.,,,, ,,,,
GW CRAWL....."_."tH,.'o<
,~, .,,, "",.",
GW lAST8otJi..!,
",..............."', lQI.

'd,."''''''''.OGNO••'GIS,
I"",, ,_..... Hobb;."
,...,," ... '"
8U~GESS I'ILL, ~;.j', S,.ij,OlH,', ... ,.,,,,.
(HICIl!Sllll.. C""I><"., ,.,,,lH,""."....'
C....WUY, HobbyC"I',
'H,-..." .."
IASTlOU.NE. "",,"~"'

'H,'''''''''''!ASI G~'NSTIAD,M,,,.II, '" '",,""
,~, 0> '" ,,,,,,,,

!ASI CO""SllAD, R<>dy T. ~"" _,
,~,',,,"'..."
ItA.WAio'S >lEATIt, C"rI«<,
'd''''''''''''
It"'-SIt""" 0".,.",
'd' ...." .....
"OV" Kids D"...",
'...""" ...
SlAFORD.•is T., Shop,
>d, ..", ... _
Sl LEO.~A.OSON SEA, s;r",hm

"'''''''' .... 10"'H,."',." '"
UCKItIW, ~M1'. S'off,

'd"''''''''''WOITH'NG, xC'> G>nH; Shop,
'd' ...."" ..,
TYNE AND WEAR AIlEA
• GW NEWr;A$TlE (Cooo"ol),........, ' ....... .-.-"",~, ,', '"
'H,.'" '" ""GW Mf1~O{.....", c"",..),
U" '. ,.. ,_. , ..""... '- ..._ ....."....'~'''m'H,.',,'" """
CAlISHIAO, _,.c.."'H, ..., <OJ ,".
NO~lIt S1t1ELOS, SIC Go.d<tO<t & Son,
'H,.".., _", ",
SUNDERIAND,lopI""'..."'".,'.,
SUNDUIANO, ,", .... C....,..." It,..,'....,,"',,'..
WHITL'V .A~, AI••'. _15OOp,'...", ,,, "'"
WARWICKSHIIIE
GW COVENTRV,
.....". ""'" .-.C_~ ,__o-.C", '"
rH, •.'" '" ''''
GW U4MINGTON sPA,
" ...... ...-. "'" 'IC,..'.'" ..,,,,,
IWWOI:'ft l>OIw" &-.. ........'H,,,.,. ... ,,,,
(OVE"IRY, Hoblo-,'c"ll,
'''''''' "..,,,,Ill.,,,wotn,, _,,".'" &~_"

'd""''''''''NUNlATON, II••" 01 En:li.... Co""p,'H,"".,,,,,,
.UG8V, ,",0 ~.II,""" & """"1"M,."....'",
SUAIFORO·UPON·WON,
......h .00 .bou, <oj>'

!H,"'"''''''
WILTSHIIIE
GWSALlS8UR".................... 11',,".
M,.",».....,
GWSW'''E>ON,.. ""'"" ...... ,~, '"
'd••,,,,,,_

l>~V'Z",01_0,", loy""",,,'Id,.".. ",..,
MAL"'~S!U.~,51', ""I""",",""'H, ..... ..,....
MARlIOROUG", 01 Oo<k,'H,.""''',,,
"'ElXSHA,,,",, TIo< Tor"'O,,,

'H,"""'"''''
SWI,"E>ON.ltobb,.c,.~,

'H,_""""
SW'''E>O'', SPS 1.10,
IH,.,"""''''
UOW6R'OC!, II>< T.".lhop,lH,.,,,,,...,,
W!STBU.V, I ... G" (,""",d,
'd' .,,,, .... '"
WOIICESTERSHIIIE
• Gw WORCESTER'
"'-~-<-~-"""Q&,...,!O,,, .""
OROITW'CH. Hobb,.c"n,
'ri;""OO'"''
O.()lTWj(;H.I....... lid TI'T~'
'd,"_"'''.l
'V'SHAM,. leo'''. 01""""" VO',..;"....,'"
.WOlTCH. H_y 01"",ri,."",.....
.WO'TCH, HO(g"''''''' T.,...."."'H,.''''....,
ITOOto'Ol:l 0" M"I.S, """~'" ' ....'
'd, "'""' ...
YORKSHIRE
Gw 8....DFORO,
• __, ."•••••,.01 "IV,..",,"' ....
GW E>ONCASTER,
.. .........., """""", 0" JlC'..'",. ",.m
Gw HARROGATE,
""""" ." "C' m'd, ..., ,,. ,.
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STORE FINDER KEY
CA.'lES WOROSHOp HOBBY CENTRE'0' __~_ "'OIl"',
t16i"STOC~'St

ESTONIA
TALDN, Pt<><u< ..U",
,~, .. "'.,..."
FINlAHD
GWHUSINKI.................,"'.
1~,""".;>,

"ElSIN"'. Fo"'''';''''H' H.k;,';
>~'o ...
LAH", Puo """ p.m
,~,., ';' ""
1'<)1<\'00. I'tioko'u"" Pdil Po,,'''''",.." ,,,.,,,
Tunu, ,,",.,;.poli' T"rI."
..~,.,"'.'"

FAlKLANDS
STA"LEY. "1'1.... C,,'k<!ibl..
,~..._"".

IASIRUP. G«I"'''l;'~'
,~.." ..' "
T"'STW.•...kIy Loyloj
,~,,,,,,.n

V'll[, ",0.~, ",jk
,~,,,",,..
V'.ORG. ",,,I. I ....,,,
,~, .... "..
EIRE
GW 8LA,;cH~lOSTOWN

""",.....---""",.
~,~'.'.,,-
GW OU8UN..... "....... ,...,~­
T~,.' "",.,
COIl" 010., 0",,",,
,~.." ",."..
OU'UN, Modth I.,.
T~." ,,.,...,,,
CAlWAY, G>m... o",<m
T~..." .....
~THlDN[,v"o.'. G....,
T~...,_,,,,,,,

MUNA. WooI<I 0' w"""', ",II..
,~....."",
CAV~N. ~P" G......
,~, ....,""..
CO"H, T.,.".,," T.,.,·....""
T~••" .." '"
coo•. T"".~,"TOj'''''''''
,~,."",,,,'
DOUGLAS, M , ..... Hobby
,~,." .... ,...
D.OGHmA••', .od Hobby
I~,'" .., "'.
DU'llN, A,'.oo Hobby I."~ C...."Tri,'"'.;'''
DUBlIN,Modth'...
T~."".,...,
OUBLlN, I.,.,..,,,,,.. 8""" t;><,ohj'n
,~,""''' ..
DUBLIN, Ill< Toy SO..,
,~,.,,,,,.,,

00' lAOGII.\IIF. ,.,-. ""'" lloo~",,,,, ....,,
DUN LADGH"'O'. Art .... "OObl'
,~,.".....,
OUNCARVAN. T<»'m..", "''''pOY'
I~,,,,,,m

EN"'S. ''''''1<1 of w....., .......
,~...,....."
CAWAY••"""" Woold
,~, ..,,,,.,,
O".E"NY. M .... HoOlor
,~..,."..,
UMEIICK. Art , ..... H""by
1~.", ,..,."
UMElICO. TO. C"l>t.;o&,"'..,"',,,
LAO'S. G,......, ,.,..,;,"'

'~'."""''''MAOoo.", T".,."."" "'''Y',...,..,..,
Mt;U"OO, Sr....~ &00.. _>Od "...
'~''''''''''''"'U,,""GAR, $I,,, ,nd C"It,
'~,"'IJ " .....'..
"EW.R'OGE. Art .... "obby,''',,,,,,,,"
NAVAN. c. B...dit-.
,~, .....,....
NEW.Y. ,,,",ph,... T.y.
T~- '" .."..,.
SANTRY,M .... HOOby
T~." ..,,,..
SmlD'GAN. ''''''''''''.~_ '"'s'"
,~,., 'OW"
WAn"ORD, T.tI T.t<> "'""""'"
T~,"'''.''''
WDlOORD, I.,.,..,;,", ..., ...d ' ...."
T~.,-,.""..
WEXOORD. WOW N"",' 0."
,~,." ..,."
w,cnow. To"",".. 1<0"';"
,ri, .....""
WlLro.~. Art .... "OOby \\\10"",,'- ,~,." ,",~

