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ell, it had to happen sooner or later — Grombrindal has gone
off adventuring again, leaving me in charge. So, what do we
have in store this month? Only one of the biggest releases of

the year: the new edition of Warhammer 40,000!

Okay, I'll admit it, just recently I've been so distracted by my ever-
growing Warhammer armies that I've neglected Warhammer 40,000. My
poor Space Marines lie gathering dust on the shelves, playing second

fiddle to Orcs, Empire and Vampire Counts. But no longer! You see,

Warhammer 40,000 is more than just a set of rules. Even though I'm a bit rusty on the 40K
gaming front, I've still painted the odd inspirational miniature, read the background
material and Codexes, and even bought models that | swear I'll get round to “one day”.

The great thing about this hobby of ours is that there are so many facets to it. | don’t do
all of it all of the time, but I've always got one (or three...) projects on the go. Now all that
is about to change, because the new rules are just the catalyst | need to get gaming once
more. It's a time when old lags like me can get inspired to paint and game with renewed
fervour, while new recruits take their first steps to becoming the seasoned hobbyists of the
future. Warhammer 40,000 is here, and that means war!

= Warkihop |:ﬂ:-:|uu|5~..|r|.= 1L
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Mark Latham, White Dwarf Editor
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THIS MEANS WAR!
Turn to page 15

22 WARHAMMER 40,000 DESIGN NOTES
Andy Hall talks to the people in the know about
Warhammer 40,000 5th edition.

42 THEART OF WARHAMMER 40,000

We showecase the Studio artists’ stunning work on the latest
edition of Warhammer 40,000.

66 WARRIORS OF THE FAR FUTURE
Want a new army? Not sure where to start? Well here's your
answer — a guide to the armies of the far future.

72 DAEMON INCURSIONS

Gav Thorpe and Jervis Johnson present some Warhammer
legendary battles for the Daemons of Chaos.

84 'EAVY METAL MASTERCLASS: MORDOR TROLL

Fil Dunn shows us how to paint this mighty brute of
Mordor the ‘Eavy Metal way.

90 PAINTING WORKSHOP: CITADEL WASH

We look at three common techniques for using Citadel
Washes: washing, glazing and staining.

96 MODELLING WORKSHOP: BATTLEZONES
Making a gaming area and populating it with scenery is
easier than you might think. We show you how.

BATTLE REPORT

46 Capture & Control

Gav and Alessio go
head-to-head in the
inaugural 5th edition

battle report. See
first-hand how the
new rules will affect
yvour games of
Warhammer 40,000.

03 NEW RELEASES
The latest releases from the Citadel forges.

13 NEWS

We fast forward to September, where there’s lots in store for
Warhammer 40,000 and The Lord of the Rings.

Jervis ponders the nature of life, the universe and the
Warhammer 40,000 Doubles Tournament.

63 TOOLBOX

This month: the new Citadel Battlemat.

102 FRONTLINE - GAMES DAY 2008 PREVIEW

The latest events and activities near you!



WARHAMMER 40,000 COLLECTORS' EDITION

The Warhammer 40,000 Collectors’ Edition is the ultimate edition of the
new rulebook. The rulebook comprises a unique, triple-fold hardcover
embossed with the Imperial Calendar symbol and affixed with an
authentic-looking purity seal. This highly collectable edition is strictly
limited to 4000 copies worldwide, and is guaranteed to sell out fast.

Available in
English language
edition only.

This 320-page book contains
all the rules, background and

hobby information needed to
play Warhammer 40,000

WARHAMMER 40,000
COLLECTORS’ EDITION
Product code: 600407 99021

LK f60  Euro €95
Denmark 750dkr MNorway 850nkr
Sweden B50sek

WARHAMMER 40,000 GAMERS' EDITION

The Warhammer 40,000 Gamers’
Edition contains the 5th edition

WARHAMMER : rulebook, along with a set of the

' new counters and templates, all
presented with a metal ammo crate.
The ammo crate contains a foam
inlay, making it ideal for carrying
your miniatures to battle in.

This metal case contains a
cony of the Warhammer

40,000 rulebook, a set of
templates and counters

WARHAMMER 40,000
GAMERS’ EDITION
Product code: 60020199006

UK £60 Euro €95
Denmark 750dkr Norway B850nkr
Sweden 850sek

Pictures for fustrative Pp0ses iy, F‘rp et c‘qn.‘em.s may vary. Products sold unpainted amd unassemiled, Certain Ciladel praducis may be dangereus if used incorrectly. Prices correc at time of going to press, please contact us for corrent
availabilify and prices. Pricas quoled are for products sold by Games Warkshop through jts own stores, catalogue or websile, Independent relailers are responsible for determining their own pricss.
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The Warhammer 40,000 Counter Set
contains counters and markers to
represent all of the different situations
that might crop up in the game, such as
wounds, smoke and vehicle damage.
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>>>TURN TO PAGE 29 TO SEE THE
COUNTERS IN MORE DETAIL

Contains 2 complele sets

of counters

WARHAMMER 40,000 COUNTER SET
Product code: 99220199039

LK £8 Euro £12.50
Denmark  100dkr  Norway 125nkr
Sweden 115sek

Designed in the same green plastic as
the counter set, this new, super-durable
incarnation of the Warhammer 40,000
templates contains two sizes of blast
marker and a flamer template.

Contains 3 templates

WARHAMMER 40,000 TEMPLATE SET
Product code: 99220199038

LK f4 Euro €6.25

W B .- o : Denmark  45dkr Norway  50nkr
. & Sweden 50sek

With the release of 5th edition Warhammer 40,000,
| l-“-s- MA“KEH[IEH line of sight has become an all important feature of
’ the game. To make determining which models have
line of sight to a target during a battle quick and
easy, we've released a purpose-built laser pointer,
the L.O.S. Markerlight, designed to look just like a
weapon scope.

L.0O.5. MARKERLIGHT

Product code: 99220199040

UK £6 Euro €9
Denmark  70dkr MNorway  85nkr
Sweden 80sek

— = n T SR T —— - e ———— Al e W T —————

Picturas for illustrative purposes only, Product cantents may vary. Products sold unpainted and unassembled. Cerlain Citadel products may be dangerous if used incorrectly. Prices :‘:nr_recr at time of _gf.'.-m'r;r .fc}_ DrEss, p.'_ease contact us for currant
avaitabitity and prices. Prices qualed are for products sold by Games Workshop through its own stores, catalogue or website, independen! ralaitars are responsible for defermiming their ovm prices.

www.games-workshop.com 5




NEW DATASHEETS, STRATEGIC ASSETS & MISSIONS
FORAPOCALYPSE BATTLES

Bkeiel F

Apocalypse Reload is a supplement to
the hugely popular Apocalypse book, Back by Popular Demand!
crammed full of more than 50 exciting
new datasheets, new strategic assets
specific to each Warhammer 40,000
army, and an Apocalypse battle report
that has to be seen to be believed!

rumETEEE

88 page supplement for
550 The Moonscape set contains

Warhammer 40,000 Apocalypse
9 vac-formed craters

| WARHAMMER 40,000
APOCALYPSE RELOAD

MOONSCAPE
| Product code: 600407199022 Product code: 992207199037
| LK £15 Euro £22.50 Sculpted by Chad Mierzwa
Denmark 175dkr MNorway 225nkr UK £10 Euro €15

Sweden 200sek

IMPERIAL GUARD CADIANS

v WARHAMME‘!

Denmark 115dkr  Norway 150nkr
Sweden 140sek

\-WARHAMMER / \.-WARHAMMER /

: #'!',I D'!Hl —L‘-#'D ﬂ'l.'tﬂ
ELOAR GUARDLANS BUARDIANES ELDARS CHADS SPACE MARINES MARINES ESPACIALES

DEL CADS
GARDIENS ELOARS GARDISTEN 0ER ELDAR SPAGE MARINES
B4 CHASS SPACE MARINE DEL CAOS
ELOAR GUARDIAKI = 5

i e e e = L )
I — =T

[LECIETHHILT S CATAHER DER
CADIANS IWFERIALER ARMEE

- UTERRFES [V ASSRLT CEDIRN] DELLA
CADESRES EARRDIA Ih'ﬂﬂ:ll.l.i

CUERFERDS

This box set contains 3 plastic

This hox set contains 4 plastic

This hox set contains 3 plastic

Imperial Guard Cadians Eldar Guardians Chaos Space Marines
IMPERIAL GUARD CADIANS ELDAR GUARDIANS CHAOQOS SPACE MARINES
Product code: 99120105030 Product code: 997120104025 Product code: 99120102027
LIK £5 Euro €£7.50 LIK £5 Euro €7.50 UK £5 Euro £7.50
Denmark  60dkr MNorway  75nkr Denmark  60dkr Norway  75nkr Denmark  60dkr MNorway  75nkr
Sweden 70sek Sweden 70sek Sweden 70sek

ON SALE JULY 1Sth m ON SALE JULY 19th

Pictures for iliustrative purposes only. Product contents may vary, Products soid unpainted and unassembled, Cerfain Citadel products may be dangerows I psad ncorrectly. Prices correct at ime of going fo press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or websile. Independent retailers are responsible for deterrnining their owi prices.
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>>> TURN TO PAGE 83 FOR
MORE INFORMATION ABOUT
THE BATTLEMAT.

|‘.." ¥

The new Citadel Battlemat provides a
quick and easy way to make a battlefield,
no matter where you are playing. The
cloth-backed mat can be used in
conjunction with our terrain sets to create
an instant and effective-looking battlefield,
and can be folded away after the game for
ease of storage.

CITADEL BATTLEMAT
Product code: 99229999073

UK £18  Furo €27.50

The models and terrain shown above are
not included.

Contains a 6' X 4' gaming mat
Denmark 200dkr  MNorway 250nkr
Sweden  250sek

DARK ElllES SPEARHEAD

Spearhead box sets are the only way to get our
forthcoming releases ahead of anybody else,
containing a selection of new models and the new

army book, two weeks ahead of the main release.

This is a chance to own a Dark EIf force before anyone else. This
Spearhead box set contains a selection of fantastic models from the
forthcoming range of Dark Elves. Included in the box are the new

plastic Cold One Knights, the metal Supreme Sorceress on foot and

| mounted, a fearsome War Hydra, and many more miniatures besides, as
well as the latest edition of Warhammer Armies: Dark Elves.

DARK ELVES SPEARHEAD

Product code: 60110212091

UK £112  Euro €171
Denmark 1290dkr  Norway 1610nkr
Sweden  1520sek

LIMITED AVAILABILITY

ON SALE JULY 19th

One of the great new Cold One Knights

T e N S o 2

Pictures for ifustrative purposes only. Product contents may vary. Products sold unpainted and unassembied, Certain Citadel products may be dangerous if used incorrectly. Pricas correct at ime of going to press, please contact us for current
availabiiity and prices. Prices quated are for products sold by Games Workshop through its own stares, cafalague or website. independent retailers are responsible for delerrnining thefr own prices.

www.games-workshop.com 7



The release of the new edition of Warhammer 40,000 offers the perfect excuse to start a new army. To help you get
going, we're releasing several box sets containing a great selection of miniatures ideal for a starting force, including
Troops, vehicles and HQ units.

SPACGE MARINES STRIKE FORCE

This hox set contains:
1Commander
9-man Command Squad
1Razorback
20 Tactical Space Marines
2 Rhinos
1Vindicator
1 Whirlwind
1Land Raider

SPACE MARINES STRIKE FORCE
Product code: 9971201071067

LUK £150 Euro €210
Denmark 1500dkr  Morway 1850nkr
Sweden  1850sek

| ONSALEJULY 12th
SPACE MARINES ARMOURED STRIKE FORCE DIREGT ONLY

This hox set contains:
1 Commander
9-man Command Squad
1Razorback
20 Tactical Space Marines
2 Rhinos
1Vindicator
1 Whirlwind
1Predator
2 Attack Bikes
6 Bikes
1Land Raider
1Terminator Squad

Veteran Sergeant Commander Anothecary

SPACE MARIMNES
ARMOURED STRIKE FORCE
Product code: 99120101068

UK £250 FEuro €365
Denmark 2350dkr  Norway 3250nkr
Sweden  3200sek

| ONSALEIULY 12th
TAU MOBILE ASSAULT CADRE

This hox set contains:
15 XKU25 Stealth Suits
36 Fire Warriors

Attack Bike

3 Devilfish
2 Hammerheads
2 Piranhas

TAU MOBILE ASSALLT CADRE
Praduct code: 99120113022
LIK £190 Euro €285

Denmark 2100dkr  Norway 2700nkr
Sweden  2550sek

Pictures for ilustrative purposes only. Product contents may vary. Praducts sold unpainted and unassembled. Certain Citadel products may be dangerous If used incorrectly. Prices correct at fime of going to press, piease contact us for current
availahility and prices. Prices quoted are for products sold by Garres Warkstap through its own slores, catalogue or website. Independent retailers are responsibie for defermining their own prices.
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TYRANID ASSAULT BROOD

This box set contains:
6 Tyranid Warriors
16 Genestealers
42 Gaunts
3 Carnifexes

TYRANID ASSAULT BROOD
Product code: 99120106013

UK £100° Euro €155
Denmark 1250dkr  Morway 1500nkr
Sweden  1500sek

'
CHAOS SPACE MARINES RENEGADE STRIKE FORCE

This box set contains:
1Terminator Lord
5 Chaos Terminators
20 Chaos Space Marines
2 Rhinos
2 Land Raiders
1Vindicator
1Defiler

CHAOS SPACE MARINES
RENEGADE STRIKE FORCE
Product code: 99120102028

UK £150 Euro €210 A
Denmark 1500dkr  Norway 1800nkr oA
Sweden  1800sek 3 :

m Aspiring Champion Chaos Space Marine Chaos Space Marine
NECRON WARRIOR PHALANK ELDAR FALGON GRAU-TANK WARHOST

This hox set contains: This hox set contains: nlnEcT "“I.Y
1Necron Lord 1Eldar Autarch
48 Necron Warriors 20 Dire Avengers
G Necron Destroyers 2 Wave Serpents
1Monolith 3 Falcons
NECRON WARRIOE PHALANX ELDAR FALCON GRAV-TANK WARHOST
Product code: 927120110010 : Product code; 99120104026
UK £110  Euro €175 { [ iah UK £135 Euro £190
Denmark 1350dkr  Norway 1650nkr Denmark 1350dkr  Norway 1650nkr
Sweden  1650sek Sweden  1650sek

Destroyer Autarch

Pictures for ifustrative purposes only. Product confents may vary. Products sold npainted and unassembled, Certaln Cltade! praducts may be dangeraus if used incorrectly. Prices correct at lime of going 1o press, please conlact us for corrant
avaitability and prices. Prices quoted are for products sold by Games Workshop through its own slores, calalague or website. indepandent relaliers are responsible for defermining their own prices.

www.games-workshop.com 9
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FORGE WORLD

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

www.forgeworld.co.uk

REAVER TITAN

Standing a mighty 410mmy/16" high, this
model represents a Reaver Titan armed
with an Apocalypse Missile Launcher.
Laser Blaster and Gatling Blaster. The
model contains interior detailing inside
both the cockpit and the hull,

Madel designed by Will Hayes.
Crew designed by Simon Egan
and Mark Bedford.

Pigturas far Mustrative PUrposes ol Prfi'dnﬂ ﬂpﬂ!ﬂﬂfs may vary. Products soid unpainted and unassembled, Certain Cilade! praducts may be dangeraus i used Incorrectly. Prices correct at time of going fo press, please contact us for current
Avallaluility and prices. Prices quoted are for products sold by Games Workshop through its awn stores, catalague o website, Independent retaiiars are responsible for determining their own prices.
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This rules guide
contams 60 new
datasheets for legendary
units in Warhammer
40,000: Apocalvpse,
from massive Imperial
Guard tanks like the
Shadowsword, to the
awesome Chaos
Warhound Titan. There
are also 26 new batile
formations covering all
races, including the
Space Marine Drop Pod
Assault Force, and the
Chaos Daemon Engine
Coven,

Ferrap e W o

Aeronautica Imperialis
is a tablelop wargame
for two or more
players where vou
command the aircraft
of the Imperial Navy
ar one of iis many
alien enemies. All the
rules and card sheets
needed to play are in
this lavish 176-page
hardback book.

This brand new
expansion

for Aeronautica
Imperialis contains
additional rules for
ground installations
and new aircraft, as
well as weapon fits
and upgrades for
existing afrcraft. It
also details a
campaign between
Tau and Imperial
forces an the world
of Tvpha IV,

Pictures for Mustrative purposas only. Product contents may vary, Products sold unpainted and vnassembled. Certain Citade! products may be dangerous if used incorrectly. Prices correct at time of going fo press, please conlact us for currant
availability ang prices. Prices quoted are for products soid by Games Workshap through ifs owin stores, catafogue or website, Indapondant retaiiers are responsible for detarmining their owin prices.
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BLACK LIBRARY
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ANGELS OF DARKNESS

The Dark Angels Space Marines are devout
servants of the Imperium, but the secretive
nature of their Chapter has led some to
question their motives. For the Chapter
harbours a dark and harrific secret that
stretches back over ten thousand years to
the time of the Horus Heresy.

QOut of print for several years, this
classic novel is now being released in a
brand new edition. The secrets of the Dark
Angels are about to be revealed!

AMGELS OF DARKNESS
by Gav Thorpe

ISEN: 978-1-84416-655-8

UK £6.99 Euro £49
Denmark  70dkr Nornway  85nkr
Sweden 80sek

ON SALE IUNE 14th

WARHAMMER -
:. R ..,ﬁ

THE SECRETS OF THE DARK ANGELS REVEALED

PR e = S ST T e e B o

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

Exterminatus, the destruction of an entire
world, is the last and most desperate
weapon of the Imperium of Man, used only
in the direst of circumstances,

This major new collection features a
slew of all-original SF stories exploring the
theme of planetary destruction. With stories
from some of the Black Library’s favourite
authors as well as tales from some hot new
talent, this anthology will appeal to all
Warhammer 40,000 fans.

PLAMNETKILL
Edited by Mick Kyme ond Lindsey Priestley

ISBN: 978-1-84416-654-1

LK £6.99 Euro €9
Denmark  70dkr Norway  85nkr
Sweden B0sek

WARHAMMER

#0500,
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Fealrn ill.:_l_ fiction from Ciraliam Mo

PLANETKILL

Ealhitod by Mick By

and Lime 11.1\. e
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CURSE OF THE NECRARCH

Feared and reviled, the reclusive Necrarch
Vampires lurk in their lairs, engrossed in
mad experiments and dreams of depraved
glory. When one of these foul creatures
invades a town in the heart of the Empire
and slaughters the inhabitants, its knight
protector, the ageing hero Reinhardt
Metzger, swears vengeance. Gathering an
army, he leads his men to the Vampire's
castle for an epic confrontation against an
ancient force of undead evil.

CURSE OF THE NECRARCH
by Steven Savile

ISBN: 278-1-84416-656-5

UK £6.99 Euro €9
Denmark  70dkr Norway  85nkr
Sweden 80sek

WARHAMMER
CURSE OF THE
NECRARCH

STE vEN SAVIL

Pictures for iiusirative purposes only. Product contents may vary, Products sold onpainted and unassembled, Carain Ciladel products may be dangeraws If psed Incorrectly. Prices correc! at time of going fo press, please contact ug for current
auvaifakiline and prices. Prices quoled are for products sold by Games Warkshop through its own stores, calalogue or website. Independent refaflers are responsibie for defermining Hheir ovan prices.
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Tickets now on sale

This year's Games Day & Golden Demon
event promises to be the biggest and best
ever, as we say ‘goodbye’ to the Forum and
‘hello’ to Hall T — an immense space in
which the Arena hall can easily fit two or
three times over!

Sunday 14"
September 2008
ﬁ;tinnal Exhibition
Centre (NEC)

With all this extra space, it was
important we fill it — check out the Games
Day Preview on page 102 for more details.

Birm 'lﬁ::,_;h:'.m

£330 in advance

Sunday 14" September 2008
ational Exhibition Centre (NEC)

: s b S N, Birming ham
Games Day Tickets are now available to aiuss | ‘g b
buy from your local Hobby Centre, via WORESHOP ©dmit One. T be retained by customer

Mail Order on 0115 91 40000, and online:
www.games-workshop.com
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We are delighted to announce that our newest Hobby
Centre, Games Workshop Antwerp is now open for
business and doing extremely well.

This is not, of course, our first store in Belgium -
our two existing stores in Namur and Liege continue to
prove as successful as ever. However, for many
hobbyists living north of Brussels, they weren’t exactly
what you'd call ‘convenient’.

Located in the north of Belgium, Antwerp provides
a far more accessible alternative for our Flemish
hobbyists, and for some of our Dutch hobbyists as well!

Like all our Hobby Centres across the UK,
Scandinavia and Benelux, GW Antwerp offers a full
range of products for our three main game systems and
is staffed by our friendly and highly experienced staff.

So, whether you’re starting a brand new army,
looking for some modelling and painting advice, or
simply want to pop in and have a nose around, GW
Antwerp welcomes you!

ind 1N

Sadly, at the time of going to print, the store hadn’t even been fitted out
with water and electricity, let alone any merchandise. Suffice to say, it
will be lovely when it’s finished and we celebrate her future success.
With a bit of luck, we might even be able to show vou a picture next
issue! — Ed.

Warhammer 40,000 hits Antwerp

With the release of the new edition of Warhammer
40,000 you can be sure that GW Antwerp, like all
GW Hobby Centres will be running extenxsive
hobby and gaming activities set in the 41st
Millennium. For details, why not popinto the store,
located at the address above.

www.games-workshop.com 13
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Want to spend a week learning to play the _
new 40K, and start a brand new army? 4
Throughout August Warhammer World will
be running a series of summer Hobby Camps,
including two weeks dedicated to the new
Warhammer 40,000. Over the course of a
week-long Hobby Camp, we will take you
through the stages of collecting, modelling and
painting your new army before trying out some
new tabletop battle tactics — all under the
watchful eye of our expert Hobby Tutors.

Just let us know what army you collect and
a new Battleforce will be waiting for you when
you arrive. At the end of the week we'll also
give you an army figure case so you can safely
transport and store your new army.

The cost for each Hobby Camp is £170.
Each Hobby Camp runs from 9:00am until
5:30pm Monday to Friday, and includes a full
cooked lunch each day in Bugman’s restaurant.
As with all our Hobby Activities, use of all
tools, brushes, paints and glues is provided so
there is nothing else to buy.

! = St Ty S .

.E'.'-q:' 5

Our Hobby Camps are on the following dates:
o 28th July — 1st August  Warhammer 40,000
o 4th—8th August Warhammer

e 18th-22nd August Warhammer 40,000 * -

* 25th=29th August Warhammer
"4
Our specialist tutors are all highly trained and

CRB checked so the Hobby Camps are |
particularly suitable for youngsters aged 12-16.
Each staff member will work with a groupof 6
attendees over the course of a week. g

contact us at: 3
whworldevents@games-workshop.co.uk e

or call Kevin Beadle directly on h:
0115 9004177 :

To book your place and for more information ?
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content this issue:

18 The Far

Future is Here

The new release of
Warhammer 40,000 is
the ideal opportunity to
get started in the hobby —
here we show you how!

22 Time

for Change

White Dwarf talks to
Alessio Cavatore and Mat
Ward to see what has
changed in 40K.

34 The Hieh

Lords Spea

A round-table discussion
with our most venerable
games designers about
how Warhammer 40,000
first came to be.

38 In the Pipeline
A sneak peak at some of
the exciting fnrthcﬂming
5th edition releases.

42 Imagining a
Nightmare Future
A look at some fantastic
artwork, and a rare
glimpse into the minds of
our artists.

46 Battle Report:

Capture & Control
Gav Thorpe and Alessio
Cavatore duke it out
using the new rules.

66 Warriors

of the Far Future
This guide will help you
identify your enemies and
choose your champions.
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tis the 41st

Millennium. For more

than a hundred
centuries the Emperor has
sat immobile on the
Golden Throne of Earth.
He is the master of
Mankind by the will of
the gods, and master of a
million worlds by the
might of his inexhaustible
armies. He is a rotting
carcass writhing invisibly
with power from the
Dark Age of Technology.
He is the Carrion Lord of
the Imperium for whom
a thousand souls are
sacrificed every day,
so that he may never
truly die.

Yet even in this
deathless state, the
Emperor continues his
eternal vigilance. Mighty
battlefleets cross the
Daemon-infested miasma
of the Warp, the only
route between distant
stars, their way lit by the
Astronomican, the psychic
manifestation of the
Emperor’s Will. Vast
armies give battle in his
name on uncounted
worlds. Greatest amongst
his soldiers are the
Adeptus Astartes, the
Space Marines, bio-
engineered super-
warriors. Their comrades
in arms are legion: The
Imperial Guard and
countless Planetary
Defence Forces, the ever-
vigilant Inquisition and
the tech-priests of the
Adeptus Mechanicus to
name only a few. But for
all their multitudes, they
are barely enough to hold
off the ever-present threat
from aliens, heretics,
mutants — and worse.

- Getting Stavted

GETTING STARTED
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_The Warhammer
40,000 Hobby

“ew In | 3| P e R i Participating in the
| w n | | ] e ‘L ~ | Warhammer 40,000
s ar ammer . 5 & ~  hobby is a rich, fulfilling
T | ' - | S | 3 . experience. When we
‘.L-,M“m: | an ’000? s} e ~ talk about our hobby,

what we mean is a
combination of the
following three elements:

Collecting

Planning what units,
vehicles and characters
to add to your army is

Warhammer 40,000 is, and always has been, far more than just a

game. It is an all-encompassing, engrossing hobby full of unlimited great Ll;"mﬂa"nd *?éf:;;tﬂ‘:
posstbilities; Andy Hall explains why. fufdcenifcllon hobbyists:
And then there’s always
any believe that if Man were to the stark reality of extinction, and the that next army to start
Mever reach the stars then an ever- whole galaxy teeters on the very edge of collecting...
lasting era of enlightenment would utter destruction. Painti
take place aided by advanced technologies Before you can immerse yourself in the Aam tl'lﬂg st
and constant progress. Warhammer nightmare world of the far future there are S e, AU RAITHNG

your models is a very

40,000 pruvide:s quite Fhe opposite to this a few things y::ru’re: going to qeed, Don't important part of the
utopia, presenting a grim, war-torn future worry though; getting started is easy, hobby, and for many the
where knowledge of technological marvels whether you’re a fresh-faced novice or a hobby itself. Painting
has long been forgotten. gnarly veteran of countless future wars. models is a craft, and it
Mankind has regressed into a First things first: the best way to takes time and effort to

moribund, quasi-religious state, while familiarise yourself with the hobby is to become as good as an
technology has stagnated, its upkeep a find someone who is already a Eavy Metal painter, but
closely guarded secret by a select few. In Warhammer 40,000 gamer. Not only can Y ONe ccanpaintuipian

' eye-catching army with a
this future, the they run you through : .

: ; little practice.

human race finds o . ] the rules, but they’ll
itself beset on all GEttng started is €dsy, introduce you to an Gaming
sides by aliens and whether you're a fresh-faced  even wider circle of There’s no limit to how
traitors. But Man . I like-minded hobbyists you play Warhammer
will not go quietly novice or a gnarly veteran who'll all be keen 40,000, from small 1-2
into damnation; the | of countless future wars.” opponents for future squad skirmishes to vast
Imperium of battles — they may battles involving
Mankind has vast even lend you a few hundreds of models and

monolithic vehicles.

armies at its disposal and with the valiant models from their prized collection for This i tha socialsdaior
super-human Space Marines it holds its vour first game. If you don’t know anyone the hobby where

most feared weapon. It is in this bleak who plays, then contacting a local club is a friendships (and
future that games of Warhammer 40,000 great idea — hobbyists are a friendly, rivalries!) will be forged. |
are fought, a future where Mankind faces sociable bunch who are only too happy to

Pl S PR R e T L T R T R e e e
L e v R
il A AR
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welcome newcomers. And don’t forget that
Games Workshop Hobby Centres are a
welcoming presence throughout the world,
staffed by keen hobbyists who will be
ready and willing to show you a game and
introduce you to the hobby. OQur Hobby
Centres are more than just stores — they
host loads of exciting events and act as a
hub for the hobby in the local area.

You'll soon have plenty of willing
opponents, although at some point you're
going to have to take the plunge and start
your own collection of miniatures. The best
first purchase will be the new Warhammer
40,000 rulebook. Not only will this allow
you to familiarise yourself with the rules,

“There’s nothing quite like
the feeling of starting a
brand new army and
getting your hands on
those first few box sets.”

it'll be an essential reference when playing,
and the extensive background section will
help you to choose your first force.

Once you've had a good look through
the rulebook and maybe had an intro game
at your local Hobby Centre, it'll be time for
you to start collecting your own force. The
races that inhabit the galaxy of the 41st
Millennium are many and varied, each
having their own strengths and
weaknesses, some specialising in certain
areas of warfare while others will have a
broader approach to fighting. Our Warriors
of the Far Future article on page 66 will
give you an idea of the various races on
offer and the different ways they play.
Whichever force you choose there’s
nothing quite like the feeling of starting a
brand new army and getting your hands on
those first few box sets and blisters!

The new Warhammer 40,000 rulebook
has great background information for all
the races as well as a reference section
complete with profiles for all the different
troop types; this is a really useful resource,
invaluable for having a quick game with
vour first squad or two. However, when
you've chosen which army to collect and
fight with, that race’s Codex is your next
essential purchase.

A Warhammer 40,000 Codex provides
you with all the rules, background and
nainting advice you'll need for playing
with your chosen force. Most importantly,
it contains the army list, which allows you
to pick a battle-ready force to field on the
tabletop. When arranging a battle, players
agree on a particular points limit for each

‘matched armies and a suitably sized battlefield.

Your First Game

Playing a wargame like Warhammer 40,000 is a fantastic experience. You
may have played your first ever game of Warhammer 40,000 in a Games
Workshop Hobby Centre, but there will come a time when you'll want to
play in your own surroundings at home or a friend’s house. The three
most important things you'll need is an opponent, two evenly

The Battlefield

In the twenty years I've been playing l've
fought across battlefields as varied as
carpet, a garage floor, tabletops too
numerous to count, all the way up
to the dedicated gaming tables in
Warhammer World. All you need to
play is a flat 6' x 4' area. Many
people start playing on the dining
room table and, if that isn’t big enough,
place a larger board on top (with a blanket or
sheet underneath to protect the table). This issue’s
Modelling Workshop shows you how to make your first
battlezone — you can find out more on page 96.

Most new gamers are so eager to start playing that they'll make an
impromptu battlefield out of a table and some old books (A). However,
soon vou’ll start to crave a painted and modelled gaming board to fight
over (B), Einally, as vour hobby skills improve, you might even take on an
ambitious scenery project like this Imperial moonbase (C).

AR models will be quite compact, while an
2 G o army of weaker models will form a horde,
winning battles through weight of numbers.
Whatever you choose within this total, the
battle will be a fair match, the victor
decided by tactics and a little bit of luck.
The army list in each Codex gives the
points cost for all the models in that army,
as well as the many optional upgrades
such as squad leaders, special weapons
and other equipment. The army list also
provides a structure that helps you to
create an effective fighting force. For
example, every army must have a leader,
such as a mighty Space Marine Captain, a
psychically powerful Eldar Farseer, or a
monstrous Tyranid Hive Tyrant. Within
these parameters there is a lot of freedom,

Marneus Calgar, Master of the
Ultramarines, and one of the most
powerful Space Marines.

side — 1000 points, for example. This
means that a force of powerful, elite

WHITE DWARF GETTING STARTED

and once players have a sizable collection
of miniatures, they have the option of




picking exactly which troops to use for
each battle. Most gamers really enjoy this
process of coming up with new force
rosters, and some are in their element
spending hours working out different
combinations and planning cunning tactics
before they even reach the battlefield.

The army list is also useful for planning
how to add to your collection. Many
hobbyists like to expand their army in
small, manageable chunks, maybe buying
500 points” worth of miniatures at a time
and painting them before buying another
500 points.

Assembling and painting your models is
as important as gaming with them — in fact
some hobbyists are more than happy
simply to paint and display their collection.
A lovingly painted Citadel miniature is
truly a sight to behold, and when used on

the tabletop with an equally nice terrain
set, then you truly are in hobby heaven! To
get to that stage and to prepare your
models for the forthcoming battles you’ll

“Painting your models is as
important as gaming with
them — a lovingly painted
Citadel miniature is truly a
sight to behold.”

need an assortment of paints, brushes,
glues and tools. Staff at your local Hobby
Centre will be only too happy to advise
you on what to get initially — you’ll be
playing 40K in no time at all.

TOOLS OF
DESTRUCTION

© Dice

The game uses ordinary
six-sided dice to work out
combat results. A few
different colours will be
useful. You’'ll also need a
scatter dice, which is
used to determine
random directions for
things like errant missiles.

@ Rulebook

and Codexes

It’s always good to have
these on hand, to check
how a rule works if
you're unsure, or to
remind yourself of a
model’s profile.

@ Tape Measure
You'll need at least one
but two is best, one for
each player. Make sure
they’re marked out in
inches.

O Terrain

Citadel produces a whole
range of ready-made
terrain from hills and
woods to city ruins.
Additionally, terrain can
be made from anything to
hand, such as cereal
boxes, card tubes and
stones from the garden.

© Templates and
Blast Markers

Some weapons, such as
flamers and missiles,
affect a large area and
can hit many enemy
troops at once. The
templates and blast
markers are used to
determine what is hit.

@ Pen and Paper

A pen or pencil and some
scrap paper are always
handy when playing to
note down vehicle
damage, character
wounds, and so on.

@ Counters

You can easily play
without these, but the
new counter set is great
for representing
objectives, which squads
are falling back, the turn
number and a myriad
other things that can
easily be forgotten in the
heat of battle. For more
details, see page 29.

www.games-workshop.com 21
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DESIGN NOTES

- Design Notes

The brand new Warhammer 40,000 rulebook is here and with 1t

comes a whole host of new rules, background and hobby information.
Andy Hall gets two of its writers to divulge some of the book’s secrets.

s with all new releases, especially

something as special as a new

edition of Warhammer 40,000, there
are loads of people involved and the
Studio becomes a frantic hive of activity
the closer we get to release. Unfortunately
if we were to talk to everyone involved,
White Dwarf would have to be as big as
the new rulebook itself. So, to make sure
we remain a news-stand-friendly size,
we've picked two of this edition’s most
prominent writers.
One is veteran
Games Developer
Alessio Cavatore,
who is largely
responsible for the
new rules, and the
other is Mat Ward,
who oversaw the new background section.

“Quite simply, we were trying to create

the best background section ever,” begins
Mat. “We have gone for a slightly different
take this time over. Before we've tended to
concentrate on events that have happened
in the past to the exclusion of what is
actually happening in the current 40K
timeline. The Horus Heresy is the obvious
example; we could have written pages and
pages on it — and it is still mentioned — but

T . P
ok T i
T L‘ -

“Quite simply, we were
trying to create the best
background section ever.”

we now have a whole range of novels that
cover that ground. Instead, we've used the
space to really get into the detail of the
galaxy in its current state. There are events
that have occurred in the last 250 years or
are happening still that are just as
important as things that happened ten
thousand years ago — the arrival of the
Tyranids and the awakening of the Necrons
are just two such examples. This means
that we can give new players a
comprehensive
grounding in the
history of the
Imperium and the
galaxy, as well as
providing loads of
fresh material for
existing and veteran
gamers who love reading new stuff.”
These recent events have been focused
on more and more, to the extent that it
became clear that humanity was entering a
new age. The Age of Imperium was never a
nice place, but there was still a collective
belief by the Emperor’s subjects that
humanity would always endure. However,
the galaxy is becoming an increasingly
hostile place, a bleak fastness that (no
doubt, heretical) historians are calling the

~~J “The galaxy is becoming an

increasingly hostile place.”
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INSIDE THE
RULEBOOK

WARHAMMER

/40000

Inside the glorious new
Warhammer 40,000
rulebook you'll find over
300 pages of pure gaming
goodness, including:

@ The Rules

Written with clarity in
mind, these rules form
the basis of the most

exciting, fun and

dramatic edition of the

game yet,

@ Dark Millennium
The best background
section we've ever
produced, explaining why
Mankind teeters on the
brink of extinction. And
it’s all in full colour, too.

@ The Hobby

Full-colour section with

pages of ideas on

collecting and painting
your armies, playing
campaigns and creating

your own amazing
battlefields.

Reference

A comprehensive list of
all troop type profiles,
plus all the key tables and
charts that you’ll need

during a battle.
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The picture above, and others like
it throughout this article, are just a
few of John Blanche’s concept
drawings. John's designs are key to
the dark vision of Warhammer
40,000. You can read more about
the art process on page 4.2.

Hobby Lore

In addition to the new rules and background, the hobby section of this new book is
packed with information for gamers old and new. This section shows how to collect an
army, invent missions, play campaigns, and generally indulge in every facet of the hobby.
Andy Hoare was the man behind the splendid hobby section, so we grabbed him to find

Time of Ending, an age that began with the
invasion of Tyran — the Imperium’s first
fateful encounter with the Tyranids.

“Because we've added so much to the
‘current era’,” continues Mat, “it has
allowed us to do something that hasn't
been possible in the past and that’s actually
develop timelines of the history of the 40K
setting. S0 we’ve done three, each dealing
with a different period of time: one dealing
with the different Ages of Humanity, one
further defining the Age of the Imperium,
and an even more detailed section
describing events from the past 250 years,
a period we're calling the Time of Ending,
as the galaxy stands on the cusp of
oblivion. A lot of the events we describe
here cross-reference with things mentioned
in the Codexes, and that’s something you'll
see more and more, giving you an
interweaving series of storylines that you
can dip in and out of.”

And it's not just servants of the
Imperium that dominate the background
section: all of the other races get their time
in the spotlight as well. “Whilst | planned
the background section, all of the Games
Development team contributed to it so you
get a good spread of styles and material.
We also took a cue from Apocalypse and
so the way we present the information
varies greatly from race to race,” says Mat.
When you open up the background section
it's easy to see what Mat means. Each race
has its own section, not only describing the
history and background to the race, but

out why it's such an important part of the book.

“Lead by example - that was the mantra | used when writing the new hobby section,”

also featuring double page spreads packed
with intricate details and large
diagrammatic pictures that you could
easily spend an age poring over, such as a
star chart depicting the progress of a
Waaagh! across a system. The whole
background section is in sumptuous colour
as well. “It's not just the words that make
this the best background section we've
ever done. It's in full colour and the artists
have surpassed themselves with some great
pieces. My personal favourite has to be
Paul Dainton’s painting of the Port of Lost
Souls, the gateway to Commorragh,”
concludes Mat. Turn to page 42 to see just
some of the new art, or page 32 to see the
fantastic new galaxy map.

A New Way to Play

Alessio Cavatore started working for
Games Workshop as a humble translator,
taking the words written by Rick Priestley
and Jervis Johnson and translating them
into Italian. Ten years later it's Alessio’s
words that are being translated around the
globe, as he is lead rules writer for this
edition, as he was for the current — 7th —
edition of Warhammer. But while the two
projects may sound quite similar (in that
you're writing an updated rules set for an
established game) they were actually very
different. “Warhammer from 6th to 7th
edition was a nip and tuck; the game was
already neat and clean, it just needed a
few tweaks,” says Alessio. “The difference
between 40K 4th to 5th edition is greater.
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states Andy. “What I've tried to do with the hobby section is pack it with cool stuff and
advice and then give rock solid examples of each. A good case in point is explaining how
to invent new missions. Not only do we advise how to do it, but then we illustrate it with
the ‘Yarrick’s Stand’ scenario, based around a nice little background extract, which we

then turn into a simple scenario.”

Another important point about the hobby section is how it caters for
hobbyists of all levels. So the terrain section, for example, builds up from

showing you how to set up terrain kits, to making cool little objective

markers, all the way up to the awesome custom terrain that will have
expert modellers reaching for their tool kits.
“The campaign section follows this format as well”, says Andy,
“starting with a small, six-scenario set of games, which we then play
through and report on, before guiding you through to more
complex stuff like the good old map-bhased campaign.”

24 WHITE DWARF DESIGN NOTES

Here vou can see just a few
elements from the hobby
section of the book. There’s a
campaign map (above) and a
variety of scratch-built
objective markers (left) that
vou can easily make and use
in vour own games.




“This is a period we’re calling the
Time of Ending, as the galaxy
stands on the cusp of oblivion”

TRUE LINE OF SIGHT
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One of the most prominent changes is how line of sight now works. Basically, if you can see it,
you can shoot it! In most cases it will be obvious what targets a model can see. If not, players
need to stoop down over the table to get a “model’s eye view”. Of course, this method does
mean that there are occasionally border-line cases when it is quite hard to decide if a model can
see a target or not, but sporting players will always be generous and give their opponent the
benefit of the doubt.

In the photo above the Chaos Space Marines are visible through the windows. It’s now
irrelevant how far into the area terrain they have been placed. The rule is simple: if you can get
a model’s eye view of the target then you can shoot it.

www.games-workshop.com 25
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“When you are

deciding if a

model can see a
target, there’s
only one rule: get

down to the

model’s point of
view and look.”
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Desiqgn Notes

We've gone for a much bolder, more
radical approach and have even changed
some fundamentals because, frankly, we
needed to. That’s not to say it's a different
game, it's still very much Warhammer
40,000, but we've tried to make sure the
rules system doesn’t get in the way of
having great battles.”

Alessio’s not one for mincing words, so
when he mentions bold changes, there's no
doubt he means it. Most of all I’'m intrigued
by his comment about not letting the game
system get in the way — what does he
mean by that? “We've taken out as much
abstraction as we can. The very nature of a
tabletop wargame means that there will
always be a certain amount, but an over-
reliance on it can needlessly distance you
from the miniatures you're gaming with.
After all, 40K is a game about playing with
your lovingly painted models, not gaming

with counters.” The place where this is
most evident is in the Shooting phase,
which has seen the lion’s share of changes,
while movement remains largely
unaffected. The line of sight rules in the
Shooting phase are one of the largest and
most obvious changes to how the game
now works. “In this version of 40K, line of
sight is real,” states Alessio. “We work
purely on the model’s eye view. When you
are deciding whether a model can see a
target, there’s only one rule: get down to
the model’s point of view and look. Only
one exception comes to mind — the
members of your own squad are
‘transparent’ so they will never block your
line of sight, as they are assumed to be
trained to cover each other, take the best
positions and generally not get in each
other’s way during a battle.” While on the
face of it this may sound like a simple
change, it does fundamentally alter how
the game plays and feels. Before, you had
a distant, god-like perspective. Now you
are firing the gun, because you have to get
down to the miniature’s plane; it's more
dramatic. “It does change the perception of
the game. Instead of being above the
action, you're right in it,” agrees Alessio.
Playing a game with the new line of
sight rules, you soon realise that there’s
more shooting than before. With no terrain
abstraction or size categories, las-beams
and bolt shells fly through the air more
furiously than ever, but the game remains
balanced and you'll still find, in most
cases, that there are models left on the

TAKING CASUALTIES
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As always, models in a unit that share the same equipment, profile and rules are removed as
casualties chosen by the player who owns the unit, but it’s always been more complicated when
a squad consists of different types of models. Casualty removal in these complex units has been
simplified so you don’t have to track excess wounds, and so on.