MLIDRG, "'I~ Hobby So",,,.
'.... " ','"
MLIOIlG, ~&"''''I~
'.... " .. "
MLBO.G SV. 0,0. B"ll" A,I""'&
""... " ".,
MRttUS C. GobIi" G.t<,..,.. ,..,,,
M.S. T.... 0& "S"
,~, ...,""
ASN"'S, "'& & ,dt A",...
1~,".,.. "
ESBIIOC. ""ok".
M""" ..ESSI'"C, Ad..",".. C.....',..,,,,,,,,,
ESBIEOG. S.O_ B"ll" "0;'",
,~," " " "
EI''''G'''OOE, 0,0_ "0&" """&",dt
,~, .. " ....
.om,o,e,,,, ""B" 'd. ,,"""'""'­
'~"U.""IUDl:lI'!lElG.l'3"'Ntn ,,_""'&
,~." .. ,.".,
f.IDE."\lU~O. l'f".lt4tn ''-_I.,."",.,.
G""HE)E. lil•• "!,,.j
' ..,,,"'''' ..
GORLE~. s.,...,....
,~"." .. p)
GlEN;'..... & ... G,,'"
'",,,,, .. f,
G.[VE. ~.O, B"$" ",nd;~<

' ....H ... "
"EL~NCI. 8.D, B"$" .,...~~,... .. ,..."
"E."'I"G. B'""" L'8"'"
,~.., "0>,,
H"UIOO. log.''''''"'' HHI"oo
1M,""""
1<10"'.%. H;''';'~ Hobby
,~."' ...."
HOLIA' •• St"rld"t "O!:" ...
,~,"., .. "
HOLT" L'&o1oj'oot.....,
,~,,;.. ,,"
HOOS'NS. Lty,....." .....;0",,"',," .. "
I<DOS[NS. ",YCUX "'i...'"....'.....,"".,m
t<OOS"OL", C~" " .........m,..,,' .......
I<UMlfUO. Rod«
'~,"""10
f(AlU.ND800G. "",h', B.... & P,p;'
,~, .. " .."
0JELUIUP. ,dt., Hobby,..,..... " "
OO!E"HAVN •. '",,01<
T~," " " "
OOlD''''G. "_0, B.!" ••Id;"~
,.."".""
'OlD'''G. Good G,,,,..
,~'" ..ooc.. So....,..,,.,,., ...
LYNGIY, ".0, B"ll" L),"liby
,~..," .."
NYW8t"C'. H,ndclm,'",'"',,, ........
NYO081"C ,"", hi.... 80&'><"'''',... """..
ODOI •• l.,..• ......., Oddt,
,~, ..""f..
OOE>ISl SO. I_O_1o$t< .~""'~
1M.... " .. "
IA"OIOS.~ ~ '<It 0'00'"
M ... ",.,.
lANDERS.•)'''''' So....,." Hobby
I~,""""
"'''DERI. ",do" Hobby '........
'~'''''''<J
"NG.UO'NG. "uddy L"Ii,"'j
,~,,, "....
O'NGSTW.""B & ,... Oi"l"ed
,~,',,' ....
.'NGSrm. B'""Ir L"Ii"'oj

'.. """"WOOI'.E. 8.0, B"$'" • ..do-.'..
l~,"""''"
.ONNE. OM"", """",."..'..... ', .....
~OSl(llD[, O"'~

1~..."""
.0SOtlDf. '_0_ 0o'. '0'"
,~,.".,,"

SUGEN. L....""'" S"&",,
,~, ....".,
Sl<ANDERBDOG. Schmid' "O!: & idI
,~, ... " .. "
SO'V'. JydokB~I
I~,., " ,'"
$LACELS(, ukH..,..

'.."." .."ST "mDlNGE. HobbJ'".ld<"

"'''' "... '.SVE"DIO~G, r.,,~ & 'klbby H;'''''''"',"',',',SVE"OBORG, 8.0, BoS'"S._~
,~,''''',..

. -­
NE ElITE SIORE
_" ... '"'""""e-.. ..._'................_.-....__,

NE PARTN'O STOOE
__..... e-.. ........... '-.

'NDEPE"OENT HOC.'ST
_'" -.. ..e- .......... ""'""",..

I~~~OR'E <)nMN<;
I~""-"

CHINA
:\Il.NGHA', ;(.0,'
,~, ... "" """.,
:\IlANGHA', ~h.o",Ooi SI...
TM.""",_

CZECH-REPUBLIC

CYPRUS
~·ICOSt~. ANT Com;a
,&.. """.~,..
NICOS'A. Mopfond
M<oo " ,'" "",
PAI'''OS. CW'"' C.....dt
,~, .. '" .,.,.,,,

00"0, C""1 l,li,
,~, ,.,.,,,,,-
CESOE BUDEJOVIC[, C"OI;'
,~, .._" "
HARADK K O'ol, """""",,,'"y.~
,~, ."."",,""
OOPO'VN'U, ""~;,
I~,." m_
IIIEII(, e--Dbd>odni '"ilion
T....""""',,,
osnAV,,- "i, 1...;1,1,.....",0
,~,..,.,,, ,.
PlAHA,. 01:,1 Doupo

M """"",...RAHA,. C'..y O,..i,'d, .,,,,,"',.. '
.OAllA. Comy Oyli,

I~'.''''''''''''\'SETON, AU....~
,~, ....m'"''''

BULGARIA
SOfl~. ""p< w..kh
,~,,,.,.....'"
SO>lA. Mon,
,~,,...,....".
CROATIA
OS'I'•• looo of "''Il"'
,~,"","", ..
OS'IE•• lond of "''Il"'ft' "", ",
O'JE"" G "",,"',"',.,,, '"­SPLIT. lond 01 ,""if
l~. "'" ,,,"'..
VAI~~OIN, l .... 0/ M'y<:
,~""m""",
ZAGOE8. l .... 0/ M,sO<
f~, "'" """'''
ZAGOE'. l .... 0/ M,sO<
I~. "'".."..,

DENMARK
GW ",)BENHAVN"..,.R' ...."... ,_
, .., Jl "" "
MLBORG, 0"&",,, ui,
I~,""""
MO"US C D,'$'"'' L.;,
,~,"".",.
H"UROD. It"""" & h;';d
,~'..".,,"
W8EN"~VN o••" ... C;p..,
l~,,,,,"n

WBENHA~N NV,
M,.. K....""""
'''''''''''00N"'STYED. M..... N""',ed
,~,",.., ..
ODENst: C. O''ll'"'' l.;,
'~"'''''O'tooov." MR G.....
1~,,.".. "
.0Sk'lD!••.",,;< o.,'1Id,

'~,""'""
lYNGBY, """ Ci~,,,
,~,""" "
HEtII"'GOO. HOOby O!: ";';d
T~,""" "
HEON'NG. '''''V' ...hl<,
T~." " ""
"DOD'>«;roo~.~VOtd~,..,,,,, """
AABE"...... LW•.,...., ...0.",.,,,,,,,,,,"

"'<cHELlN, "" %><11."",
,~."".""OOSTENOE, Ki"ll MOo,,..."" ,,..
.OESELA.[, BLod _,

'''''OS''"'-''''MLST. H<"",,;j"
,~, .."',, ..
MlST.....Y'2B.
,~,." ~"" ,,,.
ASUNf, ........'""''"'0'. Et<"""'
,~, ..,,, " ..
BLA""ENBE.GE, no Sptol......
I~,""""
'OUCG~.Mod,I""w",,"'.,......,.vLund<.....'.....,...."
SlUSSEL. 1"'",<»', ......,1«"
,~,"",.."
B.USSEl.I",,"oy, L•••"
T~.",,,,,,,

Glm. '""~.Y'G."'It" •., ,,,, ..
HALlE. "'i.b,,'.....l'Tl,...00
,"'OJ", "'''
HAl". Tor' T.y.",,"',....,
IXELLES, 'mort.y' ,,,I'"
,~"" " ,,~,
OO"'O'J•• "" C"",,,,dt"",,. ".;"
OORroU" Alb....,"",.." .."
lWVE". Tb< O;«pool
'..,.""....
N!ERrRT.·' Spt........~
T~••""" ,.
OOSUNOf, T""",.
T~,"'''''''
OVE.tISl. """.,.,.. (h,,,ij,<
I~. '" """
TOUI.NAt, 'nt",oY' ''''''';T","''' .,,,

liSTED AlPHABETICAllY

BUGIUM
.OUGGE, F.i, pfoy

"'''''''''' "MRSCHOT. c ....ct·,
'..'".,. .....
ANTWERPEN. Cd'", C..,..
T~,.""""
()ENO''''''o.'<OE. Tip Top M ....'
,~,o:;,,, " ..
OEUONE. n •• c......_
'M,O""""
HASSEll. 01>0,,,,,,,
I~,'" '" "..
lEOPOLOSBUOc... "V,"""',.........
T~,." ,.,...

INTERNATIONAL
Accoum

NORTHERN IHELAND
GW BEL'AST,
"'~C_""OO"_"'''''..... -..rr"'.,.. .m....
8.A-llYME"A. c ....""."
,~."..,....,,'
MN8RDG[, TQym".., B......id!"'
T~."._m"

MNGOR. .<pl,y G>n,."
,~,,,.~'''',,.

l:"S'lOllI!N, _1",,,,,,1oI~'
M .." ....""..,
EN"'SIllLlf". "'00:1<"<" c ....."
I~, " ......<1,,..,
NEW.V• ......,pI>-(. Wo"d of ._"
(~' ....,.""."
POIllAOOWN. To,·""" .. p"">do,,.,
)~,.,..",.....

SCOTLAND
• Gw AIlERDEEN,
u" '. "_,,~ .........". ' ....
'~,O"''''''''GW B....!HEA.O'"' ..-..._<...~...... ,...
..... ""' ..N,..,0"''''­
GWDUNOH,"."-«"' ........ 00' ,-'-'

T" .". '" H"GW E[>'NBUOGH,
"I, .."" "'-'M' '0'
,~"'" "."'..
CW'Alk'lO,
,,,.. """"' '" ,nT",,,,,,,,,,,
• GW GLASGOW,
.' ..- ........ c., >0'
,~, ... , n, ,m
Gw uV'>lGSTON,
,. <......, IH« "',
M'." ",.
HAOl>INGT01,;,:M~_;;';~;;";;;'.' _~
~,~

~OBOOATIt, H,<r"
,,', '"'" "".,
~YO. T<»' T.w",,..",,,,,,,,...,
M"CHDOY, T.y.oo Gilt >hop,
T~,.IJ""""
80ECH'N. GMd.....,,..,""..,,,'"
CO"", H'm C"fl Com",,")',
I~."",,"'..
OJ"GWAtL, Spo." .... Modtl SOOp',,,,,,,,,,.,,..
OU.N'EOMLl"E. Abboy MQd.~,

,~,.,,"'" ".
DUNfEOMlIN[, ';f< c,,",,'IU(M"""
1~, ,,,•., .., ,.,

OUMFRIES, T.y''''''"'
1~,'"''''''''
EASI ""UIOE. DTS _'"
,~,""'.,,"-
W'NWRGH. ,""",;on";'" MQd<I"'e,",,,,,,,,.
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Games Workshop is the largest and the most successful tabletop fantasy
and futuristic bat1legames company in the world. For more information
on how to become an Independent Stockist, contact one of our dedicated
specialists on 08700 134411 or visit our dedicated website:

DO vou want to become an
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,~,"""'"HIT.A, .;"KO H;".
,~,,,.. ,,,,
~O"CS.E.G ••;"&0 .00f '''no ~S

'~,.ll'"''''
"ONCSV'''CI....",&O G.Ig'" LoK<,
,~,.,,, " "
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r.. "",..,
LARV'K. R;"I<O Sol,.,..
M,.<.l ,.,."
MO' !tAN'" RIn~o l<,'hio<"" Mo
,~," ',I " "
MOLD£. V.. • 110k, l<" 10''''',.."",,,,
MOSIOf... """",_.""
,~"" " .. "
MOSS••,;0 'fi..m.k1'
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NfSORU.•i"&o H.I.......,.,".',,.,,,,, .. ,.
OSLO••';0 CC v."
1<""'"''''OSLO••';0 NOl.b<"" L............'
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.0nERDAM. "..,.... w"';o,
,~, 01. ".""
St::""DAM, $1~
,~; ".m.m
St::H'INDEL.l.p' Tor' A,";,>

"" '" """.St::HOO"'H<)V'''. Modol"""'......nl
'd.." ",," " ""
S,"~.O,A'....I~
,~' ......"'''
SW'S, I"", To,. I.•/d V"oj..,

'd'"''''''''
SOI~l, I.p' 10,.Soos''d,'" .,. .....
Sf11~ENI>~, h..d 01 M'&;<
'~,Ol".'_'
SU.HUIST!~VEtN, >pi,;'..ull
,~,,,,-,,,,,,,

TIn. (""""i " ....
'd, '''' "' ..
UO'N. Goblin
'd,'" ""_,
UUfCHT. Sub<u""m
,~,.,.""'''
UT.fCHT.!If """'Y s»op,,,,,,.,., "',
UTIICHI,."",, M .. ,0>1 "'_.~
'd, .... ",'",
V!lSn5ROlK. MoIl'I..,I< Modt-I"""'"
'do ''" "',,~,
VINUY. I'" """""""".1,...
'd, ..""....
W~Sj.fNM•• lop 1 lOy> ~............'"
,~,,,.,,'.,,,

W,.~TE.SW'I.. lop' To" W;..",w;jk
'd. "OJ" 'w
lWOLLl.......n""l..

' .. '" m ""lWOLL•• lop' To,,_ Po Wa
'd,'''."",.
NORWAY
CWOSLO-..... ,.."..
Td."""",
n'HI~"~NO.Hobby H....,"'",.>0, '0
.E.G'H, 0,,11.... So,&",
,~,""JJ..
nONDHtI,M. Cn'hMn,d"> " ,...
"USUND. K,,'~.....,ho'"
i~,'... ·""
"RIND~L. N0<11 ~"'n.""'''ld,".".,.
8!~C!N. RI~. l<~"'lo<oon
l~,',.,,,, ...
810.~lANCIN," Ilobby
,~,,, '-' ""
5000, U"""ho_,,&,,",~"''''
'd," " ... "
M~UM~ VEl<•.~uk; LoK<,
'd,07UU1O
00....... Y".I 10k, Polo-k.
'd," "10"
D...."'-"E 'N1;v",,,.,, ..
fAG'.NU. L.,,,"oro,,,,'d,.',. ....

MAlTA

MElICO
N.uc.LP~N. Qut>t-. >nd G.mt;

'd.""'" ,., '"'' to
NEUVO LlON, '.....,1., FI,,,
'd,'"'''_'''''.UEILA,'" f ..
'd, ..""' ,.

.""-11~. '.,b;ddo••ow"
,~, ...,,'" ",.,.
,""-LM. K Ho_ ud
,~, .."." ,.,,,,

KINGOOM OF BAHRAIN
;5< !OWN, e..-.:-I "1>ri<I oIl~'1oo
,~, ..."...,,.,,

MAlAYSIA
KOT~ ~1w.eAlU. s.bltI.""'''~
,~, .. ,., ...\"..
~U~lA LUMPU•• ComK\ M ...

""~" "" ..,,KUAlA LUMI'lII, My>cif;'... '-'"""'"'d,"'''.· ..,,,..
.lNAN"G. C...."" Mort
,~, ... ".."..
.HAUNG lAVA, w.tr> G.",. Shop
,~,.""..."
PH"'"C "'YA~,n..G-oo->o<Co'<\o
,~, ..".", ....
!I\.\~ ....." RLA.'VDR. -.MU e.-
'~,'.1f."'.'"

THE NRHEHLANDS
GW AMSTfRI>AM

..... '" "" <T•
,~""".,, ...,
GwOfNHMG
_ .., ,,., 'I" A~

,..,... "" "',.
GW ROl"~OAM

''''''', 'boO " .. ' ~"'."''''.'d,O''''.." ..""""EM, SpoI~,,-."I., """"'"
,~,-''',.".
DE" O(>SCH, Do DoI>bob'...
'd, "'.. '" " ..
lEEUW~~DEN.>poIIoIOi.'d,.'" '" ,,,'
lEIOE... Vl~,..hop
'~,."m"..
MM>T.ICHI. VlI.1....--.~

'd' .."'" ""TIlIU.C. Do DoI>bo"'...
,~,,,,,.. .l>"
ZWOLLL C......·."'.ff
,~, ....".,,,
,""",w.AR. _" & Shipp'"
,~,,'"", ,,,,
~""IRI H~VIN ...n'....
,~, ... ," .."
AMIltS'OORT. SpoII"',.-'"d<l
I'" "'""'..,,
A~"". I'\ok'd, ...." ".,
• E.GE.. QP ;rooM, 5;& 5o" 1"",..,.,.. " ....
DEN HAAG, >poll<nh"~"".,."'.,,,
U<>CHWE••;jpl....
,~, ..,,'.,'"
GRON'.~GE... X,;~"', i<ol>b',lI>op
,~, ... '" om
HM.LW. SpoI''''''''';'
,~"",,,,, ,..
MIOOELBURG.... Bu«h'
'd'''' ..,....
NIIM!G(N,""""'" & M.ln~",
,~,,,,.,,,,,,.