Now the player must allocate one wound to each model in the target unit before he can
allocate a second wound to the same model. The player then allocates a second wound, again
going through the whole unit before he allocates a third, and so on. The clearest way to do this
is to literally place the wounding dice by each model in turn until you have run out. Now pick
up all the dice from the models that are identical and roll their saves. Then roll the saves for the
individual models with different weapons, saves or profiles.

In the example above, the Chaos Space Marine squad has come under heavy fire and has
taken eight wounds. The Chaos Space Marine player has to allocate a wound to each member of
the squad, as indicated by the white dice. He then allocates each of the three remaining hits
onto the Chaos Space Marines with bolters (shown by the red dice) thereby increasing the
chances of the Aspiring Champion and plasma gunner surviving.




table in the later stages of the game. “To
compensate for the increase in shooting,
I've improved cover saves, both in terms of
who gets them and the protection they
offer. Now, more often than not, a cover
save will confer a 44 save. More

drastically, shooting through intervening
squads, whether friend or foe,

automatically awards the target a 4+ cover
save. There's also a new rule called “going
to ground”, that even a target in the open
can take advantage of. A squad that has
been shot at can declare they are going to
ground and increase their cover save by
+1. If they are in the open they gain a 6+
cover save, representing them hugging the
ground for all they’re worth!”

The new line of sight rules are far from
the only change to the game, so | ask
Alessio what else is new. “Another big
change in the Shooting phase is that all
units of infantry can now run,” he replies.
It works just like the fleet rule — you can't
shoot but can move an extra D6".” What
about troops who still have the fleet ability,
surely they've lost out now that every grunt
can run about in the Shooting phase? “The
key difference, and it's a big one, is that
troops with fleet of foot can still assault in
the Assault phase. Troops that simply run
cannot,” answers Alessio.

Getting Up Close
It's not just the Shooting phase that has had
a bit of an overhaul. The Assault phase
didn’t escape Alessio’s scrutiny either.

“Assaulting has been made simpler, less

'SNEAKY TRICKS

exploitative and more brutal.” Moving into
assault works pretty much as it did before,
but your opponent now moves unengaged
models 6" towards the combat, very similar
to a Pile In move, before any combat takes
place, meaning there are more attacks in
the average combat, and so it's far fiercer.
“Crucially,” continues Alessio, “all models
that are locked in combat before the fight
is resolved can participate. This means that
the tactical casualty removal that plagued
the 4th edition of the game no longer
works; your power fist guy will now always
get to fight. If your opponent doesn’t want
to get hit by a power fist, then he’s going to
have to slay him, he can’t stop him through
sneaky tactics.”
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An Ultramarines Company
Champion - fearsome in combat.

“Assaulting has
been made
simpler, less
exploitative and
more brutal.”

One of the banes of close combat squads in the previous edition was the way that casualties
could be removed during assaults. Called Tactical Casualty Removal in certain circles, this often
led to canny players deliberately choosing casualties in contact or close to powerfully armed
models, such as characters with a low Initiative, who could not fight when it was their turn to
strike. Although this was a sensible, viable tactic in 4th edition, we found it very “gamey” and
counter-intuitive. To remedy this, the assault rules have now been tweaked so that all models
that can fight at the start of the combat will get to try and land a blow even if there’s no one in
front of them when it’s their turn to strike, assuming of course, that they're still alive.

If the example above was from a 4th edition game, the Space Marine Sergeant with powerfist
(A) would be unable to fight in the assault because the Ork player has removed three Ork
casualties, leaving no opponents for him to attack. However, in the new edition he can still
participate in this combat as he was engaged with an enemy model at the start of the assault.

An Ork Nob with power klaw —
he'll get to use it more often now.
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“Providing he’s still alive, your power
fist guy will now always get to fight!”

SELECTING

MISSIONS

Missions are randomly

chosen by first selecting a

mission from the
following three:

1. Seize Ground

A multi-objective free for
all, with lots of
movement, capturing and
recapturing objectives.

2. Capture

and Control

Both sides are trying to
capture the enemy base
while simultaneously
defending their own.

3. Annihilation

Pretty obvious from the
title — wipe out the
enemy force.

Once you have your
mission, a deployment
type is selected:

1. Pitched Battle

A classic style of
engagement, familiar to
Warhammer players and
veterans of previous
editions of 40K.

2. Spearhead

Both armies are trying to
outflank one another in a
welcome return for table
quarter deployment.

3. Dawn of War

An escalating engagement

that sees players deploy
scouting units deep into
their table half before the
sun has fully risen.

28 WHITE DWARF DESIGN NOTES

Now, | don’t mind admitting that
combat resolution in 40K, especially in the
last edition, used to flummox me - there
was a bit too much maths for this simple
writer to attempt in the heat of combat.
Luckily the design team agreed with this
sentiment. “Combat resolution is much
simpler and more of an absolute,” says
Alessio. “There are no more ratios to deal
with, or models that count as multiple
models, and so on. If you lose by three
casualties you take a Morale check at -3,
it's as simple as that.”

Another assault change worthy of note
Is that consolidating squads can no longer
move into combat.
“That’s definitely one
to cheer up Imperial
Guard and Tau
players,” says
Alessio. “We didn't
think these ‘back
door’ assaults were
fair. It was weighted too much towards fast
moving assault troops. This way ‘shootier’
armies will get another round of firing, if
they are deployed well enough.”

Vehicles in Warhammer 40,000 always
seem to come under scrutiny when there's
a new edition and in this version of 40K it's
no different. Vehicles have had their fair
share of tweaks but, like a lot of changes,
the aim has been to make them simpler to
use. The most noticeable change has
undeniably been inspired by Apocalypse.
“Well, it was more like Apocalypse was the
test bed for what we had in mind for 40K.
So you no longer have three separate
vehicle damage tables to remember,” states
Alessio, as | breath a sigh of relief — I'm
one of those players who could never
remember them (Hall, you can barely
remember to come to work in the morning!
— Ed). "As a consequence of having only
one table, there are only two results where
a vehicle is destroyed. This makes vehicles
more resilient as they've gone from a 50%

“When assaulting vehicles
you now always use the
rear armour value.”

VEHICLE DAMAGE

D6 RESULT

1 or less Crew — Shaken

2 Crew — Stunned

3 Weapon Destroyed

1 Immaobilised

5 Destroyed — Wrecked
6 or more Destroyed — Explodes
Modifiers:

Glancing hit -2
Hit by ‘AP-" weapon -1
Hit by ‘AP1" weapon +1
Target is open-topped +1
Vehicle damage is now calculated on just
one table with a few modifiers.

chance of being destroyed on a penetrating
hit to a 33% chance. Normally, the highest
you can get from a glancing hit is a 4 on
the table, which means most glancing hits
will only immobilise a vehicle. Conversely,
infantry attacking a vehicle, just like in real
lite, are very dangerous as they drop
grenades in through hatches or fire shots
directly into vision slits. So we've made
that more deadly,
meaning that when
assaulting vehicles
you now always use
the vehicle's rear
armour value.”

There are
numerous other less
significant changes to vehicles as well, two
of which have always been bugbears of
Alessio’s. “Dedicated transports can now
carry any squad, I've always found the rule
confining them to the parent squad
needlessly restrictive. You can also ram
with vehicles now. This came out of a
White Dwarf battle report | was playing
against Gav, in which | found it really
frustrating that my Chaos Space Marine
Vindicator with a heavy dozer blade
couldn’t smash aside an immobilised
Sentinel — well now it can!

Missions Matter

It's strange that we've yet to come to the
most wide-ranging change to the game
system, but that's because its not in the
Movement, Shooting or even the Assault
phase; it's in mission selection. “We've
totally scrapped the old system and
introduced a brand new one. The new
missions have more variety. You had five
standard missions before; now you have




three mission types and three deployment
types, giving you nine possible
combinations of game scenarios. Two of
the mission types revolve around capturing
objectives. Now, the important point is that
only squads selected from the Troops
section of the army list count as scoring
units and so can retain objectives for the
~ purposes of the victory conditions. We've
done this for two reasons. Firstly it's a very
realistic take on warfare, where specialist
squads would go in and eliminate
resistance around a strategic point and then
place it in the hands of
the grunts — the squads
that form the bulk of the
force. The elite troops
don't hold objectives,
they move on to capture
the next one. From a
gaming perspective this
puts some emphasis on
Troops again, which have been seen as a
necessary evil rather than a useful
component in their own right.”

You can, of course, carry on taking
your minimum requirement of Troops but
with two thirds of the missions (and don’t
forget you randomly choose the mission
type after you've selected your force)
involving holding objectives, it is a risky
ploy. “By the same token,” adds Alessio,
“taking an army consisting entirely of Troop
choices is not a game winning formula
either. Many playtesters tried this and soon
found that their forces lacked punch. What
the new system does is encourage and
reward balanced forces.”

As you'll have gathered from reading
through this, the 5th edition of 40K is more

“You have to make the
game work for you,
your opponent and the
story you're creating.”

than a handful of tweaks and a few
cosmetic changes. There’s no doubt its still
Warhammer 40,000, but it does play as a
different beast — albeit a more handsome,
streamlined beast. “It's a far more intuitive
system,” Alessio agrees. “It came from a
need for realism. Players were not playing
the game as written. In our stores, in their
homes and at clubs, people were playing
in a far more intuitive way. If they could
see an enemy model standing in the
window of a building, they'd try and send
a krak missile into him. So the game
system needed to catch
up with the hobbyists,
so to speak. But to make
this work we assume
gamers will play in a
friendly way. This game
requires you to play
with a gracious,
cooperative spirit. You
have to make the game work for you, your
opponent and the story you're creating. It
s a move away from the ultra-competitive
style that has become more prevalent in
40K over the recent years. But let's not
forget its roots are in Rogue Trader, which
actually required you to have a games
master. As well as this, the emphasis on
Troops and capturing objectives changes
the way you think and compose your army
lists — again, making for a more realistic,
fairer game. And with the new line of sight
rules, like | said earlier, the whole
perception of how you play your games
has changed. You no longer stand aloof
above proceedings; you get involved at a
model’s eye level, participating in every
shot fired. It works, but above all it is fun.”

GAMING

ACCESSORIES

Made especially for the
new version of 40K, the
plastic counter set has
everything you'll need to
jog your memory during
a battle.
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or heavy weapon
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Smake
@@w M
Wound Objective
markers marker

Night
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The series of Warhammer 40,000
Expansions provide you with new rules,
background, ideas and information for
playing your games in different ways.
There are currently two Expansions
available — Apocalypse and Cities of Death.

WARHAMMER

-

Apocalypse allows vou to
field all vour infantry, alf
vour tanks, all your special
characters — literally vour
entire collection.

el e
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pocalypse is the game of gigantic battles,

featuring hundreds of models, towering war

engines, loads of vehicles, and blast templates
the size of dinner plates! In 5th edition, Apocalypse
plays just as well as it always did. In fact, you'll find
massed infantry combats easier to resolve and tanks
won't be quite the super-heavy fodder they have
been in the past. The redefinition of what counts as g M F O R
a scoring unit is the most obvious change to playing S R S giute o St maseath

| an Apocalypse battle and will no doubt affect how ey e - = :
people build their armies — will they go with more
legendary units and special formations, or take loads
more Troops? One of the great joys of Apocalypse is
that it was designed with friendly, cooperative play

! in mind. This means that rules disputes are easily =" ey
solved, leaving all the participants focussed on the S i
most important part of the game — having fun! R
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he whole character of city-fighting in

Warhammer 40,000 has changed for the better

with the advent of 5th edition. The new line of
sight rules, coupled with the dense terrain in a Cities
of Death battle, makes for a fantastic game, as
windows, doorways, crevices and alcoves can all
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WHAT ABOUT
MY CODEX?

el o A

\ WARHAMMER 7
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CHADS DAEMONS

A question always asked
by hobbyists when we
update our games
systems, especially when
there are big changes to
the game, is how does
this affect existing
Codexes? The good news
is that all Codexes are
completely compatible
with Warhammer 40,000
5th edition.

potentially hide a sniper or a flamer, where before it
was all classed as area terrain. In a way, the Cities of
Death rules have come of age, as many of the new
rules of 5th edition, such as the emphasis on infantry,
were first seen in this Expansion, while the missions
add a new dimension to your games.
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blood and ancient enemies appear from the

darkness. Sensing weakness thqr gather for the

kill. They know as we know that night
approaches and all mortal life shall be
extinguished. We know, as thc}r cannot, that

there shall be a new dawn and a new day when

we will rise and th:}' will be driven into the
darkness forever.
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fading, yet Mankind shall not pass quietly into damnation.”

Taggarath, the Seer of
Corrinto, proclaims the
approach of the End Times.
He prophesises a time of
unprecedented upheaval, in

which even the light of the
Emperor is swallowed in
darkness. Taggarath is swiftly
executed for heresy.

The Tyranids enter the galaxy and the
Tyrannic Wars begin. Hive Fleet Behemoth
destroys the Imperium-held Tyran and
Thandros systems. Later that year, Hive Fleet
Behemoth descends upon the realm of
Ultramar, laying waste to several planets and

decimating the Ultramarines. The threat of
Hive Fleet Behemoth is finally ended under
the guns of two entire Imperial battlefleets.
Imperial commanders across the Ultima
Segmentum look at their borders with
increasing unease.
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CRAFTWORLD IYANDEN

Eldar Craftworld, last sighted 992.M41 K Eldar

Runeform
‘The Shrine
of Asuryan’

The nomadic remnants of the Eldar race ply the stars in Craftworlds; not
spacecraft, so much as gigantic space-borne cities. Some xenoscholars believe
that the Craftworlds themselves possess a gestalt consciousness comprised of
the ghosts of fallen Eldar who once lived upon them. As with all Eldar craft, they
are just as likely to attack Imperial forces as they are to come to their aid.
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Eldrad Ulthran, Farseer of
Ulthwé, foresees an
Imperial explorator fleet
unwittingly awakening a
Necron tomb complex on
the dead world of
Maedrax. Striking swiftly,
the Eldar destroy the
Imperial ships before
descending on Maedrax to
purge the Necron
presence. As the Eldar
withdraw, they are
brought into conflict with
Space Marines of the
Blood Angels Chapter.

783.M41
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THE GRENDL STARS
Constellation on far Eastern Fringe
once known as the Wings of
Sanguinius. Now known to harbour
the hyper-violent Barghesi. Avoid
.| atall costs.

30021, -

Anomaly ‘Hadex” ++Unclassificd++

SPATIAL ANOMALY ‘HADEX'
The ‘red hole’ known as Hadex is
uncategorisable and possibly
even sentient. It is believed that
it constantly spews time from
other dimensions into the |
southern spiral arm of our own |
galaxy, thereby distorting all
attempts to monitor or control
it. The outer rim of Hadex is
dotted with ghost ships, trapped
in a kind of stasis from which
there can be no release.

The Siege of Zalathras.
Marneus Calgar,
Chapter Master of the
Ultramarines, holds the
gate alone against the
greenskin horde for a
night and a day.

An unprecedented
flicker in the
Astronomican throws
thousands of ships off
course, dooming them
to destruction in the
depths of the Warp.

The Saint Cyllia
Massacre. The
Adamant Fury Titan
Legion turn away
from the Emperor

and fall to Chaos. see e

They turn their guns
on loyalist regiments
of the Planetary

Defence Force before
making their escape.
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Rick Priestley — It's all his
fault. Without Rick’s
intervention we may have
found ourselves in other
hobbies, like fishing or
ping-pong (shudder).

Jervis Johnson — He
spends his days pondering
the hobby and getting
pestered by the White
Dwarf team for the latest
Standard Bearer article.

- Clagsic Desiqn otes

A few issues back we coaxed our senior designers into talking about
Warhammer. Well, we've done it again! Andy Hall braved their wrath
to unearth the glorious history of Warhammer 40,000.

Designers can smell fear. And so | put

on a brave face as | entered Rick’s office
one bright Thursday morning, knowing that
if | showed a weakness, they'd all pounce
on me like a pack of jackals. Luckily, all
four designers were in good spirits, so
taking advantage of the situation | quickly
turned on the Dictaphone and set to work
by asking Rick how Warhammer 40,000
came to be, and why exactly it started life
under the title of Rogue Trader.

I t's a well-known fact that senior Games

Rick: Rogue Trader started as a spaceship
combat game that Bryan Ansell, as head of
Citadel Miniatures, had commissioned me
to design. It was to go with a range of
spaceships that I'd made before | joined
Games Workshop in 1981. One of the
understandings of me joining the company
was that I'd put that game into production.
| remember there was a human spaceship,
an Orc ship and an Elf vessel.

Gav: So even at that point you were
thinking about juxtaposing fantasy
creatures into space?

Rick: Yes, very much — fantasy archetypes
in a science fiction setting, although that
got shelved as we started to do
Warhammer. But even as we were writing
Warhammer we began adding futuristic
elements into it. So a lot of the original

Warhammer scenarios had quite a bit of
pseudo-science fiction in there. A lot of the
early compendiums and journals we
published had rules for bolters and lasguns
in. So that's kind of the seminal point
where Warhammer 40,000 began.

Alessio: | know the Laserburn game is often
mentioned when people talk about the
history of 40K.

Rick: People often mention Laserburn in
the context of 40K, but this is clearly the
case of a little knowledge being a very
misleading thing! Bryan [Ansell] wrote a
game called Laserburn in the very early
80s. It was a decimal based system so had
nothing to do with 40K. It certainly wasn't
the “precursor” to Rogue Trader as some
hoary old myths claim. The only
similarities were a couple of the naming
conventions, which we used again because
we produced an existing sci-fi range —
Citadel Space Farers — which we wanted to
re-use for Rogue Trader.

Gav: | know that you'd already written a
couple of sci-fi games before you joined
Games Workshop.

Rick: Yeah, there was Combat 3000 in the
late 70s and Imperial Commander a bit
later, both written along with Richard
Halliwell, and have a far closer ancestry to
40K than Laserburn ever did — primarily
because they shared the same author!

The fortress-convent Sanctuary 101, and
all Sisters of Battle within, is destroyed by
the Necrons. There are no survivors and

tangibl th trators. -
Jew tangible proofs of the perpetrator. The Vaxhallian

genocides. In less than
a month, Chaos
renegades, known as

| the Purge, slaughter
fourteen billion
Imperial citizens.

Lugft Huron, master of the Astral Claws
chapter, declares himself the Tyrant of

Badab and announces the system’s
secession from the Imperium. Eleven years
of inter-system war follows, wreaking
havoc on shipping lanes and embroiling
more than a dozen Space Marine
Chapters. Huron is eventually defeated,
but escapes into the Maelstrom.




Jervis: | think the important point about
40K's early days was just how long it took
to get published. | remember that there was
a belief that science fiction tabletop
wargaming just wouldn't sell and it was
only through Rick being stubborn that we
saw the first version of Warhammer 40,000
at all.

Rick: Well I'd originally joined Games
Workshop to do a sci-fi game, so after a

few years of Warhammer writing | did put
my foot down, insisting that my next

project should be 40K, or Rogue Trader as
it was just called then.
Jervis: Bryan wanted

it to share the
Warhammer name
with Fantasy Battle so
he came up with
“Warhammer 4000.”
Rick: | added an extra
zero to make it feel
that it was happening
so far into the future
there would be no connection with the
present. Interestingly, the Rogue Trader
name was kept for the first edition because
in the early days we had a bizarre

tendency to advertise products before we'd
even made them, so people had known
that Rogue Trader was coming for years.
Jervis: Every show we'd attend, the first
thing people would ask would be when
Rogue Trader was going to be released. So
we added the sub-title, as we had to call
something Rogue Trader eventually!

“It was only through Rick
being stubborn that we
saw the first version of
Warhammer 40,000 at all.”

was a reluctance to produce a science
fiction wargame at first. However, as the

book began to take shape everyone quickly

realised we had a hit on our hands. Of
course, by then it had mutated from a
spaceship game, to a roleplaying game,
and then into a wargame. Even so, there
was a palpable sense of something cool
and new being created, both within the
company and outside it.

Gav: | do remember that when | got my
first copy | couldn’t wait to get home and
bury my head in the book. There’s nothing

quite like reading the

40K background for
the first time,
although it’s not as

fully formed as

more of that came
later in books like
Chapter Approved.:
the First Book of the Astronomican, and
issues of White Dwarf.

Rick: Everyone assumes there was a great
plan for how the background took shape,
but it didn’t come about until | had written
the game up. It simply came out as | wrote
it sat at my keyboard. People think of the
background in Rogue Trader as being dark,
gritty and nihilistic, but no one remembers
all the jokes! | packed in as many as |

could — you’ve got QOgryns that only talk in
two syllables “dib, dib, dob, dob,”

Waaagh! Ghazghkull descends upon Armageddon.
The Orks are defeated only by the extreme
stubbornness of the defenders and the combined
might of three Space Marine Chapters. Thought dead
by his foes, Ghazghkull himself escapes into space.
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Commissar Yarrick, hero of
the Battle for Armageddon,
hears rumours that the Ork
Warlord Ghazghkull still
lives. Leaving retirement,
Yarrick sets off in pursuit of
his nemesis, vowing to bring
Ghazghkull to justice.

Rick: Anyway, there’s no denying that there

comprehensive or as

people imagine, a lot

Gav Thorpe — Since this
interview Gav has sadly
left the company to
become a Freebooter. But
don’t worry, because he’ll
be back next issue (and
beyond) to talk about
Dark Elves.

Alessio Cavatore — The
rules-smith behind the
latest edition. He
vehemently denies all
claims that he tailored the
rules to benefit his all-
power fist-armed Space
Marine assault army.

R

The Ultramarines clash with
a Tau expeditionary fleet for
control of the cursed planet
of Malbede. When the
conflict awakens the Necron
tombs hidden on Malbede,
the Ultramarines and the Tau
join forces to defeat the
emerging Necrons. In the
wake of the battle, Marneus
Calgar initiates Exterminatus
on Malbede, but generously
allows the Tau to evacuate
before the planet is
completely destroyed.
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The game that brought science
fiction wargaming to the
masses and its legacy still lives
on. Rogue Trader was first
presented as a 290-page
hardback book stuffed to the
gills with the mad writings of
Rick’s fevered imagination — it's
a seminal piece of work.
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The first version of the game
that came in a box. You got 20
Space Marines, 20 Orks and
40 Gretchin. The rules were
divided into three slim volumes
— the Rulebook, the Wargear
Book and Codex Imperialis,
which presented a fully
updated game background.

creatures called Ptera-squirrels, and | don't
think we could get away with writing the
description we used for Ratlings anymore!
Jervis: The realisation that it was special
dawned on us quite early, as we made
some massive investments for the size of
the company at the time and looking back
it was quite risky. The RTBO1 Space Marine
frame was released, and we were already
working on the first Land Raider kit before
the book was published.

Alessio: Loads of gamers remember the first
plastic Space Marines with fondness.

Rick: Aly Morrison
and Jes Goodwin
designed the first
Space Marine frame.
We'd used fantasy
archetypes and Space
Marines were no
different, being
inspired by Chaos
Warriors. You can see
the lineage even now — stocky, broad and
covered in armour with large shoulder
pauldrons.

Jervis: The Space Marine, Rhino and Land
Raider kits were a gamble, but served us
well. The Rhino of course, and to a lesser
extent the Land Raider, remained in service
right into the 2nd edition.

Gav: Ahh, 2nd edition. | joined shortly
after its release and did lots of
development work on it in my early years
so I've definitely got a soft spot for it.

Rick: It was a very timely change. By that
point Rogue Trader was strewn across
numerous supplements and it was all a bit
of a mess.

Jervis: It was indomitable. Rogue Trader in
its later years was next to impossible to get
into so something had to be done.

Rick: We'd launched the first boxed
Warhammer in the previous year, and that
had completely reinvigorated the game. 50
it wasn't too much of a stretch to do

The plagueship Terminus Est
is reported in the Cando
system. The Zombie Plague
sweeps across the system in
the following months.

Raiders from Ulthwé
Craftworld strike at
Cadian holdings on
Aurent, only to be utterly
defeated through the
genius of Lord Castellan
Ursarkar Creed.

“People think of the
background in Rogue
Trader as being dark, gritty
and nihilistic, but no one
remembers all the jokes!”

exactly the same for 40K; gather all the
rules up, simplify a few, and put them all
in one place inside a box full of plastic
Space Marines and Orks. | think the largest
change was to the background itself. By
that point we’d defined a lot of it but, like
the rules, it was scattered over various
publications, so | basically rewrote it and
updated it along with Andy Chambers.
Andy, of course, became synonymous with
40K from that point on.

Gav: The other thing that changed was
how the army lists were presented and,
although the core
rules were similar to
the 1st edition, how
you actually played
the game changed
quite dramatically.
Jervis: That's a good
point. If you look at
Rogue Trader, the
perception was of a
gsame that ran with a games master and
was really quite skirmishy. What happened
as the game developed, and it wasn't
planned, was that we started creating army
lists. So the game evolved and changed
within that edition. By the end of that
period it had turned into a battle game.
Alessio: 2nd edition then followed
Warhammer quite closely at that point. It
was the first time you got army books, a
large supplement came out a few months
after, and even the psychic system was
very similar to the magic cards that you
had in Warhammer at the time.

Gav: Yes, the Psychic phase was the same,
with a few subtle changes, to the
Warhammer Magic phase, but that meant it
also suffered from its weaknesses as well. It
seemed to exist as a sub-game within a
battle, rather than interacting with the
models on the tabletop. It also wasn't very
foreign-language friendly.

Jervis: Strangely, we realised this far sooner

The Tau Empire begins a
third phase of expansion.
They capture several
Imperial worlds on the
Eastern Fringe and show no
sign of slowing.

The twin tendrils of Hive Fleet
Leviathan strike at the
underbelly of the Imperium,
cutting a swathe of destruction
through Segmentums
Tempestus, Ultima and Solar.




for 40K than we did in Warhammer. So the
3rd edition completely scrapped a separate
Psychic phase, while Warhammer made it
to a whole a new edition with the card
system intact.

Gav: 3rd edition was another drastic
change, but then 2nd edition, like Rogue
Trader, had already had a long shelf life.

. Rick: The battles being fought were getting
larger, too big for the rules to cope with.
The combat system for instance, which |
still think is very elegant, while perfect for
skirmish systems like Necromunda, really
struggled in the mass assaults happening in
40K. So it was a big change, so big, in fact,
we had to start all the Codexes again.
Jervis: More important than the changes in
the combat system or shooting was how
army lists and army selection worked. This
was the first time we'd used army list

“slots” and categories (Troops, HQ, Elites,
and so on), a design mechanic that would
later flow over into Warhammer with Core,
Special and Rare selections.

Gav: The early 3rd edition Codexes

weren't all that popular — although we'd
followed the brief that was given to us,
might | add!

Jervis: The idea was to get them to work
harder and faster; they were smaller and
therefore cheaper for hobbyists to buy and
we could produce five or six in a year, so
they did have their advantages. We

realised, though, that gamers were less
worried about price and more concerned
with the page count.

Gav: We did a lot of stuff in 3rd edition

that was very exciting. We introduced three
new races — Dark Eldar, Tau and Necrons —
the earliest campaign Codex got released

in the form of Armageddon, and we

released the first in what we'd later term
Expansions, called Cityfight.

Jervis: It's 4th edition where the Expansions
really took hold, and with two more

already in development | can’t see them

stopping any time soon.

Rick: The important thing about 4th edition
wasn’t the rules changes, which really
were a tidying up exercise, but the concept
of the two different-sized rulebooks, it was
the first time we had rules for a game
system in two different formats. That was
quite controversial at the time, the original
idea being that the small book you got in
the Macragge box set was going to be a
“rules-lite” affair. Well, | had to put my foot
down once again and made sure the
complete rules set was included, knowing
it would be a great gaming aid for players.
It's something that's now so much a part of
the way we do things that there wasn’t any
doubt the new edition would follow the
same format.

Gav: But unlike 4th edition, the new
version of the game is far more than just a
tidy up...

Jervis: | compare the change to going from
1st to 2nd. It really has reinvigorated
playing 40K, not just for me but everybody
who has playtested it. I've never seen the
Studio gaming tables so busy; you have to
book a space in the gaming area over a
week in advance now.

Alessio: This edition, along with the recent
Expansions like Apocalypse — which plays
brilliantly in 5th edition — makes
Warhammer 40,000 the healthiest it has
ever been.

Rick: The most exciting thing for me is
looking at the new Assault on Black Reach
box set; the sheer amount of models you
get Is staggering.

Alessio: Going forwards, the plan is more
Expansions showing you different ways of
playing 40K and larger, cooler Codexes.
Rick: Yes, | think it's about time the Dark
Eldar, Space Wolves and a few others had
their turn in the spotlight again. And with
the ability to make kits the size and scale
of the Baneblade, | can only see things
getting better and better.

} \HmeEl§Jh?ﬂEﬂa.ln'

_-ADODD -

The 3rd edition had rules
tailored to even larger
encounters. The rules were put
into one large tome, which vou
could purchase separately or as
part of the boxed game, which
was once again crammed full
of Space Marines and a new
race, Dark Eldar.

This version of the game
introduced rules in two
formats, a large hardback book
for vour bookshelf and a handy
pocket version for use in-game.
The Battle for Macragge boxed
game came with Space
Marines, Tyranids and a
crashed shuttle to fight over.

Ghazghkull returns to Armageddon at the
head of a new, even greater, Waaagh!
Imperial commanders, having learnt from the
previous invasion, do not hesitate to commit
ever greater numbers of troops to this new
battle for Armageddon. Several months into

. the siege, Ghazghkull grows bored with the

| grinding stalemate and, leaving his generals
o continue the fight, begins the conquest of
nearby worlds. Upon learning of the
Warlord’s departure, Commissar Yarrick joins
a Black Templars crusade to finally end the
menace of Ghazghkull.

998.M41

The light of the

Astronomican grows

dimmer. Contact is lost
with Ultima Macharia,
and is intermittent at
best with Macragge and
Cypra Mundi.

Tech Priests of the
Adeptus Mechanicus
discover failures in the
mechanisms of the

Golden Throne that are

far beyond their ability
to repair.
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The new rulebook is jnst the beginning nf our plans for Warhammer
40,000. The Studio schedule i1s bursting with brand new projects —
here are just a few cool sneak peaks of things to come.

Games Development

The guys in Games Dev are busy writing a whole new
generation of Codexes for your favourite races. We caught
up with Games Dev new boy, Robin Cruddace, who's hard
at work on the Imperial Guard. Whilst talking to him we
discovered he’s quite mad - here’s what he has to say on
his plans for the new Codex:

“You wish to know about the new Imperial Guard Codex?
Praise the Omnissiah, for there shall be more tanks. A lot
more tanks. We shall crush the enemies of Mankind beneath
our steel treads — mwahahaha! Ahem. Now get out of my
laboratory. Pass me that spanner on your way out.”

rr... thanks, Robin!

Art Department

The artists are as busy as ever - just look at
the illustrations they’re currently working on
for the forthcoming Codex: Space Marines.

Paul Dainton (top) and Alex Boyd (above) toil away on some
fantastic new artwork.
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Citadel Design Team

The sculptors of the Citadel Design Team
continue to produce gob-smacking models year
after year, and the next twelve months will be
no different. If you don’t believe us, take a look
at these exclusive sneak peaks.

Boss Zagstruk, leader of
the Vulcha Squad.

Coming Soon

This plastic Space Marine
Terminator and Ork Nob are just
two of the brilliant new models to
be found in the forthcoming
Assault on Black Reach box set.
And what's more, we'll be giving
away a brand new Ork Nob and a
Terminator with every copy of
White Dwarf 345!
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No it's not part of a
giant Ork, but a piece
of a 3-up version of
an upcoming plastic
Ork Nob.

Space Marine The complete Ork Nob, still in
Sternguard Veteran. the “green” phase of design.

"""\ WARHAMMER 4

i

SnssallT on BUREK REACH

Space Marine Terminator. Ork MNob.,
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THIS MONTH

With the release of the new Warhammer 40,000 rulebook all of our
stores are gearing up for war! Throughout the month you can take
part in all manner of activities, lessons, workshops and battles! Be it a
weekend or weekday our friendly and knowledgeable staff will be
available to guide or instruct you in the arts of war in the 41st
Millennium!

New Game: New Army!

The release of the new rules provides a great excuse to start that new
army that you’ve always hankered after. Now we have the new Citadel
Washes and Spray Gun, it has never been easier to get painting a new
force, ready to do battle on the tabletop! Bring your chosen forces in to
your local store and the staff will be able to show you how to get them
battle-ready in no time!

Planning to win.

Whether you are a veteran commander or greenhorn lieutenant,
starting a new army is a big commitment and can be a bit daunting.
Our store staff are on hand to help with tactical advice, effective army
selection and how to start if you are completely lost. Through July
many of our stores will be running special army selection and tactica
sessions, just ask for details.

In the grim darkness of the far future there is only WAR!

Whether it’s a quick tutorial game or a huge battle you are after, you
can get involved in a multitude of Gaming sessions in our stores! Most
stores have a gaming evening at least once a week and we often hold
huge special games on Saturdays. Budding generals and ancient
warriors; there will be a conflict to test your mettle!

All of Games Workshop's stores will be offering great Warhammer
40,000 activities like these. Get down to your local store and ask them
about the special events and activities they are running.

o

-

RING YOUR LOCAL STORE FOR DETAILS, OR LOG ONTO:

\WWw.games-workshop.com
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icutenant Grice peered over the vox operator’s shoulder, glaring at the dials and readouts, as if staring hard cnough could summon a response
from the machine. For 13 hours there had been no word from the Commander stuck in the trenches with the 173rd Andrian Rifles: nothing since
the data-slates had lit up with the unmistakable light traces of incoming traitor drop pods. No word, and with each passing hour less hope.
The Commander must, by now. be dead. thought Grice. He would soon have to scc to the defensc of the command complex himself, as the
tnitor marines would soon be upon them, having eliminated the Andrians. Yet he remaincd inside the bunker, repeatedly quizzing the vox-operator.

Sighing he straightened, pulling down the front of his tunic. He was about fo turn away when a sigpificr light sparked into life. The operator leapt
from his chair.

It's the Commander sir! He's alivel Sigoal's faint but it's definitcly him!

He sat down heavily.

T don't understand. He says “Spend three and four pence we're going to a dance!” I think he's lost his mind sir.

Grice was already half out the door, running to the tank pool, almost whooping with excitement and joy.

No you fooll’ he called back, before the bunker door closed. “That's “Send reinforcements, we are going to advance!” We've got them on the runl
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The Art of Warhammer 46:;000

A new edition of Warhammer 40,000 means a whole raft of sumptuous new art. Over
the past year, Games Workshop's talented artists have been producing some fantastic
new pieces, a small selection of which are showcased on the following pages.

the dark, gothic world in which we play

our games. In recent years John has
become Director of Art, guiding the next
generation of talented artists towards a
dark, dystopian future. We asked John
about the challenges of producing art for a
brand new version of Warhammer 40,000.
“It’s all about balance and pace,” begins
John. “People assume that art just
randomly appears in a book, but that’s not
the case - the placement of every piece is
carefully thought about.”

Many years have passed since the first
edition of the game hit the shelves and, as
time has moved on, so have technological
advances in design and book production.
“We're more sophisticated now,” agrees
John, “both us as designers of the product
and the hobbyists who read it, and so you
need a good balance of art, graphics and
text. Past editions of the game have kY
favoured either a gamer look or more of a —g N/
background take, but the new edition is the H
most balanced of any book we've worked
on to date.”

So how do you portray what the
Warhammer 40,000 background is all
about? “You have to remain honest and
truthful to what 40K is — a dark, crumbling,
archaic, gothic galaxy. And so you use key
images that stay with you but are presented
in a fresh way. That's why, along with the
familiar Emperor’s Gate piece, we've
added brand new panoramic views of alien
landscapes and depicted Space Marines in
ways you will not have seen before.”

As well as these grand concepts, John
stresses the importance of the race
vignettes that you can see elsewhere in this
issue (see page 66). “Dave Gallagher draws
these fantastic vignettes and | can’t stress
how hard they are to do or how important
they are. They present the concept of an
entire race in one brief picture. They're not
paintings of the models they represent, as
miniatures don’t scale up well, but they're
not entirely realistic either or they would
lose their impact.” One thing is clear, that
the art in our games plays just as important
a part as the words in telling the story of
the 41st Millennium.

luhn Blanche is one of the architects of

At first glance, the new rendition of
the thunder hammer by Alex Boyd
makes a great cover image. But if
vou take a closer look, you'll find
hidden layvers of meaning.

For example, In the centre of
the shield you can see the
Emperor, but whao is he fighting?
What's the significance of the
twelve points around the shield
and the icons on each? On the
head of the hammer you can see
an eagle and a lion — do these
signify the Adeptus Astartes and the
Imperial Guard, or something even
mare significant? Look again, and
see if you can spot even morg
hidden messages.
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dLeft: The illustration of the Emperor’s Gate is one of
John Blanche’s most iconic drawings. “This picture
shows an allegorical view of the young Emperor
defeating Horus,” says John. “The gate itself is beaten
aut of the melted remains of Traitor Space Marine
armour. The gargantuan gate leads to the vestibule of
the Emperor’s Palace. In the outer room, left in decay,
are the serried ranks of banners of the defeated armies.
| wanted to demonstrate the awesome nature of the
Imperium on Terra, which is a place where buildings
can sprawl over entire continents.”

John drew this piece with pencil in the early 90s.
At that time John was drawing lots of sketches using
pencils ranging from 3H to 8B, largely due to time
constraints. However, John found he could still produce
a good body of work using pencils as they ook less
time to produce than full-colour pictures. John created
some of the most seminal pieces of Warhammer 40,000
art during this period.

W Below: This fantastic colour painting by Dave
Gallagher has been produced for the cover of the
forthcoming Assault on Black Reach box set. Dave is a
veteran at producing great colour box art. The Orks and
Ultramarines in the piece are obviously representative
of the Citadel miniatures found in the Black Reach box.

The secret to good box art is a strong central image
that draws the eye — in this case it is the fight between
the Space Marine Commander and the Ork Warboss
which forms the focal point of the picture. As your
vision pans out you can appreciate the sheer scale of a
Warhammer 40,000 battlefield, from the Space Marines
fighting within arm’s reach of the fearsome Orks, to the
Dreadnoughts and Terminators adding their fire to the
fray, and the many thousands of Orks advancing as the
battleline recedes into the distance.







A Above: Paul’s Eldar Craftworld is one of a couple of
xenos landscapes that have been produced for the new
book. “A craftworld is more than just a spaceship and
that’s what I wanted to get across in this piece,” savs
Paul. “You can see the dome and its supports in the
background, but vou can also see cloud cover, as if
there’s an atmosphere within the dome.” Paul also
wanted to take familiar Eldar shapes and place them in
a different and unfamiliar context, so yvou have ships
that are clearly Eldar in origin, but like nothing yvou'll
hawve seen in the Codex.

A Far left: The dramatic Ultramarines vs Necrons
picture was painted by Alex Boyd. Alex wanted to
depict two armies on an equal footing, “Usually we
produce art where it is clear which army is in the
ascendant. But | wanted this to be a classic pose of two
armies facing off against each other,” says Alex. The
painting is actually based on the Fall of Damnos, an
incident that'’s described in the Warhammer 40,000
rulebook and one we'll be going back to in the
forthcoming Space Marines Codex,

One aspect that Alex found challenging was the
use of green as the predominant colour. “It was
interesting working out how blue power armour would
look under a dense green hue, and how the green
lighting would effect the picture as a whole. Now |
know [ got it right, | think it actually adds to the whole
atmosphere of the piece.”

dLeft: This Paul Dainton piece is of an Ultramarines
Veteran hurtling forward into assault against Elclar
Guardians. “For this, | wanted to show Space Marines
in the thick of the action and actually getting to grips
with something,” says Paul. As with the other
illustrations shown here, vour focus is initially on the
Assault Marine. But once you've taken in the whole
picture vou can see hints that there are many other
things happening, around and about the picture’s
subject - the faint outlines of Drop Pods, the smoking
plasma pistol and the Eldar in the foreground firing
behind the Assault Marine, all suggest that this is a
snapshot of a far bigger battle.
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For this battle report we asked two old rivals, Alessio Cavatore and
Gav Thorpe, to take to the field of battle using equally timeless
adversaries, the Space Marines and their hated Chaos nemeses.

the new edition of Warhammer

40,000. We've gathered together two
old hands who'll both be fighting with
Space Marines — the loyal Ultramarines
and the treacherous Black Legion. Alessio
Cavatore will be fighting for the Emperor,
while Gav has thrown in his lot with the
Dark Gods once again. Both players will
be going all out for the win, but we'll also
be using this battle as an opportunity to
highlight as many of the 5th edition rules
as we can. If you've read Alessio’s design
notes (And if yvou haven't, vou should go
and do so right now! — Ed), then you’ll
already have an idea of some of the
changes to the game. However, there’s no
substitute to seeing the rules in action.

We start with the mission selection.
Once Gav and Alessio had chosen their
respective forces and the gaming table and
terrain had been set up, it was time to see
what kind of game they'd be playing. Gav
rolled for the mission while Alessio rolled
for the deployment type. This two-level
scenario generation process makes for
much more variety in your missions.

The game that they rolled up was a
Capture & Control mission using a Dawn
of War set up.

R

Capture & Control

Both sides are attempting to capture the
enemy base of operations, whilst defending
their own.

Each player chooses a point in his
deployment zone to be his objective. After
objectives are chosen, deploy your forces
as described in the type of deployment
being used.

At the end of the game, you control an
objective if there is at least one of your
scoring units and no enemy unit within 3"
of it. The player controlling the most
objectives wins.

T his month’s battle report focuses on

Dawn of War

A clash of patrols escalates into a major
engagement as the sun rises and
reinforcements begin to pour in.

The battlefield is divided lengthways
into two halves. The players roll off and the
winner chooses either to go first or second
(Gav won this roll and chose to go first).
That player then chooses one of the long
table edges to be his own. He can deploy
up to two units from his Troops selection

and up to one from his HQ selection into
his deployment zone (note that dedicated
transports for Troops squads also count as a
Troop choice for this purpose). His
opponent then does the same in the
opposite half, but must position his units
more than 18" away from any enemy
squads. Once deployment has finished, the
player that chose his deployment zone first
starts game Turn 1.