U1RICHl. """"""
J~,""JO""
YENLO, Moddhouw Lut;"..'..,m"•....
WORMI~V"'" Mini·""""""
""." ....."
ZO£TtRM"'" RC.rl"'op

''''''.>'-''''~L"ELO.~ Modolhouw
'd,o>'''' ,..,
,,_~AAN DI' <11", Tor' fori";' .. r_
"" .", " ""AMSTELVEfN, H" Go",."'-<I
,~,O>... , m,
A.II.OOO.... V.......... l ..~,.."", '" ,,...
-VllOOCll._, lop' ' ... _Dtl..."......
,~,.,'''',...
~l'l!lOOO~". \<11. W....."",'.''''".. ,,,
8ERG!V"- w"",,,, I"hnohobl>-,­

'd,""""""IINNINHOf, Dt C.... 1.. 5p<ci<I SO>«'" ,,. ", "'..
I ....RICUM. RC·fon
'.,." "._.

ISRAEL

LITHUANIA

INOONESIA
IAI(/I.TA IA ....'. (n",k, N G.....
'd,." ""·lI"
IAI(/I1!1~ ~LAIAN, , ......y .. Go.....,..."-,,..
SU.A5~Y~. ''''',y N Go.....
Td,Ol'_'"
SU.A5~Y~. ,,,'..y N Go.....'d,Ol,_,""'"

V;,.."" 06,.... ',,,,,,..,"'.

ICELAND
~£V~I"V'" """u''......,,,,,

HUMGAHY
8UDMUT, Si"""''''''
'~''''''''''''''IU1M"ST, T,<>IIi>.l"~

'd.""''''''''IUD"""R 1,ollb.o,",,!: .ocLo,....,.",,--
M"~OLC.0"""rd,",. ..."m
Sn~BftH!RVA"'~"C",......M,..,.,...,,,,,,
SnG!O. C~II.~>'<f,... ..,.,.""',"

HONG KOMG
"ONG ~O"'G. '00 A,..~,
'd, "'" _~".

H~,rA. ~I'""

'.....""''"-"."
HE~ZUA, " ••~
'd, ..." ""..."
• """'T H~SHAaDN, r.puoh
T~,"'''" ",
TEL AV'V. " ~
T~,_" ,...,'"
TIL ~VIV. ~;.. '"
Td,"''',.,.,,,,

ATHENS. hn"'y SI>op, P<;"",,
'd, 00.l0 ,'. ""'''
ATH!"S. ,,,,''V s»op, £'.,,<1><1,
'd, ... ".,."."
~THE"S. ,,->10<. ......., ....Iou
'd, .... " ""
~TH E"So "" GIyi.cLo,
,~, .... " ,..,
A1HE"S. "" H.'.'Ml,....
,.. 00.l0 " • ..-..
ATH(NS. K.oio;;> ""mo_
'd,,,",,,,,.......
ATt""S. ,,->10<. Mo..ol..,,,,
Jd,oo,."...".,.
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MM.IEH"-"". 0;11"
""." "''''
MA,,~LA. ••p>do
'..." ""
M'"~ELJ, f'I'd.'..." ,.. ""
I'IIKSA."".'. S;M~

,...""""1'0.'. "".. Pirkl>
'~"''''''''PO.', .0<.. ~,~,,'<Iu

T~,'"''''''
....~HE. R~ ~"""'u ".'1"";
'd, .. ", .."
.~w.. IT·Pop
''''.''n ....
."H'.""-". Roy., Toy>'d,.;H"",.
.OV~"'EM'. Lii~""t" l'w
'd.... " ..",
VoLO,~ H.".".'.....,.....,
....VON\, """.s.._ Aoti~.·..iorttl,..." "...,
Sf'NA)O".I'iU,"I.~ko,....",,,..
Sf'NA)O". ''''.....1100.
1~, ... "'''-'.
SOD~NKVlA. \'illol;M,."" ,".
TE.V~~O>XI, I"••~_ COCO<>u'
,~,.,,''''''
U"""S-'.~." """S">oo"",od.I,
,~.." ... ,.,.
r~M"'.(. '010 ~o,~;~""','d,., m m.
ro~''''O,I'olIkot",
'd••,. ......
VAAS~. ,,;,""''''
,~". '" "'''
V~'~£A~os/;', ''''~~'ilM

'~'Ol_'."
V~"IM, Mio-~ ... ~K"

>d,"'"''''VEH........ V.... ~.. ~;
'd,"'''''_

110 WHITE DWARF FRONTLINE



STORE FINDER KEY

UNITED ARAB EMIRAnS
OU I. S,"""" 1'''';''$
'd ,"''''',,.

www.games-workshop.com

-

TJlIWAN
T""WAN _. c...... 'R' U,
'd"."......"..

IO!W'STOIiC6l'tlil,flG-_ ...-

THAiLARD
BANGXOK. r."..,;.os T"",I

'd''''''''''''

NI fllTnro~,
~",_","",w_,..".....................,._ ...~,---

NE PARINER SIOU
~ .....<-ow_'....'

INOfPfNOINT sroe.IST
'~d"_"C_"__'

TURKEY
BAK'RKO'. !HhO­
T~,"""'''''''''
"T"'''SUt. Cot,,~ Uniq.. H.II
Td, .... "''''''...
'ST"'''~Ul. \<111,
'd, .... "."' .."
"T"'NRUl, G."kIi So,,"'
'd' "".' ....
'ST NIUl, u".....'d'_." ....
'ZM'R, ..<.Iib..,,....... m __

UOOfVAlLA, P.".j
,~,.,,,..,..
UPl'lANO~ V~SS~. S"...... H"'
,~,...,.....
VAUlNGBV. Hol>I>r 11k An.
,~, ."m""
VU~IRG. N~"T:'''"' \p<ITd,.,__,.

Vii~TE.iiS,TV.Sp<ho.",.,
Td,." ", ....
ViiSTE.iiS, Z..,.,loo><l, fdkd"'ld
' .. on '.. ""
ViiSTERV'K. !do
'd' .......'"
viiSltA rBOW"OA. To"

'd''''''''''Vn....NOA. S,'"
J~,"""_

VIMMERn. B,;" v...."",by
T~,"'"''''
V'SBY.l.I,,,,S'"
T~, .."'"",.
Y~TAO,T_ Sp<1_",n
'd, ..l1 .....

GAMfS WORKSHOP HOSBY CENTRE
l·,__c~,_"';0,"',
I~~"..ST

HAlMITAO. ~'"
''''"""",HA NOA. ""'ntn, Ho,
'd' .. " ...
IUtS'''GBO.G. Sp<1.1 "ull.p"n
'«, ..",'.. '
HUO,KSVAll. A'"",, ,.,...~..'«,..,.,.,."
KlNK~ING. Pl'y f'Iont',..,..."',..
KAlMAR- K......., l<~ '" "ol>I>,
'o!,""'''''''
KAlMA•• OJ'''''
J~,."("_

KARlStlAMN. S,;.,Jd,,,,,,,,,,.,
KARlSJ<QG"I" l ...1d."
Jd."""",
"".'IUONA. ~r'o"".,,moo,
......'SUONA. roct $< 'kli..
'.1, """m.
KA.1R'N'HOI.A\ B,'",,,, ",. ,,,,,
",RUNA, I,,,,
'~'_'''''KOPING, "'0 Hol>I>y,,,,.,,..,.,,,
KUNG~lV, ,<I< '" "obbJ'
,~,..."''''''
KUNGS'AC"" 'rio
J~,''''''''''
lAHOL'\ S,;.,
'd...'.'.....
"O.~'NG,G..... M.ln;"«
,"'.,..,..m
"NKOP'NG, ...IITa.k
r~,.",.,,,,,

""KOI'1NG, ,-,&01.0><1M,.'''''''.
'lUNG.,... Brio
Td,"'''''''
lUlv., I""""" Huo,....,on-,
'UNO, Sp<1 pi domo",'",&"

'''''''m",M...lM6, Sp<I P' I>j........"
'd,_''''''
MORA. l.~ '" Hobb,
T~,"'."'"
NAC"" ...........'
Td'-....''''
NOR..OPlNG. Hol>I>lh;J,n.n

T"'."''''''N'.OP'NG. l." TV_..,...
'd,""'.''''N'NiiSH""'N, S-_ ..~ O<h Hobby
,,,,".''''''''ORESRO. Bno
T~,,,.,,....,
OREORO. _11tl AB

'«""'"'' ..OR"""Gf.II·WI..
r~,..""..,
ORNSJ<OLDSVI •• l.jo.",
Td.-,>,,,,,
O>KA.,HA"'N. 0,;"
'd."" ,,,..
Q1;TE.,UNO. Hol>I>,_.
rd,"""'''
.mA. B"ntn, H"
,~...,,,..,,
Sii'fl'. "'g"", l<l< & So~"ning
rd,""'.'"
,AlA. [ton. , ......"
'd,."""",KOVO[•••~.j
Td'.,'.'....
SlENUNGSUNO, B,in
'~,"o,..,..
SlOC.HOlM.. A«'e'
'd'.''''.....
srOC.~B,;.,

'd,"'''''''
sroc.HCO.M.~_"" Sil\llod
T~,""""'"
srOCKHOl,'\ r"",",
Td, .. ''''' "'"
snOM>1AO••j.,~ l<l< & Hol>I>y
Td,.',.,,_
snO"'>1"'o. l .....k>I>ot;••n'd, .,,,..'"
SV"''''lA. B'"T",_'"
TiiBV, 1I0bby & P'l'b,
'd,.""."'"TOM'UllA, 1J" , .....1<0,,,,'..',,­
TROl'HAn"'N.••~.j'd'.,'." ..
TUMSA, ' "bm&<fi
M, ......,_

TUM'A, K..... & ,,~
'~,..,_n

SEOU'. 0.< Tow,'d,.l0""'"
SOUTH KOREA

SWEDEN
CW C6TEII()RG
o._,~",."

""." """GW >1OCKHOlM.............,..",,,.
'd,n,,,,.o
CAVlI. Hol>I>yshopm
,~,"".,..
KARlSrAO. Sp<I och ••"'.~
,~,"'.",.,.

NORRK6Pl"G.l.",us<,'o!, ."",.,.
UMiA••.",....,.....,""'"
""'>1'AN>1AO. Sp<1 p.l V.IIS'",
Jd·"",'.''''
GOTEBORG. Wi""d G.....
'd,"""''''
SIC""H.... l.~ & Hol>I>,
j ....,.,"'"
STOCKHOlM. O,~.... ,.i,
,"' ...,. .. 50
STOCKHOlM.
S<....... fK1ion _ ........In
'd, ..",."
>UNOSV"'U. 0._p<1 och l>okl«,

'd''''''''''UPP>A P,;,/yn<Itt
I"'.,.' '
ViiSTEUS. 2<"....0><1,'d.'" ,.....
~Ax)O. Helj;.. H.lb
11''-"'<'·' " ..
ANG"HOIM.O'"
Jo!, .." ..",AIV'"" P<"" "...'d'.,,.' ....
A..,,,,,, UK ~ rRmO
,~, ..,,.,""'"
AV>;STA, V<u Vod<c
,~,.,-,.

!KlRA~. 11_.
"', .''''OJ''
~.OM"'A. 8<Jje~~
ld,oo.. .-
0 ...1.....0. B",i'- ,.""'"
Td,."'.."",
'NKOPlNG, N.II,,", , .....~"'
'd,.'" "".
E~KIlSTUNA, B..nt", ""'
,~'."..,,'"
ESKIlSIUNA, , ...............,

'd'."'''''''r"'lKlN.ERG. ado
T~,'...., ..
F...lUN. T......,.""""'"
T~,.,m'"

F~RJISTAOIN, l.~..ksm.ls>';ntl
rd,"""'"
G~lllVARI.B,'"
J~,"'_'
G'SlAVW. S,;o
'd.""'.'"

BRAm....VA. w.. G.."in&

J«, ''''''''''''','KO,'MRNO. ,....ko SRI)
'~">"""O'"
KOSICI. O'KOJd, .""",...", .<lJ..,,,_

SLOVAKIA

SOUTH AFRICA
""VIl'~ n.. "'Yo ond _......,. SI>o,l
'd,.W " .......
B.oL"'O~·"'''.no< c.m.,~"t, ..,,,, ... ,,,,,,
CAPnOWN. ••,"m.. ....il
)d, """ " •." ,",CAKrOWN,'__... e-....
'd'"'' " .., .....
DOR'NGKlOOf.'..,'1t Pl."..
,~, 00" ,=.""
OURMN, w.,.,<k '00...0><1 G.m..
'd, 0"" " mOl"
ED'NVAU, ..."",
Jd."""""".
IOH..."N"BURG. '''''''' ....~
Td,.'" " ,.
JOHAI"". c- QoooT , ....~
'd, 00" " ..",,,
I0t<"NNES8UIG, 0uI<0- """" """"'",,,, .." ",,,.,..
1OH,,·'ts8UIC- wuu4< Book .... e-.
'd'"'' " .,., "51
lOOA.~'ts8U1C, ~ tooIo .... c....
J«,.," " ." .o"
1QHA.~~'fS8URG SCJVTtt~ 0<0,..,"", " ,,"...
UMLANGA. Til< Hol>!>y $p«;"';'"Jo!,"" " ,..._

SINGAPORE
SING...PORI. c"",;u Mm PTE lid
'o!,"" ""S'NGAF'ORI. C"",i<. Mm PTE l1d
,~, ...._.
SJNGA!'ORI. C""'k........TE l1d
Jd," .."""
I' ""A!'OR'. 'o<rW<>"" Hol>I>'"
Jd," ..", ,."
S1NGO/'(lO'. '''odIun,~ .... lT"'o!,,, ,,"',,0>1

B'lG....O'. Wh~" 0"&00
'd""" .",,'"
NOV' SAD. o',,!:oo
,~, .. ,.,,,.,,,....
NOV' SAD, V3lh.l.
'd' "" ,,, "'"".
POOGOR'CA, N"'"," ~<.
'd, .. "" ........
ZRIJANIN.I.k<d.>
,~' ..,",....,,,

SLOVENIA
l)USLI)AN~. C"'" lu~ej.

Jd. 00>.. '''''''''
')UBlIIANA. p,; G<>bll""
'd, OOJ" _""0

RUSSIA
KRASNOOAB. Afq;'~'I"ll (Soothl'''' ,..,,,,.,,,,
""NS,," v.I>..."",·ich ...,
T~,_""'"
"'INS,," V.1.l"'"""ich ...1
T~,_""""
MOSCOW. 1J..';'
J"'''''','''''MOSCOW. Afq;,;,
J~. "'J<m""
,Y.QSCOW, Uriin 10k"J",.,,,,,,,,,,,
NO.lI"," N. SJ,H "'i...
,~,-",,,,,,,,

NOVO,'"'RSK, ',."'....m..
,~"...,,'....
SAtATOV, 0<,<\(;, MI,
,~' .......
SI Pl'TlBSBURG. Art,"i"I.'....
'~'OO"''''''l0
I"",aov. H-,..0><1 I~"""~;

l~, "''' """,

SERBIA·MONJENEGRO
a!lGtAOI. ANiT H-,..,o...
J"'"","""",
SflGRAO•• ",NiT HoI:>br>'o",
,~'.."," ,.,"'.
BnGMO•• IXIT Hobby ,"0'"
T~,"'" " """

ROMANIA
BUCHAR>;sr, HobbJ' G...,.,
,~,oo .. """.·"

PORTUGAL
CO'MBRA, I.r..",,~ LOA
'o!, ""', ". " "' ..lISBOA. _ "'0'
,~, ""'" "'.., 'H.'
lfSWA, l~;" "'....
,~, 00'" '" ""oo
PO.TO. "'undo '.n""",
,~,"""'"... " ..
>lNU,. G.!<rio U
,~, ",m '''.J " "

lODI, <;.-10,.