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

During game Turn 1 the night fighting
mission special rule is in effect.

't

Size
1500 points per side.

Force commanders
Alessio Cavatore
(Space Marines)

& Gav Thorpe

(Chaos Space Marines).

B R R

Mission type
Capture & Control.

Deployment type
Dawn of War.

Special Characters
Abaddon the Despoiler.

P

Objective 13
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@ Abaddon’s Retinue — 5 Chaos Terminators P
with reaper autocannon and combi-meltagun

€ Squad Bubos - 5 Plague Marines with Plague
Champion with blight grenades

o .:._1'

@ Squad Torvash — 10 Chaos Space Marines with lascannon, plasma gun, z
Icon of Chaos Glory and Aspiring Champion with power weapon @ Chaos Rhino with havoc launcher

Gav: Since finishing work on Codex: Chaos  may find yourself short of firepower, anti-

i Space Marines | have pondered many tank weapons or some other vital
different army lists whilst slowly component in your army.

assembling my own force. These have all In this department, the Chaos Space
had a distinctly Tzeentchian theme to Marines are blessed by the Dark Gods. Not
them, but there are still a few kinks and only are their basic squads good all-
tactics for me to work out, so | wanted to rounders, but the Troops section also
use something a bit more familiar for this contains awesome specialists such as
battle report. | really like the backstory Khorne Berzerkers and Thousand Sons. My
behind Abaddon and the Black Legion, so | first army list contained plenty of these
opted for these dastardly traitors as a solid, exotic troops, but the army was too small
all-round force. in number. | went back to the drawing

AT eore e I’'m sure this will be Sai{;i a IG,I ahnutrthe board and stafted from sckratch, taking a

Chaos Space Marine latest 40K rules, but really it can't be said couple of basic but effective Chaos Space

Codex so knows this army enough: make sure you have a good Marine Squads. These form a less

better than most. But he is number of Troops choices. A couple of specialised foundation on which to build,

cursed with bad luck by bare-minimum squads will leave you really and make for a more rounded force.

the Gods of Chaos, so short for capturing objectives in two out of Why wouldn't a Black Legion player

let’s hope the new edition three of the possible missions. On the other ~ want Abaddon leading his army? Sure, the

sees a change of fortune! hand, load up on too many Troops and you  Despoiler of Cadia is 275 points, but he is
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# Squad Magreg — 10 Chaos Space Marines with missile launcher,

meltagun, Icon of Chaos Glory and Aspiring Champion with power fist

well worth it! For a suitable bodyguard, |
took some Chaos Terminators — | was
confident that these would be able to deep
strike onto the battlefield where needed
and eliminate any opposition nearby, or
survive for several turns to contest an
objective until Troops arrived to claim it.

In terms of survivability, Plague Marines
are pretty close to the top of the list. |
needed at least one other Troops choice to
feel more comfortable, but didn’t want to
spend too many points. A small five-man
squad with minimal upgrades would be
perfect for sitting on an objective and
soaking up a disproportionate amount of
enemy fire.

Over the years, one blind spot | have
noticed in some of my armies is an under-
investment in vehicles. To ensure | didn't
fall into the same trap, | gave both of the

Chaos Space Marine squads a Rhino each
so that they could be mobile, backed up by
a couple of hig ordnance-hurling
mechanical beasts — a battlecannon-armed
Defiler and a Chaos Vindicator, The
templates are big enough to make huge
dents in a numerous foe such as Tyranids
or Orks, and also hit hard enough to smash
through well-armoured enemies like
Necrons and Marines. Lovely!

| had some points left over so | invested
in some Summoned Daemons and a
couple of Chaos Icons for them to pop out
of — if they turned up later in the battle
they could be a nice little diversion or an
extra unit. A Chaos Spawn then filled in the
rest of the points very neatly.

So there we go, one army with
(hopefully) everything | needed to win a
game in 5th edition 40K!

@ Chaos Rhino

“Why wouldn’t a
Black Legion
player want
Abaddon leading
his army?”
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© Master Sirrus with combi-
plasma gun, power fist and
adamantium mantle

@ Squad Victus — 8 Space Marines with missile launcher,

JBattle Report

@ Squad Fennius — 5 Terminators with 2 assault cannons

meltagun and Veteran Sergeant with power fist

Alessio wrote most of the
rules for the new edition
of 40K. A fair and sporting
gentleman wouldn't take
advantage of such inside
knowledge. But nobody
ever said Alessio had to
play fair.
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Alessio: Call me a geek, but writing an
army list is perhaps the part of our hobby |
like the most. | love the fact that in your
head you play the coming game again and
again, trying to work out what is going to
happen on the field and what units you are
going to need. In the past, when making a
40K army, | used to start from my Troops
selections and | always stuck to the
minimum two | needed to field. You see,
it's part of human nature that if you're
forced to do something, you immediately
feel you don’t want to. So, when told that |
had to include two Troops, | immediately
wanted to have everything but Troops!
That’s all changed in this new edition.
Troops are now vital to winning two
missions out of three, and that makes me
feel that | really want Troops units in my
army. Indeed, it sometimes feels like the

Squad Quintus — 5 Space Marines with
O sq p
plasma cannon and plasma gun

@ Space Marine Rhino with smoke launchers
and extra armour

maximum of six choices isn't enough!

| began by picking two Tactical squads,
with the idea of mounting them in Rhinos
and sending them scampering towards the
objectives in a Capture & Control or Seize
Ground mission. | also made sure,
however, that they had heavy weapons, in
case the game turned out to be an
Annihilation mission, where firepower is
more important than mobility. To make
sure | had some hard hitters in an assault, |
gave a power fist to both the Veteran
Sergeant and the Commander. For the
other Troops choices | went for a Scout
squad with sniper rifles and a heavy
weapon, whose ideal role would be to
infiltrate directly onto an objective and
then put up a static defence with their
move-or-fire weapons. The second Scout
squad has the job of outflanking and taking




5] Squad Europus — 5 Scouts with
sniper rifles and missile launcher

@ Dreadnought Varus with
smoke launchers

@ Squad Tarros — 8 Space Marines with missile launcher

and plasma gun

another objective, so | gave them bolters so
they can dish out a great deal of firepower
whilst on the move (oh, and a missile
launcher, just in case). Finally, | picked two
small Tactical squads armed with heavy
weapons, to form a firepower base which
was still able to hold an objective in case
of a Take and Hold mission.

Having picked all of my Troops and
HQ, | decided that my army lacked
mobility and firepower — in other words, |
needed vehicles! | first picked a Land
Speeder Tornado. Their ability to zoom 24"
to deny the enemy an objective in the last
turn of the game can prove decisive. Then |
decided that | needed something that could
blow up Terminators, Obliterators and
other Traitor Marines sporting a 2+ armour
save, which led me to the demolisher
cannon on a solid Vindicator tank (and let’s

@ Landspeeder Tornado
with assault cannon

(6] Squad Borus — 5 Scouts with
bolters and missile launcher

and extra armour

@ Space Marine Rhino with smoke launchers

face it, that big dozer blade seems to be
made for ramming Traitor vehicles!). | also
included a Dreadnought, as | am
convinced that walkers (along with
Transports) are the vehicles that have
improved the most in the new rules.

Finally, | wanted an elite unit capable
of quickly deploying where needed, tilting
the balance of power in my favour. | was
torn between a unit of Assault Marines and
a Terminator squad, and eventually
decided for the latter. It was a hard call,
however, as | think a unit of Assault
Marines has the right mix of
manoeuvrability and punch. However,
against the firepower of a Chaos Space
Marine force, the Terminators’ superior
armour should come into its own.

And now to battle — let's cull the
traitorous scum!

“I really want
Troops units in
my army. Indeed,
it sometimes feels
like the maximum
of six choices isn’t
enough!”
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TURN 1 — DAWN RAID

SEIZE THE
INITIATIVE

Just before the player
that got the first turn
begins the game, his
opponent may try to
seize the initiative,
catching the enemy flat-
footed. He does this by
rolling a dice: on a result
of 6 he gets the first turn
instead! Alessio tried to
do that here but failed to
catch the Chaos Space
Marines unawares. Note
that you don’t have to
seize the initiative —
obviously if you've
volunteered to go second
or your plan hinges on
waiting for the enemy to
act first, you might be
happy to sit back and let
them take the first turn!
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nder the cover of the pre-dawn
U darkness, the two sides deployed

their patrols — Gav deployed a
Rhino containing Squad Magreg, whilst
Alessio deployed Squad Victus and Master
Sirrus in their Rhino. Squad Bubos moved
onto the battlefield and made for the
Chaos-nominated objective — a large
turbine in the north-west. The Chaos
Vindicator trundled into position and the
Chaos Spawn randomly moved 3" forward
in the west. On the other side of the
communications tower, the Defiler moved
onto the battlefield and the Chaos Space
Marines of Squad Torvash trundled across
the deployment zone in their Rhino.

The shooting began with the Chaos
Vindicator targeting Master Sirrus’ Rhino,
spotting the transport despite the darkness.
The Vindicator’s demolisher cannon fired,
hitting and penetrating the Rhino’s armour.
Cav rolled on the Vehicle Damage table
but was unlucky and only rolled a 1,
meaning that the Rhino’s storm bolter
could not fire next turn. In the previous
edition of the game, the Rhino’s passengers
would have had to disembark, but now

they can stay safely inside, as the
Commander and his Space Marines did.
Gav chose not to fire with the Defiler —
instead it ran forward a further D6&", as did
the Chaos Spawn.

In Alessio’s turn, the bulk of the Space
Marine force moved onto the battlefield,
south of the large gantry that connected the
landing pad to the communications tower.
Squad Quintus entered a little further east,
moving close to the rock face that the
players had designated as dangerous
terrain in the pre-game session. In the
Shooting phase, Squad Quintus used a run
move to scale the rock face and climb onto
the landing pad. However, the Space
Marine armed with the plasma gun failed
his dangerous terrain test and fell to his
death. The Space Marine Vindicator
prepared to fire, targeting Squad Magreg’s
Rhino — Alessio even used the new L.O.S.
Markerlight to check he could see.
However, he was thwarted by the darkness,
and the tank failed to spot the target. The
Land Speeder managed to make out the
forms of Squad Magreg, firing its assault
cannon and killing one Traitor Marine.




NIGHT FIGHTING

Although the rules for
night fighting haven’t
changed, it’s worth
noting how they work
here as they are now
used in a third of all
Warhammer 40,000
standard mission games
in the new edition. When
using the night fighting
rules, a unit must check
to see if they can spot
their intended targets in
the darkness. Roll 2D6
and multiply the result by
3. This is the distance in
inches the unit can see
for that turn. If the target
is beyond this distance
they cannot fire in the
Shooting phase.

Black Legion Chaos Space Marines Ultramarines Space Marines

@ Abaddon © Lesser Daemons Master Sirrus © Tactical Squad Quintus
@ Chaos Terminators © Spawn Terminators © Scout Squad Europus
© Squad Torvash @ Chaos Vindicator Tactical Squad Victus @ Scout Squad Borus

@ Rhino ©® Defiler Rhino ® Dreadnought Varus

® Squad Magreg Tactical Squad Tarros @ Landspeeder Tornado
@ Rhino Rhino @ Vindicator

@ Plague Marines Bubos Tactical Squad Aesclius
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A new rule that all infantry and walkers can take advantage of is the run move. In the Shooting phase, instead of firing a weapon, a
unit can move a further D6". This is obviously useful for Troops as it allows them to forego their shooting and get closer to that key,
game-winning objective. Alessio used the run move in Turn 1, getting Tactical Squad Quintus to run and climb up onto the landing
platform, and ever closer to the objective in the centre of it.

www.games-workshop.com




W &RHAMMER

- 20, ﬂﬂﬂ

B s

4 attle iRepurt

.l"l-il"h-r'

L gy T3

ANNOTATIONS

The Chaos Vindicator
shoots at the Rhino
once again. The
demolisher cannon
hits and Alessio fails
the 4+ cover save
provided by his
smoke launchers. The
Rhino is penetrated
but Gav rolls a 1 yet
again, the only
consequence being
that the Rhino can’t
fire its storm bolters
for another turn.

B The Chaos Spawn

charges the Rhino
and despite 7 attacks
it fails to hit, as the
Rhino had been
travelling at cruising
speed (more than 6")
in its previous turn.

Tactical Squad Tarros
and Master Sirrus
disembark from the
Rhino. The Tactical
squad moves towards
the turbine objective,
while Master Sirrus
advances toward the
foul Spawn.

The combined fire
from the Terminators
and Tactical Squad
Victus wipes out the
Daemons. Not a
single Warp-nasty
remains after the
smoke clears.

E The Ultramarine

Vindicator fires at the
Defiler. The shell hits,
but Gav makes his
cover save to shrug
off the shot.

F The Land Speeder

fires at Squad
Torvash’s Rhino,
getting a penetrating
hit, but only
managing to destroy
the havoc launcher.

54 WHITE DWARF BATTLE REPORT
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he Chaos Icon Bearer could hold the
Daemons in check no longer and a
unit of Lesser Daemons burst their

way into reality, appearing on the gantry. In

the east, the Defiler advanced. The Rhino
attached to Squad Magreg moved forward,
into position under the gantry before
popping its smoke launchers.

In the Shooting phase the leering
Daemons immediately ran forward a
further 4", making their way to the Space
Marine’s landing pad objective. Squad
Magreg's missile launcher fired at the
Ultramarines Dreadnought; it managed a
glancing shot, but only rolled a shaken
result on the damage table. The Defiler
also took aim at the Dreadnought, Gav
stooping down to Defiler height to see if
the battlecannon had line of sight through
the gantry struts, which it did. The
ordnance weapon fired and hit,
immobilising the target.

The Space Marine turn was a typical
Ultramarine coordinated assault, as all of
Alessio’s remaining units arrived onto the
battlefield. The Terminators teleported on
top of the landing pad objective, while
Scout Squad Europus outflanked on the
north-east and the other Scout squad,

FLANKING
MANOEUVRES

Models with the scout or
infiltrate special rules can
now be kept in reserve
and enter play by
outflanking the enemy, as
both of Alessio’s Scout
squads did here. When
they become available as
reserves, roll a D6. On a
1-2 they enter play from
the short board edge to
your left, on a 3-4 to the
right, and on a 5-6 you
can choose which side.

Borus, came on within assault range of the
Plague Marines by the turbine objective.

The Tactical squad that was already on
the landing pad moved into place next to
the Terminators, before being joined by
Squad Victus who had arrived via the
heavy duty elevator,

Boosted by the new arrivals, the
Ultramarines opened up the Shooting
phase with swathes of firepower. The
lascannon from Squad Aesclius penetrated
the Chaos Vindicator, destroying it in a
fiery plume. Unfortunately the resultant
explosion wounded the nearby
Ultramarines Commander, as well as
killing a Plague Marine. Squad Tarros rapid
fired their bolters into the Plague Marines
of Squad Bubos, killing three of the bloated
warriors despite their reputed toughness.

In the Assault phase, Scout Squad Borus
charged onto the turbine objective and
slew one of the surviving Plague Marines
without incurring any losses of their own.
Commander Sirrus assaulted the Spawn,
which Gav had affectionately dubbed
“The Maw”, making short work of the
tentacled gribbly.
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Deep strike works in much the same way as in the previous edition of the game although
there are two subtle distinctions, making it even more useful. For instance, you can deep
- ~ strike and then make a run move in the Shooting phase, which allows your deep striking
= units to take up a better position. There is now a Deep Strike Mishap table that you only roll
o ¢ on if the unit scatters off the board, appears in impassable terrain and so on - only one
result sees the unit destroyed. The Terminators teleported onto the landing pad, a safe move.

VEHICLE DAMAGE

Working out vehicle damage is now a lot
simpler. Like the Apocalypse super-heavy
vehicle chart, you roll on a single table
regardless of whether you glance or
penetrate, applying the following modifiers:
End of Ultramarines glancing hits incur a -2 modifier, weapons
Movement phase with no AP have a -1 n'l'ﬂ'diﬁen- AP 1
weapons, such as railguns and multi-

meltas, add +1 to the roll, and you also add
+1 if the target vehicle is open topped. For
ordnance weapons, you roll 2Dé and

Assault  Deep Strike  Objective choose the highest result.
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aving monitored the battle from
orbit and seen the synchronized
strike made by the Ultramarines in
the previous turn, Abaddon deigned to join
the fray and teleported in close to the
turbine objective, with a bodyguard of
Black Legion Terminators. The Defiler
advanced forward and then started to scale
the building in an attempt to get a better
line of sight to the landing pad. Squad
Magreg moved from the stairs and onto the
gantry, weapons pointed at the multitude of
Ultramarines guarding the platform.

Abaddon and his Terminators wasted
no time making their presence felt, firing
into Tactical Squad Tarros, scoring an
impressive nine wounds. However, the
Emperor protects, and only two were slain.

It was only as Gav declared a shot with
his battlecannon that Alessio realised quite
how bunched up his Space Marines were
on the landing platform. Luckily the shot
scattered quite far and even the Defiler’s
reasonably high BS of 4 could not bring the
shot back on target. It did, however, land
on the Ultramarine Terminators, but their
Tactical Dreadnought armour saw to it that
there were no casualties.

In the Assault phase the Scouts
managed to overcome the lone Plague
Marine and took the objective, but with

56 WHITE DWARF BATTLE REPORT
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TROOPS

Troops are very important
in the new version of
Warhammer 40,000,
especially in the Capture
& Control and Seize
Ground missions, as they
are the only unit types
that can hold objectives
for your force. So Gav
losing his Plague Marines,
who were holding the
turbine at the start of this
turn, was a blow for
Chaos. Abaddon and his
Terminator squad, who
teleported down close by,
can contest the objective
and prevent Alessio’s
Troops from taking it, but
cant claim it themselves
as they are chosen from
the HQ and Elites
sections of the army list.
If Gav wants to take the
objective his Chaos Space
Marine squads will have
to hot foot it across the
board and into position.

Abaddon close by the question was for
how long?

Alessio reacted to the appearance of
Abaddon in a decisive manner. The Land
Speeder and Vindicator changed course
and immediately headed north-west
towards the turbine. Sirrus” Rhino made a
swift turn and travelled due south towards
Squad Aesclius, intending to pick them up
and ferry them to claim the objective.

On the landing pad the Terminators
advanced forward towards the Chaos lines,
while the Space Marines of Squad Victus
spread out more, moving along the gantry
to within rapid fire range of the Chaos
Space Marines. Back in the north-west,
Commander Sirrus joined Squad Victus.

In the Shooting phase the Scouts of
Squad Borus fired everything they had at
Abaddon, including a frag missile that
veered dramatically off course and hit
Squad Victus. Luckily for the Ultramarines,
no casualties were taken from their own
missile and, shrugging off the (literally!)
blue on blue fire, Squad Victus returned
fire at Abaddon and his retinue. The Chaos
Terminators took seven wounds in total —
five from a well placed frag missile, one
from bolter fire and one from a
superheated blast from a meltagun. One
Chaos Terminator was slain and Abaddon




lost a Wound - but he had plenty left.

Master Sirrus aimed his combi-weapon
at Abaddon but the Chaos Gods protected
their Chosen well, as the Commander
rolled a double-1 to hit and suffered two
wounds from the overheating plasma
weapon. To make matters worse, Alessio
then failed both saves! Master Sirrus lay
dead, even though he hadn’t been shot by
a single enemy bullet. Everybody around
the table, including Alessio, had a good
giggle at this — the Commander could well
be scrubbed from the annals of
Ultramarines history!

In the south, Squad Aesclius also aimed
their weapons at Abaddon’s unit, although
the Chaos Terminators made all their saves.

The Chaos Space Marines of Squad
Magreg were a prime target as they were
standing out in the open on the gantry.
Alessio happily obliged, the immobilised
Dreadnought and Squad Victus letting rip
at the same target, managing to inflict nine
hits and causing five wounds. Gav could
only make three of his saves and so two
more Chaos Space Marines died. The
Terminators further added to the Chaos
Space Marines” woe and slew a further four
Traitors — Gav was rapidly running out of
those crucial Troops.

The Scout with the missile launcher
fired a krak missile into the rear of Squad
Torvash’s Rhino, causing a penetrating hit
that immobilised it.

Black Legion Chaos Space Marines

@ Abaddon O 1esser Daemons
@ Chaos Terminators © Spawn

@ Squad Torvash @ Chaos Vindicator
@ Rhino © Defiler

6 Sguad Magreg

@ Rhino

) Plague Marines Bubos

©ORO0BL0

BLAST WEAPONS

_—

As demonstrated by the Defiler’s battlecannon, the way weapons that use blast
markers work has changed. In this turn, the Defiler shot at the Dreadnought.
Gav rolled a scatter dice and 2D6, rolling an arrow and a score of 9. Because
the Defiler’s BS is 4, the shot scattered 5" (9" minus the Defiler’s BS), not
enough to hit the Tactical squad but just enough to hit the Terminators

instead! A unit with a lower BS would have scattered more, missing altogether.

Ultramarines Space Marines
@ Tactical Squad Quintus

Master Sirrus

Terminators @ Scout Squad Europus
Tactical Squad Victus @ Scout Squad Borus
Rhino ® Dreadnought Varus
Tactical Squad Tarros (@ Landspeeder Tornado
Rhino @ Vindicator

Tactical Squad Aesclius

CASUALTY
ALLOCATION

Allocating wounds in
squads containing
different weapons,
profiles, and so on has
changed. All models in
the squad can be
affected, even those
models that are not in
line of sight or are out of
range. An equal number
of wounds must be
allocated to each
member of the squad,
and once every model in
the squad has an equal
amount of wounds, the
owning player can decide
where any remaining
wounds are allocated.
Saving throws are then
taken. In this turn the
Chaos Terminators took
seven wounds from
Squad Victus. There were
six in the squad including
Abaddon, so Gav had to
allocate one wound to
each member of the
squad, before choosing
where the spare wound
was allocated.
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TURN 3 — CONTINUED
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DEDICATED
TRANSPORTS

Dedicated troop
transports are no longer
restricted to only
transporting their parent
squad. This meant that
Alessio could turn his
Commander’s Rhino
around and send it back
towards Squad Aesclius
in the south to pick them
up and ferry them into
position, even though it
wasn’t their dedicated
transport vehicle.

Asgault  Deep Strike  Objective
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LINE OF SIGHT
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There’s as little abstraction as possible in the new edition. This is most obvious in the use of what we’ve termed “real line of sight”.
In this game the battlefield was fairly open so it was obvious most of the time what models could see. There were a couple of
points though, when some peering down at model level was needed, mainly around and on top of the landing pad. If your target is
partially covered then they can claim a cover save — usually 4+, although it does depend on what they are obscured by.

FB
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The Space Marine
Scout missile
launcher shoots a
?J‘H“ 2 A s krak missile into the
*’Jf;g;‘ﬁf Sl e rear armour of Squad
R Torvash’s Rhino,
immobilising the
transport vehicle.
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1 The Land Speeder
End of Ultramarines and Vindicator

Shooting phase change course and
race north-west
towards the turbine.

- ‘; | A —. **-r-‘-——nﬂ"’ Black Legiﬂn
e : Terminators,

' _ I S including Abaddon,

' deep strike into the
north-west,
dangerously close to
the table edge (and a
roll on the Mishap
table!).

The Ultramarine
Terminators
consolidate their
position and pour fire
into the advancing
Chaos Space Marines
of Squad Magreg.

Squad Quintus fires
at the Chaos Rhino
but fails to even
f glance its armour.
PR LT
- Master Sirrus’ Rhino
e | 2} 1 | turns south towards
e e MR the Tactical squad,
intending to pick
them up and carry
them back into the
action.
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PLASMA CANNONS

Space Marine Devastator

The plasma cannon has
seen a rise in popularity
here in the Studio since
playtesting of 5th edition
began, due to the fact
that blast weapons can
hit more models now, as
Black Legion Chaos Space Marines Ultramarines Space Marines there are no more partial
@ Abaddon © Lesser Daemons © Master Sirrus © Tactical Squad Quintus hits to worry about!

© Chaos Terminators (5 ] Spawn @ Terminators © Scout Squad Europus

@ Squad Torvash @ Chaos Vindicator Tactical Squad Victus @ Scout Squad Borus

@ Rhino ® Defiler Rhino @ Dreadnought Varus

® Squad Magreg Tactical Squad Tarros @ Landspeeder Tornado

@ Rhino Rhino @ Vindicator

€ Plague Marines Bubos Tactical Squad Aesclius

vengeance. If they could fell the Despoiler
there was still a chance that Squad

Aesclius could arrive in time and claim the
turbine. To this end, the Rhino sped up to
the Tactical squad, before spinning round
to let the Space Marines hastily onboard.

On the landing pad, the Terminators
backed towards the centre, conscious that
they would have to face Squad Torvash at
some point. In the Shooting phase the
Vindicator fired its mighty cannon at the
Chaos Terminators and slew two of them.
The Land Speeder also fired its assault
cannon and another of the Warmaster’s
bodyguard fell. To add insult to injury, a
lucky shot from the speeding Rhino's storm
bolter inflicted another wound on Abaddon
the Despoiler.

The immobilised Dreadnought
continued to fire, firing at Squad Magreg
and slaying two more Chaos Space
Marines. The Terminators also targeted the
same squad and reduced it to just a single
Chaos Space Marine armed with a
meltagun — still enough to count as a
scoring unit.

Tactical Squad Quintus first considered
firing at Squad Torvash, but when he
crouched down to model height Alessio
realised that, unless he melted the landing
pad first, he could not see them, so he shot
at the Defiler with his plasma cannon
instead. Unfortunately for the Ultramarines,
it missed its target.
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GOING TO GROUND their ground atop the turbine
‘ objective, even as Abaddon strode

Players now have the
option of going to
ground, which increases
a cover save by 1. So,
going to ground inside a
ruin gives you a healthy
3+ save. The downside is
that the unit counts as
pinned and cannot do
anything in its next turn.
Even in the open you can
go to ground, getting a
basic 6+ save. When
Squad Torvash was hit by
a burst from a plasma
gun, Gav opted to go to
ground, giving the Chaos
Marines a 3+ cover save
(4+ from the cover
afforded by the
intervening troops, and
+1 for going to ground).

WARHAMMER
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he Space Marine Scouts stoically held

towards them with malice aforethought.
Luckily for the Scouts, the Warmaster only
rolled a 1 for his difficult terrain test.

The Defiler stood nearby, but Gav
knew that Alessio was still firmly in control
of the landing pad. Squad Torvash started
to clamber up the rock face, as they could
still contest — or even take - the objective.

The Defiler fired its battlecannon once
again, hitting Squad Quintus. The casualty
count was high as three Ultramarines and
one Terminator were killed, making Squad
Torvash’s job a bit easier. The Chaos Space
Marines used their run move to clamber up
the rest of the rock face and onto the
platform. However, unfortunately for Gav,
three of the Chaos Marines fell to their
doom in the process.

In the Assault phase Abaddon and his
remaining Terminator bodyguard piled into
the Scouts. The Scouts surprised everyone
once again and managed to inflict three
wounds on to the Despoiler’s squad,
slaying the last of the Terminators.
Abaddon struck back with fury, killing all
but one. This turned out to be quite
fortunate, as it left him locked in combat
with the lone Scout and so he could not be
targeted by Alessio’s approaching vehicles!

The Vindicator, robbed of its primary
target, backed up slightly and brought the
Defiler into its sights. The Land Speeder
also changed direction, the assault cannon

ready to shoot at the multi-legged machine.

FIRING THROUGH SQUADS

Intervening models — friend or foe — don’t automatically block line of sight. If you can see your target past them you can still fire at
them, but if they're obscured they can claim a 4+ cover save as normal! This happened here when Squad Victus fired past the
Terminators at Squad Torvash, giving them a cover save. Against the bolter fire, Gav’s 3+ power armour save was much better.
However, against Squad Victus’ AP3 plasma gun, Gav made sure to take advantage of it and it paid off, as he made all his saves!

WHITE DWARF BATTLE REPORT

The Rhino carrying Squad Aesclius sped

north towards the valuable turbine
objective and the lone, valiant survivor of
Scout Squad Borus.

In the Shooting phase the Space Marine
vehicles shot at the Defiler. The Vindicator
missed, while the Land Speeder failed to
penetrate the Defiler’s armour. The
Ultramarine Terminators let rip into Squad
Torvash hitting seven and wounding six.
Gav failed three of his saves. Tactical
Squad Victus then fired past the
Ultramarine Terminators at the same target,
inflicting another five wounds, but Gav
managed to save them all. In the final
Assault phase the Terminators charged into
Squad Torvash. The Chaos Space Marines
killed two of the Ultramarine veterans,
before the power fists on the remaining
Terminators crackled into life and wiped
out the remainder of the traitors.

In the north-west, Abaddon wasted no
time in slaughtering the last Scout, clearing
the turbine of loyalist Space Marines.

As Turn 5 came to an end, a dice was
rolled to see if the game finished. At the
end of Turn 5 Alessio held one objective
(the landing pad) whilst Gav contested the
other one (the turbine). With Squad
Torvash wiped out, any hope of claiming
an objective for Chaos was lost, but if the
game carried on for another turn or two the
Defiler might well cleanse the landing pad
of Alessio’s Tactical Marines, forcing a
draw. But the dice had other ideas in mind,
as Gav rolled a 2, ending the game!
Victory for the Emperor!
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B ‘*.5' 0, S E? When playing a standard
or mission, a game lasts
Frwe 7 el anywhere from 5 to 7
% turns. At the end of Turn
5 you roll a D6, and on a
roll of 1-2 the game ends.
At the end of Turn 6 the
game ends on a roll of 1-
4, and if it continues the
game automatically
finishes at the end of
Turn 7.

"

ULTRAMARINES

Black Legion Chaos Space Marines Ultramarines Space Marines

@ Abaddon O Lesser Daemons © Commander Sirrus © 1actical Squad Quintus i
© Chaos Terminators O spawn Terminators Fennius @ Scout Squad Europus !
(i Squad Torvash & Chaos Vindicator Tactical Squad Victus @ Scout Squad Borus ==

@ Rhino ©® Defiler Rhino ® Dreadnought Varus .

® Sguad Magree Tactical Squad Tarros @@ Landspeeder Tornado
q e q

@ Rhino Rhino @ Vindicator

@ Plague Marines Bubos Tactical Squad Aescilius
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TOP TRAITOR

I'm not sure | used the
Defiler in the best way
and should have carried
on closing on the landing
pad. But, that was my
fault, not the Defiler’s! It
did everything I asked of
it, blasting away at the
units on the pad with
devastating effect and
had the game gone onto
a bth turn, another well-
placed battlecannon shell
might well have earned
me the draw!

STRATEGIC COMMAND

Matt Hutson is a veteran Warhammer 40,000 player, and
was on hand to record this battle report. We asked him
what his take of the game was.

Matt: What would | have done differently? Well, as it's the
very first battle report for the new edition of 40K, | can’t
judge the players too harshly. | do wonder whether Gav
took enough Troops choices, however. Whereas Alessio
had the maximum number of six choices, Gav only had
four, which instantly gave Alessio the advantage when it
came to capturing and holding objectives. This was further
compounded by Gav's setup — I'd have sent a few more
men to defend my home objective (the turbine), as the five-
man Plague Marine squad were wiped out too easily. One
of the Chaos Space Marine squads would have been better
used there, with the Plague Marines sent to support the
other ten-man squad on the landing pad. It didn’t help that
Gav's Daemons turned up too early, as they were far too
vulnerable to be left out in the open in front of the massed
guns of the Space Marine battleline.

Alessio mounted a very solid defence, with the
entrenched Space Marines ensuring that any attempt to
take the landing pad would be tricky; whereas Gav’s attack
was too piecemeal, which allowed Alessio to deal with
them bit-by-bit. A subtly different setup could have swung
the game more in Gav's favour.
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Gav: For all the changes with the latest
edition of 40K, this battle just goes to prove
that if the dice gods hate you, it’ll still be
an uphill struggle. My Plague Marines, the
survival specialists, didn’t survive for long
and neither did the Chaos Terminators. If
not for Abaddon, things would have been
even nastier on the western flank. The
Despoiler took out two squads all by
himself and had the battle continued for
another turn | suspect he might have had
another Tactical squad to play with.

The Vindicator started well, spotting
Alessio’s Rhino despite the night fighting
rules and getting a bang-
on hit. | was more
jubilant still when this
rightfully penetrated the
Rhino’s armour and then
utterly ashamed when
the shot did nothing
more than stop the
vehicle from firing its storm bolter. Twice! |
would have nicknamed the Vindicator the
“Shake-a-tron 3000”, only it didn’t survive
long enough to deserve such ironic
affection — injury was added to insult when
the first lascannon shot directed at my
demolisher cannon-toting tank blew it up!

The lament could continue — my

_______

NEW LUCK'

“Injury was added to insult when the first
lascannon shot directed at my demolisher
cannon-toting tank blew it up!”

"E
el

Daemons turning up straight away didn’t
help — but there were some positives.
Despite the poor performance of some
units, the Chaos Space Marine squads did
the best they could. Suffering the combined
fury of several enemy units, Squad Magreg
survived some serious firepower. Although
they attracted a lot of attention, their heroic
effort allowed the other squad to get into
position — just in time to get annihilated by
the loyalist Terminators...

If nothing else, this game demonstrated |
that if your reserves turn up all at once and
early on, that's a big help. Alessio made

the most of his early reinforcements to put
me under a lot of pressure and | never
guite came up with a plan for an effective
counter-attack. In short, | didn’t mitigate
against the bad luck and failed to exploit
what fortune did come my way, so my
hat's off to Master Cavatore for an efficient
— vyet fun — victory.
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QUICK REFERENCE SHEET

TURN SEQUENCE DIFFICULT TERRAIN — EFFECTS ON MOVEMENT

1 The Movement Phase

2 The Shooting Phase Unit Slowed by Dangerous Terrain

Type difficult terrain? test required?

Infantry Yes No*

Bikes No Yes

Jetbikes MNo Only if move starts/ends in the terrain
SHOOTING SEQUENCE Monstrous creatures Yes No™

Jump Infantry NG Only if move starts/ends in the terrain
Artillery Yes No for crew*. Yes for gun models.
Beasts & Cavalry Yes Mo*

Vehicles — Walkers Yes No*

Vehicles — Skimmers No Only if move starts/ends in the terrain
Roll to hit. Vehicles — Other - No Yes

3 The Assault Phase

1 Pick one of your units, check its
line of sight and choose a target
for it.

Check range,

Roll to wound. * unless terrain is also categorised-as dangerous

Take saving throws.

Remove casualties.

RESERVES TABLE RESOLVING COMBATS

Turn Unit arrives on

ASSAULT PHASE 1 N/A
1 Move assaulting units 2 A+

1 Pick a combat.

2 Fight Close Combat. Engaged
models roll to hit and to wound in
Initiative order. Their opponents

3 Resolve combats 4 Vi take Saving throws as required.

2 Defenders react 3 I+

i Automatic 3 Determine Assault Results.
Total up wounds inflicted. The side

ROLL TO HIT (SHOOTING) which inflicted the most wounds

overall in the combat is the winner,

Firer's BS 12345 COVER CHART 4 Loser Checks Morale. The loser has

Scoreneededtohit 65 4 3 2 to pass a Morale check or fall back.
Cover Type If the loser passes the test, go
directly to Pile In.

e Razor wire, Wire mesh

5 Sweeping Advances, Fall backs and

MORALE CHECKS * High Grass,Crops, Consolidations. Units falling back
A unit takes a Morale check: Bushes, Hedges, Fences from close combat must test to see

e If it takes 25% or more casualties Units (friends and enemies) if they successfully break off, if they
in a single phase (close combat Trenches, Gun pits, Tank traps, fail they are destroyed. The winners
casualties do not count) — test at Emplacements, Sandbags, may then consolidate their position.

the end of the phase. 6 Pile In. If units are still locked in

close combat, then any models not
engaged are moved 6" towards the

Barricades, Logs, Pipes, Crates,
If an enemy tank performs a Tank Barrels, Hill crests, Woods,
Shock attack on them — test once Jungles, Wreckage, Craters,
the tank has moved into contact. Rubble, Rocks, Ruins, Walls, enemy to continue the fight next

ildi ' turn.
If it is defeated in close combat in Buildings, Wrecked vehicles

the Assault phase - test once s Fortification
combat results are established.
The unit's Leadership is modified
by -1 for every point their side has
lost the combat by.

7 Pick another combat and
repeat until all combats have been
resolved.




TO HIT CHART (Assault) TO WOUND CHART

Opponent’s Weapon Skill Toughness
Ihe2asisesds b 6 - 7 & 9 1. 2.3 4.8 6 7}
4+ 4+ 5+ 5+ 5+ 5+ 5+ 54 54 4+ 5+ 6+ 6+ N N N
3+ 4+ 4+ 4+ 5+ 5+ 5+ 5+ 5+ 3+ 4+ 5+ 6+ 6+ N N
3+ 3+ 4+ 4+ 4+ 4+ 5+ 5+ 5+ 2+ 3+ 4+ 5+ 6+ 6+ N
3+ 3+ 3+ 4+ 4+ 4+ 4+ 4+ 5+ 2+ 2+ 3+ 4+ 5+ b+ 6+
3+ 3+ 3+ 3+ 4+ 4+ 4+ 4+ 4+ 2+ 2+ 2+ 3+ 4+ 5+ 6+
3+ 3+ 3+ 3+ 3+ 4+ 4+ 4+ 4+ 2+ 2+ 2+ 2+ 3+ 4+ 5+
3+ 3+ 3+ 3+ 3+ 3+ 4+ 44+ 4+ 2+ 2+ 2+ 2+ 2+ 3+ 4+
3+ 3+ 3+ 3+ 3+ 3+ 3+ 4+ 4+ 2+ 2+ 2+ 2+ 2+ 2+ 3+
3+ 3+ 3+ 3+ 3+ 34+ 3+ 3+ 4+ 2+ 2+ 2+ 2+ 2+ 2+ 2+
3+ 3+ 3+ 3+ 3+ 3+ 3+ 3+ 3+ 2+ 2+ 2+ 2+ 2+ 2+ 2+

Strength
W o0~~~ un & W N -

Attacker’s Weapon Skill
Lo~ s WN =

—
=
—
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WEAPON TYPE SUMMARY
(not for vehicles)
Weapon Type Moving and Firing Firing and Assaulting
Pistol Can move and fire once May fire once in the Sh"_DDting phase and then assault the
same enemy unit in the Assault phase. Counts as an
additional weapon in close combat.

Rapid Fire  Fire twice at up to 12", or Unit may not assault if the weapon was fired in the
remain stationary and fire once  Shooting phase (unless allowed to by a special rule).
up to maximum weapon range.

Assault Can move and fire normally. May fire in the Shooting phase and then assault
the same enemy unit in the assault phase.

Heavy Cannot move and fire. Unit may not assault if the weapon was fired in the
Shooting phase (unless allowed to by a special rule).

VEHICLE DAMAGE TABLE DEEP STRIKE MISHAP TABLE

Result Modifiers: D6 Effect

Crew — Shaken Glancing Hit -2 1-2 Terrible accident! The entire unit is destroyed!

Crew — Stunned Hit by "AP-' weapon -1 3-4 Misplaced. Your opponent may deploy the unit anywhere
Damaged - Weapon Destroyed  Hit by "AP1’ weapon  +1 on the table (including inside difficult terrain, which of
Damaged - Immobilised Target is open-topped  +1 course counts as dangerous for Deep Striking units!), in a
Destroyed — Wrecked valid Deep Stike formation, but without rolling for scatter.
Destroyed — Explodes! -6 Delayed. The unit is placed back in reserve. If the unit is
unlucky enough that the game ends while it is still in

reserve, it counts as dES’[myed_

VEHICLES" MOVING & SHOOTING SUMMARY CHART

Stationary Combat Speed Cruising Speed Flat QOut
All (except Fast & Walkers) All Weapons 1T Weapon* No Weapons N/A,

Fast All Weapons All Weapons 1 Weapon* No Weapons

Walker All Weapons All Weapons N/A N/A

*nlus all defensive weapons.

Copyright @ Games Workshop Limited 2008. All rights reserved.




Alessio: Wow, what a tense and exciting
game! In the early stages it looked a bit
one-sided, as my army was performing like
clockwork — all my reserves turned up
perfectly on Turn 2, and exactly where |
wanted them. On the
contrary, Gav’s bad luck
- with his reserves meant
that | got to fight his
army piecemeal, the
Daemons appearing too
soon and still out of
charge reach, and Abaddon and his
Terminator bodyguard appearing quite late,
leaving Gav with only 1000 points to fight
my 1500 points for two full turns. And that
took a heavy toll on his army.

But then, when they did show up, they
immediately showed why they are so
expensive, cutting through a couple of my
units with ease. They single-handedly
denied me one of the objectives and forced
me to react to their strike, robbing me of
the initiative. | reacted by bringing more
firepower to bear upon them (and the
choice of the Vindicator proved right when
it blew some of them up!), and one of my
Rhinos headed back at full speed to pick
up the last of my scoring units left on that
side. However, unless | could bring down

.'P-.|'|

Abaddon with my shooting, it would have
proven extremely difficult for the transport
and its cargo to make their way past the
Despoiler, or to survive for |{_}r"lj:, even if
they actually made it to the objective.

“Gav’s bad luck with his reserves meant
that I got to fight his army piecemeal.”

On the landing pad, things were
looking better, but all it would have taken
was a lucky shot from the Defiler’s
battlecannon to kill all of my remaining
Tactical Marines. This would probably
have caused the game to end in a draw,
and | was very grateful when the dice
decided that the game was over at the end

of my Turn 5. All in all, it was a wild game,

where my feelings swung from utter
confidence at the end of Turn 2 to a vague
sense of unease after Abaddon took back
the objective, to sheer dread when | was

waiting for the next shot from the Defiler...

and the final liberating relief when the
game ended before the possessed
behemoth could take the shot. What more
can you ask of a game?

CESR T

Space Marine Captain

Certainly not my best
model, but the
Commander provided the
most laughs! He began by
getting injured by the
blast from the Vindicator
he was about to charge,
and then finished himself
off the next turn by
rolling four 1s in a row
when his plasma gun
overheated. Priceless!
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In the nightmare future of the 41st Millennium, there is only
war. Over the next few pages, we take a look at the warring
races in the battle for galactic supremacy.

Coming soon...

This article is all about
choosing that first
Warhammer 40,000
army. If, after reading
this, you still can’t
decide which force is for
you, then help is on its
way. Next issue, we're
bringing back an old
favourite in the return of
‘A Tale of Four Gamers’.
Many readers may not
even remember this
classic article, but the
old timers in the Games
Workshop Studio still get
dewy eyed over it.