1~'_''''''''''
lUILlN, ...,"!
,~,......,'''.''
LUBliN, (mplk Ole
'....'.... '1"
WllIN, K",..
M, ...."m'_
MIEUe, e-. !it",,;,,......"""­
NQW~ SACl. tIobb~
M,......"'.."
0l'0L1, Hm, II eon,,,.,.,,
T~,"""""'"
'!LCHOWI<;~, 1m......... "
T~,"'"''''''''
POZNAN, •• '<1 (.,,"um G.....
'~,"""IS]''''
POZNAN, Empik Mop
,oI,k' ." ....
I'<)lNM<, Dom Gk,
'd' .... " ..,.,..
roZNAN, ~"'" wiI«<I<
,~,,,,,,,,~,,,,,,,

PRlJSZCZ GD~NSKI, r"ml,
,~,,,,,,,,,,,,,,,

UfSZOW, [mp;k PI".
,~, .." ... ",l
SWIDN'", ",\ol'.omb I~
Tol, ........":tt,
SWIIBODI'''. (''''',,;00;,..,-"..'"
,ZCZlClN. Cyl......
l~;"""'"''''SZCUClN, £mplk C.I..y

'd,""''''''''SZCIEC'''', Toll 10.....
l~; ..... '''J,..,
TOIUN, Empi< «)po,.k.,
,~,-"'.. ,.
TORUN, $,I<p P.p;.m;czy
,,', """''' "."..,
WARsv.WA,C~
,~, ....""",i..
WARSZAWA.. (mpl, II... C;'y
,~,,,,,,,,,,,,

WA.SZAW,," Emp;, G.I<,"_."Mop
,~,,,,,,,,,,,,,

W~'5V.W'"lnoPk NOwy Sww Meg.>,..,.."", ....
W~RSZAW" Emp;k s..t,.,. PIa..
T~,":>l"''''''
WAISZAWA. F.bt, & hbt, ~~
r~, ...." .."'"
WA~SlAW,,"<;.."
''''(1'02' "".."
WAR,lA,WA, <:;')'1
,~, ...,,....,, '"
WAR>lA.WA, ....."........- """..
,~, .... ,",.,,.,
WA.,lA,WA, ••0<10 z......~i
,~, ...." .......'
WAIlSL\WA, Sk<lp M<Kion
,~, .... ,"','",.
WARSL\WA, S1Jodek. H.«:<r>U
,~' .....,,,,.,,,,
WARSlA,WA. W MOOd C'n''''
,~, ...."." ..
WARSlAWA, W Mod<! C.""
,~,,,,,,,,,,,,,,

WARSlAWA, W...... "'ode' C"",...
,~,"""'"..,..,."
WROCLAW. aOfd C""1rum Gi<t
,~,"' .. "..,.-
WROCLAW. Empi~ M<go
"U_" "",...
W.OCLAW. O!:'l'n
"!, .... ""',,,,
""OClAW, _ ....-... '''"'''l''''''
,~, ,"" " ...1..
lABU'. "",,i~M'
,~,o-,,"'....
Z".oNA <:;ORA, A_ OJ C....,..m

'~'''''''''''*ZlfLO"" (;<)llA, o.i,"'- ...,"""..



Club Directorv
Gaming dubs are groups of fellow garners and hobbyists who meet regularly to enjoy the hobby together.

VISIT THE GCN ONLINE AT WWW.GCNM.ORG.UK
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(." ".."..".1'"'"""" ...,.
To< tn'I , .. "".: _~.•.....,...., ,'>1'..... -

WARWICKSHIRE
GCN NUN~ro",
"0_'.", M<><ItI .nO G...... Clob,
<-'"", .....""'­
'",0''''''' '"

WILTSHIRE
GCN SWINOON, SWAT,
"","""._..."
T~. "'"..,.",.....,_..--
GCN 5"""'00"'.
SMndon ,00 o;."k1 ""'Pm«>'
<"""", .... "',,'"T",'''''_,.....'_.,_.......--
YORKSHIRE
eCN HAuFA:<,
p....,;... R.1idt",
T~,'U2U• ..,.,.__........
GCN ItUOOtRSflfW,
ColI.. 0",11 ,
c """'" .
T _ " "", ,..........,..,............
eCN mos,
,~;&'>' O»-h,
0-.,,' ..... ,......,.....,m ...,
GCNOSSllT,
o-lt W ....",., Club,1<1. or.",."'",---­
GCN 'H!IFlHD.
"y>o.....,c_","'._
T", "'" ,_,

,......'--WAlES
GCN BRIOC'''D,
8riOs<nd VMC/I G.",.... Oul>,
,-,,,.~.,-

'.. IT"""",.,.........._, .......,""'"
SCDTlAND
GCN C/lITHN!SS,
N_,n "';&'>'"
c " "'" ,_
T ,..".....'-.I""", .-eo< .,,_

GCN WINBURGH,
'd'n....... t ...... 01 G....",c_"__
,.....,-"--,.....
GCN FlIt
' G SK;........'
T ""' '", , _.-
GCN GLASGOW.
St Aido.. W.«in<> Club,
e-..'...........,--0._'-'­
GCN '''v,~'''ss,
D. Klub,c"""",.....-_
'..",.,.",m,......,-,....,-
GCN ."R'EMU'II,
K;,,~;,W>tV",., CIob,C"""",,,,,,, T_,.....,............,.......-.
CCN R'NFR!W,
""'AS,C<>ooO><"""'_,..,.,..... '...
,......"•• ,,,.'11.......,••_-"'.,..
GCN STIRUNG.
St;,I'"ll W''&'"''''''e-..." ......' " .,, " .....-

GCN membership
guarantees the
highest standard of
customer service
and safety. As pari
of our ongoing
commitment to our
customers, we do
not promote any
club outside of the
Gaming Club
Network.
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Wondering where to find Warhammerl Looking to expand your Space Marines? Lost and looking for The lord of the
Rings? There are stores across the UK and Eire belonging to the Toymaster Group that sells Games Workshop products.
With dozens of Toymaster members stocking a range of Games Workshop products, you can be sure that there is a local
store near you. We've listed the members and their locations below for you. To find out more about Toymaster, check
out www.toymaster.co.uk

A' IJundooIl &- Solo. SiIIirW>Oumt
Al Sport< and Tap, Sd>r
AuJIin< T..,......... NN1(N'l Abbot......,.r_
kW,.~ ......
.. Kids Toy Shop. SNbd
...._ 01 Hoyle'. H,tyIe....---
Irilc Idno. \'IIho><hom
Oo<tc'..~~
~e--L1d.-..-.
,~-
eon- Am, ","~d~'~~'".­
e-pk 01 ClitJo!or<M, Lid, Oilhtroe
o"m Mann, 0 ........
o-.s Toys & CydH, ee.....IUO'
000" "," Toys,. Oofc""'"
Elys, Wu"bl .
fO'Iirita !'to, .....de"
FtoMs Toymaor"" 8ridp:wr
F....t... Toys, 00we0Iry
GW Houley. llumh.>m on 50'.
Geo<ze DonoId Lid,~....
GooIi,.. T..,......."'. Stoo:Io:pot1
H _ .....1' & Co Ud. 0xI0<d
H;ompooon< Toys & N...-y World, Chorley
H C,...... _1h
H rt of f..panel C<>-<>p.~_
H lm, ll.arrow in Furness
Houosaund Topl"'o. oe.~
Houosaund T"J"IC>r1'....~
IH l ..,i...., LId. Orpingloo
JH 1",;_, Ud. Pulley

'H t..>t"'- ltd.~
Il'.loys.~ s.-"'­
....C 0iA<i>ut... ltd. RMnIO'y
~.iII'ho-.e-

jotwo .....d'" .... W!oiIb¥
JopIim. s..mt.nd
JUJt fof Fuot. o.-lon
l,' '*~'F" T~
......... o..t.......
........,...~

l~MocIoIo & Toys,. IthyI
Mo<tdo 01 Sutton. toot GrinsIe.od
Millen Tor-l", lrur<>
_ Toybnd, Ne'<>''''''''''
_ va.., 8u<Io

0rb0m0' Sport< &- Toys. RuWlon
,.Yi!ionT~. Iiun<l.a..­
r-- lid, £nlirId
~ T<lJmoMIO'<. r."'~'d•.t>ury
I'oinI _ Toyshop. W."".......
....u ............ \\leymoulh
Robbr. HO':l<ham
Sl;w1iAp T..,.........r. !lury So e..........,..
Sl.rJiAp T"J"'Ul..r.~m
Sl.rJinpT~..r. HoIl
Sl.,linp T..,.........r,~
Slori<town limit"'" l.,;w.
T&fM Gro.... Ud. Noroh;Illenon
T Oi'chf",ld. l...,.,.,..
TG All... lid. MorpeIh
TM e.mb,idg.. T..,. Shop. C.mbridgO'
TM EllO'nbny P...... F.........
TM Honil..n Tor Shop. Honilon

Tho Tor Shop. Cocb""oulh
Tho Toy Shop.~
TM Toy Shop. T""".....
Tho ToystIop, MO'Ib/'Ym
Tho f'...... ,...... 1(;,.....

r.......,... foyr, Suo:b.ory
Toy l_, r.........."".,.
T..t_W. ...........w'"" MocIoIo & TOJl, \",",h
W'""~ & Toyt, MonehNd
Woo..,,,"_ f ............ r.........."

SCOTLAND
C...I....... s....:h;n
Ho.r)'t 00'pt~.~
1.-.0T~...., Elpn
lu"",," Tor-Wt. Im...,,_

Sle<i.... Tor-I.... Fr.-bo.qh
fl... N,oppy f'in, Cup><

N"<M:THElN IULAND & E1U
ll.anblr Tor-I Dublin
C.ob.U TO)'IOOMI T'Me
Cr."""" T"J"'Ul..r, 1'Ilrt.­
Hc>pk;"'. T"J"'UlO't. W\cltlow
Kld.r_ TO)'IOOMIO'.,~h
~. for-or, M.ocJOOm
Mu.phy'. T"'Imaol.... !:lurr&>""""
Nimblo finll"ro. Slil~
O'ShO'ao C~<lo & Toy e""I... Killorglin

T"'Il""'" T"'I"",\lor, Cobh

INDEPENDENT STOCKISTS
The Most Convenient Place to Shop!

• In Your Local Area
• Most Popular Boxes and Hobby Supplies
• Official Sellers

With over 500 locations in the UK there is never a
local stockist far away, making them perfect for that
quick resupply or hobby need,

They concentrate on stocking our most popular
products, meaning you're more likely to find exactly
what you're looking for!

All our stockists are official sellers of Games
Workshop games and hobby ptoducts.



Fast, secure and straight to your door! Games Workshop Mail Order offers a
number of services - conversion components, exclusive miniatures, hard to
find models and more!

Visit our secure Online Store at: www.games-workshop.com

Order from any Games Workshop Hobby Centre at the in-store order point.

On the internet ' ,

Fax your order on +44 (0) 115 9168002

:;::::::;:::;:;:::::=.;::;:..-
Or send your order the traditional way to Games Workshop Mail Order,
Willow Road, lenton, Nottingham, England, NG7 2WS.

By IAll " '

Call the Hobby Specialists on +44 (0) 115 91 40000.
Opening hours: Monday-Saturday: 10am-6pm (Tuesday llam-6pm),
Sunday: 11am-5pm GMT.

By phone ' ,"

By Post •

In·stnre "

• We aim to despatch all orders in
three days, straight to your door.

• You can order any Games
Workshop product.

• Our Advance Order service lets you
order models and products before
they are released, guaranteeing
you'll gel them on the day of
release.

• Also available is a range of models
that are only available through Mail
Order. Check out what's on offer
this month!

Games Workshop Mail Order is a
fast, accurate and convenient service
that lets you order your miniatures
and other hobby products from the
comfort of your home.

SHOPPING

dln..,.," ....-

~~~~~; rowCut .""......~.~ -.......,'-, .._,----,...,-"'"- --"""'~
~ ",-,-, .., ,,_ _-. ..... v ...... _ ..... ,............. _,..,."",..-,.,...,"""' ... ,.._ '" '_OM- ."' __ ~....,__, ,..,._......-""-''''',.. ~~. _.M... ... ,.... _ .- ..... '" ....,~ ..,.. Vou..., "'"" .... to ...... ,oo_.
.. j<nt _. "" ..... ~ '00< _ ....~ ~'" _

~~~'!!!~~ ....__.,,_.. t""' .. _ .- ............~
r....--'~
~c._,,,,,,
""""""On­..._..........
'*mom" '

FREEPOST

We only accept the following cards in Northern Europe: Visa and M'15Iercard.
I'\'e do 110t accept the (0110"';118 ca'ds: Americ,lIl Express,

'"
VerlSign
Secured

• Easy to use
• Open 24 hours

• Huge range
• Secure

The Games Workshop Online Store is open 24
hours a day, seven days a week, Get exactly what
you want, when you want it.

Methods of payment
You can only pay for orders through the Online Store by credit and
debit card. We accept the following cards: Visa, MasterCard,
Maestro (formerly Switch).

WARHAMMIR WORLD
If you're in the area, why not call into
Warhammer World where you can piace
your order with the guys in the store, and
have it picked and handed to you while
you waitl
·u..~ot>Iy,

MAIL OROIR IRIIPOST
All orders of £50 or more that are placed
through the Online Store or Mail Order will
be senl to you postage free',

IN·STORIIRIIPOST
This offer gets even better when you place
your order from your local Hobby Centre,
using their in-store order point. When you
place an order for ANYTHING, it will be
despatched to the store for you to collect,
post free.
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DAEMONS OF CHAOS
,WARHAMMER· .
- 40,000'\

>', ,. "

CHAOS DAEMONS

All four of our CreJler
Daemon models come boxer!
with two head varia"t"

KEEPER Of SECRETS, GREATER DAEMON Of SLAANESH

991199 I 5039 no. 0040. JOOdk,. 35Cl:1<Jk. 350nkr

There are many Daemons in the Citadel range - so many that
we couldn't hope to fit them all on these pages. There's
nothing quite so terrifying as facing a Greater Daemon across
the tabletop, not to mention their daemonic underlings,
including Nurglings, Horrors, and Furies. Some examples are
shown here; check out the online store for even morc.

BlOODTHlkSHR, CREATER OAEMON Of KHORNE

99119915037 00, MO, 300dkr. 35G<ek, 350nkr

Pk""e> l« II""" ..;,,, """""'" ""t.,.. Pmdu<;t """""'" mo, ...... "codoc" >okl _ed "xl un.w<mbi«J. C"",;o n_ r><""""" ""1 b<
~ ;f""<I ;""",,,,,,1,. Pr_ ""'''''' " 'h"" 01 g,;>o(lg "' "....,'. """'" c<>"l><' y, k>< '"'"'"' ,.,;I,b;'~v,"" G....., ''>'o<'>ho<> "'''eo.•"<eo

""""'" "0"" pw;juo" «>Id by (;;0"", '''''''''''''''''~., OW"~. ""los'. '"~~••.I~ ,...;""' ". ""''''''''1>10 "" ,"""","",.
,••k OW" "'"''''
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All of Our Daemon minialures
come wilh boll, round and square
bases so yoo Ciln choose whclher
lhey wi// be "clded on Ihe
baulcficlds of Ihe far fulure or IIle
W.lr/lammer wor/d,

The Gre,uer D,'emon of Tz:eemch
box sci includes lhis varia'll head,
plus an a!lemalivl;.sl.lff.

LORD OF CHANGE. GREATER DAEMON OF TZElNTCH

99119915038 £30. HO. 300dk'.l50<ek, l50nkr

GREAT lINCLlAN ONE, GREATER DAEMON OF NURGLl

99119915036 no, HO, 300dkr, 350sek, 350nkr

116 WHITE DWARF ORDERING DIRECT

P>c,....,. k>< d""',";"" po,,,,,..,, ,-",ly, P,odu<, ,"""'"" m.,. "'y, P,odu<<> >Oi<J "_I""..J .00 """,,.,..,bled. co<!.... <:Oadol "''''''-'''> ....,' ""
"'ng«"" ;I","" """,,«'ly, p,."" """,:1 .. ,.,.., oIllOing to f>"", ,,<OS< «,.,,"", os k>< C"''''''' ...,;.0;11" ...... G.lm,,, ''''''k>hop ",__~

""""..J ... k>< prodoc" >Oi<J by c...-... ""',,..,,,,~ ;!> (M'O ~""", c"'I01;"< Cj< w~.,_, ,."1"",,,, ""<'0">"'" lo< """"";,-"ng
,t.>" ow" ",Ice>



PLAGUEBEARERS OF NURGlE
9911991 5024 £12, 0:17.50, 135dk,. l6Osek. 17,,,k,

Thi, box ICl contJin" PI,lgUeOOJrCt> 01 N(f'llic

HORRORS OF TZE~NTCH

99119915020 £12.EI7.50, 135dkr, l6Osek, 17,nkr
ThiS OOX $<.~ con'ains 5 H",ron

Fiends of 51""",-,.h can Ix> ilswmbled in wvcral
ditlerell/ WJys. In ,1ddilion to the random selection
y= ,""n buy in ,1 b/jster p<lCk (see New l?elCJ5eS,

PJgc 5), you can also order the following Fiends
excltlsively from Games Worshop Mail Order.