Now it's the turn
of Warhammer 40,000,
as we task our four
samers with collecting,
painting and playing with
a brand new 40K army.
Each month we’ll set
them hobby milestones
and strict deadlines, to
show you four different
approaches to army
building, before letting
them battle it out for
supremacy. Find out
what happens next issue,

or millennia, humanity was thought

to be alone amongst the stars, the

inhabitants of Terra remaining
blissfully ignorant of other life. The
discovery of the Warp led to Mankind
spreading out across the whole galaxy, and
with this expansion came the first
encounters with aliens. It was a golden
age for Man, but it did not last. The Dark
Age of Technology and the Age of Strife
saw it come to an end.

Tens of thousands of years later, the
Imperium of Man finds itself beset on all
sides by aliens determined to enslave or
destroy it. And it is not
just the countless
xenos that are plotting
Mankind’s destruction.
There are terrors that
dwell in the Warp that
need only the most
tenuous of links to
enter real-space and set about annihilating
human and alien alike. But perhaps Man'’s
greatest threat comes not from alien races,
but from itself. There are many who have
pledged their allegiance to Chaos and fight
to overthrow the Imperium. Some plot from
within, whilst other traitors muster on

WARRIORS OF THE FAR FUTURE

worlds far from the Emperor’s light,

These forces do not exclusively fight
against the Imperium, for all races have
their own agendas and will fight all who
stand in their way. The galaxy of the far
future is hostile to one and all; alliances
are extremely rare. The only constant in
the 41st Millennium is war — there can be
no peace amongst the stars.

It is into this maelstrom of conflict that
vou will send your chosen force. This army
could be your first, or maybe you are using
the advent of Warhammer 40,000 5th
edition as an excuse to start a brand new

661t is into this maelstrom of
contflict that you will send your
chosen force.99

army from scratch. Over the next few
pages we take a look at the armies at your
disposal. If you’re new to the hobby then
this will give you a good idea of the forces
on offer, but it will also prove useful to
more experienced gamers as we look at
how the new rules will affect each race.

B
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© Imperial Guard

The vast armies of the Imperial Guard are
the sledgehammer with which the enemies
of Mankind are smashed asunder. The
soldiers of the Emperor are as numerous as
the stars themselves and when the Guard

facing squadrons of vehicles armed with
heavy ordnance weaponry and a multitude
of lascannons.

The Imperial Guard greatly benefit
from the new rules. With vehicles now

goes to war, the very earth shakes with the
rumble of tanks, the thunder of artillery
and the pounding of marching feet.

Playing with an Imperial Guard army is
all about massed firepower. An average
Guardsman will rarely excel in combat, but
even the humble lasgun can prove
devastating when fired en masse. But it’s
not just the number of shots the Imperial
Guard can deal out, it's the power as well.
An Imperial Guard force has access to
more tanks than any other race and even
the staunchest enemy will shudder when

% U Tyranids

Only encountered by the Imperium scant
centuries ago, the Tyranids are believed
= by some to be its greatest threat. From
= beyond the known galaxy, the Tyranids
& have arrived in great, innumerable
£ . swarms, their only purpose to consume
g all life in the path of the Hive Fleets.
® Tyranids comprise a multitude of different
- creatures functioning as one, coordinated
. by the great, gestalt consciousness of the
" Hive Mind.
A Tyranid force consists of hordes of
& relatively weak Gaunts, which swarm
= forward to overwhelm the enemy with
. weight of numbers. Alongside these
. march gigantic, monstrous creatures,
~ genetically engineered to fight in any
W battlefield conditions. Finally, broods of

harder to destroy, the advantage for a
tank-heavy army is obvious. Another
benefit is that a Guardsman only costs 6
points, so raising squads of Troops to
capture objectives will not be an issue,
leaving you plenty of points for your Heavy
Support choices. With close combat troops
now prevented from consolidating into
fresh assaults, your grunts will be able to
tough it out for longer, leaving them free to
snatch an objective on that last turn or
squeeze in another critical round of
shooting with their massed lasguns.

The Tyranid swarm approaches the
Imperial Guard line as an unstoppable
mass. Constant bombardment and _
disciplined infantry fire may stem the ti

. !

powerful, independent close-assault
killing machines menace the enemy. A
successful Tyranid horde is one that uses
all three elements in concert.

A Tyranid force in the new edition is
as deadly as ever. Gaunts will particularly
benefit, as the Enemy Without Number
rule gives Tyranid players an endless
supply of Troops. While Tyranids will
struggle to destroy larger enemy vehicles
at range, close assaults will be even more
effective than before, as the rear armour
value is used in assaults against vehicles.
The abilities of many Tyranid units to
deep strike and infiltrate is another boon,
as they can expect to get closer to those
critical objectives before the enemy can
react to their presence.
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|® Chaos Space Marines

Shunning the Emperor’s light,
Space Marines have reneged on sacred
oaths in favour of glory, power and bitter
resentment of the Imperium. Chaos Space
Marines are the dark, corrupted

antitheses of their loyal brethren. These
warriors fight alongside icon-encrusted
tanks, Daemon-possessed Defilers and

psychopathic Dreadnoughts.

Chaos Space Marines were once
Adeptus Astartes and so their battlefield
prowess and fighting style is similar in
some respects to other Space Marine
armies. However, Chaos Space Marines
have a more brutal edge, caring less for
tactical flexibility and more for the
slaughter of their enemies. Nevertheless,
a Chaos Space Marine force has a great
many choices available to them, from

Possessed Space Marines and

The Ultramarines engage their traitorous brethren.
When these two sides fight it is always a bitter
struggle, with no force willing to show weakness.

F_-" ey -...,‘ ™

& Space Marines
The Adeptus Astartes, or Space Marines,
are the most powerful of all human
warriors. In many respects they are not
human at all, but superhuman beings
forged by genetic engineering, arduous
training and strict discipline. Each Space
Marine is worth a dozen normal fighting
men, as not only are they superior in body
but they are armed and armoured with the
best equipment the Imperium has to offer.
Few can withstand conflict with a fighting
force of Space Marines, for they are the
Emperor’s elite warriors.

Space Marine forces are relatively small

and resilient, masters of the surgical strike.
Space Marines hit hard and fast, delivering
a devastating blow to a localised area
before moving on to the next target or
objective. They are also extremely flexible,
with a good selection of troops that can

Chaos

the enemy from afar.

WARRIORS OF THE FAR FUTURE

Obliterators bristling with Warp-powered
weaponry to Defilers — arachnid walkers
equally at home in combat or pounding

Chaos players will find quite a few
things have changed in their favour.
Those Chaos Space Marines that bear the
marks of the Chaos Gods - the powerful
Noise Marines, Plague Marines, Khorne
Berzerkers and Thousand Sons - are all
Troops choices, making them much more
desirable and good value. As well as this
boon, Chaos Space Marines benefit in the
same way as their loyalist kin, so will
have more resilient vehicles — especially
walkers, which are an important part of a
Chaos Space Marine list. Transports
become more versatile and resilient.
Finally, Obliterators have plasma
cannons, which are better than ever.

perform various battlefield roles, from
artillery bombardments with Whirlwind
tanks to infiltrating and sniping with Space
Marine Scouts.

In 5th edition, Space Marines can take
advantage of the versatile, well-armed
Troop choices at their disposal, able to
capture and hold those vital objectives.
Drop Pods, Terminators and Assault
Marines will also benefit from the reduced
risk of deep strike. Additionally, the
multitude of Space Marine tanks will
survive for longer, so hardy transports like
Rhinos and Land Raiders become
invaluable, able to taxi those all-important
Troops between objectives far more
effectively than they could previously.

And if this isn’t enough, just wait until
you see the new Codex: Space Marines —
there are some great surprises in store.




) Necrons

The Necrons are an implacable foe, who

- have spent the last sixty million years in

' hibernation and are only now being roused
f from their ancient slumber. They have
awoken to find that the galaxy has

¢ changed, with insolent usurpers claiming

. dominion of the galaxy with their upstart
. empires. From huge Tombships and

- floating Monoliths, glittering phalanxes of
- metallic warriors march forth. To the
Necrons, their foes are but cattle for their
- ever-hungry gods, and with each passing
¢ year the Tomb Fleets grow greater in size,

= with new Tomb Worlds reactivated.

Necron forces are incredibly resilient

& and notoriously difficult to slay, no matter

" how much firepower you aim in their

= direction. While they lack the diversity of
- many of the other races, their relentless
- march and powerful gauss weapons make

& them an enemy to fear. Necrons are a great

@ Chaos Daemons

Without the Warp, the Imperium could
not exist. Yet it's within the Warp that the
Dark Gods and their scions — the
Daemons, pure manifestations of a Chaos
God's will — lurk, ready to tear through
reality. Daemons are anathema to the
material realm, creatures of a truly
terrifying and bizarre aspect, their abilities
at odds with the mortal plane.

While all races differ from one
another, collecting and playing with an
army of Daemons is a truly unique
experience. Daemon forces are paragons
of the hobby — painters can go crazy,
using any colour palette they see fit,
while gamers get to grapple with the
strategic implications of not deploying
your army until the game has started!

Being a new force, the
Daemons were developed
alongside the new rules and so
perfectly into this environment.
A whole army that can deep
strike onto the battlefield is a
scary one to face, allowing the
Daemon player to take or
contest objectives early in
the game, and pinpointing
weaker squads to attack in
Annihilation scenarios.
Daemons are now scarily
fast, as they combine the ability

g1 1
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force for any hobbyist — experienced
painters can make outstanding army
centrepieces with the exquisite C'tan
models, while the Necron Warrior kits lend
themselves to fast, effective batch painting,
allowing an army painter to get a battle-
ready force together in no time.

The Necron force remains as steadfast
as it always has been in the new edition of
the game. However, with the increased
importance of Troops, the Necrons excel,
as Necron Warriors are the perfect troop
type for holding objectives, their resilience
and “I'll be back” ability making enemy
attempts to capture objectives or wrest
them back especially hard. A vehicle with
Armour 14 on all sides is now especially
hard under the new rules, and with the
Monolith the Necrons have just such a
choice — in fact they’re nigh on impossible
to destroy!

The Daemons appear amongst the Necron Warriors.
Both forces claim dominion over the galaxy but only

one side can take it for their respective gods.
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fit

to appear by deep strike anywhere

on the board, the new rules for
running, and the fleet special ru
that many of them possess.
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The Dark Eldar are twisted creatures that
dwell in the twilight realm of Commoragh,
an infernal place hidden in the forgotten
corners of the webway. The Dark Eldar
delight in toying with their enemies, the

@ Dark Eldar

Long ago, the Eldar had an empire that
spanned across the galaxy. Suns could be
extinguished or planets moved at a mere
whim. Then a great cataclysmic event
befell their decadent race. Such was the
destruction wreaked by the death of so
many at once that, where their
homeworlds once lay, a great rift was torn
in the fabric of space, known to this day as
the Eye of Terror. Ever since, the Eldar have
been a broken, nomadic race, living off
glories past, but still capable of the greatest
kindness or the cruellest action should they
be so inclined or provoked to do so.

Eldar armies consist of small, elite
forces built around highly specialised

cover saves on offer.
Dark Eldar vehicles,

full measure of their alien intellect given to thanks to their highly

the pleasure of preying on their victim’s

worst fears.

The Dark Eldar are hit and run
specialists. They are a fast, highly mobile
force, their troops and vehicles all geared
towards speed and getting in that first
devastating hit. Using these eldritch
warriors in a prolonged, meat-grinder

manoeuvrable nature,

can take advantage of
cover saves by positioning
themselves behind ruins
and other obstacles.
Finally, their powerful
dark lance weaponry

can rip apart heavily

- assault would be a mistake, but no one hits  armoured enemy vehicles

- ~ faster than the Dark Eldar.

o i
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WARRIORS OF THE FAR FUTURE

troops that cannot be outmatched by any
other race in their chosen field. Playing
with an Eldar force gives you access to
many different troop types, giving both
painters and gamers some truly spectacular
models to get to grips with.

An Eldar force benefits from the new
rules most significantly with the increase in
cover saves, making them more resilient.
An Eldar Ranger going to ground, for
example, gains a 2+ cover save, becoming
almost impossible to kill. The Eldar benefit
in more subtle ways too — the improvement
to sniper weapons, hardier vehicles, and
the allowance for more attacks to be rolled
in combat all aid the Eldar way of fighting.

gagement they are joined
by the Harlequins, masters of close combat.

Like their craftworld cousins, the ==
Dark Eldar become more resilient in. %
5th edition thanks to the better




These :breenskinned savages can be

-, found in every corner of the galaxy. They
are brutal, ugly creatures whose only
thought is war or, when not in battle,
how to get to the next war. Whilst for
many other races conflict is merely a
necessary consequence of some other
objective, for Orks it is their only goal.
Most Orks are fairly dumb, but they show
surprising creativity when it comes to
technology — especially weaponry —
inventing madcap equipment and
vehicles to hurtle their troops across the
battlefield and into the enemy lines.

Orks are the ultimate horde army —
their plans are usually very simple,
mostly involving closing with the enemy
as quickly as they can to hack them apart

in close combat. With a few notable
exceptions, their weapons are typically
short ranged and their vehicles are
designed to get them into combat as fast
as possible.

With 5th edition, all Orks can now
run and so can close with the enemy
even more quickly, giving them the
opportunity to launch a Waaagh! as early i

f
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in the game as possible. Ork vehicles are
notoriously fragile, so making them
harder to destroy gets another green
thumbs up, and they won't have to
disembark if the vehicle they are riding in
is penetrated (previously the bane of Ork
trukkaz). Plus, the fact that vehicles can
now be used to ram other vehicles will
please most Ork Warbosses no end!

& )

While the Orks charge forward, the
Tau try to keep them at bay so they
can bring their powerful guns to
bear on the greenskins.

@ Tau Empire

A dynamic and inquisitive race, the Tau
utilise highly advanced technology in every
sphere of life, especially warfare. The
fledgling Tau Empire has evolved from a
race of primitive humanoids to control a
star-spanning realm in less than two
thousand years, and they continue to
expand forward at an exponential rate. It is
this dynamic growth that has led them into
hostile encounters with the older races.
The Tau way of battle is based around
keeping the enemy at arm’s length. The Tau
use their highly manoeuvrable vehicles and
battlesuits to lure an enemy closer, and
then shoot it to bits before it can get too
close. Tau firepower is among the most
powerful in the game, with even Tau
infantry wielding deadly, high strength
weaponry. Tau hold a unique appma-::h to
::Ieal:ngs wnth -::rtherﬁahen l’aces

bring their pulse nﬂes to be&hr on the
'r'ar II‘IgEﬂEﬂT’f s sy

Empire. This allows the Tau to field troops
who complement their own racial
weaknesses, so Kroot will often fight in
close assault roles while the insectoid
Vespid fly about the field tackling well-
armoured foes.

The new line of sight rules will provea = 2%
major boon for Tau players, as the more | SUE.
weapons they can fire, the more likely the
Tau will win. The ability to run allows
isolated Tau units to get into a better firing
position more quickly or, if need be, move
further away from the enemy’s elite
assaulting units! AP1 railguns benefit TR
hugely when rolling on the vehicle damage™ §%8
chart. But the biggest gain is the prevention ~
of enemy units from consolidating into new
combats. In most situations, this will give
unengaged Tau units one last chance to
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WARHAMMER

The subject of daemonic
incursions is a vast one,
too big to cover the
history of every such
event. Instead, this
article describes two
scenarios based on
famous events from the
history of the
Warhammer world. The
first is the Hunt of the
Vlagians, a three-part
campaign pitting the
daemonic host against
the Dwarfs of Karak
Vlag. The second is a
standalone scenario
using the Legendary
Battles rules from
WD340, based upon
Lord Kroak’s valiant
defence of Itza.
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Gav Thorpe and Jervis Johnson present a treatise on the
daemonic incursions that have ravaged the Warhammer
world, and how to refight them yourself.

he daemonic armies of the Chaos

Gods were unleashed upon the

Warhammer world many thousands
of years ago, when the great polar gates
created by the mysterious Old Ones
collapsed. The resulting cataclysm shook
the world to its core, and opened a
permanent rift to the Realm of Chaos.

Since then, Daemon armies have been

a constant threat to the mortal races of the
Warhammer world. These incursions can
happen at almost any time and place; there
is a constant war against invasions from the
Chaos Wastes to the north, but the Chaos
Gods are able to exploit even the slightest
rift in the nature of reality to bring
Daemons into the physical plane.

These incursions can range from small
events where only a single daemonic
creature is able to manifest itself, through
to massive invasions by vast hordes of
Daemons, that can only be stopped when
all of the peoples in the threatened realm
unite to face the foe. No one is safe from
the daemonic armies of the Chaos Gods,
who only have one aim: to bring terror and
destruction to all living things.

This, then, is the background to two
such daemonic incursions that have
ravaged the Warhammer world. The
following pages explore how you can use
this background as the basis for themed
games and campaigns to play with your
friends or local gaming group.




f the fate of the Dwarf hold of

Karak Vlag, only the Chaos Gods

can tell. Dwarf histories merely
record that contact was lost with the hold,
and when an expedition was mounted to
discover what had happened, no trace of
Karak Vlag could be found. It was as if the
hold had never existed, scooped out of
reality by the hands of the Dark Powers, its
inhabitants doomed to suffer unthinkable
torment under the cruel attentions of the
Daemons of Chaos.

No text chronicles what miseries were
heaped upon the Dwarfs of Karak Vlag in
their final days, nor recounts the suffering
and bravery of their tale. Whatever
happened to Karak Vlag itself is
unknowable, but there is one story that
remains, one legend that survives, even if
none outside the Realms of Chaos know it.
This is the saga of the survivors of Karak
Vlag who fled under the leadership of
Anarbarziz, seeking sanctuary to the south.

Anarbarziz, nephew to the king of the
hold, had been away with much of his clan
fighting Goblins to the east. Upon returning
victoriously to their home, they found it
had disappeared. The stench of Chaos
hung thickly in the air and Anarbarziz
feared further attack. He did not know
whether the vanished hold had gone
forever and deemed it prudent to seek
reinforcements before investigating further.
To this end, he turned his throng
southwards towards the outpost of Ar
Anrak, an outlying fort of Karak Ungor.

The southerly trek of the last surviving
Vlagians did not go unnoticed. From within
the Palace of Pleasure, the Keeper of
Secrets Amin’Hrith the Soulflayer regarded

the Dwarfen army upon the surface of a
golden mirror. The Greater Daemon had
not been part of the assault on the hold,
but it knew that its master had intended for 7
all of the Dwarf inhabitants to be enslaved. ¢
Seeing an opportunity to earn greater
favour by delivering the last of Karak Vlag's
folk to Slaanesh, Amin’Hrith gathered its
foul minions.

The Bloody Spires

South of Karak Vlag lies an upland plain
dozens of miles across, dominated by tall
pillars of volcanic rock. The ground
heaves with earth tremors, and
sulphurous pits bubble and boil
amidst the ruination of the fire
mountains that surround the plateau. b V. 4 2
These are known to the Dwarfs as ~F i e
the Bloody Spires, for once they
were the scene of a mighty
battle between the Dwarfs of
Karak Ungor and the Goblin W e -
horde of Grukha the Throttler. b, 5
The air is filled with noxious T R Ok |
fumes and few folk, even the
hardy Dwarfs, dare travel it. Yet on
this day the plight of the Vlagians
was desperate and their haste was
great, so Anarbarziz decided to lead
the throng across this treacherous
landscape, rather than take the more
circuitous route to the west.

Amidst the bubbling geysers and
cloying gases, Amin’Hrith attacked.
From out of glittering gateways raced the
Seekers of Slaanesh upon their sinuous
mounts. Taken unawares, the vanguard of
the Dwarfen army was quickly surrounded.
From left and right advanced the legion of




the Soulflayer, cruel Daemonettes and
bizarre Fiends intent on inflicting pain.

Though attacked from all sides, the
Dwarfs put up a stiff resistance, none more
so than Anarbarziz. Wherever he fought,
the Dwarfs were heartened and battled
with enormous vigour. So stout was the
Dwarfen defence that only the vanguard
was lost, and the Daemons of Amin‘Hrith
could find no way to prevail. Seeing that
victory remained elusive, the Soulflayer
withdrew the remnants of his forces back
to the Realm of Chaos, where he sought
other means to fulfil his ambition.

Though bloodied, the Dwarfs had been
victorious and marched without rest to the
fortress of Ar Anrak. Here they relayed their
tale of woe to the dour inhabitants. The
garrison commander, Kungrim, offered his
warriors as escort to Karak Kadrin, which
Anarbarziz duly accepted. They began
their preparations for the long march at the
height of summer,

A Dread Alliance

Though defeated, Amin’Hrith was not
dissuaded. Approaching the Lord of
Change known as the Eldritch Watcher, he
proposed an alliance. In return for the
Tzeentchian Daemon’s aid, the Soulflayer
promised to overthrow one of the Eldritch
Watcher’s rival Lords of Change.

Though the Eldritch Watcher was
content to observe from his pinnacle at the
Impossible Fortress, it sent many of its
Horrors and Screamers to fight alongside
the army of Slaanesh. Amin’Hrith’s swift-
moving forces were greatly bolstered by
these magical troops and the Keeper of
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Anarbarziz

Anarbarziz was a fierce
warrior, learned in
axecraft and runelore.
He bore the Crown of
Thungrigg, token of his
rulership of his clan, and
the mighty axe
Grobidreng. He refused
to take the title of king
when Karak Vlag’s
disappearance was
discovered, maintaining
to his dying day that the
hold would he reclaimed
and his uncle rescued.
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Secrets did not delay in attacking again.

The daemonic host of the Soulflayer fell
upon Ar Anrak only a few days after |
Anarbarziz's arrival. The Dwarfs upon the |
walls showered the advancing Daemons |
with crossbow bolt and handgun shot, but
were forced back from the ramparts by
flights of Screamers swooping into their
ranks. Daemonettes scaled the stone walls
with contemptuous ease, while Horrors of
Tzeentch blasted at the sturdy gate with
their sorcerous powers.

Attacked from the gate and the walls,
the Dwarfs could not hold out against the
Daemons and Amin’Hrith led his force into
the castle. The fighting was fierce in the
rooms and corridors within and Kungrim
ordered the retreat. Leaving a rearguard to
protect their evacuation, the Vlagians and
garrison fled the citadel and into the
forboding wilderness beyond its walls.

The Battle of Death Canyon

So it was that the last battle of the Vlagians
was to be fought in the winding valley
known as Death Canyon — Uzkul-ak-
Dreng. In the south-eastern end of the
valley Amin’Hrith marshalled his
otherworldly host. Daemons screeched and
bickered while the Dwarfs marched
onwards towards them, knowing that they
had to break through. The few war
machines salvaged from Ar Anrak
bombarded the Daemons to break a path
through their ranks and Anarbarziz led his
Vlagian’s into the gap.

It was then that reality was torn asunder
in the mountains behind the Dwarf army.
Brazen horns echoed around the canyon
sides and the march of feet thundered
deafeningly along the valley. At the head of
a dread legion of Bloodletters strode the
Bloodthirster Kharang'kahar Goreweaver,
drawn to the mortal realm by the scent of
battle. Flesh Hounds loped at his sides,
baying for blood, whilst Juggernauts
stamped and brayed, eager for war.

Caught between the two Daemon
armies, the Dwarfs fought back-to-back,
Vlagians alongside the Ungorites. There
was no chance of victory, yet Anarbarziz
hoped that a few of his warriors might
survive and carry news to the south of
what had befallen his home.

It was not to be, for they were
slaughtered to the last warrior, and so what
befell Karak Vlag remains a mystery to the
Dwarfs this day.

Playing the Campaign

The Hunt of the Vlagians is a small,
narrative campaign based on Anarbarziz’s
doomed attempt to lead his army to safety.
The campaign is fought as a series of
battles that are fought in order, one after
the other. The results of the first two battles
will have an effect on what happens in the
third and final battle of the campaign.




Amin’Hrith the Soulflayer

Many have been the schemes of Amin’Hrith, and many the mortals tempted into
damnation by its subtle lures. The Keeper of Secrets took the name of Soulflayer
after the Battle of the Winter Grove, during which it slew more than a hundred

Wood Elves and later fashioned a long, five-headed whip from their flayed skins.

Battle One:
The Bloody Spires
Slaaneshi Daemons under the command of Amin’Hrith

ambush the Dwarf army as it attempts to cross the ash
wastes known as the Bloody Spires.

The Battlefield: Set up the battlefield as you would for a
normal game. There should be no trees or buildings, but
plenty of hills and rocks. You may want to make terrain

pieces to represent the spires of volcanic rock that gives
the region its name.

The Armies: Each player picks an army to the same
points value. The Dwarf army is led by Anarbarziz (a
Dwarf Lord) and can include any units desired, while the
Daemon army is led by a Keeper of Secrets known as
Amin'Hrith the Soulflayer and may only include
Daemons of Slaanesh.

Deployment: The Dwarfs deploy first, anywhere on the
table at least 18" away from a table edge. The Daemon
army deploys second, anywhere within 6" of any table
edge. In this battle units always flee towards the closest
edge of the table. Roll-off to see which side gets to have
the first turn.

Game Length & Victory Conditions: The battle |asts for
six turns. The victor is decided using victory points in the
same manner as a pitched battle.

Special Rules: The air of the battlefield is filled with
clouds of steam and noxious gas, which hinders the use
of missile weapons and ranged spells. Because of this,
when declaring a ranged attack of any kind you must roll
306 and double the score; if the total is equal to or
greater than the range in inches to the
target of the attack, then the attack is
allowed to take place. If the total is less
than the range, then the attack was
obscured by clouds of steam
i« and will have no effect.
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Battle Two:
A Dread Alliance

Bolstered by the daemonic minions of the Eldritch
Watcher, Amin’Hrith is able to overrun the Dwarf
stronghold of Ar Anrak. A small contingent of Dwarfs is
left to fight a desperate rearguard action in order to give
the rest of the garrison a chance to escape.

The Battlefield: The battle is fought on a 3' square
playing area representing one of the Dwarfs’ great
underground halls. There is a 6" wide entrance in the
centre of one table edge, and a 6" wide exit in the centre
of the opposite edge. No other terrain is required, but if
you have suitable terrain pieces, such as piles of rubble,
stone columns, and Dwarf altars or architecture, then
you should by all means use them!

The Armies: Each player picks an army. The Daemon
army receives twice as many points as the Dwarf army.
Neither army may include any Lord-level characters. The
Daemon army may only include Daemons of Slaanesh,
and Horrors and Flamers of Tzeentch. Because of the
confined nature of the underground halls no unit may
have a unit strength greater than 10.

Design Note: This battle works best as a fairly small
game, with about 500 to 750 points of Dwarfs taking on
twice as many points’ worth of Daemons.

Deployment: The Dwarfs deploy first, within 18" of the
exit. Half the units in the Daemon army (rounding down)
are deployed second, anywhere within 18" of the
entrance. The remaining Daemon units enter as

reinforcements (see below). The Dwarfs will flee towards
the exit if broken.

Game Length & Victory Conditions: The battle lasts until
there is a Daemon unit closer to the exit than any Dwarf
models. Keep track of the number of game turns that
have elapsed. When the battle ends, the Dwarf player
rolls 2D6 and must roll equal to or less than the number
of turns fought in order to win the battle. Any other result
is a Daemon victory.

Special Rules: Half the units in the Daemon army are
deployed as normal. The remainder can enter as
reinforcements from the Daemon player’s second turn.
One unit can enter per turn, entering through the
entrance to the hall in the same manner as a unit that
has pursued off the table.

Mighty Empires

If you want to play these scenarios as part
of a Mighty Empires campaign, then why
not include a special Realm of Chaos tile
like this one. This represents an area at the
epicentre of a daemonic incursion. It can
be used as the starting tile for a player with
a Daemon army, and counts as a city. In
addition, roll a D6 whenever the Daemon
army fights a battle to see if the Chaos
Gods still favour their daemonic servants:

1 — Displeased: The gods are not pleased.
Subtract 2D6x10 points worth of troops
from the Daemon army for the next battle.

2-4 — Unimpressed: The gods are neither
displeased nor favourable. Nothing
happens.

5-6 — Favourable: The gods are pleased and
reward the army with a bonus of 2D6x10
points in the coming battle.

T i




Battle Three:
The Battle of Death Canyon

It was in the winding valley known as Death Canyon that
the Vlagians made their last stand. To their front lay the
Daemon hordes of Amin’Hrith, and to their back the
Khornate legions of Kharang’kahar Goreweaver. The
Dwarfs” only hope was to cut through one of these
armies to freedom!

The Battlefield: Set up the battlefield as you would for a
normal game, but do not use any buildings. The long
table edges represent the walls of Death Canyon and are
impassable to either side. Fleeing units will always head
towards the closest narrow table edge.

The Armies: Each player picks an army to an equal
points value. The Dwarf army may include any units
other than Gyrocopters and Miners. The Daemon army
may include any type of Daemons of Khorne and
Slaanesh, and Horrors and Flamers of Tzeentch. If the
Daemons were able to win either of the first two battles
then they may take a number of Greater Daemons for
free:

¢ Daemons Won First Battle: Daemon army may take a
Keeper of Secrets (Amin’Hrith) for free.

* Daemons Won Second Battle: Daemon army may take
a Bloodthirster (Karang'kahar Goreweaver) for free.

Deployment: The Dwarfs set up first, anywhere within
18" of the centre of the table. The Daemons set up
second. Any Slaanesh or Tzeentch Daemons must set up

within 12" of one narrow table edge, and any Khorne
Daemons within 12" of the opposite narrow edge.

Game Length: The battle lasts until there are no Dwarf
units left in play or one Dwarf unit is able to exit the
table.

Special Rules & Victory Conditions: Dwarf units are
allowed to exit the table from either narrow table edge. If
at least one Dwarf unit manages to leave the table ‘in
good order’ (i.e. not fleeing), then the Dwarfs win the
battle and the campaign.

Special Feature — Arcane Ruins

Centuries ago Chaos cultists built an altar to their Dark Gods. Although
- | the cultists are long since dead, the arcane ruins remain and are still

- | suffused with the raw power of Chaos. Control of the altar by the forces

~ .| of Chaos will increase the magical power of any daemonic troops that are
nearby, but if the enemy capture it

then the magical power of
Chaos will be weakened. To
control the altar a player
must have a unit within 6"
of the altar, and no enemy
unit within 6" of the altar. If
they control it, a Daemon
army receives +1 power dice
in the Magic phase, and -1
power dice if their opponent
controls the altar.
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1 The battle for control of the Slann temple-city of Itza is one
: é'%ﬂf the most cataclysmic events in the history of the

Warhammer world — and it’s crying out for a refight!

"u'ast armies of daemonic creatures were
: unleashed when the warp gates built by
E:E-".r . the Old Ones collapsed. They flooded
R ey ’acrnss the Warhammer wnrld and one by
§ . one the mighty temple-cities began to fa[l
fmall the Daemons reached the
{egendary city of Itza, which was under
_the protection of Lord Kroak, first and
greatest of the Slann Mage-Priests. For
. months Lord Kroak held the Daemon
 hordes at bay, and even though his mortal
| ? bnd}r was slain by a war host of a dozen
. Greater Daemons, his undying spirit
fuught on, eventually denying victory to
the enemy.

Reflghtlng the Battle of Itza

The Battle of Itza makes an excellent
subject for a narrative Legendary Battle,
f-:}ught between a Lizardman army and a
Daemon horde. The Legendary Battle rules
were published in WD340, and you can

- download a copy from the Games
Wnrksh-:}p website. The notes that follow
¥ ~ are based on our own refight of the battle
5'-_-5'. at the Studio’s Thursday-night games club.

e ":'-“"‘ Table Setup

' The refight concentrates on the attack by

~ the host of Greater Daemons that led to the

_ death of Lord Kroak. It is written that Lord
“x‘*f‘ } ‘Kroak spent the battle “Serenely seated

¥ % ;. ]

" atop the Great Pyramid of Itza”. Place a

ﬁg‘_':’ model to represent the Great Pyramid at
‘% one end of the board, and use buildings,

Jungle and woods terrain pieces to

_represent the area of the city in front of it —

e we used the ziggurat from the Ziggurat of
%i' Doom Ecemrlc} in WD340.

-_%% The Armies

5.;3_3‘.'*?; The Battle of ltza was fought between

. Lizardmen and Daemons. No allies from
; “other army lists may be used.

Lnrd Kroak

" The Lizardmen army must include Lord

g Kroak. Use the Venerable Lord Kroak
“model to represent him in his living form,
with the following house rules:

"The Ruination Of Cities: While alive Lord
- Kroak can cast Ruination of Cities with
_ ~ii*-_greater power. To represent this he may
"Zt'ternpt to cast it normally, with a casting
{\‘?\.’?&IUE of 14, or choose to cast it with a
astmg value of 15 or 16. Each point by
ich the casting value is increased adds

-' tca the area Erf effpe::t of the spell, and

.....

also adds +1 to the Strength of any hits
inflicted (to a maximum of +2D6" area of
effect and +2 Strength).

Golden Death Mask: Lord Kroak isn't
allowed to use this item in this battle,
because he’s not yet dead!

Serenely Sitting: Lord Kroak must be set-up
on the top of the Great Pyramid, and may
not move from there during the battle.

Spirit Form: Should Lord Kroak be slain
then his spirit-form will carry on fighting.
The only thing the spirit-form can do is to
cast the Ruination of Cities spell at a
difficulty of 14. In addition, any Daemons
that are in base contact with Lord Kroak
when he is slain are instantly banished and
are removed from play. This includes the

models that managed to slay Lord Kroak!
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Greater Daemon War Host

Lord Kroak was finally slain by a war-host
of twelve Greater Daemons. To represent
this gathering of might, the Daemon army
is allowed to include a war host made up
of up to twelve Greater Daemons of any
type. The war host counts as a “Monstrous
Horde” from the Legendary Battles rules —
this is an exception to the normal rule that
all units in a Monstrous Horde must be of
the same type.

Winning the Battle

Use the standard Legendary Battles victory
conditions for this scenario. However, such
is Lord Kroak’s importance to the outcome
of the battle that, if he is alive at the end of
the game, then the Lizardmen may add 25
points to their total score. However, if he is
slain then the Daemons may add 25 points
to their total.

This scenario takes
place before Lord Kroak
dies and gets his death
mask — but it is fine to
use vour Lord Kroak
maodel as he is.

Breadth: &'
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Each month, the
Editor dispatches a
Dwarfer to the
darkest caverns of
Nottinghamshire.
His mission, to
rouse the Johnson
from his timeless
slumber. If he’s
lucky, he makes it
back alive,
clutching the latest
Standard Bearer!

Owen Rees and Jon Carter

commanded this force of Dark Angels
and Deathwatch. Snow bases provide
a visual link between the two armies.
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few months ago | was chatting to
Andrew and Nicola Taylor, two
good friends who also happen to be
two of the most talented miniature
painters | know outside of the 'Eavy Metal
Team. The Taylors regularly attend the
tournaments we hold at Warhammer
World, and just as regularly walk off with
the prize for the best painted army.

Anyway, there we were sitting in
Bugman'’s, enjoying a refreshing beverage
and a classic old Games Workshop board
game by the name of Dungeonquest, when
the Taylors suggested that | enter the
Warhammer 40,000 Doubles Tournament
with my son Jack. “Hmm,” | said, “that
doesn’t sound like a bad idea at all - |
think I'll do it!” And I'm jolly glad | did,
too, because | had the most wonderful
weekend |I've had in years.

For those of you that don’t know of it,
the Doubles Tournament — as its name
implies — is played by teams of players.
Each team is made up of two players, each
of whom brings along a 500-point army, so
that the two players have a combined force
of 1000 points. The two armies in the team
must be ones that would probably fight
alongside each other, and the tournament
rules pack provides details of which armies
can (and more importantly, cannot) ally.
The tournament is fought over two days,
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and each team takes part in half-a-dozen
games during that time, all fought using the
standard rules and missions from the
Warhammer 40,000 rulebook. Then, at the
end of the weekend, prizes are awarded to
the team that performed best on the
battlefield and the team that brought along
the best painted army.

Now, this description may make the
event seem very dry and serious, but the
reality is anything but. When | arrived on
Saturday, the place was buzzing as over
two hundred players got themselves signed
up and found out which table they'd be
playing their first game on. Being an
absent-minded twit, I'd left things far too
late to enter myself and Jack as a regular
team, but a certain amount of arm-twisting
meant that we were down as the “spare
player” for the event and would play
against any team who was missing an
opponent. Luckily for us, this occurred
three times over the weekend, and | also
managed to get in a one-on-one game with
Jack into the bargain. This meant | got to
play plenty of games, and still had time to
wander about and look at what was going
on, catch up with the Taylors, and
generally pontificate about the hobby with
anyone who was willing to listen to me!

The impression | left with was of a
tournament where the players were more
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interested in playing friendly games against
like-minded opponents, rather than taking
part in a deadly serious, win-at-all-costs
competition. | think the team set-up has a
lot to do with this; there’s something about
playing alongside a mate or partner (or
son!) against another team of two players
that just makes for an easier-going game.

But although the gaming was fun, the
thing that really stood out for me was how
well painted most of the armies were. |
think this is because, at the Doubles, each
player only needs to prepare a 500-point
force, and therefore can lavish a great deal
of time and attention on their army.
Certainly the general standard was amongst
the best I've ever seen, while the six armies
that were up for the best-painted army
prize were all gob-smackingly good.

For those who haven't attended a
tournament before it's probably worthwhile
explaining how the best army is chosen, at
least at the events we run at Warhammmer
World. What happens is that after the first
round the players leave their armies ‘on
display’ on their gaming tables. A team of
judges then go round, and after a certain
amount of bickering and arguing, pick out
the six armies they think are the best

B o '_. e

painted. Then, later on at the event, usually
on the second day, the armies that made
the cut are put back on display, and all of
the players in the tournament get to vote
for the one they like the best. The army
that gets the most votes wins the prize.
What | think is wonderful about this
system is that it means that all of the
players (and various liggers and hangers-on
such as myself) get a chance to see the best
armies at the event, not just those that are

Nicola and Andrew Taylor’s exquisitely
converted Chaos army comprises
traitorous Imperial Guard and Chaos
Space Marines.

‘ ‘ The six armies up for the best
painted army prize were gob-

smackingly good. ,,

lucky enough to fight a battle against the
army. It's almost always my highlight at the
tournaments | attend, and this year’s
Doubles really was no exception. In fact it
made me rather pleased that, as a member
of staff, | was not allowed to vote, as |
think I’d have found it almost impossible to
choose between the armies that were on
show. One thing that really stood out were
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The Best Models of the Day

1 & 2. Fully converted Renegade Guardsmen by Andrew Taylor.

3. A Slaaneshi Chaos Space Marine converted and painted by Tom Coveney.

4. Paul McCabe modelled an ornate jump pack onto this Khornate Space Marine.
5. Owen Rees’ Dark Angels Commander.

6. Jon Carter’s Deathwatch Sergeant armed with a power axe.

7. A Chaos Sorcerer leading the Taylors’ force to battle.

Write to Jervis at:

Jervis Johnson

c¢/0 White Dwarf
Design Studio

Games Workshop
Willow Road
Nottingham NG7 2WS$
United Kingdom

the variety of different approaches taken.
There were armies that looked like they
could have been lifted from the pages of a
Codex, painted with painstaking attention
to detail. There were armies where each
and every model was heavily converted in
one way or another. There was even an
army that included classic models from the
Citadel range, such as the first ever Space
Marine Dreadnought model we made,
beautifully painted and showing that these
very early models have a real charm all of
their own and deserve their place on the
gaming table to this day. All six armies
included wonderful small details that
rewarded careful attention and meant that
every time you looked you noticed
something you hadn’t seen before.

But enough rambling from me — when
all is said and done the pictures you can
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see on these pages show what I'm talking
about far better than any words can.
Instead I'll urge you to try and attend a
Doubles tournament if you possibly get the
chance. You'll get a great weekend of
gaming, and a chance to see what are
arguably the best painted armies in the
world to boot. And if you can’t get to
Warhammer World, why not organise vour
own doubles tournament? It's easy to do
with a little bit of effort and great fun to
take part in.

And that’s all for this month’s Standard
Bearer. As ever, if you have any thoughts or
comments on what I've said, then please
let me know by writing to me care of the
White Dwarf team. I'd love to hear from
you and really do read every letter. | don't
have my own bank of servitors scanning
the mail = it really is just me, honest!
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WDEL TOOLBOX
he Battlemat

We’re always on the lookout for ways to improve the
quahty of our products and make them all the more
usable by the hobbyist. This month sees the
reinvention of the Citadel Battlemat, with the release
of a new, cloth-backed version. Here we take a look
at a few of the ways you can use of it.

Terrain on top

You can use the Citadel Battlemat in many different ways — it's

Instant Texture

lightweight and portable, making it the perfect temporary battlefield To get a quick, perfectly
surface, wherever you're planning to game. The easiest way to use it green textured surface for
; : is to simply lay it down on a table or on the floor, put some terrain your gaming table, you

can use the Citadel
Battlemat — simply glue
the Battlemat to the top
of your gaming board (see
p96 where we show you
how to make your own).

1 Make sure you pull it tight
across the surface - it's
best to use a heavy duty
staple gun to keep it rigid
— before gluing it down.

Clever Cloth

The new Citadel Battlemat
is a great improvement on
its predecessor. Here are a
few reasons why:

on top, and you're ready to start gaming!

4 S * No More Rolling — after

ey your game just bunch it
. = up and stuff it in your
bag, as it’s crease

i resistant.
e R ; ¢ Tear Resistant — you
el Cuntﬂur Cﬂntrﬂ] can’t l"i]:'.l or tear holes in

it accidentally.

* Fray Resistant — the
edges of the Battlemat
will stay nice and tidy.

e Eminently Reusable -
even after repeated use,

-
Ty

In classic wargaming
tradition, you can place
ar boxes or stacks of books
underneath the Citadel
Battlemat to create hills and the Battlemat doesn’t
contours. Because the new || | _ e ST get tatty.
d Battlemat has a cloth TR e e 15 g + Washable - should the
or | backing, it does not crease ' = : | e b W?I'i“ happ eg ang T?ﬁ
= dwillCallonatheican ours b
of the items underneath, op it in ks cvathilts
giving you a gently sloping

i hand washable in warm,
At | landscape for your battles. soapy water.
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The multi-part plastic
Troll Kit is one of the
most anticipated
releases for The Lord
of the Rings strategy
battle game in ages.
Expert painter Fil
Dunn was on hand to
paint us a fearsome
Mordor Troll.

MORDOR TROLL

here’s nothing quite as fearsome in a

game of The Lord of the Rings as a

great big Troll. These hulking
creatures are responsible for the countless
deaths of Good warriors and more than a
few well-known Heroes have found their
quests ended prematurely at the hands of
a Mordor or Isengard Troll.

A powerful creature such as a Troll
makes a great centrepiece for your army,
and it would be a shame not to expend a
great deal of time and effort when painting
it for your collection.

Step forward Fil Dunn, 'Eavy Metal

o You Will Need

team leader and the man with the brush
skills to get your plastic Troll miniature
onto the battlefield Inm::nlxlr'h:-1 spectacular.

Fil started the project by detaching all
of the plastic components from the frame
using the Citadel Plastic Cutters and Hobby
Knife. He then cleaned up all of the parts
with the knife and files, before sticking the
kit together as a Mordor Troll. When the
plastic glue had dried, Fil gave the entire
model an undercoat of Chaos Black. He
used several thin coats of Chaos Black
spray paint, before touching it up with
Chaos Black from the pot.

All of these paints are available from the Citadel
Colour, Wash and Foundation ranges of paints.

Chaos Black Spray
Bestial Brown
Bleached Bone
Blood Red

Boltgun Metal
Chaos Black

Dwarf Flesh

00000000

Graveyard Earth

Khemri Brown
Fortress Grey
Mithril Silver

Scab Red
Scorched Brown
Snakebite Leather

Vermin Brown

Badab Black
Devlan Mud
Gryphonne Sepia
Leviathan Purple
Ogryn Flesh

‘Ard Coat

Matt Varnish

Tallarn Flesh




Painting Troll Flesh

For the Troll’s skin, Fil chose quite a pale tone to make a
very deliberate contrast to the dark tarnished armour and

leathers he planned to paint later. Fil painted the flesh with

a lined, loose-looking texture, mimicking the skin of large

mammals such as rhinos and elephants for the Troll’s flesh.

Larger animals tend to have loose, sagging skin compared

A purple glaze was applied to the
skin around the eve sockets to make
the face slightly paler than the rest
of the Troll’s flesh.

to smaller creatures. By replicating this look on the Troll
flesh, Fil intended to create a sense of scale. As ever, the
Internet is useful for finding reference material, as are
encyclopaedias or natural history books that contain good,
high-quality photographs. Don‘t be afraid to use real-world
references when painting miniatures.

Painting the Skin

Step 1. To start with, Fil blocked in
all of the flesh areas of the Mordor

Troll with an even basecoat of
Scorched Brown.

Step 4. A 1:1 mix of Tallarn Flesh
and Dwarf Flesh was then applied
to the flesh of the model brushed

on in lines across the body, adding

to the appearance of the creases.

Step 2. For the next stage he
started to build up the skin with a
1:1 mix of Scorched Brown and
Tallarn Flesh, applying the paint

across the flesh in horizontal lines.

Step 5. Next, a 1:1:1 mix of Tallarn

Flesh, Dwarf Flesh and Bleached
Bone was used, Fil continued to
apply the paint across the same
areas to keep the dark furrows.

Step 3. Next, Fil used a coat of
pure Tallarn Flesh, applving it as
before to give a wrinkled
appearance to the skin.

Step 6. To finish the skin, a glaze
was applied to the whole area
using a 1:1:1 mix of Matt Varnish,

Ogryn Flesh and Leviathan Purple.

When painting a model of
any size, Fil works from
the inside out, first
painting the skin, then the
cloth, the armour and
other outer accoutrements.
This way he doesn’t have
to worry too much about
being messy on the earlier
layers because he'll get to
the outer layers later and
can tidy up any stray paint
strokes by painting over
the top of them.
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Troll Scales

Fil lined in the area around the
scales using Scorched Brown
rather than Chaos Black, which
would have been too stark.

We refer to the rough patches of skin found on the Troll’s
legs and back as scales for the purpose of this painting
feature. This is because they are painted using the exact
same method as the scales you'll find on our Dragons, Cold
Ones or any number of the creatures found in a
Warhammer Lizardmen army.

The 'Eavy Metal team use a similar method for painting
scales no matter which creature it is — a basecoat, a wash,
followed by two highlights. Fil used a basecoat of Scorched
Brown for these scales. Scorched Brown was used
repeatedly across the whole model — for the skin, the scales
and the leather — tying the colour palette together.

Painting the Scales

Highlights

When painting a monster
it can be difficult to decide
on the best way to apply
highlights. Adding a very
severe highlight will not
always work. A good rule
of thumb is that if it is a
“gloss” surface, like a
claw, shiny chitinous
plates, scales or teeth,
then the highlight can be
quite harsh. If you're
highlighting a matt
surface, like skin or cloth,

much softer highlight

z separate scale.
should be used instead.

Step 1. The scales were first basecoated with Step 2. A dark brown wash of Devian Mud was

Scorched Brown. The basecoat was applied both then fiberally applied over the top of the

to the scales themselves and the area of skin basecoat. Fil made sure it covered the entire
Soft and Hard around them. area, knowing that you can be generous with the

which diffuses light rather Step 3. The first highlight applied was a 1:1 mix Step 4. For the last stage, a sharp highlight was
than reflects it, then a of Scorched Brown and Bleached Bone. Fil applied to the most prominent edges of the
g carefully applied this mix to the edge of each scales, adding some more Bleached Bone to the

washes without affecting the tone.

previous mix.
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Painting Battered Metal

The helmet uses the same
method as the armour. You
can see the the watered-
down Vermin Brown wash,
which represents rust forming
in the recesses.

The sword was painted in the
same way as the armour, but
Fil used only a couple of wash
lavers, making the overall
effect brighter.

When painting armour, Fil likes to create dark metal tones, darker the metal, the more tarnished and ill-kempt it looks.

before adding brighter highlights to create a very strong When painting dark metal, it's important to create an

contrast. This is further complemented by the Troll’s pale extreme highlight along the edges to create a strong

skin colour. contrast and help delineate the outline of the armour. This
A very dark, almost black, iron-like colour works on is best seen with the helmet as shown in the inset above.

evil creatures such as Orcs and Trolls really well, as the All metal areas of the model were painted in the same way.

Painting the Breastplate

Step 1. All the metal areas of the Troll were Step 2. For the next stage the breastplate was

painted with a basecoat of Boltgun Metal. given six layvers of Badab Black wash, taking the

Boltgun Metal tends to be quite thick, so make shine off the Boltgun Metal. Make sure each

sure vou keep it fluid by adding water. layer of wash is dry before applying the next. Metal Chi]L'IS

There are many ways of
painting chips and dents in
metal armour. One
extreme method used on
metal models is to score
the painted armour with a
knife to expose the actual
metal underneath. Fil
created his chips and
flecks with Mithril Silver
and a steady hand. He
applied a wash of Badab
Black to some of the chips
(but not all) to age the

Step 3. Fil used a fine brush to carefully apply Step 4. A wash of Badab Black was applied to armour and make it look
the paint chips and scratches with Mithril Silver. some of the chips to age them. A final wash of as though the damage has
The armour edging was also given an extreme Viermin Brown was added to create a rusty look happened over time rather
highlight of Mithrif Silver at the same time. to parts of the armour, especially in the recesses. than all at once.
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Painting the Straps and Hide

The Troll’s loin cloth was
painted in the same way as the
black hide, with a brown
leather belt and metal clasp.

The strap ring was painted with
Boltgun Metal. A small amount
of Devlan Mud has been
applied around the metal studs
of the strap.

The Troll is wearing two types of leather — the straps are As with the armour, Fil wanted to keep the leather dark
painted in a traditional brown colour and the hide that the  to contrast with the paleness of the skin and the bright
Troll is wearing underneath the armour is much darker, edging highlight of the metallic areas. It's always good to
almost black. Even though both types of leather have plan ahead when painting a centrepiece model like this, so
different colourations, the basecolour of both is Scorched you can think about colour theory and the effects of
Brown, as used in both the Troll’s scales and skin. contrast and balance across the whole of a miniature.

Painting Leathers

Step 1. The black leather was given a 1:1 Step 2. The black leather was then shaded with
AgEd Leather basecoat mix of Chaos Black and Scorched watered-down Chaos Black, although you could

Brown. The straps were basecoated with pure also use Badab Black. Fil then gave the straps a
To make the leather look Scorched Brown. wash of Devian Mud.

more realistic, Fil applied
highlights to age it. As
leather is a readily
available material, finding
a suitable reference
shouldn’t be a problem.
Studying items like old
leather belts and black
leather jackets can give
you a good idea of how
leather wears and cracks.
For the straps, Fil
highlighted fine cracks
along the edge that work
their way into the centre,

around the areas that Step 3. A highlight using a 1:1 mix of Scorched Step 4. More Bleached Bone was added to the
would realisticallv incur Brown and Bleached Bone was applied to the previous mix for a final highlight on the black
4 raised areas of the black leather. A Bestial Brown leather. Snakebite Leather was used to create

the most movement, such

e L highlight was also painted onto the very edge of creases and cracks in the leather straps as

the straps. described in the box on the left.
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Final Details

The Troll's nails were painted with
scorched Brown. The lines were
painted with Graveyard Earth and
then Fortress Grey. A wash of
Gryphonne Sepia was then applied,
followed by a final highlight of
Bleached Bone,

The Troll's sword was made to look
bloody with layvers of Scorched
Brown, Scab Red and then Blood
Red, followed by a wash of Devlan
Mud. The final layer is a 1:1 nix of
Blood Red and Gloss Varnish to give
it that glistening, visceral look,

The severed head on the Troll's Fil blocked in the eyes with Chaos
harness was painted with the same Black and then added a tiny highlight
mix of paint as the Troll flesh, with a The finished Mordaor Troll, complete of Skull White.

bit of Fortress Grey added. with a scenic base.

You can assemble your plastic
Trofl in a variety of different
ways, such as those shown here.
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Month-by-month, the
Painting Workshop
series builds into an
invaluable resource of
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tutorials covering
every aspect of the
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As the great new Citadel Washes were released last month,
we thought it'd be the ideal time to revisit those techniques
for which they’re most useful: washing, glazing and staining.

ashing is a technique used to ideal for washes, especially Badab Black
Wcreate shading across the surface  and Devlan Mud. Badab Black can be

of a model. Washes are strongly mixed into the other colours to make them
coloured translucent paints with a fluid even darker.
consistency that runs into the cracks and You can also try washing with paint. It
crevices of a miniature, staining the is worth experimenting by watering down
surface and shading the areas where the the paint and then adding Citadel Colour
wash gathers strongly. The overall effect is Varnish to the mix. This makes paint
a gradated shade that lends a natural, behave much more like a wash and
almost realistic look. stengthens the contrast compared to paint

The Citadel paint range includes a and water alone.

range of new, specially formulated washes On the opposite page you can see how
that are designed to wash, glaze and stain washes have been used to add shading to
Citadel miniatures. The darker colours are the ranger, Damrod.

| How to Paint Citadel Miniatures

This book is for everyone who paints
miniatures — it doesn’t matter whether
you have ambitions to produce
stunning individual models for display

CAUES WORESHGP
HOW TO pa] NT

or whole armies for gaming, you’ll still -
find plenty of useful hints, tips and
advice. How to Paint Citadel E I

Miniatures is packed with great
information about materials, h/l IN I’AT U R E
techniques, tips from professionals, s o S

and example after example of painted
miniatures, demonstrating a multitude
of methods and effects.

Of course, there is only a finite
amount of space in the book, and so
the information found in this tome of
painting wisdom will be expanded in
the pages of White Dwarf magazine.
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Example: Damrod

299D

Step 1. The cloak and tabard are Step 2. The green areas then Step 3. A highlight layer of Knarloc Step 4. Goblin Green is used on
p&rnted Knarloc Green. receive a wash of Thraka Green. Green is applied to the edges. the most prominent edges.

Step 1. The skin is given a Step 2. Gryphonne Sepia is applied Step 3. The raised areas are
hasecoat of EIf Flesh. as a wash straight out of the pot. highlighted with EIf Flesh.

Using a simple system of
basecoat, wash and highlight,

Step 1. The leather is basecoated Step 2. Next, the leather is washed Step 3. Finally, the leather is this model is ready for the
with Calthan Brown. with Devian Mud. highlighted with Calthan Brown. tabletop in no time at all.

T\ AN 7 L Washes Showcase

S AP

Shade Tyranid Brood Lord Woaod EIf Spellsinger
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GLAZING

There are several ways to use the glazing technique, from simply adding a colour
tint to an area of a miniature, to the 'Eavy Metal technique of subtly blending
different hues together on a model.

Glaze Consistency

Because Citadel Washes
are designed for, well,
washing rather than
glazing, you might find
that it takes a bit longer
to build up glazed
pigment. In this month’s
‘Eavy Metal Masterclass
on page 84, Fil Dunn
recommends adding
Citadel Matt Varnish to
the wash to speed up the
process. Alternatively, you
can use Citadel Colour
paint to glaze, although
you will have to water the
paint down much more
than usual, so that you
can barely see the
pigment in the mixture,

glaze is used to intensify colour, or
Arestﬂre strong colour, by applying a

thin layer of wash or paint. The
idea is to use a translucent layer that
allows the underlying colour, and any
shading or highlighting, to show through.
A glaze is also a good way of emphasising
gemstones, wax seals, or similar
decorative parts of the model which you
want to stand out.

A glaze is also a suitable method for
restoring the overall appearance to an area
that has been highlighted too much, for
example, by over-enthusiastic drybrushing.
If you want to subtly reinforce a colour,
mix your chosen wash with water and then
glaze over the underlying paint with as
many separate coats as needed - this
enables you to gauge the effect as you go.
Previously, in order to use very thin glazes,
you really had to mix a medium such as
washing-up liquid into ink. However,
Citadel washes are formulated so that you
don’t have to do that.

An ink or paint glaze will leave a
glossy finish, ideal for shiny gems but not
necessarily desirable for everything. If you
want to dull down the finish, you’ll need
to apply a coat of Matt Varnish to the area
afterwards. Citadel Washes, on the other
hand, dry completely matt, so if you need
a shinier finish you will need to use
‘Ardcoat to gloss the area afterwards.

To some extent, wash and glaze effects
can amount to the same thing, as both use
ink to recolour the paintwork beneath. The
difference is that a glaze should ideally be
an even, thin coat, whilst a wash is applied
liberally and allowed to run into recesses
on the model. To a degree it's impossible
to do one without doing the other, as all
but the thinnest glaze will gather in the
dips and recesses, whilst a wash will still
glaze the prominent high points. Glazes
using Citadel Colour paint are less effective
but can also work — see the tip on glazing
consistency to the left for more information
on using paint.

Martin Footiit

The secret to great looking
metallics is all about the
glazes. Martin normally
paints metals on figures
using the same method; a
basecoat of Boltgun Metal,

then Chainmail, highlighted

with Mithril Silver —
although the amount of

Mithril can vary depending

on the look of the model.
The glazes (very thin coats

of watered down paint) will
differ greatly depending on ﬁﬁﬁ?
the model and context. For bl
example, this High EIf

Champion received many

layers of blue, purple and 5
even green glazes. For an
Orc or Chaos character,
Martin will use much darker
glazing layers, like blacks
and dark browns. So, whilst
the method for painting
metal remains
consistent, it is the
glazing that can
change and add

to the mood of
the model.
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Example: Strengthemng Blending 1 EAVY METAT

Kirsten Williams

The scales on this Cold
One model were finished
off using a glaze, which is
one of Kirsten’s favourite
techniques. Glazes are
very useful for adding a
smooth, reflective finish
and can also be good at
"knocking back” over-
highlighted areas. To
create a glaze, choose a

The highlights of this Griffon were The highlights were applied in Finally, the glaze was applied. In c_ﬂlﬂumd ink and add a
carefully blended up from several thin layers at each stage this case, several layers of very thin tiny amount to some
Scorched Brown by adding Fiery insteac of one thick layer, to Dark Flesh were used to smooth water. The aim is to
Orange in increasing amounts, achieve a natural, blended effect. out the highlights. literally give colour to the

water, nothing more. In
this example, Kirsten
Example: Enrichi lng a Hue e b e i
all the way up to Skull
White, then, to stop the
white dominating the
texture and making it look

chalky, she applied blue
glaze in several layers.

Basecoat the Orc’s skin with a Highlight the model by adding Finally, a few glazes of Sunburst
smooth coat of Snot Green. increasing amounts of white. Yellow warm the skin tone.

Example: Adding Depth

Glazing is a great way of creating a Owverbrush the armour using Skull Glaze the whole area with Golden
strong vellow colour. Begin with a White to create highlights. Yellow, creating a strong yellow
Blazing Orange basecoat. with shading and highlighting.

Example: Strengthening Blending 2

Basecoat the cloak with watered Water down some Blood Red, and Highlight the raised areas using a Apply several very thin glazes of
down 5cab Red. Apply five or six apply a few coats to the raised 1:1 mixture of Blood Red and Baal Red to f"!?E' cloak to smooth
thin coats to get an even coverage. areas to get a smooth highlight. Blazing Orange. out the blending.
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STAINING

Of the three wash techniques, staining is probably the simplest to achieve, while
producing the most dramatic results. This technique is used to both dramatically
enhance the colour of a model and provide strong shading at a stroke.

itadel Washes are translucent stain provides the colour itself. Washes are

colours that can be applied over a ideal because they are highly pigmented.

white surface, or over a black base Stain effects over anything other than
that has already been drybrushed white, pure white will work better for some

to create a colour by staining. colours than others, and you'll probably
This is similar to a wash or a glaze, but find it necessary to experiment to get an
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This horse provides a
great example of how

The basecoated model. Apart from the metallic areas, the
madel has been basecoated
entirely with Foundation paints.

This horse has been
drybrushed white over black...

The stained model. The whole The textured areas have not only
miniature was covered in Devlan been shaded, but also been made
Mud straight from the pot. to look more earthy.

... then stained with a mix of The model after highlighting and The flesh has been retouched with
black, brown and red washes. basing. Tallarn Flesh, but vou could leave
it as it Is.

WHITE DWARF  PAINTING WORKSHOP: TECHNIQUES

. s hoth of these techniques are designed to idea of what the final result will look like.
Simple Staining build upon an existing colour, whilst a We've provided a few examples.

o | Example: Staining over colour

The staining technique actually
encourages neatness — carefully
applied basecoats will pay
dividends later.

Combined with the black
undercoat showing through the
recesses, the stain has produced a
very weather-worn metal effect,

The only highlights you really need
apply are on the sharpest edges.



‘Golour Ghart

‘Citadel’s range of paints, metallics, washes and varnish provides you with a
comprehensive palette to paint your miniatures in any colour scheme or tone
you wish. Foundation Colours provide the perfect basecoat, Citadel Washes are
fantastic for shading, while the Citadel Colour range consists of great paints,

specially formulated for a host of miniature-painting techniques.

Citadel Colour

e EE————
|

Sunburst Yellow

Golden Yellow

Blazing Orange

Blood Red

Red Gore

Scab Red

Dark Flesh
Dwarf Flesh

Elf Flesh

Liche Purple

Warlock Purple

Regal Blue

Ultramarines Blue

Enchanted Blue

Shadow Grey

Space Wolves Grey

Ice Blue

Hawk Turquoise

Dark Angels Green

Snot Green

Goblin Green

| ;

| ] Scorpion Green

|

Rotting Flesh

| Camo Green

Catachan Green

Graveyard Earth
Scorched Brown
Bestial Brown
Vermin Brown

Snakebite Leather

_____

.:::':'5'5 i Kommando Khaki

.

Fortress Grey

Codex Grey

Chaos Black

Metallic Colour Citadel Foundation

Burnished Gold

Shining Gold

lyanden Darksun

Macharius Solar Orange

Mechrite Red

! Dwarf Bronze

Tau Sept Ochre

Boltgun Metal Calthan Brown

Chainmail Khemri Brown

Mithril Silver

Dheneb Stone

Gretchin Green

Knarloc Green

Orkhide Shade

Devian Mud
Gryphonne Sepia

Thraka Green

] Badab Black

(_:i't_adel Varnish

\

Fenris Grey

Hormagaunt Purple

Mordian Blue

Charadon Granite

MNecron Abyss
Adeptus Battlegrey

S Astronomican Grey

Bl e | i ]

CITADEL

FOUNDATIOR
CALTHAN
BROWHM

Individual Paints............

£2,€2.50, 25dkr, 35sek, 40nkr |
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i?_#,ﬂ 40,000, _
Modelling Workshop

is your indispensable
guide to getting the
most out of your
models and terrain.
Here we turn our
attention to building
your first battlezone.
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Every gamer dreams of playing over an evocative battlezone,
comprising a beautifully modelled gaming board and scenery.
In this article, we show you how to make your own board,

and the terrain to go with it.

ith the release of the new edition

of Warhammer 40,000, which

makes more use of terrain than
ever before, we thought it would be a
great time to look at gaming tables. After
all, if you’re going to paint an entire army,
they’ll need a battlezone to fight over.

A gaming board is probably the most
rewarding thing a hobbyist can make, as it
is the thing that will be used the most out
of your entire collection of scenery. The
gaming board is also the one item that
varies the most in its construction from
person-to-person, and in this article we aim
to show you several options, so you can
choose the one that's right for you and get
gaming as quickly as p-::‘::-.z-lble.

If you're new to the hobby, we've got
plenty of practical tips for you. If you're a
seasoned veteran, then you might well pick

up a thing or two from our hobby gurus,
the inestimable Chad Mierzwa, Dave
Andrews and Mark Jones.

Before jumping straight in, there are
several things to consider when planning
your first gaming board or area. How big
an area will you need for your games?
How much space do you have in your
home, garage or club? How much can you
afford to spend? Which games do you want
to use it for? Finally, think about your own
experience at modelling — if you're not
conversant with woodworking, you might
want to think twice before building a large
wooden board. We'll be showing you how
to go about that later in the article.
Remember, if you need further help or
advice on any aspect of the hobby, pop
along to your local Games Workshop
Hobby Centre and talk to our friendly staff.




WHERE TO START

The simplest gaming board to make isn’t really a board at can fold it up and pop it away in a cupboard after use. It's
all. In fact, it's not even a modelling project, per se. It is, of also relatively cheap, and by placing some large books
course, the new Citadel Battlemat. You can find out more underneath it you can make some makeshift hills, too.

in this month’s Citadel Toolbox on page 83. Needless to
say, the mat is easy to store — it's crease resistant so you

A simple battlefield such as this one can
be made instantly with the new
battlemat and a few Citadel terrain sels.

DREAM BATTLEFIELDS

At the opposite end of the spectrum are battlefields like realms of most gamers, as it is wrought by the hands of
this one. This board features a gigantic Imperial cathedral, expert modellers Dave Andrews and Mark Jones. Still, it is
built from dozens of City Ruins kits and featuring many a great example of the pinnacle of the model-maker’s art,
scratch-built elements. This kind of board is beyond the and is the kind of setup that all hobbyists dream of!

Valiant Blood Angels defend a
beautifully modelled ruined
cathedral from the foul forces of
Chaos - a battle fought on
terrain like this is sure to be a
memorable occasion,
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CONSTRUCTING A GAMING BOARD

You Will Need

To construct your own
gaming board you will
need a few supplies,
available from any good
DIY store.

@ A 183cm x 122em (6
x 4') piece of 9mm-
thick MDF (medium
density fibreboard).

e Six strips of 40mm x
20mm hardwood
batons in the following
lengths: 118cm for the
four short batons and
183cm for the two
long ones.

9 A saw, drill, wood
screws and a
screwdriver
(remember, if you're
under 16 seek adult
supervision before
using power tools).

o Panel pins and
hammer.

9 Large decorating

paintbrushes.
0O rva glue.
6 Modelling Sand.

@ Paint (more later).

Making your own board isn’t as hard as
you might think, but it does take a bit of
time and effort. We asked Mark Jones and
Chad Mierzwa to guide us through the
process, from construction to painting. The
board we settled on is 6' x 4', made of
MDF and reinforced with sturdy wooden
batons. We asked the guys to create a
blasted battlezone of the far future, that
could easily represent a multitude of
planets in the Warhammer 40,000
universe. Obviously, if you play
Warhammer or The Lord of the Rings
strategy battle game as well as 40K, you
might like to paint your board in a
different way, such as grassland or desert,

so that you can get the most use out of it.

Before embarking on the project, find
vourself an uncluttered work area,
preferably outside, or in a garage or
workshop. Gather the tools and materials
(see the sidebar opposite), and you're
ready to go.

One thing to note is that many DIY
stores have specialist wood shops, and
people on hand who are able to cut wood
to size for you. This takes a lot of the hard
work out of the process for you, reduces
the need to use power tools, and can
result in more precise cuts to boot! All of
this frees you up to concentrate on the fun
part of the project.

Using the hardwood batons, Mark
began by making a wooden frame (see
below) to support the board. The batons
are drilled and screwed together, making a
6' x 4' frame. Once this frame is complete,
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lay it down onto a flat surface and apply
PVA glue to the topmost edges. Carefully
lay the MDF board on top of the frame —
you'll need some help with this to make
sure that the edges sit flush to the frame.
Leave the glue to dry for a few hours, then
knock a few panel pins through the top of
the board and into the frame to secure it
permanently in place.

Texturing the Board

Once the gaming board has been
assembled, it needs to be textured. Mark
covered the surface of the board with PVA
glue and poured Modelling Sand all over
it. It's best to apply the glue in strips across
the board, about 12" at a time, so that the
glue doesn’t start to dry out before you
add the sand. Tip off the excess onto some
old newspaper, and collect it up ready to
use again later. Once the glue is
completely dry, check for any bare patches
and repeat the process as necessary. Leave
it to dry overnight, then tap off any excess
sand once more. The board is now ready
to paint.

mmmmm

The wooden board is made even
sturdier and stronger by the wooden
frame and hardwood batons.



PAINTING THE BOARD

Whatever colours you choose to paint
your board, the basic techniques remain
the same. First, you will need to apply a
liberal basecoat. In the case of our board,
this was Graveyard Earth. The basecoat
not only primes the surface and provides a
good foundation colour, but also seals the
sand, preventing it from falling off. As
vou'll need a lot of paint for the basecoat,
it's well worth finding a DIY store that can
mix up pots of custom emulsion, and
getting them to match the colour to vour
Citadel paint for you.

After basecoating the board, drybrush
on the highlights with Snakebite Leather,
before giving the board a much lighter
drybrush with a mix of Graveyard Earth
and Codex Grey. Once the paint is dry,
your board is finished. If you want to try
another colour scheme, we've provided
some alternative colour examples below.

Desert Board

Mars/Red Planet Board

- Moonscape

Basecoat the board with Bestial
Brown paint, making sure you
work the paint between the sand
grains (1). Next, with a farge
brush, give the entire surface a
heavy drybrush of Vomit Brown
(2). Finally, give the board a
lighter drybrush of a 1:1 mix of
Vomit Brown and Skull White (3).

Paint the sanded board with a
basecoat mixed from equal parts
Dark Flesh and Red Gore (1),
Once dry, the entire surface can
be given a heavy drybrush using
the same mix but with Blazing
Orange added to it (2). Finally,
Blazing Orange is lightly
drybrushed over the entire surface
(3). By increasing the strength of
the drybrush in certain areas vou
can create a natural gradation of
colour across the board.

This landscape hasn't been
textured with sand at all. Instead,
thick textured wallpaper from a
DIY shop has been glued over the
board and left to dry before
painting it. The entire surface was
painted Orkhide Shade (1), then
drybrushed with a 1:1 mix of
Catachan Green and Codex Grey
(2). Finally, a light drybrush of
Rotting Flesh provides the top
highlights (3).
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SCENERY

Of course, constructing a board is only

the first step to realising your dream
battlefield. Next, you'll need some scenery
to match it. Some players swear by
scratch-building terrain, while others

- prefer the convenience of Citadel scenery,
which can make populating your board
that much guicker. To start with, basic,
natural terrain such as hills and trees can
be painted up to match your gaming board
and used straight away.

We asked Chad Mierzwa to make us
some ruined buildings for our battlezone.
Using the City Ruins box sets, he came up
with these great-looking buildings. Note
the use of the extra girders and bits of
plastic frame to create debris. The
buildings were based on pieces of thick
foam board (available from most art
shops). The edges were sloped using a
sharp Hobby Knife, then covered in sand
and painted to match the board.

The buildings were basecoated The floor panels were paintec
with a 3:1 mix of Graveyard Farth Adeptus Battlegrey, before being
and Shadow Grey, applied with drybrushed with Codex Grey.
the Spray Gun over a black Finally, select parts of the mode/
undercoat. The walls were then were weathered with a wash of
dryvbrushed with Rotting Flesh, thinned-down Bestial Brown.
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The finished Warhammer 40,000
battlezone, complete with warring
armies. All of the scenery pieces shown
here are available to buy from Games
Workshop, from the City Ruins to the
Citadel Wood.




OTHER GAME SYSTEMS

As mentioned earlier, the battlezone board lends itself to
Warhammer 40,000, but not as well to Warhammer or The
Lord of the Rings strategy battle game. The easiest way to
cater for other game systems is to make a gaming surface
that can be used in any setting. However, if you only play

Warhammer or The Lord of the Rings, there’s no reason
why you can’t apply all the tips from this article to make a
fully themed board for your chosen game system. Here are
a couple of suggestions, but the only real limit is your
imagination.

This desert board could be used for
Warhammer, Warhammer 40,000 or
The Lord of the Rings strategy battle
game. Here it is set up for a game of
Warhammer, including terrain made
from the Arcane Ruins and Bitz Packs.

This board was created for The Lord of
the Rings strategy battle game, complete
with hills and rivers modelled into the
surface of the board.
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September is around the corner and that means Games Day will
once again take over the Birmingham NEC, so we decided to have
a preview of all the day’s action.

Project Team; as we planned for changes

in the event content, circumstances were
to lead us to what will be the biggest
Games Day ever. This year we won't be
using the Forum Hall which has previously
contained the Games Workshop and Forge
World sales stands, the Hobby Zones and
the Bring & Battle Tables. This year we will
be moving along one hall and using Hall 1
of the NEC complex, along with the Arena
and Pavilion Halls we have used before.

Most of you will have your tickets by

now, and will be anticipating the activities,
personalities and cool stuff you’ll see within
the three halls at the NEC this year.

THE ARENA

Participation Games and Mega Battles

The whole Arena floor will be covered with
participation games this year. Games
Workshop Hobby Centres and Independent
Clubs from across the UK and beyond have
made some excellent themed tables and
painted miniatures. With everything from
enormous set piece battles in the world of
Warhammer to Ork Trukk racing in the
Warhammer 40,000 universe; all you need
to do is turn up and play.

l t’s been a strange year for the Games Day

Stage & Screen

Keep an eye on the stage throughout the
day as we expect images of New Releases
and Golden Demon entries to be displayed
on screen. Make sure you take your seats at
the end of the show in plenty of time to see
the big screen display images of the
winning Golden Demon entries as the
awards are declared.

THE PAVILION

Golden Demon

Golden Demon entrants can register here.
The Pavilion is also where all the entries for
the painting competition will be displayed.
As well as viewing the miniatures ‘in the
flesh” you can admire some of the best
entries close up with the help of the plasma
screens at each end of the Golden Demon
stand. Good luck to all the competitors
vying for the coveted Golden Demon Slayer
Sword!

The Gaming Club Network (GCN)

This network of independent gaming clubs
goes from strength to strength with
members all across the UK. They are
supporting Games Day this year with a
number of participation games in the Arena
Hall. In addition they have an assembly
area in the Pavilion where they are on hand
to discuss the benefits of starting a club in
your area and joining the GCN.

The Studio & Tooling

These deptartments are vital to the
development of Games Workshop’s games
and models and this year they will each
have their own area to provide you with a
snapshot of the design process. If you ever
wondered how we get from concept art
sketches to ‘Eavy Metal painted miniatures
and boxed sets in our stores, now’s your
chance to find out. You’ll also have the
chance to meet artists, games developers,
miniatures sculptors, ‘Eavy Metal painters
and scenery makers, so if there’s any
question about our games and miniatures
that you want to ask, this is where to do it!

| Trnams |

A last year's Slayer Sword winner,

- David Rodriguez.
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White Dwarf
White Dwarf will be around again this vear,
taking pictures, conducting interviews and
generally wandering about the event. In
addition, you can approach them to ask
questions about past articles, future issues
or anything White Dwarf related. We're
also hoping to persuade previous White
Dwarf Editors to make an appearance to
autograph your favourite issues.

The Archive

Each year we like to remind you about
some of the bygone products that Games
Workshop has developed. Come and see
this display continuing our celebrations of
the 25th Anniversary of the Launch of
Warhammer, the game of fantasy battles.

Art Competition

Budding artists are challenged to bring
along a piece of A4 drawn or painted art to
put on display and be judged by one of our
Studio artists. Entries will be sorted into two
age categories with category winners
receiving an award at the end of the day.

HALL 1

Sales Stands

Taking advantage of the new-found space,
our Sales Stands will be located in Hall 1
and promise to be the biggest ever,
affording you more space to look through
the goodies that will be available to buy.

The focus of this year’s Sales Stand will
of course be Warhammer 40,000 including
the brand new Space Marines. These
superhuman warriors can be yours to own
before anyone else!

There will also be miniatures from our
current ranges as well as a brand new
feature to the Games Day Sales Stands
where you will be able to see many future
releases and what we have in store for
Christmas!

Black Library & Warhammer Historical
Once again, Black Library will be on hand
with their latest range of books, collectors’
editions and other collectible merchandise,
and guest authors will be signing copies of
your favourite books and novels.

el

The Warhammer Historical team will
also be celebrating the variety of historical
battles that can be fought using the wide
range of Warhammer Historical Rules.
More details are given over the page.

Games Workshop Interactive

This year’s Games Day will have stands
from many of our computer games partners,
showcasing their latest games set in the
Warhammer 40,000 universe, Warhammer
and Blood Bowl! worlds.

Hobby Zone
Want to win the coveted Scrap Demon in
the conversion competition by trying your
hand at making a plastic conversion? Want
to see just how easy it is to make a piece of
scatter scenery? Or maybe you just want to
put together your new miniatures bought
from the sales stands? All of this is possible
in the Hobby Area at Games Day. Due to
it's increasing popularity we will be
expanding this area again this year so By
hopefully no-one will miss out on an a,;j
®

opportunity to try one of these activities in {f |
the Hobby Zone. ;

NOT T0 BE MISSED...

Games Day is the showcase event in our
event calendar. It encompasses painting,
gaming and modelling in a vast, one-day
event. However, the day would be nothing
without the participation of the thousands
of hobbyists who come to share in the
enjoyment of the hobby. So join us and
help make this year’s Games Day the
biggest and best ever.

If you like the sound of all the activities
going on at this year’s Games Day, then get
yourself a ticket. Most Games Workshop
Hobby Centres will be providing a coach
for the day, (make enquiries at your local .
Hobby Centre for details of this) but there is R
on-site parking and access from the station -
and airport as well.

Tickets are available right now from
Mail Order on 0115 91 40000, online at
www.games-workshop.com and in stores.

Make sure you don’t miss out — order
your ticket and exclusive Games Day
miniature today!

A | ast year’s Art competition
winners, 15 Years and Under winner,
Greg Wale (top) and 16 Years and
Over, Devon Thomas (above).
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Sunday 14
Stpttmbf:r 2008
National Exhibition

Centre (NEC)
Birmingham
£30 in advance

Tov biz peraind an Gemes LT Ca i

Product Code: 60139939102 ;

Check Oup WIS EANIES-WOTR:

A Tickets go on general release from 28th June.

Sunday 4" Stpttmbcr 2008

atmnal Exhibition Centre (NEC)

Birmingham

Acmit One. To be retained by customer.

o Ly
kshop.com for more information about the shiw

4 This year’s exclusive Games Day miniature is included in the ticket price.

Call Direct on 0115 91 40000 to book your ticket.

THE BLACK LIBRARY
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Make sure you pay a visit to the Black
Library area this Games Day. Here are just a
few of the treats that we have in store!

Meet the authors and artists!

Games Day is a great opportunity to get
your books signed and meet the authors in
person. This year there are a raft of authors
and artists attending, including:

e Dan Abnett
e Ben Counter
* Mike Lee e Jon Sullivan
e Nathan Long ¢ Gav Thorpe
e Graham McNeill

e Sandy Mitchell
e James Swallow

You can also get your hands on some
fantastic new novels early! Available this year
will be Titanicus, Elfslayer and Cain’s Last
Stand - stocks are limited so make sure you
get to the Black Library stand early!

On the day, we'll also have exclusive
free extracts of the much anticipated next
Horus Heresy novel, Mechanicum, and the
third book in the Time of Legends series,
Malekith. And why not corner the Black

Library editors and question them on what
they have in store for the future.
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Warhammer Historical will be opening
the doors of history once again this year.
You will be able to view and take part in
spectacular games from Warhammer
Ancient Battles right through to The
Great War. Take the opportunity to stop
by and chat to Rob Broom Manager of
Warhammer Historical about future
projects and what is in development
right now. There’s sure to be some
Legends gaming going on somewhere at
Games Day as well, so look out for
Pirates and the Wild West as you move
through the

gaming areas.

Qur featured

games will be in

support of our

recent Great

War rule book.

p The Great
War from
Warhammer
Historical




Throne of Skulls is our brand new tournament system shnwca‘smg in Warhammer
World this October. Play in one of three Heats in order to compete for qualifying
places at the Grand Final. Open to players aged 16+. This is your chance to test
‘your mettle against the best players in the country and, in the words of games
designer, Jervis Johnson ‘play your favourite game all weekend long’!

Tickets cost £33 each and will include: You will require:
e 6 games played over the weekend. e A 2,000 point fully painted army if you are
e 2 |lunches and one evening meal during the entering the Warhammer Heats.
weekend. e A 1,500 point fully painted army if you are
 Tea and coffee on both mornings to get you entering the Warhammer 40,000 Heats.
started. e A good level of understanding of the rule set
e Evening activities and entertainment on the you will be using.
Saturday Evening. e Somewhere to stay on the Saturday Evening

For more information download the pack from

www.warhammerworld.org

CALL 0115 91 40000 FOR DETAILS
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Event Calendar
July

1st) There is No Peace

WARDAMMER
_.-BATTLEFIELDS

Prepare your armies for
war on a grand scale!
Aimed at the more
experienced general, this
two-day event will test
yvour abilities as a leader
and master tactician as
vou do battle to claim
honour and glory.
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Amongst the Stars
WARHAMMER

/40,000

Date: Throughout July, 2008 |
Venue: In all our stores across || JES8is
the country! \
Details: With the release of the g
new Warhammer 40,000 <l
rulebook all of our stores are
gearing up for war! Throughout 4
the month you can take part in all
manner of activities, lessons,
workshops and battles, be it a
weekend or weekday, our friendly
and knowledgeable staff will be
available to guide or instruct you in the arts
of war in the 41st millennium.

Contact: Contact your local store for details

“19th) Thrud Bowl 2008

Date: 19th-20th July, 2008 e
Venue: Bognor Regis Community Cﬂ[lege
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 winners, including Tournament
Champion, Runner Up, Best Painted Team
and Sportsmanship. There will also be spot
prizes, Thrud shirts, dice and more.
Tickets: £18, 70 places — see website below
Contact: Frank Hill — 01243 537404
mrirankhill@yahoo.com

Website: www.thrudbowl.com/reservations

27ﬂ| The Lord of the Rings

Doubles Tlllll'llalIIBlIl

Date: 27th July, 2008
Venue: Wakefield Hobby Centre

Details: Pair up with a friend to battle against
others in this competition of deadly duos. To
play you will need two warbands of 300
points using the Legions of Middle-earth
supplement and a friend to play with. Full
details will be sent with the event pack.
Tickets: Tickets cost £15 per two player team.
Contact: GW Wakefield — 01924 369431

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

2nd Warhammer
Battiefields

Date: 2nd-3rd August, 2008

W 'H L L»
Venue: Warhammer World, Lenmn

Nottingham, England
Age Limit:16+
Details: Test your leadership skills to the limit
in this unigue Warhammer event! You will
need a fully painted 3,000 points Warhammer
army, able to be broken down into smaller,
legal forces for some scenarios. Play six
games over the weekend and tackle a range
of new tactical challenges.
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: http://warhammerworld.typepad.com

23rd The Second

Date: 23rd August, 2008
Venue: The London Event Centre

(above CW Bromley)
Details: To enter this one-day tournament yvou
will need a two 600 point forces, one of
Good and one of Evil following the lists in
Legions of Middle-earth. Awards will be given
for 1st, 2nd and 3rd places as well as the best
painted army.
Tickets: £10 and includes tournament pack
Contact: 0208 466 0678 for tickets and more

information.

Date: 30th—31st August, 2008

Venue: Warhammer World, Lenton,
Nottingham, England

Age Limit:16+

Details: North West Warriors proudly present

‘A Gathering of Might’, a 1500 point

Warhammer tournament. You are invited to

take part in six rounds of combat over the

weekend to determine who is the mightiest!

Tickets: £15 available from the website below

Website: www.northwestwarriors.org.uk

Event information correct at time of going lo press. Games Workshop is not responsibile for events not run by Games Workshon.



14TH SEPTEMBER

AT THE BIRMINGHAM NEC

along one hall of the NEC complex to occupy the Arena, Pavilion and, for the first

This vear’s Games Day promises to be best, but also the biggest in history as we move

time, Hall 1 — an immense space even bigger than the Arenal!
You can read a preview of what we have in store for this year’s event on page 102, but
rest assured, there has never been a Games Day of this scale and size before!

CALL 0115 91 40000 FOR DETAILS

litn 13th Black Crusade
GCampaign Weekend

Date: 6th—7th September, 2008 EF'EHIU'%.E":“F
Venue: Warhammer World, Lenton, =
MNottingham, England

Age Limit:16+

Details: The Eye of Terror, a vortex of Warp-
space so large it sprawls across half a
Segmentum, has vomited forth a near
unstoppable stream of mutants, traitors,
heretics and scum. Blood feuds that have
lasted ten millennia have been put aside in
the name of one common cause: the utter
destruction of the Imperium.

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

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

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

EVENT SPOTLIGHT

R Games Day 2008

Date: Sunday 14th September, 2008

Venue: Birmingham NEC, England

Details: Games Day is Games Workshop's
premier event in the world. It is our largest
promotion and a day designed to highlight |
the size, splendour and excitement that is our
hobby. Each year, excited hobbyists from
across the world attend this one-day event in
their thousands, eager to come together in
celebration of the hobby and participate in
some of the many games and activities that
have become synonymous with Games Day.
Sneak previews of forthcoming releases,

guest studio and Black Library personalities

and mega-battles are just some of the many
activities on offer at this year’s Games Day.
Tickets: £30 and includes this year's
exclusive Games Day miniature.

Contact: Mail Order - 0115 91 40000
Website: www.games-workshop.com

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

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

GBAMES WORESHOP Hobhy Centres

OPENING TIMES

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

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

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

You can find your local
store online with our
Store Finder:

www.games-workshop.com

FROMNTLINE

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

the store listings.