F'ENO OF SlAANESH 3
9906991 5043

£1 2, tl 7.50, 13Sdkf, l6Osek, 175nkr

F'ENO Of SLAANESH 4
9906991,044

£12, t17.50. 1JSdkf. l~k. 17Snh

The models on these
pages are just a small
selection of the
available Daemons
miniatures. Why not
log onto the online
store or give Mail
Order a call to see
what else they have.

rlJffiCr of Tzeentcl,

www.gamlls-workshop.com

"'<I""' ioo- ~I",,,,,,,,, ""'",,,", only. 1'M(!,,':tc_ ' ..... t'nxkK" ooId """'...... nO ""-'_100. Co<1.;n 0.0.1 "',,,''x,, be
~, H"iCl "",'>ff«l',. Pli<., ""'''''' " t;m<! d '" ,"e". pl.... contoc, u< ioo- ,",,,,no >"il,m,•••n<! Com« woo-hoop p,i< P,i<..

""""'" .", ioo- """""''' sold by Go""" ""'""'""" 1h<oogl> ~, OW" ~""", <"'los"" Of W<I»~e.~ r«,;..... "" relP<'"~b"' ioo- _",';og
tt>e;, own "'_
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Mordor
RELEASED 21/6/08
£12, €17.50, 135dkt, 1(.Osek, 175nkr

Mordor Troll/lsengard Troll
RELEASED 21/6/08
£15, €22.50, 175dkr, 200sek, 225nkr

UPCOMING RElEASES
Can't wait to get the latest releases?

• Get the latest products delivered to your door on the
day of release!

• Postage for Advance Orders is only £2.

Citadel Paint Range
26th April (released 6th June)
• How to Paint Citadel Miniatures .7/6/08
• Citadel Wash Baal Red .7/6/08
• Citadel Wash Asurmen Blue .7/6/08
• Citadel Wash Thraka Green .7/6/08
• Citadel Wash Badab Black .7/6/08
• Citadel Wash Gryphonne Sepia .7/6/08
• Citadel Wash Ogryn Flesh 7/6/08
• Citadel Wash Devlan Mud .7/6/08
• Citadel Wash Leviathan Purple .7/6/08
• Citadel Wash Paint Set. .7/6/08
• Citadel Spray Gun .7/6/08
• Citadel Propellant 7/6/08

The Lord of The Rings
10th May (released 21 st June)
• Mordor 21/6/08
• Mordor Troll/lsengard Troll 21/6/08
• Morgul Knights box set 21/6/08
• Gothmog (foot and mountedl. 21/6/08
• Orc Shaman on Warg 21/6/08
• The Dark Marshal (foot and mounted) 21/6/08
• The Shadow Lord (foot and mounted) 21/6/08
• Morannon arc Captains 21/6/08
• are Taskmaster and Drummer 21/6/08
• Mordor are Captains 21/6/08
• Shagrat, War Leader 21/6/08
• Black Numen6rean Warriors 21/6/08

*£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.

Morgul Knights
RELEASED 21/6/08
£25, €35, 250dkt, 300sek, 300nkr

1'1<""'" l« ;I ....,..",,,,.....,,., ooly. I'ru<l..;, <on"'" moy my. ",<:<I""" <Old ",,,,,,10<1.00 """.«mbIod. C<""'on (Otodd produc" m.ly oc
~~ ",,--d ;""""",,1,. F'ri<:<-< rot""', " tim< '" go;~ '0 "",,,. pI«,.. c"'"""', '" lot ".-"".. av~'ibt;,y """ c.", "I><k""" p<~"'.

F'r~",~ '"" k>< p<oo..c" >Old by G"""" ''''-''k<l'<>p tOO>Jgh ~, own Pom. ,"",Iogue '" w..,,~•. "....."..," <el,; "" _hie
"~dote..... '" th<" O'w, ",,,,,,
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Get hold of forthcoming Citadel miniatures, hobby materials and rules
supplements on the day of release with our Advance Order service!

How To Paint Citadel Miniatures
RELEASED 7/6/08
£15, €22.50, 175dkr, 200sek, 225nkr

.­

j

Citadel Wash set
RELEASED 7/6/08
£15, €22.50, 175dkr, 200sek, 225nkr

Citadel Spray Gun
RELEASED 7/6/08
£18, €27.50, 200dkr, 250sek, 250nkr

(" f' r'i I: r If'r--- __~~v~)J

PROPElLANT__e

Citadel Propellant
RELEASED 7/6/08
£5, €7.50, 60dkr, 70sek, 75nkr

118 WHITE DWARF ORDERING DIRECT

"'''''.. l« ;11"",.,;,,, ""'..,.., onIy_ !'rodoM:' coo"",,, ...". my. ""><1"",, ooId """",,,," .00 """~.CM". C<>deI "'OOu'" ",." be
~. H"><d ioco<"",iy. P<k.. """"" >t tim< d """'" '" """", pro.", <'"""", u< l« <'""'" .".;I.o;l"".O<J c.m.. """~ot<>o "'"... ""'"'

q"",,,, .," "" ",,,,,,,,,,, """by C.""" ''''''''''''''' 1h«>ugh '" (;M'n >We>, <",.k>g"" '" """""',t~_;!= .,. """""... "" ""'..m;";",
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Mordor
RELEASED 21/6/08
£12, €17.50, 135dkr, l&Osck, 175nkr

Mordor Troll/lsengard Troll
RELEASED 21/6/08
£15, t:22.50, 175dkr, 200sek, 225nkr

UPCOMING RELEASES
Can't wait to get the latest releases?

• Get the latest products delivered to your door on the
day of release!

• Postage for Advance Orders is only £2*

Citadel Paint Range
26th April (released 6th June)
• How to Paint Citadel Miniatures 7/6/08
• Citadel Wash Baal Red 7/6/08
• Citadel Wash Asurmen Blue .7/6/08
• Citadel Wash Thraka Green .7/6/08
• Citadel Wash Badab Black .7/6/08
• Citadel Wash Gryphonne Sepia .7/6/08
• Citadel Wash Ogryn Flesh .7/6/08
• Citadel Wash Devlan Mud .7/6/08
• Citadel Wash Leviathan Purple .7/6/08
• Citadel Wash Paint Set. .7/6/08
• Citadel Spray Gun .7/6/08
• Citadel Propellant 7/6/08

The lord of The Rings
10th May (released 21 st June)
• Mardar 21/6/08
• Mordor Troll/lsengard Troll 21/6/08
• Morgul Knights box set 21/6/08
• Gothmog (foot and mounted) 21/6/08
• Orc Shaman on Warg 21/6/08
• The Dark Marshal (foot and mounted) 21/6/08
• The Shadow lord (foot and mounted) 21/6/08
• Morannon Orc Captains 21/6/08
• Orc Taskmaster and Drummer 21/6/08
• Mordor Orc Captains 21/6/08
• Shagrat, War leader 21/6/08
• Black Numen6rean Warriors 21/6/08

*£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 ;s released.

Morgul Knights
RElEASED 21/6/08
£25, {35, 250dkr, 300sck, 300nkr

""lUre> "" ;II,,,,..i,,, ,,"''''"''' only. P,,,,,",, <:on,,,,,,, mly ,..y. I'rodoc" >old ........-. .00 ......~_ c""," C~""" "'''''''''' ""'y be
';"0S"""" ;1 o>«! ;",,,,,,,,IIy, "'k.. ,,,n,,,, ., "0'" 01 ll"'og l<> IK""" pIN'" 'OOl"" "" 10< 'un"," .....;I.bmty "xl c ..... W<moo" ",,,t>

"'".. """"'" .,. in< ""xl",,, >Old by 0:;.",., ,,,,,.,,,,,,, '"'''''80 I" (>Wn ""'''''' c"'1oolu< '" _,I~ ",,,II,,,, "" ,,,,,,,,,,,_
rc. d<I«"",;ng ""'" OWn ",,,t>
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