Full range of products

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

In-store order point

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

Gaming Rooms

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

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

Free gaming & tactics advice

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

Free beginners programme

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



GAMES WORESHOP  Independent Stockists

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

IN YOUR LOCAL AREA

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

MOST POPULAR STOCK LINES

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

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

Games Workshop products are sold by a large number of

shops in many different countries across the world.

IN THIS DIRECTORY

AROUND THE WORLD

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

If you're unsure where your nearest stockist is located, anywhere

in the world, call Mail Order on: +44 (0) 115 91 40000

store Directory

GW BRISTOL:

87 The Hossciair, 851 3R

Tel: 0117 925 1533

GW BRISTOL (CRIBBS CALISEWAY):
Uinit 129, The Mall, B534 5UP

Tel: 0117 959 2520

BRISTOL, Area 51:

Tel: (117 9244655

BRISTOL, HobbyCraft:

Tel: 0117 959 7100

BEDFORDSHIRE

CGW BEDFORD:

10 Greyiriars, ME30 THP

Telz 0123 427 T663

LUTON, Ottakers:

Tl 041 552 JELAST

CRANFIELD, Wargames Workshop:
Telz 01334 757678

= GW MAIDENHEAD:

Unil 2, 17 Markel Strect, 516 8AA
Tel: D163 BLE 15747

GW READING:

20 Cxford Road, RG1 7006

Tel: D118 959 H6%3

GW WINDSOR:

Linit 3. & ﬂmrgﬂ: V Place, 514 10F
Tek 01753 BE10R7
BRACKMELL, OMtakers:

Tel: 01344 4HR124
BRACKMELL, Toy Planet:
Tl 01344 426062

MEWELURY, Toveraft:

Tel: 01635 30077

READING, HobbyCraft:

Ted: 0115 902 P&
SANDHURST, Toyworld:
Tel: 1252 BFII50

WINDSOR, W] Daniels:

Tel: (1753 a2 G

GW BIRMINGHAM:

Uit L16, Bullring Link, B5 4BS

Telz 121 63T F193

GW DUDLEY:

Linit 36, Merry Hill Centre, DYE $UE
Tol: D138 448 1818

GW SOLIHULL:

9 Warwick Road, B91 30X

Tel: @121 705 7997

» GW SUTTON COLDFIELD:
45-47 Birmingham Road, B72 10F

Tel: OF21 354 3174

GW WALSALL:

Uit 27, Old Square Shopping Centre, W51 10F
Tel: G752 272 5207

GW WOLVERHAMPTOM:

4 King Strect, W1 15T

Teld: 00100 231 (466

BIRMINCHAM, Console Games:
Tel; M1 21 477 Mk
WOLVERHAMPTOMN, HobbyCraft:
Tel: 0845 051 6543

BUCKINGHAMSHIRE

GW HIGH WYCOMBE:

Linit 25, The Crclagon Centre, HE11 2HT
Tel: D140 453 1494

GW MILTON KEYNES:

504 Sallsury Boudivarnd, MES 2AD

Tl 0 20 b9 04T T

AYLESELIRY, Bear Mecessities:
Teelz 01 296G A210%6

BUCKINGHAM, Abacus Toys:
Tol: 01 ERD BETHIS

GERARDS CROS55, Howard Marshall:
Tel: 11753 852952

MILTOM KEYMES, HobbyCrait:
Tol: MR 308 330

MEWPORT PAGMNELL, Doodles
Tol: D908 HT05%

PRIMNCES RISEOROUGH, Treals:

Tel: 01344 344353

CAMBRIDGESHIRE

* GW CAMERIDGE:
5d Regent Strect, CB2 1DF

Tel: 0122 3231 3350

GW PETERBOROUGH:
3 Wentworth Street, PE1 1DH
Tel: 01733 890 052

ELY, City Cycle Centre:
Tek: 01353 663131

HUNTINGDOM, Sports & Fashions:
Tel: 01480 454541

PETERBOROUGH, Your Story:

Tel: 01733 341007

5T NEOTS, First Computer Games:
Tel: GT4E0 16 &30

5T MEQTS, Gamers:

Tel: DTSE0 217 443

5T MEOTS, Westgate Department Store;
Tol: DTS20 473242

WISBECH,

Tel: 01945 475

CHANNEL ISLANDS

JERSEY, ST. HELIER, The Little Shop:
Tel: 01534 732187

JERSEY, 5T SAVIOUR, The Jersey
Train and Maodel Centre

07707 73h4TH

GLIERMNSEY, ST. PETERS PORT, Carousel;

Tel: 1481 721721

CHESHIRE

GW ALTRINCHAM:

Linit 1, 19 Grafton Street, WA14 10DL

Tel: (161 929 SH%E

* GW CHESTER:

112 Fﬂl‘{‘ﬂ.ﬂ“" Streed, CHT 1HE

Tel: D124 431 1967

* iGW MACCLESFIELD:

Linil 38, Cﬁﬂlﬂgule Mall, Grogvenor Centre,
SK1T BAK

Tel: 0162 561 9020

GW STOCKFORT:

I Mersey Square, SE1 TRA

Tel: D167 474 1427

GW WARRINGTON:

LUinit 19 Bank Streed Teme Square, WA 2AF
Tel: 01492 565 1984

ALTRINCHAM, The Gaming Crvpt:
Tok DTG 929 W%

BIRKEMHEAL, Kit Sl'lup

Tel: 0131 647 S6T

CHESTER, HobbyCraft:

Tel: 01244 650 110

COMNGLETON, Deans Toys & Cycles:
Ted: 0926 DETIZTT

CREWE, ABC Model Sport:

Tel; Q1270 505 45

CREWE, Jac in a Box:

Ted: 01270 561 118

CREWE, Jac in a Box:

Tel: 11270 361 114

ELLESMERE PORT, W Homer Cycles:
Tel: (151 3552120

MARPLE, Marauder Games:

Tel: D161 42734945

NANTWICH, HobbyCraft:

Tol: 1945 551 6337

MESTOMN, Carousel:

fel: 151 336 621

MNORTHWICH, Level 1;

Tel: D106 45053

NORTHWICH, The Model Shop:
Tol: DTGDE6 26 346

STALYBRIDGE, Hardcastles:

Tel: 0161 303 9402

STOCKPORT, HobbyCraft:

Tel: 0167 429 54010

HYDE, Gaoslings Toymaster:

Tel: 041 427 30499

WIDNES, The Hobby Shop:
Tel: 01514 241 147

CLEVELAND

« GW MIDDLESEROUGH:
Linit 23, 39 Dundas Street, TS1 THR

Tol: 0164 225 40407
HARTLEPOOL, Hlusions:
Tek: 09429 233 199
MORMAMNEY, PC Tech:
Tel: 1G4Z 461010

REDCAR, PC Tech:
Tel: (1642 JB18ER

GW TRURO:

Linit 1, Bricke House, New Bridge Streel, TR1 ZAA
Tel: 0187 232 0047

BODMIN, Bricknells:

Ted: 01 208 7T0ES

BLIDE, Witro RC:

Tel: 01208 351 168

BUDE, More Value:

Tel: (¥ 2040 352 362

CALLIMNGTON, GMS Games

Telz 01579 304 H17

FALMOUTH, Kernow Toymaster:
Tel: 07326 312 571

HAYLE, Blewetts of Hayle:

Tel: 01736 753 012

HELSTON, Exit:

Ted: (1326 563117

LISKEARD, Bricknells:

Teel: B1579 34 161

LISKEARD, Trago Mills:

Tel= 01550 348 477

NEWLYN, Newlyn Post Office:
Tel: (1736 Fh4502

MNEWQUAY, Flanet Hobbywood:
Tel: 0167 B39 041

ST ALSTELL, Mad for Miniatures:
Telz D176 F225%

5T IVES, Dragon’s Hoard:

Tel: 01736 744

TRURCY, Toymaster:

Tel: 01872 272 452

WADEBRIDGE, Bricknells:

Tel: 01208 513 274

COUNTY DURHAM

s« GW DUEHAM:

6 Morth Koad, DH1 4502

Tel: 0991 374 1062

GW DARLINGTON:

78 Skinperpate, DL3 FLY

Tel: 0132 538 2463

BARMARD CASTLE, Toy Shop:
Ted: 01533 637 396

BISHOP ALICKLAND, Windsock Maodels:
Tel: (1308 G0O9 TEG

CONSETT, Kwikpart:

Tel: 07207 581024

SEAHAM, Games of War:

Tel: 1975 B17 118

STOCKTOMN OM TEES, Stockion Modeller:

Tel: 642 k16 GED

* GW CARLISLE:

Unit 2, Earls Lane, CA1 1DFP

Tel: G122 859 E216
EARROW-IN-FURMNESS, Heaths:
Fel: 1229 520 435
BEOWNESS-OMN-WINDERMERE,
Ernest Atkinson & Sons:

Tol: 0153% 443 (a7
COCKERMOUTH, The Toy Shop:
Tel: 01900 525855

KENDAL, Aireys of Kendal:

Tel: 01539 720 761

PEMRITH, Harpers Cycles:

Tel: 1768 #4475

WIGTON, Jacksons Diecast Models;
Tel: 09697 342 557
WORKINGTON, ToyTown:

Tel: 01900 873 322

DERBYSHIRE

GW DERBY:

42 Sadlor Gate, DET 3ML

Tel: (933 237 1657

ASHEOURNE, Lumbards Tows:

Tel: 01335 345115

BELPER, Children’s Choice:

Tel: MFT3 825065

BUXTON, Knowles Toys and Models
Tel: (1 256 24203

CHESTERFIELD, Chesterficld Department Sore:
Tel: 1246 220 200

GLOSSOP, Wain Services:

Tol: 1457 853 S48

ILKESTOMN, lkeston Co-op:

Tl 071545 327 737

MATLOCE, Shawes:

Tel: D162% 582 382

RIFLEY, Chimera Leisure:

Tel: 01773 747840

DEVON

= GW EXETER:

A1a Sidwel Stroct, EXd 6NN

Tel: 0139 249 0305

GW PLYMOLUITH:

84 Cornwvall Streel, PLT 1LE

Tek 0175 225 4121

GW TORQUAY:

12 Market Street, T 140

Tel: D1/0 320 1036

BARMSTAPLE, The Battlezone:
Tel: 01271 321 334

BIDEFORD, The Tarka Train Company:
Tol: 11237 424 507

STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE

{=} Indicates Gaming Room facilitics,

HOBBY STOCKIST
Cxiiers a hohby gaming and painling service.

ME ELITE STORE

ME PARTMER STORE
Sincks most of the Games Wnrk}hnp range,

INDEPENDENT STOCKIST

MNEW STORE OPENING
Indicates mew siores and slockisis,

Ciffecial sellers of Games Workshop produscis.®

Stocks the complete Games Wiorkshop range and offers infroductory gaming and painling lessons.

# T ds swre aoy Fravar wihat vou swant in stock, we rocommond calling the stone fiss

BRIXHAM, Mainly Miniatures:
Tel: 01803 BG2555

DARTMOLUTH, WG Pillar & Co:
Tel: 01803 §32 139

EXMOUTH, Gamezone Models:
Tel: 01395 267 733

HOMNITON , Honiton Toy Shop:
Tel: 01404 43741

ILFRACOMBE, K] Hobbycraits:
Tel: D127 879502

KINGSBRIDGE, The Trading Post:
Tel: Q1548 852 %23

MNEWTON ABEOT, Auslins:

Tel: 01626 333 444

NEWTOMN ABBOT, Games Oulpost:
Tek: 01626 I6009%

PLYMOUTH, Model Shop:

Tel: (1752 221 &51

TAVISTOCK, Kaleidoscope:

Tel: 01822 615 236

TEIGNMOUTH, Jackmans Toybox:
Tel: 11626 778 260

TORGQUAY, Action Model Centre:
Tel: 01258 480999

TORRIMNGTOM, Toveone:
Tel: 01805 624 790

GW BOURNEMOLUTH:

24 Podl Ofhce Boad, BHT 1EA

Tel: D120 23T S22

= GW POOLE:

Linf 12 Townsgale Cenire, BEH15 1ER

Tel: 0120 268 5634

ELANDFORD FORLUM, Inspirations:
Tel: 01258 480999

BOLRNEMOUTH, Hobbycraft:
Tel: 01202 552 444

BRIDPOQRET, Frosts Tovmaster:

Tel: 01305 422 M6

DORCHESTER, Dorchester Tovs;
Tel: 01305 261 152

SHERBOURME, The Cormer House:
Tel: D135 H15 G135

SHERBOURMNE, The Toy Barn:

Fel: 61935 815 040

WEYMOUTH, Rarzamalae:
Tel: 017903 FED G

ESSEN

GW CHELMSFORD:

Unil 4C, The Meadows Centre, CM2 6FE
Tel: 0124 549 D048

GW COLCHESTER:

2 Short Wyre Streel, CO1 11N

Ted: 0120 676 727%

CW SOUTHEND:

12 Sosthchurch Boad, 551 2WE

Tel: 170 246 1251

GW THURROCK:

Unit 4158, Level 3,

Lakeside Eh-npping Centre, BMIG6 12)
Tel: 0170 886 7133 :

SAFFROM WALDEM, Game On:
30 High Streel, Tel: 01759 506 OF0
BASILDOM, Hul:rh].-{raﬂ:

fel: (1260 240 100

BRENTWOOD, B&M Cycles:
Tel: 1277 214 342

CLACTON ON SEA, Claclon Arl & Craft Centre:
fel: 012535 436 346

HARLOW, Marguee Models:

Telz M1279 42 334

LEIGH-0OM-5EA, Caliver Books;
Tob: 01702 473 904

MALDOM, Colin Bliss Models:
Tel: 01621 B30 537

RAYLEIGH, Toys N Tuck:

Tel: 1268 775 50

GLOUCESTERSHIRE

GW CHELTEMHAM:

16 Pittville Street, GLS0D ZLS

Tel: 0124 232 8419

GW GLOUCESTER:

35 Clarence Sireet, GLT 1EA

Tel: 0745 250 5033

BEOQURTON ON THE WATER,
Bowurlon Model Bailway:

Tel: DI45T B20 636
GLOUCESTER, HobbyCrai:
Tol: 1452 424 999

STROUD, Anlics:

Fol: 01453 Thd 387

STROUD, Psisoft Games:
Tel: DE70 242 7428
TEWEESBELRY, Tov Jone:
Tok: LGRS 235 776

HAMPSHIRE

GW BASINGSTOKE:
3 Patters Walk, RG21 7GQ

Tek: 0125 646 6050

GW PORTSMOUTH:

B4 Arundel Street, POT TNL

Ted: 2349 ER7 b26h

CGW SOUTHAMPTON:

23 East Street, $014 1HG

Tel: 0230 033 1962

GW WINCHESTER:

33 Jewry Strect, SO BRY

Tel: 0196 286 0199

ALDERSHOT, The Game Shop:
Tel: (1252 311 443

ALTOMN, Alton Model Centre:
Tel: 140 582 244

ANDOVER, Hoggosaurus Toymaster:
Tel: 01264 352 263

BOTLEY, Just Add Imagination:
Tel: 01459 781 177
FARMBOROUGH, Dark Star:
Tel: 01252 545019

FLEET, Fleat Toys:

Tel: 0125 261 3049

GOSPORT, JC Books:

Tel: 02392 S0 531

HAVANT, HobbyCrait:
Tel: 0f45 031 6554

MILFORD ON SEA, Miliord Models and Hobbies:

Tol: O1590 642 112

MEW MILTOMN, Toys of New Milton:
Tel: 01425 617 H03

FETERSFIELDY, Folly Models:

Tol: OF730 267 332

FORTCHESTER, Wicor Models:

Tel: 02392 351 160

RINGWOOD, Tovs of Ringwood:
Toh: 01425 470 444

ROMSEY, Roundabout:

Tel: 01794 512 145

SOUTHHAMPTON, Lost Bunker Ganbis:

SOUTHHAMPTON, Rock Bottom Toystare:

Tel: 2300 633 947

LOUTHSEA, Southsea Models:
Tel: Q2397 733 M8

www.games-workshop.com
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WATERLOOVILLE, Paul’s Hobby Shop:
Tel: 01705 259 186

HEREFORDSHIRE

BARNET, Tovs Toys Toys:
Fel: 0208 449 (966

HEREFORD, Hereford Model Shop:
Tel: G1432 352 §0%

LEOMAINSTER, Martin's Models & Crafls:
Teb: 01568 613 F&2

ROSS OM WYE, Revolutions:
Tel: 01089 3632 639

HERTFORDSHIRE

GW HEMEL HEMPSTEALD:
16 Bridge Streel, HP1 1EF
Teld: (144 224 9353
* GW ST ALBANS:
18 Herntage Close, ALY 4ER
Tel: 0172 786 17193
BISHOP'S STORTFORD, Boardmans:
Tel: 279 634 033
COCRFOSTERS, Murray & Brand:
Tel: G2ORE 430 127
HARPEMDEM, Felicitations:
Tel: 31582 767 Ai1
HERTFORD, Marquee Models:
Tel: 31992 504718
HITCHIN, Mainly Models:
Tel: 01462 427 104
LETCHWORTH, Maodel Images:
Tel: 01462 684 559
STEVENAGE, HobbyCraft:
Fel: 1845 051 6553
STEVEMAGE, KS Models:
Tel: 10420 746 16
WELWYN GARDEN CITY, Toys Toys Toys:
Ted: Q1707 391 319
WATFORD, HobbyCrafl:

Tel: Q45 (51 6530

ISLE OF MAN

DOUGLAS, Toymaster;
Tel: 01624 622 154

ISLE OF WIGHT

COWES, Chivertons Newsagents:
Tel: 11983 292 113

NEWPORT, Toy & Models:

Tel: 01983 528 258

RYDE, The Sports & Model Shop:
Tel: 01943 862 254

RYDE, Fun, Fact and Fantasy:
Tel: D193 617 323

KENT

GW BLUEWATER:

Uit O5EE, Upper Thames YWalk, Eluewaber, [hAD 950,
Tel: 01332 342 THED

GW CANTERBLUIRY:

Linit 5, Irom Bar Lane, CT1 2HN

Tel: 3122 745 2480

CW MAIDSTOME:

7a Pudding Lane, ME14 1PA

Telz 0162 265 7435

GW TUNBERIDGE WELLS:

&A Carmnden Streed, TH1T 2PL

Tel: 0189 252 5783

ASHFORD, GZ Computers Lid:
Tel: 07333 BR3GHG

BEXLEY HEATH, Kit Krazy:

Tel: F208 298 7177
BROADSTAIRS, Time & Space:
Tel: (M543 fib (06

CHATHAM, Maynes:

Telz 31654 G00 0731

CRAYFORD, HoblyCraft:

Telz 01580 713258

DOVER, Turners Models:

Tel: 01304 203 711

FAVERSHAM, Abacus Toys:

Fel: 11793 3%1 203

GRAVESEMD, Steves Callectables and Models:
Tel: 11474 564 465

GRAVESEND, The Stamp Centre:
Tel: 01474 534 166

HERNE BAY, Spearings:

Tel: G127 374 049

HYTHE, Apple Jax

Tel: 0130% 262 GO2

MAIDSTOME, HobbwCraft:

Tel: #1622 623 750

ORPINGTOMN, JH Lorimer:

Tel: 01685 823193

SEVENOAKS, |H Lorimer:

Tel: 01732 452 840

SEVENOAKS, Manklows;

Tel: 11732 454 952
SITTINGBEOURNE, A] Blundell & Son:
Fel: (1795 424 371

LANCASHIRE

GW BLACKPOOL:

& Birley Street, FY1 10U

Tel: D125 375 2056

CW BOLTOMN:

Unit 27, 36 Acresfichd Mall, BLT TEA
Tel: 0720 436 2131

CW PRESTON:

15 Milker Arcadi, FR1 204

Tel: (177 282 1855

ASHTOMN UMDER LYMNE, Bounchdxoat Toys:
Tel: 01613 432 a4
BLACKELIRN, Batcave;

Tel: 01254 (67 4085
BLACKBURM, Mercer & Somns:
Tel: 0125 458 700

BLACKPOOL, Whao

Teli 11253 625003

BOLTON, HobhyCraft:

Tel: 01204 374 300

BURMLEY, Compendium

Fel: 19282 457 0RO

BURY, Conwavs Tovmaster:
Tel: 01617 B16 209

CLITHEROE, Cowgills of Clitheroe Lid:
Tel: Q1200 423 587

KIRKHAM, BK Boyves;

Tel: 01772 GF1 200

LAMCASTER, Micro Markets:
Tel: 01524 840 486

LEIGH, Toymaster:

Toek: 01942 671 110
MORECAMBE, Micro Markels:
Tel: 01524 416 306
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ORMSKIRK, Taylors:

Tel: 01645 573516

ROSSEMDALE, Rossendale Models:
Ted: 00706 250 007

PRESTOM, HobbyCrait:

Ted: 01772 661 200

STALYBRIDGE, Hardcastles:

Tel: OTRT 33IA7451
THORNTON-CLEVELYS, ToyZsave Collectables:
Tel: 01233 855 M5

WIGAN, Wigan Model Centre:

Tol: 01943 345 6E3

LEIGESTERSHIRE

GW LEICESTER:
Unit 2,16/20 Silver Street, LE1 SET

Tek 0116 253 0510

GW LOUGHBOQROUGH:

22 Hl‘-ggih Sreol, LETT 1WA

Tel: 0150 923 B107
ASHBY-DE-LA-FOLCH, Steve's Models:
Tel; 1530 416 427

COALVILLE, Geaoffs Toymaster:

Tel: 01530 532 795

LINGOLNSHIRE AREA

GW GRIMSBY:

O West 5t Mary's Gate, DN 1LE

Tel: 0147 234 7757

GW LINCOLN:

L'nat Sun, Sablergate, (outisde of Walerside
Contrel, L2 1AP

Tel: 0152 254 ROZT

BOSTON, Models and Compulers:
Tol: 01206 3463 102

GRANTHAM, Porlprince Models and
Haobbies Ltd:

Tel: 01476 502 001

LOUTH, Castaline;

Tel: 01507 602 149

MABLETHORPE, Belas Toymaster:
Tel: 01507 473 38

SCUNTHORPE, Shermans Model Shop:
Tol: 01724 B4 430

SKEGMESS, The Maodel Shop:

Tel: 01754 76T 479

SPALDIMNG, Mason's Models:

Tel: 01735 72 4546

GW BRENT CROSS:

Linit £, Loswier MaB, Brent Ceonr Shopping Cenlre, NW4 3FE,
Tk D206 202 4919

= GW BROMLEY:

LUnil 24, The Mall, Brombey, BE1 175
Tel: D208 466 M6TH

GW COVENT GARDEN:

Uit 33, The Marked, WCZE BRF

Tel: 0207 240 5106

GW CROYDON:

Unit 35, Dvammond Cenbre, Kecley Road, CRO 1TE
Tel: BR08 GO 3600

GW EPSOM:

B High Sftreet, KT1% 840

Tel: 01372 751881

GW EENSINGTOMN:

Shop 7, Lancer Square, Kensington Chirch
Streed, W 4EH

Tel: D207 937 7071

GW KINGSTON ON THAMES :
33 Fife Road, KT1 15F

Tel: G208 545 5224

GW LONDON (Oxford 5t):

Unit F10, The Plaza Shopping Cenlre; 131
Floor,116:128 Onford Street, WIN S0P
Tel: 207 436 0839

GW ROMFORID:

12 Quadrant Arcede, RAM1 JED

Tl 1 7008 742 140

LW STAIMES:

& Clarence Strect

Tel: 0178 446 D675

GW SUTTON:

Uit 26, Tiwes Spuane Shopping Cenlne, 581 1LF
Telz (208 770 9454

* GW UXBRIDGE:

Linit 32, Chequers Mall, The Pavillens
Shopping Centre, LBS 114

Tel: b1 89525 2600

GW WATFORD:

19 Cucens Road, Harleguin Centre, WD 2TE
Tel: 1923 245388

CW WOOD GREEN:

Limf 33, The Wl Wood Green, High Read, 823 684
Tel: (923 245380

BARNET, Clever Toys:

Fel: 2040 275 BGH3

BLACKHEATH, Znd Impressions:
Tel: DZ0HE B5F 6192

BLOOMSBLIRY, Just Games:

Teds IGROT 323 T0A0

CLAPHAM, Russ:

Tel: G207 22E G319

DULWICH, The Art Stationers:
Tel: D20E 693 55938

FINCHLEY, Leisure Games:

Tel: Q208 346 2327

GREEMFORD, HobbyCraft:

Tel: (08 747 7500

HAMPSTEAD, Happy Returns:
Tel; 0207 435 2431

HERME HILL, Just Williams:

Teb: 0207 731 3055

LEYTOMN, Ditchfields

Tel: 0208 5352821

PUTHNEY, Toystop:

Tel: D208 785 9555

RUISLIF, John Sanders:

Tel: VA5 634 848

WIMBLEDOMN, Elys:

Tel: 0308 946 2191

MANCHESTER AREA

GW MANCHESTER (Central):
Uinif R35, Marsden Way Sooth, Amdale Cenlre, b4 JAT

Tel: 0167 834 6871

GW TRAFFORD CENTRE:

Unil L4e Trafford Centre, M17 8B4

Tel: 0167 755 (65

ALTRIMCHAM, The Gaming Crypt:
Tel: 0168 920 #919

ECCLES, Amaron Minmiatures:

Teel: 0141 TER FL50

FRONTLINE

MNORTHEMDEN, 5telorac:
Tel: M16T 946 1759
TYLDESLEY, |PL Models
Teld: 1942 BIG138

MERSEYSIDE AREA

* GW LIVERPOOL:

13 Cendral Shopping Centre, Ranckeigh, LT 10T
Ted: 0151 703 0963

GW SOUTHPORT:

Linat K2, Maahle Place Shopping Ceirlne, PRE 10F
Ted: 71 70 450 1255

ST HELENS, ID Gaming:

Tel: 01744 755 F05

WALLASEY, Wirral Model Shop

Ted: 11571 200 8355

WIRRAL, Thingwall Garden Centre
Tel: 0151 6480281

MIDDLESENX

EAST SHEEM, Play Inside Out:
Tel: (FZDBA 765 220

EAST SHEEMN, Pandemonium:
Ted: dEZ0NS TAD BE6

EMNFIELD, Jennings Stores:

Ted: 0200 04 1804

EMFIELD, Pearsons:

Ted: G200 373 4200

HARROW, Toy and Mursery
Tel: 0208 4222610

NORFOLK

CW NORWICH:

12-14 Exchange Street, NRZ 1AL

Tel: 0160 376 7656

CROMER, Cromer Furnifure:

Tel: 01263 515153

EAST DEREHAM, Starlings Tovmaster:
Tel: 01362 697 70

EAST DEREHAM, Youngsters World:
Tel: 01362 698 350

FAKEMHAM, Lou Lous Toys and Gifts:

Ted: 11328 H53 118

HOLT, 5tarlings Toymaster:

Tel: G126F 713 110

HUMSTANTON, Hunstanton Models:
Tel; 01485 533324

HUMNSTANTON, Pavilion Toymaster:
Tel: (1485 533 108

NORWICH, Battlenet:

Tol: AL 7R3 595

NORWICH, Kerrisons:

Tel: QUGOE 493008

NMORWICH, Langleys:

Tel: 01603 621955

MORWICH, 5 P Models:

Tol: 0195T 8767

SHERINGHAM, Starlings Toymaster:
Tel: 01263 822 168

TAVERHAM, Narvic Models Ltd:

Telk 01603 865213

WROXHAM, Point House Toyshaop:
Tel: Q0603 TO6 04

NORTHAMPTONSHIRE

= GW NORTHAMPTOMN:

24-26 Abington Square, NNT $AA

Tel: 01604 636 BT

DAVENTRY, The Games Vaull:

Tel: TE01 647244

KETTERING, Green Angel Cards & Games:
Fel: 01536 359 8

NORTHAMPTON, HobbyCraft:

Tel: 01604 591 300

MNORTHAMPTON, Project Hydra:
Tel: GTRO4 639965

RUSHDEN, Osborne Sports & Toys:
Fel: 014933 312 415

WELLINGBOROUGH, Software Seller:
Tel: 01933 440 B41

ASHINGTON, Blue Box Models:
Tel: 01670 521270

CORBRIDGE, The Village Square:
Fel: 01434 634 056

HEXHAM, Robbs:

Tel: 01434 602 151

MORPETH, TG Allan:
Fel: B1&70 515 136

NOTTINGHAMSHIRE

GW NOTTINGHAM (Central):
Jda Friar Lane, MO G0

Tel: 0115 948 0651

GW WARHAMMER WORLD:

Willow Road, Lepton, MGT 2W5

Tel: 0115 916 8410

MAMNSFIELD, The Games Emporium:
Tel: M1EZ3 G40 022

MNEWAREK, Access Models:

Tel: B1636 673 116

MNOTTINGHAM, HobbyCrafi:

Tel: BH45 031 6245
SUTTOMN-IN-ASHFIELDY, Bastion Gaming:
Tel: B7814 157 163
SUTTOMN-IN-ASHFIELD, Big Boys Toys:
Tel: MBI 557 H12

WEST BERIDGFORD, Inspirations

Teld: 1 15 9H2 1200

WORKSOP, Model Base;
Tel: (1904 501 752

GW OXFORD;

1A Bush House, New Inn, Hall Street, OX1 2DH
Tel: 01865 242 182

ABINGDOM, Just Toys:

Ted: 235 524 333

BANBURY, Trinder Bros;

Tel: 01205 262 544

CARTERTOMN, Giles Sports:

Tel: 01993 842 376

OXFORD, Boswells Toymaster:

Tel: 01865 241 244

THAME, Pied Pedaller:

Tel; 01844 260 022

WALLINGFORD, Pettits of Wallingford:
Tel: 074497 B15 253

WITNEY, Romkrish:

Ted: 179493 704 274

HAVERFORDWEST, Emiry’s:
Tel: 01437 770 6dé

RUTLAND

DAKHAM, Jack in the Box Toys:
Tel: 1372 755 99%%

SHROPSHIRE

* GW SHREWSBURY:

b Market Streef, 5Y1 1LE

Tel: 0174 336 2007

TELFORD, Sanda Games:

Tel: 01952 676 722 ¥FEing
ERIDGENORTH, Hobby Horse:
Tel: 0174 6 Tib 659

OSWESTRY, Funfayre:

Tel: DT691 670 646

TELFORDY, Questing Knight Games:
Tol: 01952 417 747

« GW BATH:

S-10 Westgate Buildings, Avon Sirect, BAT 1L
Tol: D122 533 44

BRIDGWATER, Dragon Slayers Hobby Centre:
Tel: Q1278 427722

EURNHAM ON S5EA, GW Hurley:
Tel: 01278 THY 281

CLEVEDON, Just For Fun:

Tel: AT275 Td1 #19

FROME, The Ellenbray Press:

Tel: OT37E 462 139

FROME, Frome Maodel Centre:

Tel: 013FF 465295

GLASTOMBURY, Pedalers Toymaster:
Tel: 01456 &34 562

GLASTOMNBLRY, PC's PCs:

Tol: 01458 833900

MIMEHEAD, Minehead Toys & Models:
Tel: OTR43 705 550

TAUMTOM, Krackers:

Tol: 01823 335 057

TAUMTOM, Hatcher & Sons:

Tel: O1823 272 277

WELLS, Wells Models:

Tel: O174% 675 262

WESTON SUPER-MARE, | Toys:

Tel: 01934 418 151

YEOVIL, Yeovil Collectors Centre:
Telz G7925 433 F19

YEOVIL, Witch Engine:
Tel: 01935 427077

STAFFORDSHIRE

* GW BURTON ON TRENT:

Linil &, Unien Coarl, Linios Streel, DETS 1AA
Telz 0128 353 5065

GW STOKE:

27 Stafford 51, ST1 1]U

Tel: 0178 220 5287

Alsager, Alsager Toys and Models:
Tel: 01270 B42 871

LEEK, Chapter 1:

Tel: 01538 399 885

LICHFIELD, Digital Dragons:
Telz 07941 BATFUE

NEWCASTLE UNDER LYME, Sundowner Models:

Tel: (1 7H2 610 G0G
STAFFORD, S5LD Models:

Tel: (4 TRS 258 711

STAFFORD, Stafford Games:
Tel: 0 7BS 255577

STAFFORD, Too Fat Gobline:
Tel: 11785 244 499
STOKE-OM-TREMNT, Battlerone
Games & Collectables:

Teds (0 FR2 B33 6713

TAMWORTH, Geofl's Toys:
Tel: 015340 832 795

TAMWORTH, Hobbycrait:
Tel: 11827 300 A00

SUFFOLK

= CW IPSWICH:

63 Weslgate Secet, [P 30X

Ted- 01473 210 031

BECCLES, Toy Box:

Tel: 1502 712 T&5

BURY S5T. EDMLINDS, Maodel Junction:
Tel: 01284 753 456

BURY 5T. EDMUNDS, Starlings Toymaster:
Tol: 11284 761 46

FELIXSTOWE, Wizards Workshop:
Tel: (N394 277 233

HALESWORTH, Halesworth Toy Shop:
Tel: 01306 874 270

IPSWICH, Galaxy Models & Hobbies Lid:
Tel: 9473 729 274

IPSWICH, Toyworld Ipswich:

Tel: 0147E 72E 515

NEWMARKET, Moons Toyland:

Tel: 010638 663 147

STOWMARKET, D | Collectables:

Tel: 01429 771 015

STOWMARKET, Simpson & Sons:

Tel: 01449 612 914

SUDEBLRY, FT Games:

Fol: Q1787 $ib 060

SUDBURY, Tinetty's Toys:

Toh QU787 327238

WOODBRIDGE, Toytown:

Tel: 01394 383 1740

SURREY

W EPSOM
B High Street, KT19 BAD

Tel: 0137 71881

GW GUILDFORD:

Unit 1, 912 Tunsgate, GLIT 30T
Tel: 0148 345 1793

GW WOKING:

Unit 3 Cleary Courl, GU2Z1 6H]
Tel: 0148377 1675
CAMBERLEY, Morning Star:
Tel: 01276 685160 it
CATERHAM, Modellers Loft:
Tal: DTHER 341 B18
COULSDEN, Taylors Toys and Sports:
Tel: D20E GG 00T 10
CRAMLEIGH, David Mann:
Tel: W1483 273 777

DORKING, Dorking Models:
Tele (41206 881 747

EPSOM, Ottakers:

Ted: IM1372 742 533

FARMNHAM, Darkstar:

ATl 1232 520 524

PLIELEY, JH Lorimer Ltd:
Tol: 0181 66D 9716

REDHILL, Gamers Guild:
Tel: Q1737 7559 123

REIGATE, The Toy Shop:
Tol: M737 245 300
RICHMOND, Toy Station:
Tiel: (208 240 459

SUSSENX AREA

GW BRIGHTOM:

Linit 7, Mile Pavilions, BN1 THW

Ted: 0127 320 3333

GW CRAWLEY:

11 Broadway, RH10 10X

Ted: 0129 3155 2072

GW EASTEOLRNE:

13 Termims Baad, BM21 30L

Tel=: 032 364 1423

BOGNOR REGIS,

Trains Models and Hobbies:
Tel: 01243 Bh4 737

BURGESS HILL, Kid's Stufi:
pYel: Q1444 257 724
CHICHESTER, Chichester Tovs:
Tel: (1243 708 035

CRAWLEY, HobbyCrait:

Tel: Bib5 051 6552
EASTBOURMNE, Phantasia:

Telz 01323 725 JHS

EAST GRINSTEAD, Martells of Sutton
Tel: 31342 321303

EAST GRINSTEAD, Ready To Run Models
Tel: 01342 100 917

HAYWARD'S HEATH, Clarkes:
Tel: 01444 457551

HORSHAM, Ottakers:

Tels DT403 368 085

HOVE, Kids Dreams:

Tel: 01273 420 656

SEAFORD, Big Kids Toy Shop:
Tel: 323 599 099

ST LEONARDS ON SEA, Silverhill
Models and Toys

Teel: 01424 431 133

STEYNING, The Doll's House:
Tadz 01903 &16812

LCKFIELD, Kid's Stufi:

Tel: B1825 768 398

WORTHING, KC's Games Shop:
Tel: 11903 ¥37 933

TYNE AND WEAR AREA

= GW NEWCASTLE (Central):

Limit GA, Ht“lﬁil‘lt‘: Shnpnphg Cendre, NE1 5RE
Tel: 0191 232 2418

GW METROQ (Mefro Centre):

Linit 2, FHril Floer, The Arcade (near the
Medilerranean "i'ﬂ|=.3¢':l, METT 9YL

Tel: 0191 467 D450

GATESHEAD: Huhhy{'rail

Tel: 0197 482 7410

MORTH SHIELDS, SE Gladston & Son:
Tel: (1912 570 315

SUNDERLAND, loplins:

Tel: 191 310 2105

SUNDERLAMD, Tov and Computer Store;

Tel: (191 563 5190

WHITLEY BAY, Alan's Maodel Shop:
Tel: 0191 253 362

WARWICKSHIRE

CW COVEMTRY:

Unit 39, Upper Leved, Cathedral Lanes
Ehapping Cenmbre, ©¥1 1LL

Tel: 0247 622 7311

GW LEAMINGTOMN SPA:

Jd Hegent Heeel, CVI2 S5EG

Tel: 01926 435771

BEDWORTH, Railway & Modellers Junction:
Tek: k476 316 285

COVENTRY, Hobbycraft:

Ted: 02476 234 54

KENILWORTH, Abacraft Arts & Pictures:
Tol: 01926 511 204

MUMNEATOM, Heart of England Co-op:
Tel: 02476 282 37

RUGEY, Joto Railways & Models:

Tel: O178E 562 372
STRATFORD-UPOM-AVOMN,

Much ado about toys:

Tel: 01789 2495 #50

WILTSHIRE

GW SALISBURY:

1B Winchesler Strect, 5F1 THB

Tel: 0172 233 0955

GW SWINDOM:

18 Brupel Plaza, SM1 10LF

Tel: 0179 343 6036

DEVIZES, Hoggosaurus Toymaster:
Tel: 01380 723 £41

MALMESBLIRY, SPS Malmeshury:
Tel: 01666 E24440
MARLEQROUGH, H Duck:

Tel: 01672 512 170

MELKSHAM, The Toyshop:

Tel: 01225 768 415

SALISBURY, Salishury Model Centre:
Tel: O1723 334757

SHAFTESEURY, Harding's:

Tel: 01747 BR85S

SWINDON, HobbyCrait:

Tel: B45 051 6551

SWINDON, 5P5 Swindon:

Tel: B1793 B7E 170

TEOWEBRIDGE, The Toy Shop:
Tel: 01225 768 415

WESTBLURY, The Gas Cupboard:
Tel: 01373 B25 825

WORCESTERSHIRE

» GW WORCESTER:

23 Lychgale Mall, Cathedral Plaza, WRT 205

Teeld: 0 90 561 6707

DROITWICH, HobbyCrait:

Teed; (FE45 D51 6540

DROITWICH, Look-rite Ltd T/A Toywarld:
Tel: 1905 771 403

REDDITCH, Hobby Hut:

Tel 527 540 54

REDDNTCH, Hoggosaurus Toymaster:
Tel: 1152 766 092

STOURPORT ON SEVERN, TP Activily Toys:
Tel: 00399 H73 S



YORKSHIRE

GW BERADFORD:

4 Ficcaeifly, Bradford, BD 3LW
Ted: (27 473 2430

GW DOMNCASTER:

26 High Sirect, Doncaster, DA JEG
Tel: 0130 232 0535

GW HARROGATE:

53 Stathon Pasade, HG1 ATT

Tol: 07142 356 4310

W HULL:

F0 Paragon Streel, HUIT 3Ly
Tel: 0148 2568 9576

GW LEEDS:

ZRA Lands Lane, L51 GLE

Tel: 0113 243 034

W SHEFFIELD (Central):
16 Fitewilliam Gate, 31 4|H
Tel: 0114 275 0114

GW SHEFFIELD (Meadowhall Centre):

Linit 918, Hrgh Streel, Uppor Mabl {mext 1o
enfrance near Boeds), 59 168

Tel: (114256 9836

= GW WAKEFIELD:

9% Kirkgate, the Ridings Centre, WF1 1TB
Tl 01 52 436 9431

GW YORK:

134 Lendal, YO BAC

Tel: (1590 462 8014

BARNSLEY, Janco Toys:

Tel: (1226 208654

ERIDLIMNGTOM, Croppers:

Tel: 1262 67T 727

BRIDLINGTOMN, lcy Tea Ltd:

Tel: 01&2h 303 0349

HALIFAX, Conways Tovmaster:
Tel: 1422 353 986

HALIFAX, Halifax Modellers Warld:
Tol: 07422 349 157

HUDDERSFIELD, Something Wicked:

Tel: 01454 5549 226

HULL, Archeran Games Workshop:
Tel: 01482 221001

KEIGHLEY, Conways Toymaster

Tel: 01525 604045

LEEDS, Hobbycrait:
Ted: G013 389 3020

MORTHALLERTOM, T & FM Grover Ltd:

Teld: 01609 773 334

OTLEY, Conways Tovmaster:

Tel: (11545 452 (05

PICKERING, Puffers of Pickering:
Tel: 01751 472 762

POCKLINGTOMN, Chylds Play:

Telz 11759 306 041

SCARBOROUGH, Games Centre 2:

Tol: 72 =444

SCARBORCOUGH, Space, Myth and Magic:

Tel: 08456 441 113

SELBY, A1 Sports and Toys:

Tcl: D1757 705 115

SHEFFIELD, |L Software:

Tel: 01142 510668

SHEFFIELD, Imp Miniatures:

Tel: 07773 029308

SHEFFIELD, Wargames Emporium:
Tl 0142 754 B2L

SHEFFIELD, Wargames Emporium
Caming Cenltre:;

Tedz (01 1492 SR{LERT

SKIPTOM, Craven Model Centre:
Tel: 01756 797414

THIRSK, Thirst Art Store:
Telz 01 B45 574457

WAKEFIELD, Model and Crafit Centre:

Tel= (924 274 097

WHITBY, Juhn Anderson = Toymaster;

Tel: 015947 602 213
YORK, Fenwicks:
Tol: G904 G43522

WALES

GW CARDIFF:

37 High Sreet, CR10 TPLI
Tel: 0292 Ob<s 4917

* GW NEWPORT:

25 Skinner Street, MP20 THE
Tel: 016X 325 (295

GW SWAMNSEA:

53 Kingaway, 34T SHO

Tel: 0179 246 3060
CARDIGAN, Helm's Deep:
Tel: 01239 621 621

ABERGAVENNY, Richards of Abergavenny:

Tel: 01873 852 466
ABERYSTWYTH, Albatross:
Tel: 11970 617 B35

BANGOR, Acme Games:

Tel: 1248 371 457

BRECON, | Clark Toys & Gifts:
Tel: GTA7S 22 BLS

BRIDGEND, Joust for Fun:
Tol: O1A5H 76T GG
CARMARTHEMN, Good News:
Tel: 01267 237 789
CARMARTHEM, Hardings:

Tel: 1267 237 724
CEREDIGION, Yokemon Battles:
Tol; Q123 H13345

CHEPSTOW, Artists Corner;
Tek: QE291 27 303

COLWYMN BAY, Hippo Toys:
Tel: 01492 534 169

CONWAY, Hippo Toys:

Tel: 013412 534 164
DOLGELLALL Mars Vs Yenus:
Tel: Q1341 423 07

LLAMDRINDOD WELLS, Corven Arts:

Tel: 1B700 &64 D04

LLAMDUDMNO, Treasure Trove:
Tel: 07847 577 902

LLAMTWIT MAJOR, Rainbow Plaza;
Tel: 01446 704 118
MACHYNLLETH, The Toy Box:
Tel: 1654 F0E 90

NEWPORT, HobbyCraft;

Tel: 6845 031 6540

PEMBROKE, Dragon Alley:

Telz 1646 621 4506

PONTYPRIDD, Sugar and Spice:

Tol: 078749 281 379

PORTHCAWL, Game ltd:

Tel: QUG5E THd 428

PORTHMADOG, Alma Figures:

Teelz O 76 G30369

RHYL, Lightfoot Models:

Tel: 01745 331 564

SWANSEA, Comix Shoppe:

Tl 11792 642 07

WREXHAM, Brite Ideas Toymaster:
Tel: 11978 261 244

SCOTLAND

* GW ABERDEEN:

Lnit 1, 12-14 Upper Kirkgate, AB10 164
Telz 0122 464 9779

GW BRAEHEAD:

115 Braehead Shopping Centre, Kings Inch
Road, (:51 BN

Tl 0041 BA5 9440

GW DUNDEE:

110 Comenercial Street, DI 2A]

Telz D138 220 2302

GW EDINBURGH:

136 High Strect, EH1 105

Tel: 6131 220 6540

GW FALKIRK:

12 Con Wynd, FKT 1FL

Tel: 0132 462 4553

o GW GLASGOW:

81 Unlon Sreet, G1 205

Tel: 0181 221 1673

GW LIVINGSTOM:

26 Almondvale Centre, EH54 6NE

Tel: 01506 443256

HADDINGTON, Model Mania:
Tel: 01620 235 931

ARBROATH, Hags:

Tel: 09241 G72195

ARGYLL, Alba:

Tel: 01637 563645

AYR, Toy Town:

Teld: 11292 2E3945

BAMCHORY, Toy and Gift Shop:
Tel: 01330 825 585

BRECHIM, Cardiners:

Mgl 1356 622 265

CRIEFF, Happy Craft Company:
Taelz 01 Fled G5ET00G

DIMGWALL, Sports and Model Shop:
Tels 01344 E62 346

DUMNFERMLINE, Abbey Models:
Tel: 07383 731 116

DUMFERMLIME, Fife Council Libraries:
Ted: DI3RL G2 S

DUMFRIES, Toylown:

Tel: 01307 264884

EAST KILERIDE, DTS Maodels:
Tel: 01355 238 208

EDINBURGH, Marionville Models:
Fel: 113413 177 014

ELGIM, Junner's Toymaster:

Tl (1543 542 492

FORFAR, Hags:

Tel: 01307 463263

FORT WILLIAM, The Granile House:
Tel: D1A%7 708 651

GLASGOW, Abacus:

Tel: 0141 342 4300

GLASGOW, Static Games:

Tol: 0141 352 %785

INVERCLYDE, Arls Crafts & Hobbies:
Tel: 01475 FA5 204

INVERNESS, Junners Tovmaster:
Tel: Q1463 £33 254

ISLE OF LEWIS, A D MacDonald and Son:
Tel: OB51 705 G50

KILMARMOCK, Scotch Corner:
Tul: DE563 520 262

KIMROSS, The Hope Chest:

Tel: Q177 862 516

KIRKCALDY, The Hope Chest:
Tel: 01592 2640 116

MORTH AYRSHIRE, Bus Stop Toy Shop Lid:
Tel: 01475 GEIS2

MORTH BERWICK, Laws Cycles:
Tel: 01620 890 643

ORKMEY, Cycle Orkney:

Tel: 1856 BF5F7F

DRENEY, Mclennan-Tovmaster:
Tel: (@56 877 74

PERTH, Millars Maodels:

Tel: 3173 856 1835

PETERHEAD, George Donald Ltd:
Fol: DI7749 474 737

PETERHEAD, Unigue:

Tel: G1779 472 705

SHETLAND, Harrys Dept 5tore:
Tel: 01593 043 097

STIELING, Abacus;

Tel: 01786 478 784

THURSO, Durrans:

Tek: QIH4T 873 169

TURRIFF, E Rae and Son:

Tol: (MARE 362 G10

GW BELFAST:

204 Castle Court, BT1 10D (towards the back
of the cenlre)Tel; D250 D233684
ARMAGH, Kidzone Toymaster

Tels 28 37515160

BALLYMEMNA, Camerons:

Telz B28-250-46821

BEANBRDGE, Toymaster Banbridge:
Taelz B2E-406IATTA5

BANGOR, Replay Games;

Tol: 2891452210

EMMISKILLEN, Hanmas Toyworld Toymaster:

Toelz D2R-GHF2 267

EMMISKILLEM, Modellers Corner:

Tol: D2H-GHE2 2267

NEWRY, Murphy's World of Wonder:
Tl D2R-30204970

PORTADOWRN, Toymaster Portadown:
Tel: O28-15350854

INTERNATIONAL
ACCOUNTS

LISTED ALPHABETICALLY
BELGIUM

BRUGGE, Fair Play

Tel: 030 38 51 B3

AARSCHOT, Conect’r

Tel: 016 56 88 30
AMTWERPEM, Celtic Cross
Tel: 03 288 81 &5
DENDERMONDE, Tip Top Moens
Tel: 052 21 17 98

DEURME, The Gamestore
Tel: 033 25 55 35

HASSELT, Oberonn

Tel: 011 357 358
LEQPOLDSBURG, NV Mocslermans
Tel: 011 39 38 46

MECHELEN, De Spelfanaat
Tel: 015 34 59 07

OOSTENDE, King Arthur

Tok: 059 51 57 56

ROESELARE, Black Border
Tel: 051 20 &2 50

AALST, Hermelijn

Tel: 033 41 48 66

AMLSET, Pta':,"ﬁ-!EE

Tel: +32 (53 41 93 85

ASTENE, Miniatuurauto’s Eeckhout
Tel: 092 24 17 96
BLANKEMBERGE, De Speelhoek
Tel: 50 41 49 23

BRUGGE, Modelbouwcenter
West-¥laanderen

Tel: 150 34 20 71

BRUSSEL, Intertoys Anderlecht
Tel: 025 23 84 73

BRUSSEL, Intertoys Laken
Tel: 022 G& 71 41

GENT, Intertoys Gent

Tel: 092 24 42 86

HALLE, Mishra's Playground
Tel: 023 61 58 53

HALLE, Top 1 Toys

Tel: 023 56 (4 03

IXELLES, Intertoys Ixelles

Tel: 025 14 17 03

KORTRIJK, De Concorde

Teb: 056 37 05 65

KORTRIK, Albion

Tek: 056 3 43 OF

LEU'VEN, The Dicepoal

Tel: 16 29 49 94

MEERPELT, ‘t Spellenhuis

Tel: 01 74 49 79

DOSTEMDE, Timms

Tels 059 30 £9 63

OYVERISE, Intertoys Owverijse
Tl 038 #1742 53

TOURMAL Intertoys Touwrmai
Tel: DB9 21 42 22

BULGARIA

SOFIA, Magic Worlds
Tl 3549 2 9fh hHGH
SOFIA, Black Citadel
Tel: +235% BH55397 11
SOFIA, Moria

Tek: 360 2 986 6855

CHINA

SHANGHAIL Zark

Tel: 86 (21} 57H31665
SHANGHAL Zhanchui Store
Teli #6 21 523605

CROATIA

OSIER, Land of h‘hgif
Fel: 345 31 275 704
OSIJEK, Land of Magic
Ted: 385 31 368 412
RIJEKA, Game Master
Tel: 383 51 371 304

SPLIT, Land of Magic
Tel: 385 21482239
VARAZDIM, Land of Mngi::
Tel: 383 322161
ZAGRER, Land of Magic
Tel: 3RS 14570077
ZAGRER, Land of Magic
Tol; 385140230 7

CYPRUS

NICOSIA, ANT Comics

Tok: 00 357 22 660304

NICOSIA, Megaland

Tel: 00 35 7X24 SEGR2E

KATO PAPHOS, Cyprus Crusade
Tel: +357 906 49072

CLECH-REPUBLIC

BRNG, Cerny Rylir

Tel: +420541214860

CESKE BUDEJOVICE, Chaotit

Tel: +420602489158

HARADEC KRALOVE, Knihkupectyi Valhalla
Tel: +420495522000

KOPRIVNICE, Magic

Tel: #420495522009

LIBEREC, Ballle Games-Obchodni Pavilion
Tel: «42077 7526154

OSTRAVA, Matrix (knihkupectvi)

Tel: 420774 404 024

PRAHA, Ogri Doupe

Tel: 4420224934411

FRAHA, Cerny Rylir

Tel: 420222312461

FRAHA, Cerny Rylir

Tel: +420222312461

YVEETIM, Atlantis

Tel: +32057 1471 1697

GYY KEBENHAVMN
Fruderiksh-nrgg.adr- SKL, 1360,
Tel: 33 12 22 17

AALBORG, Dragons Lair
Tel: 9812 16 18

STORE FINDER KEY

GAMES WORKSHOP HOBEY CENTRE
(=} Indicates Gaming Roeam facilites,

HOBBY STOCKIST. g
Offers a hobby gaming and painting service.

ME ELITE STORE

ME PARTNER STORE
Stacks mast of the Games Workshop range.

INDEPENDENT STOCKIST
Crificial sellers of Games Warkshop products”

NEW STORE OPEMNING
Indicates new stores and slockists.

Stocks the complete Games Workshop range and offers introductery gaming and painting lessons.

* T b sure they have sebal o wand in steck, we recormmend caliing the stane st

AARHUS C, Dragons Lair

Tel: 86 19 04 63

HILLEREID, Hobby & Fritid

Tel: 48 25 26 16

KEBENHAVN K, Faraos Cigarer
Tel: 33 32 22 11

KGBENHAVN NV, Arena Kabenhavn
Tel: 38 33 57 00

NASTVED, Arena Nastved

Tel: 55 54 67 00

ODENSE C, Dragons Lair

Tel: 65 91 97 01

REBDOVRE, MR Games

Tek: 36 72 02 55

ROSKILDE, Fanatic Roskilde

Tel: 46 36 35 48

LYNGREY, Faros Cigarer

Tel: 32 1023 23

HELSING@R, Hobby og Fritid

Tel: 49 21 45 42

HERNING, Farges Kalder

Tel: 35 10 18 97

VORDINGEORG, Legekieden Vordinghorg
Tel: 55 34 4 31

AABENRA, Legekaeden Aabened
Tel: 74 52 1405

AALBORG, Aalbarg Hobby Service
fel: S8 12 13 15

AALBORG, Bog & idé Aalborg

Telz 28 11 646 11

AALBORG SV, B.O. Boger Aalborg
Tel: 96 79 15 45

AARHLUS C, Goblin Gate

Tel: B6 19 43 11

AARS, Ting og sager

Tel: 98 62 45 52

ASM/ES, Bog & Ide Asnas

Tel: 39 65 00 14

ESB|ERC, Bunkeren

Tol: 75 18 11 99

ESEJERG, Adventure Corngr

Tel: 35 17171 36

ESBJERG, B.O. Beger Esbjerg

Tob: 73 12 11 77

ESPERG/ERDE, B.O. Bager Espergerde
Tel: 49 1% 19 46

FREDERICIA, Bog & lde Fredericia
Ted: 76 24 59 69

FREDERIKSBERG, Legekaden Frederiksberg
Tel: 340 19 70 25

FREDERIKSSUND, Legekeden Frederikssund
Tel: 47 38 39 59

GILLELEJE, Lillys Legetaj

Tel: 48 30 30 90

GORLEY, Sparetime

Tel: 54 &5 BO B3

GRENA, Bog & idé Grend

Tel: 56 32 19 33

GREVE, B.0. Bager Hundige

Fels 43 b B GIF

HELSINGE, B.O. Boger Helsinge
Tl: 48 79 40 01

HERNING, Buddy Legetaj

Tel: 97 22 05 52

HILLERED, Legekaden Hillereod
Tel: 45 24 61 61

HJ@RRING, Hjarring Hobby

Tel: 30 68 40 33

HOLBAEK, Storkfelt Bog & idé

Ted; 59 43 00 74

HOLTE, Legetajshulikken

Ted: 45 46 17 B2

HORSENS, Legekieden Horsens
Tel: 75 81 60 11

HORSENS, MYCLIX Miniatures
Tel: (45 75626231

HERSHOLM, GAD Horsholm

Telz 45 b (4 0O

HUMLEB.EK, Rodes

Tel: 49 19 12 20

KALUNDBORG, Koch's Boger & Papir
Tel: 39 51 0O 54

KJELLERLIP, Ide & Hobby

Tel: B6 58 13 26

KGIBENHAYNM K, Fantask

Tel: 33 93 &5 28

KOLDING, B.O. Boger Kolding
Tel: 75 30 28 Z4

KOLDING, Good Games

Tel: 75 30 0% 04

KEIGE, Sema

Tel: 56 &1 OF 04

LYNGEY, B.0). Bager Lyngby

Tel: 45 87 04 45

MYKEBING F, Hundehuset

Tel: 54 06 08 46

MYKEBING M, Morsa Boghandel
Tel: 97 72 07 00

ODDER, Legekaden Odder

Tel: 86 54 42 76

QDENSE 56, B.0. Boger Rosengardscentret
Tel: 66 15 949 28

RAMDERS, Bog & lde Randers

Tels 86 43 0 10

RANDERS, Byrge Sorensen Hobby
Tel: 86 42 58 14

RAMDERS, Randers Hobby Impaort
Felz B0 43 39 23

RINGEEBIMNG, Buddy Legetaj
Tel: 937 32 06

RIMGSTED, Bog & Ide F'.ingslcd
Tel: 57 61 00 10

RINGSTED, Buddy Legets

Tel: 57 67 14 50

READOVRE, B.O. Boger Redovre
Tel: 36 41 04 85

REINKNE, Dorthes Hobbystue
Tel: 56 95 94 4%

ROSKILDE, Enskeleg

Tel: 46 32 34 63

ROSKILDE, B.O. Ro's torv

Telz 45 ah 34 12

SKAGEN, Legekaden Skagen

Tel: 98 44 54 65

SKANDERBORG, Schmidt Bog & idé
Tel: &6 52 0D 27

SKIVE, Jydsk Boghandel

Tel: 97 51 25 99

SLAGELSE, Uldtotten

Tel: 58 53 50 35

5T HEDDINGE, Hobbystalden

Tel: 56 50 86 10

SVENDBORG, Farve & Hobby Hjornet
Tek: 62 21 31 31

SVENDBORG, B.O. Boger Svendborg
Tel: 62 17 22 90

TASTRUP, Genbrugshager

Tel: 43 71 61 15

THISTED, Buddy Legetaj

Tel: 97 92 19 33

WEILE, B.O. Boger Vijle

Tel: 75 §2 05 44

VIBORG, Battle Bunker

Tel: I 641 17 40

GW BLANCHARDSTOWN

Linit 2422, Blanchandslown Shopping Centre,
Dublin. Tel: 01 832 3860

GW DUBLIN

Linid 3, Lower Liffey Street.

Tel: 01 572 5791

CORK, Other Realms

Tel: X1 4275508

DUBLIM, Models Inc.

Tel: 01 BF429%352

GALWAY, Gamers Realm

Tel: 091 563 (06

GAWAY, Model World

Tel; 091 Fa5655

ATHLOME, Valhala Games

Tel: 08F-9210H330

BALINA, World of Wonder Balina
Tel: 96 THOLT 6

CAVAN, Apex Games

Tel: 349 4336504

COBH, Tovtown Tovmaster

Tel: 121 4314 562

CORK, Murphy's Toymaster

Tel: BIES3 24 93520

CORK, Toytown Toymaster

fel: 021 4813 162

DOUGLAS, Art and Hobby

Tel: 021 436 1580

DROGHEDA, Art and Hobby

Tel: 041 67 3270

DUELIN, Art and Hobby Jervis Centre
Tal: 018 745 312

DUEBLIN, Maodels Inc.

Tel: 01 #7350

DUBLIN, Toymaster Banba Dublin
Toek: @1 872 7100

DUBLIM, The Toy Store

Tel: 01 67744240

DUN LADGHAIRE, Teymaster Banba Dun Laoghaire
Tod: (M2 504 011

DUMN LADGHAIRE, Art and Hobby
Tel: ik BRS04

DUMNGARVAN, Tovmaster Murphys
Tel: 038 41376

EMMIS, World of Wonder Ennis
Tel: L5 GE4 BGOT

KERRY, Cabal’s Toymaster

Tel: BOA53 66 F1ETRST

KILKEMNY, Art and Hobby

Tied: 056 71004

LAOIS, Grahams Toymaster

Tel: B57 BA2 1081

LIMERICK, Art and Hoblby

Tel: D61 309757

LIMERICK, The Gathering

Fel: B 315133

LOUTH, Kidzone Toymaster

Fol: D53 42 9330318

MACROOM, Toymaster Marys
Tel: 026 42491

MULLINGAR, Stars & Bows Hobbies and crafts
Tel: 044 PI96EF

MULLINGAR, Stars and Crafis
Tel: O 353 79402709

NEWEBRIDGE, Art and Hobby

Tel: 045 450280

NAVAN, Game Bandils

Tel: 046 PU730FI9

MEWRY, Murphy's Toys

Tel: 028 20263970

QOFFALY, Kelly's Toymaster

Tol; 00352 57 93515405

SANTRY, Art and Hobby

fel: 011 B2 4500

www.games-workshop.com
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STILLORGAM, Toymaster Mimble Fingers
Tel: 01 ZHROTEH

WATERFORD, Tall Tales Bookshop
Tel: 131 873 $hT

WEXFORD, Toymaster Play and Learn
Tel: 033 237058

WEXFORD, WOW Mew Ross

Tel: 051 421473

WICKLOW, Toymaster Hopkins

Tel: 040 467225

WILTOM, Art and Hobby Wilton
Wellon, Ted; 027 434 7207

FALKLANDS

STAMLEY, Falkland Collectibles
Tel: OSBO21174

FINLAND

GW HELSINKI

Simonkaio 9, 00100,

Teld; 09 75 15 43 25

HELSIMEKI, Fantasiapelit Helsinki
Teld: 09 65 (RO

LAHTI, Puolenkuun Pelit

Tel: (K2 751 5157
Store Focus
Puolenkuunpelit
have expanded
Their third store’s
address is:

Puolenkuun Pelit Espoo
Kauppamiehentie 1, 2krs
02100 Espoo

Tel: 094129941

PORVOO, Puslenkuun Pelit Porvoo
Tel: 019 5346377

TURKEL, Fantasiapelit Turku
Tel: 02 232 8413

ESPOO, Pelimesta

Tel: 09 813 3283

JOENSUU, Fantasiapelit Joensuu
Tel: 013 284 314

JYVASKYLA, Fantasiapelit Jyvaskyli
Tel: 014 21 6629

KUOPIO, Fantasiapelit Kuopio

Tel: 017 3611148

LAPPEENRANTA, Fantasiapelit Lappeenranta
Tel: 05 541 1375

OULU, Fantasiapelit Oulu

Tel: (8 37 4906

TAMPERE, Fantasiapelit Tampere
Tel: (3 223 5300

AHTARI, Honkaniemen Kirjakauppa
Tel: 06 553 0027

HAMEENLINNA, Lelushoppi
Tel: 03 682 3950

HARMA, Kirjakauppa Pellame
Tel: 36 454 5030

HEINOLA, Talousmuovi ja lelu
Tel: 03 715 3905

HYVINKAA, Royal Toys

Tel: D50-5333036

IMATRA, Kirja-Lahja Alex Ky
Tol: 05 431 9555

JAKOBSTAD, Toys 4 Fun

fol: 016 723 2850

JAMEA, Jaakko Saari

Tel: 014 7497215

JARVENPAA, Askartelutarvikelike Tailaville
Tel: 050 135 4760

KARJAA, BI3 Lida

Tel: G149 23 34%4

KERAVA, Antikvariaalti Kersa
Ted: 0F 294 4200

KLAUKKALA, Karuselli

Tedi 0% 379 2697

KOTKA, Eagle Card

Tel: 05 21 4238

KOUVOLA, Muoviepox

Tel: 05 311 7055
LAPPEEMBEANTA, Anlikvariaalti Suma
Tel: 05 541 1760
LAPPEEMNRAMNTA, Antikvariaatti Suma
Tel: 05 547 1760
MAARIEHAMMN, Dillen

Tel: 018 15578

MANTSALA, Papado

Tuk: 019 G638 1911

MIKKELI, Muppela

Tel; 015 36 1611

OULY, Lelu-tapuli

Tel: 0g 375 Pl

PIEKSAMAKI, Sirkkis

Tel: 013 34 8370

PRI, Porin Pitkis
Tel: 02 633 2020

FORI, Porin Askartelu

Tel: 02 632 L63

RAAHE, Raahen Astartelu ia Paperi
Teel: OF 223 GAIS

RAMA, TT-Pop

Tel: 02 823 4840

RIHIMAKI, Royal Toys

Tied: O50-52358306

ROVAMNIEMI, Liigacenter |issi

Tiel; 006G 356 0545

SALD, Salon Harraste

Tel: 026 356 0545

SAVONLINNA, Savenlinnan Antikvariaatti
Tek: 015 53 4472

SEINAJOKL, Pitkikickke

el 6 417 7880

SEIMNAJOKI, Fantasialinna

Ted: 040 561 6338

SODANKYLA, Vekkuli

Tok: 010 61 5450

TAMMISAAR], Kungshookhandeln
Teel: 010 246 1028

TAMPERE, Pelimaa

Ted: 040 797879

TAMPERE, Info Koskikeskus

Tel: 0 X5 1850

TERVAKOSKI, Tervakosken Coconut
Tel: 017 754 120

TORIMNG, Peliketut

Tel: 010 49 B2G0

VAASA, Nirunaru

Tel: €16 212 7027

VAIKEAROSKI, Koskiviide

Tel: 3 5E4 7017

VARTAA, Mirkun Kirja

Tel: 09 230 22808

VEHMAA, Vanha Kaarti

Ted: 050 527 490

ATHEMS, Action Hobbies

Ted: D034 210 6564515

ATHENS, Fantasy Shop: Peristeri
Tl QO30 210 5774344

ATHEMS, Fantasy Shop: Halandri
Tod: Q030 210 GEIT 6

ATHENS, Fantasy Shop

fel: 0030 210 B230h72

ATHEMS, Fantasy Shop: Ag. Paraskevi
Ted: 10340 210 6512

ATHEMS, Fantasy Shop: Pagrati
Ted: QO30 210 FE60780

ATHEMS, Fanlasy Shop: Kifisia
Ted: 0030 210 B0 Gika1

ATHENS, Fantasy Shop: Peiraias
Ted: Q030 210 4135757

ATHENMS, Fantasy Shop: Exarcheia
Teldz 0030 210 IB2EETF

ATHENS, Kaissa Amarousion

Ted: 00340 210 6141675

ATHEMS, Kaissa Glyfadas

Togls 00340 210 98T 057

ATHEMS, Kaissa Halandriou

Tel: 001 210 GEUZ3A5

ATHEMS, Kaissa Kallidromiou
Fiels Q030 210 Sahdih

ATHENS, Kaissa Monokeras

Teds (N0 210 212 990

ATHEMS, Kaissa MNeas Filadelfias
Tel: 001 30 210 17944

ATHENS, Kaissa Meas Smirnis
Teelz (W0 30 200 SR179044

ATHENS, Kaissa Pagratiou

Tl 10 30 210 72190 314

ATHENS, Strategy Hall

Teelz 00 302104135757

CHANIA, Kaissa Chanion

Toels 0030 TRET OS850

CRETE, Fantasy Shop: Herakleion
Tels QO30 2800 201212

HALKIDA, CD Corner

Tl 30 2221 DRFA1 5

KALLITHEA, Fantasy Shop Kallithea
Tl (MEAG 210 954 2032

LARISA, Kaissa Larisas

Tel: 00 2410 538555

MAROLSI, Battle Bunker

Telz GOED 210252878

MNAFPLIO, Miniature Shop

Taelz (o 30 2752024504

PATRA, Fantasy Shop: Patra

Tel: BOT0 2610 221014

PATRAS, Kaissa Palras

Tel: D030 261625632

PERISTERICY, Kaissa Peristeriou
Tel: (30 2105786707

PIREUS, Dragons Eye Store

Tele (MI302 10RY291 64
THESSALOMIKI, Kaissa Thessalonikis
Tel: (60 30 2310 2537 397
THESSALOMNIKI, Underwaorld

Tel: G40 230 2401 93

VOLOS, Fanlasy Shop
Tel: (034 24210 28762

HONG KOMNG, Fun Atelier
Telz (8532 28GG-4870

Do you want to hecome an

INDEPENDENT STOGKIST?

Games Workshop is the largest and the most successful tabletop fantasy
and futuristic battlegames company in the world. For more information
on how to become an Independent Stockist, contact one of our dedicated
specialists on 08700 134411 or visit our dedicated website:

HUNGARY

BUDAPEST, Silverland

Teld: 0036 12 503157

BUDAPEST, Trollbarlang

Tel: 00 36 1 3213279

BUDAPEST, Trollbarlang Buda
Tel: 00 36 1 345 Hah8

MISKOLC, Deron

fel: 0036 46 411528
SZEKESFEHERVAR, Legendak Csarnoka
Tel: 1036 70 3857926

SZEGED, Csillagveg

Tel: 0036 20 3571501

ICELAND

REYKJAVIK, Nexus
Tel: 552 9071

INDONESIA

JAKARTA BARAT, Comics N Games
Tied; B21 5096-3855

JAEARTA SELATAM, Fantasy N Games
Ted: (K5 B-600-5034T

SURABAYA, Fanlasy M Games

Teld: B3 1-L00-5034%

SURABAYA, Fanlasy N Games

Ted: (3 1-7 402475

ISRAEL

HAIFA, Kilaro

Tl (1972 40505232

HERZLIA, Freak

Tel: (H1972 W07 7

RAMAT HASHARDOM, Tap uah
Tel: (M1972 354048713

TEL AVIV, Freak

Tels (1972 A69R182h

TEL AVIY, Kitaro

Tel: 0972 36THIF20

LATVIA
Riza, Barin
Ted: #3711 29505135

Riga, Sia Prata Speles
Tel: +371 67334034

LITHUANIA

Vilinius, D6 Necona
Tel: 00 370 5 2133269

MALRYSIA

KOTA KINABALU, Sabah, Just Wargame
Teelz (013 - AG5 5269

EUALA LUMPUR, Comics Marl

Tel: (63 - 2207 0524

KUALA LUMPUR, MySciFiFan Oulpost
Tels 031 0 6 « 952 1500

PENAMAG, Comics Mart

Fel: (8 - 226 2588

PETALIMNG JAYA, Wolf's Game Shop
Tel 12 2599532

PETALING JAYA Selangor, The Games Circle
Tel: & 016 - 457 19140

SHAH ALAM, SELANGOR, Dakka Dakka Games
Tel: & OF7 -29% 0525

I5A TOWN, Carousel World of Imagination
Teslz o} B7% 59067 3635

MALTA

MALTA, Forbidden Power
Teel: 0350 21 227909

MALTA, K Hobbies Ltd
Tel: (0356 21 £95423

MEXICO

MALUCALPAN, Quest Hobbies and Games
Tel: (152 555 598 02 76

NEUYD LEON, Imperial Fleet

Teel: 527 #11 Obh T9FL

PUEGLA, La Forlaleza
Tel: (W)32 222 409 50 30

THE NETHERLANDS

GW AMSTERDAM
Rokin 36, 1012 KT,

Teel: (20 622 3863

GW DEN HAAG

Schookstraat 128, 2571 AX,

Tel: 070 392 THIG

GW ROTTERDAM

Van Oldenbarneveldplaats 452, 30132 AP,
Telz 0 280 0268

ABRMHEM, Spelkwartier Arnhem
Teelz 26 370 HE2E

DEN BOSCH, De Dobbelsteen
Tel: 073 614 5530

LEEUWARDEN, Spellekijn

Tel: 058 213 1112

LEIDEM, Vliegershop

Tel: 071 513 2783

MAASTRICHT, Vlieg-er-uit

Tel: 843 325 1653

TILBURG, De Dobbelsteen

Tel: 013 544 3700

FROMNTLINE

ZWOLLE, Games-n-Stuff
Tel: 038 421 6385

ALKMAAR, Bookers & Strippers

Tel: 072 512 1213

ALMERE HAVENM, Fanlasia

Tel: 636 531 G0AT

AMERSFOORT, Spellenwinckel

Tel 003 470 0E22

ASSEN, Plok

Tel: 359 231 3292

BERGEN OF ZO0M, Big Boys Toys
Tel= &4 25 QUE4E

DEM HAAG, Spellenhuis

Tol: 070 364 4782

ENSCHEDE, Pijplines

Tel: 053 430 5727

GRONINGEN, Krikkes Hobbyshop
Tel: G50 312 9314

HAARLEM, Spellenhuis

Tol: 033 53 13 138

MIDDELBURG, De Burcht

Tel= 017 BL50048

MIJMEGEM, Moenen & Mariken

Tol: 024 321 6119

UTRECHT, Whoops

Tl 03 230 4123

VENLO, Modelbouw Luthart

Tal: OFF 354 26248

WORMERVEER, Mini-VWonders

Tel OF5 640 1617

ZOETERMEER, HE-PHEI‘!:F

Tel: 074 316 0560

ALMELQ, Somberg Modelbouw

Tol; 054 681 298]

ALPHEN AAN DEN RIJN, Top 1 Tovs Arie vd Panne
Tek: 0172 47 2254

AMSTELVEEN, Het Ganzenbord

Fel: Q20 647 2552

APELDOORM, Vreemde Zaak

Tol: 057 551 1566

APELDOORN, Top 1 Toys = De Kinderdroom
Teli 055 57600408

APELDOORM, Villa Wammus

Tol: 055 5766 741

BEILEM, Top 1 Toys

Tel: +31 593 54 17 50

BERGEYK, Wouters Technohobby
Tal: 0409 755 (240

BINNENHOF, De Groot Toy Special Store
Tel: O 347 3344

BLARICUM, RC-Fun

Tul: O35 5230049

BREDA, Modelbouw Blick

Tel: 076G 521 #5906

BREDA, De Dobbelsteen

Tel: OFG 5284500

BUSSUM, Bakx Modeltreinen

Tel: 035 G4 8410

DELFT, Top 1 Toys Speldorado

Tol: 015 213 4316

DEM BOSCH, Gameforce Den Bosch
fel: 073 73050032

DEN HAAG, EIf Fantasy Shop

Tol: 07 3561357

DEVENTER, Knmibbel Comics

Tel: 057 D61 6870

DORDRECHT, Hobby Modelbouw Dordrecht
Tol: 7R 537 2701

EDE, Tinnen Soldaat

Fol: 0318 65 3295

EINDHOVEM, Gameforce Eindhoven
Tel: 040 X447030

EMMEN, Spirithoes

Tel: 0591 645787

GELEEM, Tactica

Tol: 046 47 48 TS

GOES, Fantus Fantasy Store

Tel: 011 335 8174

GORINCHEM, Netten Modelbouw
Tol: 018 363 GO0

GOUDA, Intertoys v/d Wal

Tel: 018 231 3525

GOUDA, The Movie Store

Tol: 01F I52 2550

GROMINGEN, Wirwar

Fol: 0540 314 8424

HARDERWIJK, Top 1 Toys Volgers Spel & Hobhy
Tel: 0341 412565

HEEMSKERE, Bob Hes

Tok: +31 (0251) 24 19 99

HEEREMVEEM, Bob Hes

Tel: +31 {02513 24 19 99

HEERENVEEN, Top 1 Toys Violgers Spel & Hobby
Tol: 0513 624961

HENGELC, Top 1 Tovs Mickey van Wezel
Toel: OF4 F01 2200

HOOFDDORP, Modelsport

Tel: +31 (023) 565 44 42

HOORM, Het Gele Teken

Tol: 022 927 A&23

HOORN, De Spellenhoorn

Tol: +31 (0229 29 55 65
LEEL'WARDEM, Bratlinga Speclgoed
Tel: 050 212 5482

LEIDEM, Freetime Warrior

Tel: +51 71 51 30 522

LEIDEN, Tolkienwinkel

Tel: OF1 541 2324

LELYSTAD, Treinenhock

Tel: 032 025 3160

MAASTRICHT, Hounjel

Tel: 043 363 GF7R

MUENEN, Schellens Speclgoed

Tel: Db 215 2954

OLUD-BENERLAMD, Mourits Model-Habby
Tol: A6 62 1931

PANMIMGEM, Top 1 Tovs Marc Janssen
Tol: 077 4534566

ROERMOND, Bloemboetick Hermien
Tol: 047 537 (824

ROOSENDAAL, Top 1 Toys [adin
Tel: 0165 55 79R4

ROTTERDAM, Freetime Warrior
Tel: 00 2709271

SCHIEDAM, BTS

Tel: 01 473 8755

SCHIINDEL, Top 1 Toys Annick

Tol: OF3 5477758

SCHOOMNHOVEN, Modelbrowwers.nl
Tol: 31 (0182 38 17 87

SITTARD, Atomik

Tel: 046 3515074

SLUIS, Top 1 Toys E. vid Vijver

Tel: 011 746 1353

SOEST, Top 1 Toys Soest

Tel: 035 629 0444

SPIJKENISSE, Lord of Magic

Tel: D181 61%061

SURHUISTERVEEN, Spiritvault

Tol: 055 57610408

TIEL, Gablincave

Tel: 0344 654 659

UDEM, Goblin

Tob: 0141 327 0652

UTRECHT, Subculiures

Tel: O30 2310122

UTRECHT, EIf Fantasy Shop

Tob: 030 281 7137

UTRECHT, Never Mever Land (Wieder & Kugant)
Tel: 030 233 2293

VELSEREROEK, Mol Plastic Modelbouw
Ted: 23 5375302

VEMRAY, Else Hobhyspeciaalzaak
Tel: 0478 514590

WASSENAAR, Top 1 Toys Kouwenhoven
Tel: 670 511 0211

WINTERSWIJK, Top 1 Toys Winterswijk
Teds 054 351 2637

ZWOLLE, Bockenhalte

Tel: (38 422 1077

IWOLLE, Top 1 Toys — De Wil

Tels 038 4217176

NORWAY

GW OSLO

Mallcrgata 7, 0179,

Tel: 32 33 19 50

KRISTIAMNSAND, Hllf;||:l|:||:|.I Huset
Tel: 36 02 03 10

BERGEN, Outland Bergen

Telz X2 33 33 00

TROMDHEIM, Gotham

Tel: 73 51 208 B8

ALESUND, Kremmerhuset

Telz 7 14 37 70

AREMDAL, Norli Arenasenter
Tl 37 02 54 54

BERGEN, Ringo Lekeklossen

Tel: 55 92 26 50

BJ@RKLANGEN, FX Hobby

Tael: B3 &5 11 95

EOD@, Underholdningsmagneten
Tel: 75 52 50 70

EAERUMS VERK, Nuki Leker

Tel: 67 13 13 10

DOKKA, Yes vi leker Dokka

Fel: GT 11 20 %)

DEAMMEM, Kreativ

Tel: 32 8T 4% i

FAGERNMES, Lekesenterel

Tel: 61 30 06 92

FAUSKE, Ringo Smarl

Tel: 75 64 B 22

FLISA, Ringo Bamsefar

Talz 62 95 @2 G0

FORDE, Ringo Leikehuset

Tel: 37 &2 01 02

FREDRIKSTAD, Leketorvet

Tel: 6% 31 56 30

GI@VIK, Ringo Leke-Olsen
Tel: G 10 &2 10

HAMAR, Lekehuset Maxi

Tel: 62 53 38 0

HARSTAD, Smatt og Ratt

fel: 77 0B 57 74

HAUGESUND, Norli Haugesund
Tel: 52 72 13 33

HITRA, Ringo Hitra

fel: 72 44 12 45

KONGSEERG, Ringo Rali Liane AS
Tel: 32 73 11 61

KONGSVINGER, Ringo Gigata Leker
Tel: 62 &1 Fi 11

KRAGER®, Brio Karis Hobhy
Tuwl: 35 98 04 &4

KRISTIANSAND, Qutland Kristiansand
Tel: 38 0% 94 30

KROKSTADELVA, Helmax Leker
Tel: 32 67 99 10

LAMGESUND, Ringo Tarangers Eitf.Per
Tel: 35 97 36 62

LARVIK, Ringo Sokrates

Tel= 33 14 54 37

MO | RANA, Ringo Lekehjornet Mo
Telz ¥5 15 17 17

MOLDE, Yes vi leker Leke Jornet
Telz 1 21 93 63

MOSISEN, Hobbysentret

Talz 75 87 01 70

M55, Brio Frisenfeldt

Tel: &% 25 42 20

MYSEM, Brio Saker og Ting

Tel: 6% 5% 01 94

NARVIK, Ringo Barnas Verden
Tel: 76 94 65 05

NESBRU, Ringo Holmensentret
fel: bR 77 94 10

OSLO, Brio CC Vest

Fel: 22 7317 77

O5L0, Brio Notabene Lambertseter
Tel: 22 24 05 51

O5L0, Oulland Paleet

Tel: 22 33 04 10

SANDNES, O Saeland

Taelz 51 &6 85 00

SANDVIKA, Hobby Larsen

Tel: &7 54 01 o7

SKI, Brio Titt-lnn

Tel: 64 85 77 77

SKIEM, Sokratis Hobby Garden
Tels 35 53 87 64

SOLA, Ringo Sola Gaver og Leker
Tel: 51 65 17 b3

SOMGDAL, Ringo Sogndal Glasmagasin
Tel: 57 67 18 80

SORTLAMD, Ringo Bamse Leker
Telz Fix113374

SPIKKESTAD, Trollmannen Leker
Tel- 47 26 51 10

STAVANGER, Outland Stavanger
Tz 51 93 B0 80

STAVAMNGER, Veslefrikk

Tel: 51 &% 52 32

STOEMARKNES, Stokmarknes Aktietrykkeri
Tel: 76 11 77 50

SYKKLYVEM, Ringo Blindheim
Tel: 70 25 10 29

TEMNSBERG, Gledeshuset

Tel: 92 25 17 07



TROMSE, Tromse Bruktbokhandel
Tel: 77 68 69 74

TRONMDHEIM, Outland Trondheim
Tel: 72 52 05 45

TRONDHEIM, Tronderfrim

Ted: 73 52 (8 414

TYMNSET, Ringo Tynset Bokhandel
Tele G2 40 Dy 340

VADSE, Brio Vadsa
Tel: 7B 94 22 29

PHILLIPINES

QUEZON CITY, Neutral Grounds
Tel: 00 11 63 2634 HPET

POLAND

BIALYSTOK, Department Gier
Tel: 0048 857443360

BIELSKO BIALA, Grom

Tel: 0048 33 B1 24686
BYDCOSE, Cyladela

Tel: 0048 691 23 23 09
BYDGOSICE, Empik DTC
Tedr (52 321 35 25
BYDGOSICE, Empik Galeria
Tel: (-52 Td6 66 15

GDAMNSEK, Empik Alfa

Telz 56 511 03 Gf

GDANSK, Iskra

Tael- 048 58 5200052

GDANSEK, Spider Games

Tol: 4G 58 551 95 33
GDYMNIA, Empik Centrum
Tel: 0-58 620 07 73

GDYMIA, Fulures

Tel: 0048 58 7R11180

JELENIA, Empik Géra

Yol 0-75 7547450

GDANSK, Rebel Centrum Gier
Tel: G0dd 58 Ja70244

GLIWICE, Game Station
Tel: 0043 504 255 194

KATOWICE, Bard Centrum Gier
Tel: 048 32 2571817

KIELCE, Sklep RPG Gracz
Tel: 0048 507013387

ERAKOW, Bard Centrum Gier
Teek: 0048 12 6320735

KRAKOW, Empik Galeria
Tel: 0-12 629 86 0O

KRAKOW, FHU Smok

Tel: +48 94514051

LODZ, “‘Aik' Firma Ksiegarska
Telz ()48 42 BI9E307

LODZ, Empik Manufaklura Empik Mega
Tels 42 639 12 11

LODE, Gamelord

Tel: G048 42 6311161

LUBLIN, Balrog

Tol: O0ME 602714513

LUBLIN, Empik DTC

Tel: 0-76 Bd4 25 02

LUBLIN, Krzys

Tel: 0048 §1 5322986

MIELEC, Gama Serwis

Tel: 0048 17 SE530040

NOWY SACZ, Hobhit

Tel: D048 60 4133612

QPOLE, Hms Il Compulers
Tel: D048 77 4547413
PILCHOWICE, Imperator FF
Tol: 448 322356004

POEMAMN, Bard Centrum Gier
Tiel: QDOEE BT BSXR2T7
POZENAMN, Empik Mega

Tel: 0:61 852 66 OO

POENAN, Dom Gier

Tel: 00 48 616658300

POZNAMN, Sklep Wilczek
Tek: 0048 &1 503 652 BaG
PRUSFCE GDANSKI, Fenris
Tel: 0048 GO0 130 005
RZESZOW, Empik Plaza

Tel: 0-17 860 91 62

SWIDMNIK, Monolith Icon
Ted: U040 G442 2203
SWIEBOQDZIM, Crempioni
Tel: 4806229457

SZCZECIN, Cytadela

Tl 4 B0 S5 &0 249

SLCFECIN, Empik Galaxy

Tel: 0:91 483 92 00

SLCFECIN, Tall Tower

Tel: D4 91 4237091

TORUN, Empik Copernicus

Tel: 0-56 657 48 10

TORUM, Sklep Papierniciy

Tel: 0043 56 6522593

WARSZAWA, Cytadela

Tel: 0048 22 B532700

WARSZAWA, Empik Blue City

Tel: 0-22 311 78 61

WARSZAWA, Empik Galeria
Mokolow Mepa

Tel: 0-22 541 33 79

WARSZAWA, Empik Nowy Swiat Mega
Tel: 0-22 627 06 50

WARSZAWA, Empik Sadvba Plaza
Tel: 0-22 370 33 72

WARSZAWA, Faber & Faber 5.

Tel: D043 22 2891265

WARSEAWA, Graal

Tol: D00 X2 3117627

WARSEAWA, Gryf

Tel: 0048 500 921 103

WARSZAWA, Ksiegamia Bellona - Matras
Tol: 0048 22 B261707

WARSZAWA, Panda Zabawki

Tel: 0048 22 264461

WARSZAWA, Skelp Morion

Tel: 0048 22 4239120

WARSZAWA, Skladnica Harcerska
Tef: 0048 22 8703126

WARSEAWA, Warsaw Maodel Centre
Tel; 1043 22 522 46 46

WARSZAWA, Warsaw Model Centre
Tel: 0048 22X 611 37 96

WARSEAWA, Warsaw Model Centre
Fel: 0480 22 S0z 305 070

WROCLAW, Bard Centrum Gier

Tel: (4 48 616658300

WROCLAW, Empik Mega

Tel: (51 343 39 90

WROCLAW, Ognryn

Tel: 0048 71 3771872

WROCLAW, Sklep Pracownia Fantastyczna
Tel: #4871 353 43 44

FABRZE, Empik M1

Tol: 3 373 40 40

ZIELONA GORA, Avalon DT Centrum

Tol: G a8 w166 50500

ZIELONA GORA, Ori
Tel: 0040 GO33ZAST60

PORTUGAL

COIMBRA, Inforhobbies LDA
Tel: 0B351 239 78 14 06

LISEOA, Homem Azul

Tel: DDE51 213 62 53 B2

LISEDA, Lojas Arena

Tel: QOE51 213 15 55 #

PORTCY, Mundo Fantasma
Tel: QD351 236 09 14 60

SIMES, Galeria BT
Tel: (D351 269 63 25 11

BUCHAREST, Hobby Games
Tel: 00 40 21 3231 431

RUSSIA

KRASNODAR, Alegris-Jug (South)
Tel: 7059283357

MIMNSEK, Valahanovich ent

Tel: MOF0ET HIFEATE

MINSE, Valahanovich ent

Tel: 0080T% 6545426

MOSCOW, Alegris

Tel: 70952168126

MOSCOW, Alegris

Fel: FISSI2AER37

MOSCOW, Uriin Juice

Tel: «MI057EI6E55

MNORLISK, Na Styke Mirov

Tel: BOSK2Y 05484246
NOVOSIBIRSK, lcehummer
Tel: FO570T GGG

SARATOV, Detskiy Mir

Tel: 64 50840

ST PETERSBURG, Art-Minialures
Tel: 0RB1Z 3321628

TAMBOV, Hobby and Igrushki
Tek: 0075 27XEEE]

SERBIA-MONTENEGRO

BELGRADE, ANET Hobbystore
Ted; 00 227 11 TR12 525
BELGRADE, ANET Hobbystore
Tel: 0 38T 171 2652236
BELGRADE, EXIT Hobby store
Tol: 38T 11 62 7027
BELGRADE, White Dragon

Tel: 0 3A1 HEE2TI2T

MOVI SAD, Dragon

Tel: 00 FE1 11 636 24035

NOWVI SAD, Valhala

Ted: 00 361 2135538
PODGORICA, Meutron Podgorica
Tel: 00 Z81 &% DGO GET

ZREJANIM, Takeda

Ted: 00 381 Z36457

SINGAPORE

SINGAPORE, Comics Marl PTE Ltd
Tel: 6B33 2734

SINGAPORE, Comics Marl PTE Lid
Tiel: GR36 9069

SINGAPORE, Comics Mart PTE Lid
Tel: 65 6462 2751

SINGAPORE, Forgewaorks Hobhies
Tel: 65 G438 5975

SINGAPORE, Paradigm Infinitem Pte Lid
Tel: 65 6F34-3850

SLOVAKIA

KOMARMO, Jonako SRO

Tel: +3670453048%

KOSICE, Drraco

Teb: +421357 296557 +42 19055 1ROG0
SPISSKA MOYA VES, War Gaming
Tel: +32 1903219195

SLOVENIA

LJUBLIJANA, Crna Luknja
Teld: Q030G 52051220

LIUBLIJANA, Pri Gohlinu
Tel: (03056 40833230

SOUTH AFRICA

BELVILLE, The Boys and Mens Haobby Shop
Tel: D07 21 914 HEEH

BLOEMFONTEIN, The Games I]ungmn
Tel: 0027 51 446 5050

CAPETOWRM, Pastimes Retail

Tel: 0027 21 421 1191

CAPETOWN, Wizards Books and Games
Tel: 0027 21 653 0360

DORINGKLDOF, Battle Planet

Tek: () 27 S245 931031

DURBAN, Wizards Books and Games
Tel: 0027 11 31120271

EAST LONDON, Slaters Toy Magic
Tel: 427 43 7265762 :
EDEMVALE, Plastiks

Tel: 0027 £2 783 1489

GAUTENG, The Underground

Tel: +27 11 795 3946
JIOHAMMNESELIRG, Esswex Refail

Tel: 0027 11 3883619

JOHANNESBLURG, Outer Limits [ohanneshurg
Tel: DOZ7 17 482 3771

JOHANNESBURG, Quter Limits Pretoria
Tel: DOZT 12 342 4360

JOHANNESBURG, Wizards Book and Games
Tel: 027 11 8% 9253

JOHANNESBURG SOUTH, Dragons Den
Tel: Q02T 11 432 309
PIETERMARITZBURG, Games Direct
Tabed 723 32 0e7E O
UMLANGA, The Hobby Specialists
Tek: 0027 31 566 4006

SOUTH KOREA

SEQUL, Orc Town
Tel: 026 402 5945

GW GOTEBORG
Droftninggaten 53, 417 0F,
Tel: 031 1334958

GW STOCKHOLM
ﬂ'{-_gn:rin;g.sﬂ.;ﬁ.an 30, 111 53,

Tel: 8 213 840

GAVLE, Hobbyshopen

Tel: 26186299

KARLSTAD, Spel och Fanlasi
Tel: 054 15 10 70
NORRKOPING, Lekhuset

Tel: 011267070

LIMEA, Fantasia

Tel: DRI F{kERA0)

KRISTIANSTAD, Spel pd Vallgatan
Tel: 044 100001

GOTEBORG, Wizard Games
Tel: 031514150

SKELLEFTEA, Lek & Hobby
Tek: 091012080

STOCKHOLM, Dragons Lair
Tel: 08 654 60 50

STOCKHOLM,

Science Fiction Bokhandeln
Tel: (8215052

SUNDSVALL, Orionspel och biicker
Tel: (60155947

UPPSALA, Prisfyndet

Tel: 018106607

VASTERAS, Zetterlunds

Tel: 021 10 4391

VAX]G, Helges Hila

Tel: 047 02 18 60
ANGELHOLM, Brio

Tel: 0431 80527

ARVIKA, Perry Dala

Tel: 057010669

Asarum, LEK & FRITID

Tel: 0454320904

AVESTA, Yega Video

Ted: 022630078

BORAS, Hobbex

Tel: (33415380

BROMMA, Boink!

Tel: 0B26 BBOE

DALARG, Butiken Svanen

Tel: 6709625205

EMKOPING, MNallens Leksaker
Tel: 0171 32750

ESKILATUNA, Barnens Hus
Tel: 016481138

ESKILSTUMA, Lasses Leksaker
Tel: 016130335

FALKEMBERCG, Brio

Tel: 346 BO7 60

FALUMN, Tv-spelsbiirsen

Tol: 0232775

FARJESTADEMN, Leksaksmagasinet
I'n_'-SIE 4534570

CALLIVARE, Erio

Tel: 1R 066502

GISLAVED, Brio

Tel: 037110733

HALMSTAD, Brio

Tel: 035159175

HAPARAMNDA, Barnens Hus
Tel: 09 22 36 600
HELSINGEORG, Spel Fa Kullagatan
Tel: 042 12001

HUDIKSVALL, Albins Leksaker
Tel: 0650595082

JONKOPING, Play Planet

Tek: 036122834

KALMAR, Kalmar Lek & Hobby
Tel: 048024717

KALMAR, Ojloy

Tel: 04802212

KARLSHAMN, Brio

Teldr (537103101

KARLSKOGA, Leklidan

Tel: 05B633333

KARLSKROMNA, Brio

Tel: B45524082

KEARLSKROMNA, Fact & Ficlion
Tel: B435167 10

KATRINEHOLM, Erio

Tel: 0150 79720

KIRLUMNA, Brio

Tel: 04082550

KOPING, MD Hobby

Tol: I.'I.T-'jﬁ:l-l.!ﬁi.'-‘l-l

KUMNGALY, Lek & Hobby

Tel: Q30213940

KUMNGSBACKA, Brio

Tel: G20014136

LAHOLM, Brio

Tel: 04301 D069

LIDKOPING, Game Maniacs
Tel: 0705 190274

LINKOPING, Alltilek

Tel: 013101970

LINKOPING, Sagoland

Tel: 01312220

LIUNGREY, Brio

Tel: D3T213481

LULEA, Barnens Hus

Tel: 0920220045

LUND, Spel pd Clemenstorget
Trl: 04T 27AT

MALMO, Spel pa Djiknegatan
Tel: 040 120410

MORA, Lek & Hobby

Tel: 025071626

MACKA, Amusar

Tel: 086440540

NORRKOPING, Hobbyhiéman
Tel: 011162120

MNYKOPING, Laka T‘h’-spl‘:l

Tel: 155251000

MYMASHAMMN, Svens Lek Och Hobby

-[Fji 06 52010 9%

(IREERD, Erio

Tel: (196114983

OREBROD, Modellex AB

Tel: M9 h11 15 34

ORMIMNGE, Happics

Taelz 7T 1'_.’.1[!-1
ORNSKOLDSVIK, Lajbans
Tel: DLAOETTD
OSKARSHAMN, Brio

Tel: 0497 1370 &6
OSTERSUND, Hobbyboden
Tel: 063513510

PITEA, Barnens Hus

Tek: 0911 19010

SAFFLE, Berpers Lek & Bosiillning
Tok: 053300545

STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE
{=) Indicates Gaming Room fagilities.

HOBBY STOCKIST
Oiffers & hobby gaming and painting service,

ME ELITE STORE

MNE PARTMNER STORE
Stocks mast of the Gamves Workshop range.

INDEPENDENT STOCKIST

Oifcal selers of Gamies Waorkshop products.®

MEW STORE OPEMNING
Indlcates new stores and stockists,

stcks the complete Games Workshop range and offers introductory gaming and painting lessens.

= T B sare thery have wlnid your want @ stack, we recommend cailing dhe st G,

SALA, Elons Leksaker

Tel: 022410314

SKOVDE, Parlaj

Ted: (k5 10794940
STENUMNGSLIND, Brin

Tel: DIOTROE

STOCKHOLM, Arcane

Tel: 0709594900

STOCKHOLM, Brio

Tel: 0B7491146

STOCKHOLM, Happies Hammarby Sjdstad
Tolk NB52E44EM)

STOCKHOLM, Fidelur

Tel: 02 5002 0270

STROMSTAD, Kjells Lek & Hobby
Tel: 0326159849

STROMSTAD, Leksaksbutiken
Tel: 052R4033F

SVEDALA, Erio

'Il.';II! (0400318

TABY, Hobby & Prylar

Tel: S T050426

TOMELILLA, Alfs Leksaker
Fel: 041710008

TROLLHATTAMN, Partaj

Tel: D52079491

TUMBA, Leksakskungen

Tel: ORSIDIA000

TUMBA, Kom & Lek

Tel: OB53ID600TT

LIDDEVALLA, Partaj

Tek: 052289188

LIPPLAMDS VASEY, Barnen Hus
Tel; 086265940

VALLINGEY, Hobby fGr Alla
Tel: OFO75EITEY

VARBERG, Norrgatans Spel
Tel: 1IZ!-1-I]!1I.:TI-I-F|]HI

VASTERAS, TV-Spelshorsen
Tel: 021 113 0014

VASTERAS, Zetterlunds Erikslund
Tel: 021 104 350

VASTERVIE, Brio

Tel: (49036171

VASTRA FROLUNDA, Tovs
Telz B3 1459401

www.games-workshop.com 113

VETLANDA, Brio

Tel: OIRF19300

VIMMEREY, Brio Vimmerhy
Tel: 049231180

VISEY, Lekstugan

Tel: 0498215050

¥5TAD, Tv Spelshirnan

Ted: 041 16GG6SD

TAIWAN

TAIWAN 806, Games 'B' Lls
Tel: A1 T64 9484 27540

THRILAND

BANMGEOEK, Fantasial(Ts Toys)
Tel: 66 & 9773 1379

DNEPROPETROVSK, Book Shop (Goblin)
Tel: Q0 580 675 G4k 558
KHARKOV, Aladdin Toy Store
Tel: (0 250 577 157 738
KIEY, Budinok laroshek
Tel: 00 3&0 4457 S51121
KIEV, Budinok Igroshek
Tel: 00 ZED 445 733 970
KIEV, Budinok lgroshek
Tl ) 38D 445 B21 355
KIEV, Budinok lgroshek
Tel: 040 380 442 M3 130
KIEV, Budinok lgroshek
Tel: () 380 444 567 671
KIEV, Charge

Tel: BO3B0443567671

KIEV, Movi Skazka

Tel: (40 380 442 B72 702
DDESSA, Maodels

Teel= (e 3040 505 6232 277
SEVASTOPOL, Sevmodel
Telz Mk FH0 953 965 400

VINITSA, Spellscape
Tel: 00 TE0 634 409 001

UNITED ARAB EMIRATES

DUBAI, Bishops Trading
Tek: 0O%T1559487 870



Gaming clubs are groups of fellow gamers and hobbyists who meet regularly to enjoy the hobby together.

THE GAMES WORKSHOP CONNECTION

The Gaming Club Network (GCN) is a volunteer
organisation which was started in 1999 to bring together

like-minded clubs for lots of gaming fun!

GOCN registered clubs work closely with Games Workshop
on events like Games Day, Conflict events and Campaign
Weekends, making them an integral part of the Games
Workhop hobby! Use the club listing to find a GCN

gaming club near you and get involved!

The GCN strives to meet the following objectives:
¢ Promote good communications between Gaming Clubs
and Games Workshaop.

e Assist in the running of local gaming events.
e Support other clubs’ activities.

e Assist in the running of games at the national level.

* Provide a forum for Gaming Clubs.
 To facilitate club development and growth.

¢ To create a safe environment for people to play in.

GCM BRISTOL,
Portbury Knights:
Contacl: Alan Vowles
Ted: OF7T1 OH54808

BERKSHIRE

GCN BRACKNELL,

Brackmell Forest Gamers:
Confact: Dan Cierrey
E-mail: dcurreyiEtalka 1, com

GCN MAIDENHEAD,

MAD Gamers:
Contact: Francis jose
E-enadl; fsjosedtlmey. plus.com

GUMN READING,

Thie S.Filr.}r Clukb:

Contact: David Cale

E-mail: spikyclubithotmail.co, uk

BIRMINGHAM AREA

GCN DUDLEY,
Dudley Darklords:
Contact: Paul Sheldarn
Tel: 01384 288 360

GCM SOLIHULL,
Toll Road Gamers:
Contact: Mark Simkin
Tl 0750 418 7517

E-mail; iollroadgamers@hlueyomder. co,uk

GCN WALSALL,

Warlords of Walsall:
Cioptact: Martyn Fiennival
Tel: 07717 475047

E-mail: mardynfurnivabiueyonder.co.uk

GEN WOLVERHAMPTOMN,
Da Boyz Club:

Contacl: Dasren Pugh

Tel: 07 790 507 551

E:mail: daboyzkiub@ipeogiemail.com

BUCKINGHAMSHIRE

GCN HIGH WYCOMBE,

Armageddon Inc.:
Comact: James Schaiield
Ted: 01494 565 205

GCN BRELADES,

Jersey Privateers Gaming Club:
Conlact: Faul Meel

Tel: 01534 738192

E-mail; noelwarlackaal.com

CHESHIRE

GCMN CHESTER,

Royal Guild of Minted Boards:

Contact; Cheistopher Fry
Tel: 07976 B78732
E-mall: chriz_fn@iryupfilmscom

THROW DOWN THE GAUNTLET!

Whether you are new to the hobby or a veteran gamer,

GCN clubs are an ideal place to find and challenge new

opponents. Play in campaigns, leagues and tournaments in

a friendly environment with fantastic scenery, all created by
dedicated hobbyists like you!

SETTING UP YOUR OWN GAMING CLUB

If you would like to set up your own Gaming Club
please contact Bek Hawkby, our Community

Coordinator on 0115 900 4821, who will give you
advice on the basics of setting up and running a club.

This includes providing packs for schools, libraries,
independent clubs and information on the GCN.

VISIT THE GCN ONLINE AT WWW.GCNM.ORG.UK

GON membership guarantees the highest standard of customer service and salfely. As part of our ongoing commitment to our customers, we do not promote any club outside of the Gaming Club Network.

GCMN CHELTENHAM,
Hyde Clarendon Strategy Games Club:

Condxct: Pawl Malher
E-maail: paul.matherdtameside.acuk

GOCN MACCLESFIELD,

Maccwargames:

Cantact: Duncan Harradine

Website: www.macownrgamos,oog, ak
E-mail: harradine 2002 Gvahoo,co.uk

GCN STOCKPORT,

Stockport Slayers:
Comact: Latira Keily
E-mail: marplemaraudersihatmail,com

GCN MIDDLESBROUGH,
Middleshrough Gamers Club:

Confact: Sean Atherlon
Email: mpc.club@gmail.com

GCN REDCAR,

Redcar Ironbeards:
Cenlad: lan Widdowson
Tel: 01642 503207

CORNWALL

GCN BUDE,

Dice and Dagger:
Conbact: Kurl Baker
E-mail; cellofkernowiEanl.com

GEMN CORNWALL,

West Cornwall Games Club:
Contact: Nefl Shamp

E-mail: neflasharpidaol.com

GCN WINDERMERE,

Morth West Warriors:

Conlact: Adam er Davinda Turner

Ted: 0FE25 511 BOF

E-miail: north wesd warrinrshintmail .com

DERBYSHIRE

GOCMN CHESTERFIELD,
COGS:

Conlacl: Anthony Barnes
Ted: OF04 425 AT604

E-mail: awhifhdinternel.com

GCN PLYMOUTH,

Cross Swords Gaming Club:
CombEact: .Anl!h-nn:r Cross

Tel: 01752 B37 133

E-miail: endquiriesibonodt-swords coak

GCN PLYMOUTH,

Plymouth Association of Wargamers:
Wiechsite: woaw.plymouthwargamese.couk
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GCN POOLE,

Battlescar:

Contact: Pawl Cleveland

Tel: 01202 IRS5 h32

E-mail: pamiBibattescar ook

GCMN CHELMSFORD,
Chelmsford Bunker:

Contact: Gareth Williams

Tel: 01245 38542

E=mail: cdgarcihi@fsmail.ned
Wihsite: waww. bunkerssault.couk

GCMN ESSEX,

Essex Warhounds:
E-mail: famescukdiac] com

GOCN COLCHESTER,

Colchester Games Club:
Canfact: Colin Wilson
E-mail: Enfoscalcheatergameschib. arg.uk

GON SOUTHEND,

Southend Toy Soldiers Club:
Contact: Paul Gaymeer

Tel: 07H9T 666 641
E-rnail: clubenguiries@Eholftium.com

GCN SOUTHEND,

Warzone: Southend:

Contact: Michael Byan

Tel: 01269 54805

E-mafl: warzoncsorihendidshy.com

GCM THURROCK & ROMFORD,
Tempus Fugifives:

Conbach: Stuart Mackanpss

Tel: QTR0 154020

Wehsite: wwov.tempusiugitives.co.uk

GLOUCESTERSHIRE

GCN DURSLEY,

Dursley Games Club:
Contact: Dan Blshop
Tel: 01453 549 377

GCMN BASINGSTOKE,
Sad Muppets Society:
Contadct: David Offen-James
E-mall: davidiEsadmappetsong

GCMN PORTSMOUTH,

Hammer M Ales:

Conlact: Ivan Butire

Tel: 07752 533462

E-mailz

hammer_ n_ales portemeuthBEhotmail.co.uk

GCN PORTSMOUTH,
Shadowspawn:

Contacl: Gary Donaldsan
Tek: D782 360669

GCN ASHFORD,
Stanhope Gaming Group:
Condacl: Simon Carmon

Tel: (1233 663 996

E-maail: i.r.;ﬂnrnnﬂ.ap-a.;.m.nk‘

GCN TUNBRIDGE WELLS,
Tunbridge Wells Wargame Society:

Comlacl: Colin Stone
Tel: 0175 340 0211
E-mail: colindcastope frecserve. ook

LEICESTERSHIRE AREA

GCN ARNESBY,

Leicestershire Warriors Wargaming Club:

Contact: Patrick Foster
Tel: 0706 816 3471
E-miasl: pwisstdyahoo.co.uk

GCM LEICESTER,

Leicester Fat Kats:

Contacl: Antony Evans

Tel: 079033497227

E-mail: anton% Y0 yahoo.com

GCN LINCOLN,

Gobstyks:

Contach: Anaa Delafield

Tel: 0724 643 1896

Exmail: adelaficldiibtopemworld.com

GCM CLAPHAM,

Clapham Wargames Guild:
Coanlact: Thomas Pebt

Tel: 07966 769 309

E-mall; infod claphamwargamers.org.uk

GCN COVENT GARDEMN,

Cross Gaming Club:

Confacl: Karl McWilton

Tel: OFESORSHEID

E-mnail: madmackards 7918 aal.com

CGOCN WANSTEAD,

Tanelorn Wargames Club:
Contacl: Martin Tumer
E-pnail: marhn lurnerithess. com

GCN WATFORD,

Watford Wargames Federation:
Contacl: Bob Long
Tel: 0207 820 D082

MERSEYSIDE ARERA

GCM LIVERPODOL,
Liverpool Gaming Guild:
Contact: Leon Lynch

E-mail: club.lenn@hobtmail.co.uk

GCN RUNCORN,

Halton Daemaons:

Canlact: Janette Fleming

Tel: 01928 715 351

E-mail: fanette. flemening@haliongov.uk

Please note, if you want to set up a gaming club in a
school we will need to speak to a teacher or member of
staff before we can register your club.

GCN NORTH WALSHAM,

Blackfish:
Conlact: Dave Hicks
Tel: 07877 312 874

GCN NORWICH,

Aftermath:

Condacl: Lec Lowe

Ted: 07921 859 58]

E-mnails bee aitesmathi#hiintemed.com

GCN NORWICH,

Battlenet:

Contact: Richard Millar

Tel: X710 702297

E-mail: richard@battlenel.co.uk

GCN OLD BUCKEMHAM,
Old Buckenham Bone Crushers:
Contact: Paul Girling

Wiehrawwv hanhamandthehecke oo, ukfwasgames

GCN WYMONDHAM,

Wymaondham Wanderers:
Comtact: Barry MeCarilyy

Tel: 079640 995 952

E-mmail; xamdal @nmsn.com

NORTHAMPTONSHIRE

GCN BEDFORDSHIRE,

Bedford Gladiators Association:
Contaect: David Wilkin

Tel: 0779 15592497

E-mail: gladiatorbHukiyahomcouk

GCN NORTHAMPTON,

MNorthampton Warlords:
Contael: Mark Pead

Ted: OFF 010 48X 57

E-mail: markysparky30sthatmail.com

GCN RUSHDEM,

Fhoenix Gaming Club:
Contact: Carl King

Tel: 07579 281350

E-mail: carlkingléEbtinlernel.com

GCN BLYTH,

Morthumbrian Adventurer’s Guild:
Contact: Mark Anderson Coulber

Tel: Q772 7RG 7398

E-makl: baldyercithatmail.couk

NOTTINGHAMSHIRE

GOMN KIREEY IN ASHFIELD,
KoLA:

Contact: David Laithwaile
E-muaill: inquisitormefiso@iyvahoo. ook

GCN MOTTIMNGHAM,

Da ¥Wot MNotts:

Conacl: Scofl Makin

Tel: 07E15 449875

E-mail: scotf.miskinGilopenworld.com



GON NOTTINGHAM,

15t Company Veterans:
Contact: Stephen Watsan
E-muail: swato2 0043 hotmail.com

GCN OXFORD,

Oxford Gaming Club:

Conlact: Mike Sharp

Ted: OFEDE TeA143

E-maail: mike. shampd@blapenworld,com

GCN WALLINGFORD,
South Oxfordshire Wargamers:

Contact: Darren Easoedd
Teelz 01 865 F063 160

SHROPSHIRE

GO SHEEVWSBLURY,
Gatekeepers Wargames Club:
Cantact: James Sherry

E-mail: infoisatekespersme.uk

GCN TELFORD,

5. T.AG.S Telford:

Contac: Carl Evans

Tel: 1352 597927

E-mail: phoenix? 28tlueyonder.co.uk

STAFFORDSHIRE

GCMN CANNOCK,

Games Club Cannock:
Contact: Richard Bryce-Mye

Telk: 01543 459 229

E-mnail: lormrich@ibricenye Enetopuk

GCN TAMWORTH,

TGC:
Contact: Phil Hamnigan

Tel: 01827 ZE7446
E-mail; philhannigan2 002G yahoo.co.uk

SUFFOLK

DCM ASSINGTON,
Suffollk and Essex Gamers;
Candac: Mark Aldhowe

Ted: 014440 7E5589

GCM BECCLES,

Crypt Keepers:

Contact; Christne Worster

Tel: 07913 606 549 (after Bpm)

GCM BECCLES,

Curious Dwarf:

Contact: Giles Robirsun

Tel: 079222 F6600

F-enasl: Slza riipusitiiscali. oo, uk

GCM IPSWICH,

Swarmm Wargames Club:

Coamact: Malf Holden

Ted: 01473 &27 208

E-maails mattEhaldenhouse. frestervecouk

GCMN NEWMARKET,

MNewmarket Dwarf Wargames Society:

Contact: Mark Haynes
E-mail: mark.haynes@capegenin. com

&8N
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GCN MITCHAM,

Mitcham Marauders:

Comladct; Jasen Fowler

Tel: 0776 3403472

E-mail: mitchamsmaraudersdhabmasil.co ek

GCN TOLWORTH,

Tolwarth First Founding:
Contac: Peber Corps
Tel: 07788 73N 36

GCN WOKING,

1st Founding:
Comlact: Ashley Homewood
Tel: 3193 278 7445

GCN BOGNOR REGIS,

BRGA:
Conflachz Frank Hill
Tel: OF806 319 GA3

E-mail; mrfrankhillE@yzhoo.com

GCMN BRIGHTON,

Brighton Warlords:

Contact: Peter Conke

Tol: 0797 409 4240

E-mail: Frtrr.nuak.n-l!]ﬂ‘. nilwoarld. com

GCMN ERIGHTORN,

Gambit Games UK:
Conlact: Gareth Wynn

E-mail: gareth.wynns08dntlworld.com

GCN CHORLEY,
Coppull & Chorley Knights:

Contact: ponatlsn F.::rlnr-?nrhc
Webdite: warw, cack-wargamesciub.org ok

GCN CRAWLEY,

Crawley Magic and Tabletop Games:

Cantact: Mark Lane
Tel: 07921 555 129
E-mail: mark.lemplar@goeglemail .com

GCMN HASSOCKS,

Clayton Warlords:

Contacl: Roger Smith

Tel: 0771 556 196

E-mail: roger g5 smith@habmail.com

GCMN EASTEOLIRNE,

Easthourne Elemental:

Conlact: Luke May

Tel: 07E7 700 9125

E-meaill: iu!u-s.\-.'ua!ht'rr'q}hlﬁﬁmaih'nm

GCN WALBERTON,

Walberton Wargamers:

Contact: Mike Rodidham

Tel: 01245 554185

E-mail: walberlonwargamersityahoo.co.uk

WARWICKSHIRE

GCN NUNEATON,
Muneaton Model and Games Club:

Contact: Brian MeoCormack
Tel: 07866 707 127

WILTSHIRE

GCN SWINDOM, SWAT:
Contect: John Hext

Tel: 01793 652 936
E-m:il-.jﬁ1u.l£|.:1=n1.l!mt'1-{ﬁ|ﬂ

GCN SWINDON,

Swindon and District Wargamers:
Contact: Paul Netile

Tel: 07793 70009

E-mail; nettletribe@ntlworld.com

YORKSHIRE

GCN HALIFAX,

Pennine Raiders:
Tel: D142 236 9634
E-rnadl: hardpindEtiscali.co.uk

GCHN HUDDERSFIELD,

Cellar Dwellars:

Contact: Richard Ambler

Tel: 07984 11 3974

E-miail: ubersquackiyahon. co.uk

GCN LEEDS,
Might Owls:

Contact: Steve Molen
Tel: 0113 225 461

GCM OSSELT,

Osselt Wargames Club:
Tel: 0192 426 4064

E-mail: paulmgrace@btinternet.com

GCM SHEFFIELD,
Dysartes:

Coptact; Mick Johnson

Tel: 07743 3BE0E1

E-maH: webmasteriédyseriescom

GCN BRIDGEND,

Bridgend YMCA Gamers Club:
Coniacl: Bill Evans

Ted: 0165 676 6134

E-rmaif: bifldragon 1@tiscali.co.uk

SCOTLAND

GCMN CAITHMESS,

MNorthern Knights:

Contact: Dave Yeamans

Tel: 0784 976 0048

E-rnail: recechossithtintermet.com

GCM DUMFIRMLIME,
Dunfirmline Wargaming and
Roleplay Fellowship:

Confact: Brran Forresther

E-mall: dwariclulysimal.com

GCN EDINBURGH,
Edinburgh League of Gamers:
Conlact: Andy Meachan

E-mail: leagerofgamaers.
awmnerdyahooersups ool

GCN FIFE,
The Gaming Kingdom:
Tel: OFAF4699774

E-mail: krissherrifi@hoimail.com

GCN GLASGOW,

%1 Aidens Warriors Club:
Contacl: Alan Hobbs
E-mail: macdonald® 1 7ihoimakl.com

GCN INVERMESS,

Da Klub:

Caontact: Stephen Miller
Tol: OF8TR 571222

E-mail: sieveindevitaal, com

GCN KIRRIEMUIR,

Kirriemuir Wargames Club:
Contact: David Tullach
E-fsall: david. tullochi Slesoo.ned

GCN RENFREW,
WPAS:

Contact: Andy Thompson

Tel: 0141 886 2466

E-pnail: athompsonitjaes24.freeserve,couk

GCMN STIRLING,

Stirling Wargamers:

Contacts Paul Brooks

Tel: 01786 450 D2

E-mail: paul@irecardiead, plus.com

SAFETY IN THE COMMUNITY
GCN membership guarantees the highest
standard of customer service and safety.

As part of our ongoing commitment to
our customers and hobbyists, we do not
promote any gaming clubs outside of the
Gaming Club Network.

www.games-workshop.com 115



A\"lIlABlE 10 ORDER

If ever an excuse was needed
to start a new army, the
release of the new edition of
Warhammer 40,000 is it. And
with the emphas:s firmly on
Troops, an army based on a
Battleforce will be perfectly
kitted out to take those all-
important objectives.

You can buy our products from

the following sources

e Games Workshop stores Page 108
e GW Online store Page 119

www.games-workshop.com
e Games Workshop Direct  Page 119
* Independent Stockists Page 108

WARHAM MER

SIIHGG Marmes

Contains: a 10-man Tactical Squad with a Rhino transport, a
5-man Combat Squad, 5 Space Marine Scouts and a 5-man
Assault Squad.

i M| Product code: 99120101045

i

e o T —— _-|- AT e

WARHAMMER

740,000

——— e
CHADS SPACE MARINE CHADS SPACE MARINE
BATTLEFORCE STREITMAGHT

DETACHEMENT DESTACCAMERTD DEGLY SPACE
SPACE MARINE DU CHAGE MARINE DEL CADS

FUERZA DE COMBATE MARIMES 2 2, )
ESPACIALES DEL CADS P =2

-4

Chaos Space Marines

Contains: 8 Khorne Berzerkers, 15 Chaos Space Marines, ﬁﬁ“ﬂkr,
5 Possessed Space Marines and a Chaos Rhino. 15053“,

Product code: 60030702004 150 “kr

Pictures for illustrative purposes anly. Product contents may vary, Products sold unpainted and unassembled, Certain Citadel products may be
dangerous if used incorrectly, Prices correct at time of going o press, please contact us for curment availability and Games Workshop prices. Prices
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thieir oW prices.
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Tau Empire £50, €80,

Contains: 1 Tau Crisis XV8 Battlesuit, 1 Devilfish APC, 3 Tau Eﬁﬁlllll‘
XV25 Stealth Suits, 1 Markerlight Drone, 6 Gun Drones, 12 Tau 150 k:
Fire Warriors and 12 Kroot Carnivores. S6

‘:h.hm,,, | Praduct code: 99120713011 15“““'

o P

ik ki Rt ..__.___._-. e e

WARHAMMER

-HI ﬂﬂﬂ

ELBAR B.l'l'!lEFl.Iri.'E
. W Oy
DETACKE MENT ELOAR Ot

i
FUERTA G COMEBATE ELBAR

£90, €80,

Contains: 8 Eldar Guardians, 5 Dire Avengers, 1 Wave Serpent, 650dkr
1 War Walker and a Guardian Heavy Weapons Platform with 15IISB|‘:
¢ two crew,

--._‘ 11',;‘,, "W Product code: 99120104010

£90, €80,

Contains 20 Ork Boyz with weapon options, 3 Ork Warbikes liﬁ[lllkl‘
y

& 1 Ork Trukk.

Product code: 99120103009

190sek,
190nkr

Also available: Cadian Imperial Guard, Necrons, Tyranids, Dark Eldar, Ravenwing and Space Wolves.

Pictures for illustrative purposes only. Product contents may vary. Products sold unpaimted and unassembled. Certain Citadel products may be
dangeraws if used incorrectly, Prices correct at time of going 1o press, please contact ws for current availability and Games Workshop prices. Prices
Zes e o e O Norkshon throueh il own slores. catalogue hsite Trud lent retaile y ible for delermining www.games-wnrkshup.cﬂm
gueted are for products sold by Games Waorkshop through s own stores, catalogue or website, Independent retallers are responsiole 100 oelemiimng
their own prices.
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Next month, Warhammer fans are in for a treat as the

long-awaited Dark Elf army book and brand new models “nc“ming neleases

hit the shelves. Use our Advance Orders service to get
hold of yours on the day of release. Can’t wait to get the new releases?

e Get the latest products delivered to your
door on the day of release!
* Postage for Advance Orders is only £2*

. 1 T IAP\}IHQH%EER ,. ;\;;hjinr‘:? (?‘;leased 2nd August)

; e Dark EIf Army BOOK ...covvevrverennns 2/8/08
DARK ELVES A e Dark Elf Black Ark Corsairs............. 2/8/08
\ e Dark Elf Cold One Knights ............ 2/8/08

sl [BarkaElf Assassini = S 2/8/08
o DarlcElfiBreadlord oo is 2/8/08
e Dark Elf Supreme Sorceress............ 2/8/08
Warhammer
5th July (released 16th August)
o' Barlc Elf Battalioni: =i 16/8/08
e Dark EIf War Hydra......covovveeeen... 16/8/08
e Dark EIf Lokhir Fellheart .............. 16/8/08
e Dark Elf Dreadlord

on . Coldi@nes: Tt e s 16/8/08
e Dark Elf Supreme Sorceress

oniCold @nenms i e Nl 16/8/08

*£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.

AAFETYETARARNETS '
R L TR T e

‘| NARMIES

Dark EIf Army Book
RELEASED 2/8/08
£12, €22.50, 175dkr, 200sek, 225nkr

1& APH MWEER 'f. :: el T

"”’_ f"- g DARE ELF BLACE ARE CORESAIHS .
"'“.“WM{ CORSAIRES ELFES MOIRS {\ !
CORSARIOS DEL ARBCA NEGRA
1

SCHWARZE KORSAREN DER DUNKELELFER
ELFI QSCURI CORSARD DELLARCA NERA

kii"-.IfH

CITADEL

Dark Elf Black Ark Corsairs Dark Elf Cold One Knights

RELEASED 2/8/08 RELEASED 2/8/08
£12, €17.50, 135dkr, 160sek, 175nkr £12, €17.50, 135dkr, 160sek, 175nkr

Pictures for illusteative purposes only. Product contents may vary. Products <old unpainted and unassembled. Certain Citadel products may be
dangerous if used incomrectly. Prices correct a1 time of going to press, please contact us for current availability and Games Workshop prices. Prices

118 WH ITE DWAHF .-"Eq,'l".-'ll,n'j'gl |.-'ﬁ'|.|3 IE 1{] D RDER quoted are for products sold by Games Workshop through its own stores, catalogue or website, Independent redailers are responsible for determining

their o prices.



HOW TO ORDER

Our hobby range contains thousands of products, with more added every month.
There are three ways to get your hands on GW products.

Workshop Hobby Centres

e Range of products

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

* In-store order point
Many of our stores have a Direct in-store order point which you can
use to access our entire range, including Specialist Games, Collectors
and Bitz Packs allowing you to individualise your Warhammer,
Warhammer 40,000 and The Lord of The Rings forces.

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

On Our website at: www.games-workshop.com
GCAMES W@R]{SH@P At games-workshop.com we offer a fast, accurate and convenient

service that allows you to order anything from our entire range of
] R miniatures and other hobby products and have them delivered to your
' ' home or to your local Hobby Centre.

* We aim to despatch all orders in three days, straight to your door.

Communlty & Depnfs  Vietsal Gift Voothees  Siore Lotalions Cuslomer Sedvice

Your Cart 1D #ci4rs00E2

Daaaniy Eenish

s * You can order ANY Games Workshop product.

_ ® Our Advance Order service lets you order models and products
1 et Wb o T before they are released, reserving your copy.
: ?J;'E#:Eteﬂg:ﬁ"c i Bl - " .

N e adl I e Our complete range includes Specialist -

S oo Games, Collectors and Bitz Packs, with n-
[ W] @i o new additions every month! Check out VeriSign

Prices £12 E

what's new today. Secured
Hﬂhumnn_?nl e Ml Ereshin

B Type: Are

frmmsye

By calling the Games Workshop
Direct Customer Services team

Want to place an order? Need advice on the next purchase for your
army? Got a question about Games Workshop products? Just pick up
the phone and give us a call on +44 (0)115 91 40000.

Our experienced team will guide you through the ordering process and
will answer any queries you may have. They are also on hand for any
individual tips and advice you may require.

Methods of payment

You can only pay for orders through the Online Store by credit
card. We accept the following credit cards: Visa, MasterCard,
Maestro (formerly Switch).

R
=

We only accept the following cards in Northern Europe: Visa and Mastercard.

visA

Electron

SOLG

0’ P bt st " ; M We do not accept the following cards: American Express.
i g e T ; / o
R A -
Fictures for illustrative purposes only. Product comtents may vary. Products sold unpainted and unassembled. Certain Citadel products may be
dangerous if used incorrectly. Prices correct at time of going 1o press, please contact ws for current availability ard Games Waorkshop prices. Prices I'f. h
guated are for products sold by Games Workshop through its own stores, catalogue or website, Independent retailers are responsible for determining Www.games-workshop.com 119

their own prices.



= romumum | Subscriptions guarantee you will not miss an
issue, and offer savings over buying individual
copies. There are a number of ways to subscribe.

e Call Games Workshop Mail Order on ¢ Visit your nearest Games Workshop store
Tel: +44 (0) 115 91 -’-I-E[]]"[]'UU { p
: ETERNITY el: + 5
TN : h 'F i
P Ny T;’ QLE,%R Fax: +44 (0) 115 916 8002  Complete the form below and return to
FE Tl S0 GW MAIL ORDER, WILLOW ROAD,

NEw St 4 e LENTON, NOTTINGHAM, ENGLAND,
ET’:- | WWW.gEI’HES*Wﬂr s ﬂp.{?ﬂm NG7 2WS

g

WA !
TIST THE

i, i‘_
NEW &
RULES v
M=
BATTLE

BATTLE I would like to subscribe to White Dwarf starting with issue number: WD[JCJ[]

I would like to subscribe for:

1 YEAR 12 issueswosum £36, €70, 550dkr, 650sek, 700nkr I:'

2 YEARS 24 issues wosusz £65, €125, 1000dkr, 1150sek, 1250nkr ]

| am an existing subscriber [ ] | am a new subscriber [ ] iplease tick a box

MY DETAILS

M s R s et e s s OB aME s e iy A IO e e A

BT 0| 1 R L

Tl T T T e r Al

The subscription is a gift for the person detailed below [] ttick box if appropriate)

ME/MIS/MS/OthEN . ..cvvieeeeeressesisiins 10 o FOPENAMIED eeerrresssssssssmeesssseenrssseenre U oooeeeeeee e eee e eeseeeaens
Beddrece ool o e e e e e b e ol e o Prstenidiee s S n e B (8D

B0 | ] (o PP Ve L B
N et T B e = e

METHOD OF PAYMENT

Postal Order (UK only)/Cheque [_] {made payable to Games Workshop Ltd)

= o B Bl o B8 8 . cooooooooooo ooooooo
WValid from: T | | Expiry date: | | lssue No: |1

Cardholder’s Name:

(signature of parent or guardian required if recipient is under 16 years of age.)
Reply by the 31/07/2008 to take advantage of this offer,

GET WHITE DWARF FROM YOUR NEWSAGENT

Did you know that newsagents can hold, make sure you get your beloved White
order and, in some cases, even deliver your Dwarf magazine.

favourite magazines for you? Jusk Ask!

allows you to take advantage of these So next time you visit your newsagent Just
services. Where you see the Just Ask! logo  Ask! about obtaining copies of your

you’ll be able to hand in the form below to  favourite magazines.

A great way to ensure you receive every issue of White Dwarf is to place an order with your local
newsagent. Once set up, your copy of White Dwarf will be held for you to collect, saving you the
time and the frustration of having to search the news stand. Some newsagents offer a home
delivery service, making it even easier to obtain your copy.

So don’t miss an issue, complete the form below and take to your local newsagent today!

NEWSAGENT ORDER FORM

O] Please reserve/deliver* (“delete as appropriate) @ COPY OF wovverveueiveereemerisireesensn. on a regular basis,
commencing with issue ..................... for:

*£12 saving on a 1 year subscription. £31 saving on a 2-year subscription.



A TALE OF FOUR GAMERS

The return of an old favourite! Four
Studio gamers collect an army and do
battle. There can only be one winner,
as the competition kicks off.
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MORDOR TERRAIN SI’EI}TAGIIUIH

We show you how to build your own
Mordor terrain, from gnarled and
twisted foliage, to blasted ash wastes
and deadly lava streams.
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